Join the AMD™ pgp™
$250,000 in Prizes.
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CAVEDOG ENTERTAINMENT *
PRESENTS...
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The New Landscape 0f War

Extensl\re multlplayer
and internet support.

TOTAL ANNIHILATION is poised to redefine
real-time strategy gaming.

ding | assenEi RS “..a lock to become the new king of
natieniiiz Wndscwds: 1 real-time strategy games...”
‘matel worlds quilmerel. i -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

Devastating QUAKE did for first-person shooters ...”
_ SUpRD S R -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.

4 y\k
= __

50 missions, over 150 units including a BEREETEL
full host of land, sea, and air forces. ‘_ { AVeE d 4 j

tnTEFTAIRMERT

www.cavedog.com
A GT INTERACTIVE COmMPANY

m-]-_l? Hurnongous Emmmmmu lnc .n.ll luhls reserved, Created and Published by Cavedog Entertanment, a datsion of

§ by GT Interactive Sottware Cotp. Cavedag Entertalnmam™ and Total

Annitelation™ are Uademaiks ar Huno-wus EntitEnment, e GT™ is a tradentark and the GT Logo® is 3 ropstered bade:

nnrlm hl Iteractive Softivate Coep: Micrsott and Wndows & are reglistond traduniaiks of Microsoll Compovabon. Al other
of thir L

CIRCLE READER SERVICE #3868




B s =

. enemy from| th
- high ground.

rB{afs't-ﬁfp'pqg_in'g forces ints
~ smoking 3D segments.

" Use the 3-D terrain as
‘cover against attack.
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Call 1-800-771-3772 : . : .
e - kbl £1997 Accolade, Inc. Adcolads, Deadlock I and Deadlock Ti Shrine Wars are mm of Accolade, Inc.

Cyberlore and the Cyberlore logo are trademarks of Cyb L , Inc.
CIRCLE READER! SERVICE #7291
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Now Get Arcade Thrills
from a PC Graphics Card!

Putting an Intense 3D
Voodoo graphics card in These games included:
your PCis like getting a coin-op
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

) Intense 3D Voodoo
Loty P delivers arcade-quality

your local computer retailer!

v I
Jvoodoo!

3 3D graphics on your PC.

INTERGRAPH

COMPUTER SYSTEMS

B @
AAN ?i.,“ Wég www.intergraph.com

Imergraph and ihe Inte:
EAis

and Infense 30 and te Intense 30 Voodao logo are teademarks of Intergraph Corparation. Electronic Ants is a registered trademark and

Group, Li ¥ Delphine 2 kis

Atclaim is a regrstered Dix, the
!
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plus hours of gameplay, 8,000 lines of hilarious dialogue, oodles of challenging puzzlcs, high-rclsolul'ion graphics, film-
quality animation and a few surprise celebrity voices. Not to mention vegetarian cannibals and a guy named Snugglecakes.

So get ready to embark on a rollicking, swashbuckling graphic adventure where the seagulls have better

L1
aim than the pirates, and the sharpest weapon is your wit. For Windews 95 CD-ROM

R,u !

Check out the playable demo in select magazines or download it from our Web site at www.lucasarls.com ESR8

© 1987 LocasArts Enlertaisment Company. All Rights Resaroad. The Corae of Moakey Island is a trademark of Locashrts Enteriainment Company. The LocasAris loge 15 2 registersd tragemarh of Locastilo Lid, asee urder Julbanizatien
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The #1 Computer Game Magazine

)

Holiday
Hot 100

he holidays

come early at
CGW. Each
X )\ day from September till

Wy

- November the postman
throws open the hatch,
and games come raining
town on our heads. The
gm, resulting frenzy is

% like feeding time at
the piranha tank.
But we're able to

-~ they release, to
7 give you a good
; idea what's hot
' for the holidays.
¥ For a complete list
o products,
see page 12.

DECEMBER 1897

FEATURES

Machine,
Part |

n our ongoing quest for

the best, we test seven
hot new machines to find
the best off-the-shelf sys-
tem for gamers. Machines
from Dell, Micron, Gateway,
Falcon Northwest, Sony,
and even Macintosh
showed up to play. We'l
show you who's the fastest
and'who, has the most for_

_the leastamount of monef”

e've heard a lot of

hoopla about faster
data rates for getting on
the Internet. With at least
a half-dozen different con-
nection technologies all
vying for dominance, and
an ongoing standards
squabble over 56K tech-
nologies, it's time we took |
a closer look.




D SNEAK PREVIEWS
KX sin»

Half-Life

T G Police

I Great Battles of Hannibal
HT0 Chron X

HARDWARE

FZI} Diamond Stealth Il

ASUS P2L97-S Motherboard

Goldstar CRD-8241B CD-ROM Drive

I Audiotrix 3D-XG Sound Card

Il ThrustMaster Millennium 3D Joystick

FEA Logitech WingMan Extreme
Joystick

EEI} LS-120 Floptical Drive

FF1 CH Racing Wheel

p GAMER'S EDGE

[TT1 Betrayal in Antara b

[ Pacific General

[T Extreme Assault

Flight-Sim Tactics: Missiles
Scorpia's Mail

CG Tips!
) COLUMNS
Loyd Case The Verdict on Windows 95
[F1 Scorpia The Space Bar
[F21 Fliiott Chin Online Action Gaming Grows Up
[EEl Dennis McCauley A Sports Gamer’s Wish
[E Denny Atkin A Pundit’s Prognostications
[T Terry Coleman Gifts for Wargamers
Martin Cirulis What’s the Deal with...Game Reviews?
D DEPARTMENTS
B] Onthe CGROM  What's on the CD and How to Use It
B2 CG-Online What To Look For on the Weh
EZ] Johnny Wilson Johnny’s Wish List for Gamers
E Letters Our Readers Speak Out
KT README  News, Views, and the Latest Releases
[ Top 100 Readers Rate the Top Games
Hall of Fame Greatest Games of All Time

[ Coming Nexi Month A Preview of the January CGW

Jedi Knight
Legacy of Kain
Bl Terracide

Time Warriors

ADVENTURE/ROLE-PLAYING

EEZ] Dragon Lore Il

EEE]  XCar:

Experimental Racing
[ Diamond Mind
Baseball 7.0
EIT]  ABC's Monday
Night Football '98
T Legends Football '98

SIMULATIONS

Starfleet Academy

f1Z] Microsoft Flight
Sim '98

Fighters Anthology

CLASSICS/PUZILES

EEIl  Lose Your Marbles

EIT} Dark Reign

[T Achtung Spitfire
[H Imperialism

[ Outpost2

Ol Birthright

DECEMBER 1557




MONSTER BUYER'S GUIDE

oliday
Ul

ow does a gamer spend the

holidays? Spinning yarn with the rela-
tives at grandma’s house? Or

annihilating opponents on a fire-
breathing PC with every
peripheral known to man?

We think you know the
answer, and to help
you decide what to
get the gamer in your
life, we’ve put togeth-
er the hottest 100
games and gadgets
that should be in your
sights for the holidays.

120

| ACTION |
126  Abe's Oddysee

126 GPolice

123 HalkLife

125 Hexenll

125 Interstate '76

123 JediKnight

126 - Legacy of Kaln

122 Quakell :

126  Shadows of the:Empire
125 Tomh Raider2:

_ADVENTURE/RPG |
140 BiackDaflia -

© 140 BrofenSword:

- The Smoking Mirror

The Curse ot Monkey Island
Dark Earth

Diablo andHellfire

Fallout

The Last Express

[The Space Bar

Twingen's Odyssey

Zork Grand Inquisitor

132
140
133
135
140
135
135
133

_CLASSICS & PUZZLES |
149 Acrophobia

149

150

150
150
145
150

)
Chessmaster5500

Lose Your Marbles
Microsoft Entertainment
Pack Puzzle Collection
iionopoly: Star Wars
Pictionary

Smart Games Challenge #2
Smart Games Word Puzzles
You Don't Know Jack 3
.and You Don't Know Jack TV

149
144

145

SIMULATIONS |
166 686(1) Hunter/Killer
Armored Fist2
F/A-18: Korea

Flight Unlimited Il
Flying Nightmares 2
Jet Fighter: Full Burn
Longbow 2

Pro Pilot

Red Baran |

Sabre Ace:

Conflict Over Korea

170
170
165
170
164
170
163
166

_SPACE SIMULATIONS |
181 The 10th Planet

DECEMBER 1957

. 152
157
1158

4

140

183 ForcedAlliance

183 Heavy Gear

181  Starfleet Academy

180 WingCommander: Prophecy
SPORTS : |

157 ABC Sports College Football:

Heroes of the Gridiron

Baseball Mogul

Front Page Sports: Ski Racing

Jack Nicklaus 4

Links LS 1998 Edition

Madden NFL 98

Microsoft CART

Precision Racing

NBALive 98

NHL 98

Rally Champlonship:

International Off-Road Racing

153
158
198
153
158
157

STRATEGY |
133 Ageof Empires
140 ConquestEarth
133  DarkRelgn
140 Dungeon Keeper
Magie The Gathering:
Duels of the Planewalkers
Myth
Red Algrt & Expansion Packs:
Aftermathand Counterstrike
StarCrat
Total Annihilation
Warlords (Il

134
140

132
134
134

_WARGAMES

197  Achtung Spitfire

198 AldedeCamp2.0

202 Civil War Generals

199 Close Combat Il

196 EastFront

202 Man o' War

197 Panzer General |l

202 Prelude to Waterloo

199 Sid Meier's Gettysburg

202 Tigers onthe Prowl 2.0

_HARDWARE

210 3Com ImpactiQ External
ISDN Modem

& &

207
210
210
206
210

209
209

207
209

Cambridge PC Works
Canopus Pure3D
Diamond:Stealth Il
Diamond Viper 330
Hitachi Superscan Elite 761
19:inch Monitor

Microsoft SideWinder
Force Feedback Pro
Plextor 12/20PleX

Saitek X36 125
ThrustMaster Rage 3D 100

KIDS' STUFF

215
212
215
215
213
215
213
213

215
212

The Adventures

of Valdo and:Marie
Backyard Baseball

The Cat inthe Hat
Goosebumps:

Attack.of the Mutant
Grossology: The Science of
Really Gross Thinas
Madeline Classroom
Companion:

1st & 2nd Grade

Pirates: Captains Quest
Schoolhouse Rock:

1st & 2nd Grade Essentials
Secret Paths in the Forest
Spy Foxin Dry Cereal

STOCKING STUFFERS |

221
217

217

221
216

cew

Easy CD Creator
Deluxe Edition

MGl VideoWave and ATI
All-in-Wonder

Kodak DC-210

The Simpsons:

Virtual Springfield

N\
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To order, visit your retailer or call 1 800 447 1230

TaI (315) 393 6633 Fax. (315) 393 1525

E-mail: webmaster@sir-tech.com www.sir-tech.com
CIRCLE READER SERVI

_ NoT YouR EViRY LAY
EXPEBIENCE

Granny noticed that
hings were getting, well, a little strange.
ven her loyal sausage could tell that
omething was wrong. When she found out
her family had been swallowed into space
by the Mad Rabbit, she decided that
enough was enough, No more games:
| itwas time to kick some lepine
butt. And so this delirious but
determined lady set out on the
adventure of a lifetime.

b

«\/isit five planets and fourteen
worlds in a huge, hilarious graphic
adventure that spans 5 CDs.

# Solve scads of ingenious puzzles, each with its own
illogical logic. Order leads to chaos, sense turns to nonsense,
credible becomes... well, you get the drift.

» Meet dozens of curious characters. WWander the reaches of
inner space. Defy the laws of time and space. Go shapping
with aliens. And be back in time for tea.

You have to [ :) ditto ) IS0 2 (&Y &it.




THE NEW BREED OF WARRIOR.

: R K ﬁ'-wb

NEVER BEFORE HAS A COMBAT SIM TRANSPORTED

YOU TO A UNIVERSE SO CONVINCING. A B1sT

CENTURY PILOTING EXPERIENCE SO INTENSE. ITS

CHARACTER-BASED MISSIONS COME FRIGHTENINGLY

CLOSE TO REALITY. MULTIPLAYER COMBAT SO

UNRELENTING, A GLOBAL INTERNET SERVER

TRACKS WAR STATISTICS, WINS AND CASUALTIES. (lerswmtm e

RAW COMBAT 50 BRUTAL, ONLY THE PRODUCERS :wmm AN ENTIRE ARMY OF GEARS,
OF THE ff1-SELLING, 3-D SIMULATOR OF ALL TIME E::?:::;J:::?‘::&;T:::;:‘:_
COULD DEPLOY IT. HEAVY GEAR. UNLEASH THE MEN AND CALL IN FOR AIR SUPPORT.

WARRIOR WITHIN.

CREATE YOUR OWN CHARACTER, AND

PLAY YIA LAN/INTERNET AS NINS AND
CASUALTIES IMPACT THE FRONT LINES
ON A PERSISTENT ONLINE BATTLE-MAP.

USE WEAPONS FOR SPECTALIZED TASKS:
ATTACK OUT-OF-SIGHT GEARS WITH
LASER-GUIDED MORTARS: DESTROY
ELECTRONIC SYSTEMS WITH RAILGUNS.

© 197 DALAN P05, N0 MO TARGET GAMES. AD. MASED 0N THE WEAYY LA™ ONIYERSE COEATED AND OWNED BY DREAN P00 9, DRC, ACTIWIZION 14 A REGISUERER VAADDVAR OF ACTIVISION, INC, © 1957 ACTIYISION, [WC, ALL WIGHIS RESINVID, ALL STHER TLASEMAELS AMD TRASE AMES AMF MESPUNTIES OF THEIR RESHCTIVE St
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This is your glorious empire moments before it became

TharEL 2

Q To build a Stonc Age tribe into a thriving nation in 10,000 years of real-time evolution. Which
: g4 empire, you can rest casy knowing that you can  gives you just cnough time to decide whether you want
never rest easy. Because what takes thousands of yearsto  to conquer everyone else, explore the four corners of the

oy
. d } globe, or accumulate great wealth to achieve

build can be destroyed in seconds if you don't plan wisely.

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

of 12 ancient civilizations (including Egyptian, Yamato, you can choose your advancements accordingly. For
and Greek) from grass hut beginnings to world domi- instance, you can rescarch gold mining or commerce
EYSEMALE [ e

’ﬁ!f— Y BNE—

' “Best real-time strategy game.”

© il on
AWARS

© 1997 Microsolt Corporation. All rights reserved. Microsoft and Where do you want to go today?are registered trademarks, and Age of Empires is a trademark of Mi £t Cory



Microsoft

Thﬁil‘ glOI'iOUS Cmpll'c. Where do you want to go today?”

to amass great riches, or ballistics and naval warfare to war elephant, and the pressure to win

\\w&ﬂ% strike fear into the hearts of others. becomes downright intense.
1 ’ ._-- ‘II.

I
i

g Multi-player capabilitics, 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 g G
time you play. Add in the rich 3-D graphics where you'll . e = D] :

sce every flaming arrow, marching phalanx, and charging

Choose your favorite form of world domination.
“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

A seaed

All other company sames mentioned herein are either ks or trademarks of their respecti i
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AMNCIENT TREASURES.

AN AGE-OLD MYSTERY.

THE OMLY THING MISSING
IS YOUR SOUL.

P

AESa

oW, southpeak.con



SOUTHPEAK"

INTERACTIVE

The first PC CD-ROM game featur-
ing Video Reality™ the all-immersive v

technology that puts you in the game.

VinEo reaLiTYo

!

, 13
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ON THE CG-ROM

'Tis the
Season To

Have Yourself a Merry Old Time
by the Monitor With 12 Playable
Demos on This Month's CG-ROM

Fragging...

0-ho-ho, gamers! Satan Claus
H has been extra busy in his

South Pole workshop, whipping
up a demo that's packed with goodies
and stocking-stuffer ideas for everyone
on your holiday list. We have all kinds
of delights this month, including six
action demos (gamers with 3D cards
will particularly appreciate Hexen Il and
G Pouice) and a sprinkling of strategy
and puzzle demos. Can't wait for HALF-
LIFE to arrive under yed tree? WB“, SRS ¥ G POLICE Serve and prmec while Il'ng a
We’ve gOt d WhO'e new mmiexDE‘mSion DUNGEON KEEPER The CG Choice-winning strategy hovering gunship in this 3D action game.

pack for Quake that was specially game that requires you to be naughty, not nice. Bring your own doughnuts.
designed by a member of HALF-LIFE'S .
design team! Of course, the grand How To Use the Disc - _

i i . : The CD is Autoplay enabled and should begin when you load it into the CD-ROM drive.
prize this month is the exclusive Jeoi Otherwise, select Run from the Program Manager in Windows 3.x, or Starl Menu in Windows
KniGHT demo, which ought to help 95, and type D:ARUN-ME (where D is the letter of your CD-ROM drive) to run it straight from

) the CD. You may type D:ANSTALL to create a CGW program group on your Windows desklop
kBBD your ChBStﬂUtS warmm. Aren t yOU for future fun. Many demos require the disc to be in the CD-ROM drive in order to run; there-

glad you were naughty this year? fore, we recommend installing the demaos from our disc.

CCwW DECEMBER 1997



ON THE CG-ROM .

How to Access Patch Files

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

JEDI KNIGHT The CGW exclusive demo of
LucasArts’ eagerly awaited Star Wars game.

Didn’t Get the CD-ROM?

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

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

If you have a problem receiving the CD version,
send an email with your name, address, phone

PRODIGY: SPECIAL EDITION FOR QUAKE Whomp number, and subscriber number to cgw@neoda-

through some new levels for Quake designed by ta.com. Neodata is a magazine fulfillment house,
one of HaLrLFe's level designers. and is not owned or operated by Ziff-Davis.
DECEMBER CG-ROM TITLES
TITLE PLATFORM ~ DIRECTORY EXECUTABLE
Byzantine: The Betrayal 95 only BYZANTIN setup.exe
Chasm Win/DOS CHASM install.exe
Claw 95 only CLAW clawdins.exe
Dark Rift 95 only DRWEB dr_demo.exe
Defiance 95 only DEFIANCE defiance.exe
Dungeon Keeper 95 only DKMAG setup.bat
G Police G 95 only GPDEM setup.exe
YOUNGBLOOD The new action/RPG based Hexen Il 95/NT H2DEMO h2demo.exe
on Rob Liefeld's comic book. Sy winms_ MSPRINST setup.exe
Jedi Knight Win/95 Jedi jedidem.exe
Joint Strike Fighter ~ Win/95 JOINTSTR nyedge.avi
Legends Foothall '98 95 only LEGENDS demo97.exe
demo32.exe
Lose Your Marbles 95 only MARBLES marhle.exe
Politika 95 only POLITIKA promo2.mov
Prodigy Levels DOS/Win/95  PRODIGY prodigy_zip
 Professional Gamers
League (PGL) 95 only TEN setup.exe
SODA Off Road 95 only SODADEMO  setup.exe
 Uprising 95 only UPRISING uprising.exe
Youngblood  95only  YOUNGBLD young95.exe

Quaxe engine, comes complete with ye olde sheep.

DECEMBER 139/ CGW
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CGW’s Home
on the Weh

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-
tise of Computer
Gaming World,
GameSpol, and ZDNel 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
fastest news and reviews in
gaming, turn to the experts
at GameSpot. Here’s a brief
overview of what you can
expect on GameSpot over
the next few weeks. To see
these articles and others,
point your browser to the
ultimate gaming page at
http://cgw.gamespol.
com/december.

CGW

kiliers has

uuuuuuu

Iocations over s,
aame... and some af i
frustrating (il

» Top Ten
{, Dvmos

@ Designer Diaries

Have you ever wondered what's going
on behind the scenes while those
much-anlicipaled games are in develop-
ment? GameSpot's Designer Diaries
lake you inside Activision's Dank Reign
and Zork Grano Inouisitor, ION Storm's
Anrcrnonox, Sierra’s Quest For GLory,
Dregon Fire, Accolade’s Jack MickLaus
Gour 5, and more!

@ Sirategy Guides

GameSpol strategy quides are unofficial game handbooks
slocked wilh secrels and slep-by-slep instructions on how to
defeat each level of your favorite game. Our slralegy guides
unlock those untapped hours of gameplay to help you get
more fun for your buck. Here are four recent examples:

Hexen Il Having a tough time making your way through
the levels in Hexen 11?7 Nobody said that it would be easy.
Hexen 1l was designed to be highly challenging for the single
player, bul with the help of GameSpor's guide, you should be
able to find everything that you need to get through the game
successiully.

Dungeon Keeper The definilive guide to the popular

DECEMBER 1997

Bullirog game is on GameSpot. You'll find thorough informa
lion about the rooms, the minions, the heroes, and more!

Starfleet Academy Interplay sends you to school in the
Star Trek universe, where you'll train to become a Slarfleel
officer. In order to follow in the footsteps of old James T Kirk
and company, though, you'll have lo pass a lew lests. With
GameSpol providing your study guide, there's no doubt that
you'll graduate with honors!

X-COW: Apocalypse The long-awaited third instaliment
of the popular X-COM series finally made it, and GameSpol
is here lo help you through it by passing along general hints
and lips, research lrees, and useful sialistics.




® Demos

GameSpol has the mosl thorough and reg-

ularly updated game demo libraries on the
Web. You'll find corresponding demos for

some of {he games reviewed in CGW, includ-

ing NersTor, G Povice, Twinsen's Opvssey,
BetnavaL i AnTana, Atomic BoMBERMAN,
BageaatL Mocue, and more.

bug, which paints to a refaled enline arlicle &l www.computergaming.com,

If you're interested in taking part in our discussions about gaming, check out
the CGY Forums on ZDNet al www.zdnet.com
or www.chatnow.com. CGW reviewer and
columnist Dennis McCauley and CGW Sysop Arlan
Levitan host ongoing discussions on ZD Net's
Community Center.

Q 5 you read through your issue of CGW each month, watch for the CG Online

@ Special Features

Quaxe 1l Preview You may have read stories
about Quake Il online, but you ain't seen noth-
ing yet: GameSpot editors Trent Ward and
Moira Muldoon went down to Texas, where id
Software let them inside to get the goods on
the most anticipated game of the year.
GameSpot has all the information; you'll find
art, interviews, and plenty of other surprises
in our comprehensive preview.

Dominion Preview Tactical combal is
the name of the (real-time strateqy) game
in ION Storm's Domimion, GameSpot took
=== an inside look at the units, races, struc-
lures, and powers-that-be in our exclusive, in-
depth preview.

Playing for Real: The Military in Sims
Ever wondered what it’s like for simulation
developers lo deal with the military? You can
bet that the process involves secrecy, restricted
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areas, and red tape. GameSpot takes a look at
some of the issues and obstacles that develop-
ers have to deal with when they're atlempling lo
put out the most realistic simulation possible.

The Utima Legacy As the online gaming
community awaits the arrival of Utiva Onuine
wilh greal anticipation, GameSpot lakes a retro-
spective look at the ever-popular ULma series.
(S editors caught up with Utma's creator, Lord

British (Richard Garriolt), as he recounled the

Turn to CGWY Online for news, reviews, stralegy
entire history of the series.

articles, and behind-the-scenes features on hun-
dreds of top computer games. Because of our joint
venture with GameSpot, you'll also see some arti
cles posted online before they're in print! In addi-
lion, be sure to walch out for a major new hard-
ware section by Loyd Case, entitled the Ultimate
Game Machine, a joint venture from CGW and
GameSpot. If you haven't already bookmarked
our page, be sure to add www.computergam- -
ing.com Io your collection.

DirectX 5.0: Into the Breach Microsoft
promised that the advent of Windows 95 and
DirectX would be Nirvana for game developers.
Bul DirectX has proven to be paradise for nei-
ther developers nor gamers. What will the next
version, DirectX 5.0, bring, and will it fulfill
Microsoft's promise of making life easier for
compuler gamers?
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STRANGELY BILEST AGATN.
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There is nothing to fea Bt fear itself. And ice. And trees. And cliffs. And pain. This s the ultimate ski racing experience at Downhill. Sialom.
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. an action /combat game thgt’s
hght years ahead of the co etitm
ZDNet

AVAILABLE NOW!

«,..real gameplay.” ‘ _ ¢ 3D acceleration for 3Df:
“, ..sharp 3D engine that looks | L T and Rendition and othe
could stand toe to toe with Quaken. " USSR SR e/ plus MMX.
R W ' ey Brilliant 640 x 480 Supe
‘ VGA resolution,

/; * Compelling story. Solve
* +"  baffling puzzles to
% advance between levels
¢ Smooth 3D combat wit
7;@» & TruFlow™ technology.
w4

.28 18 different horrific

J I A . &Y L ' Sreatures attack you ag;
SUDDENLY, THE WALLS CA and again from above,
CRASHING DOWN AND ‘below and in your face!

ALL HELL BROKE LOOSE., '
 Death'Match battle for
to 8 players in 4
challenging levels via th
Internet or LAN.

},(Cut-scenes merge the
game’s 13 levels
seamlessly while

/  immersing you ever mo
deeply into the

su

L ,f‘

YOUR ENEMY IS PART g
BIOLOGICAL, PART MECHANICAL compelling story.
AND 100% KILLER! g :

IF IT'S 'BATTLE YOU WANT,
IT'S BATTLE YOU'LL GET!

Available wherever PC software is sold mcludmg
Babbages Etc., Best Buy, Circuit City, CompUSA, Computer
City, Egghead Electronics Boutique, Fred Myers, Frys,

A Paqvav.rfqlmsl_

28 Wik GUT 2 Hastings, Musicland, Staples and Target Stores. HLapesing
© 1997 Visceral Productions, .
A DIVISION OF AVALON HILL GAME COMPANY Visit our web site: www.avalonhill.com Tradamarks cited are propartios of
4517 Harford RO.]d, Baltlmore, MD 21214-31952 . ﬂl' Ca“ 1‘800'999 3222 afﬁ:cng?sm&mmk ol Visceral

410-254-9200 CIRCLE READER SERVICE #167 Productions and Logicware, Inc.



Ho, Ho, 2.0

My Holiday Wish List for Every Gamer

ince much of this issue
concerns holiday gift
giving, | couldn’t help
compiling a list of the
gifts I'd most like to
see for computer
gamers and the indus-
fry. As in the letters to
Santa that some of us wrote as kids,
some of these wishes may be unre-
alistic, but it never hurts lo ask.

A STABLE GAMING PLATFORM

1 know, I've said that it’s impos-
sible to have a stable gaming plat-
form. The “Hot Rod Syndrome” will
always keep gamers going for the
newest, fastest, hollest machines
available. The time frame for new
aenerations of processars will keep
diminishing, and new hardware
peripherals like 3D and force-feed-
back will continue to appear. Still,
it would be nice for gamers to be

able to use their machines longer
than two years, and for software
publishers not to have lo guess at
new base machine requirements
two years down the line. We might
also see more done about bugs if
publishers were able to lest only
one platform, rather than many.

DIRECTX TOOLS THAT WORK

It was anly a couple of years ago
that we heralded the Windows
Gaming Revolution. We lruly
believed that DirectX would help us
with such things as driver issues,
machine compatibility, and devel-
opment libraries. We thought that
all of this would make il easier for
gamers {o install and run games,
as well as for publishers to create
and test games while supporting
multiple peripherals. We hoped that
the kind of noodling around that
developers were having to do in

z
|
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1
i .-;-::-_a'ﬂd_:pn_ﬂﬁcs

~intelligence documents

Darcy novels

- Jones era

 and murder

Johnny’s Dream-Game List

ﬁRf\GQNRIBERS OF PERN 3D fantasy action with management

RM;P&TROL 3D, vehicular machine-gun combat in North Africa
S OR MI5 WWII adventure game based on declassified

~ ASUPERHERO RPG When are we finally going to see a good one?
A MAD VICTORIAN RPG Based on Castle Falkenstein or the Lord

~ WWII SUB SIM A one- or two-man submarine sim would be amazing
: N_pIg.NﬁPﬂLls SPEEDWAY LEGENDS Covering the A.J. Foyt and Parnelli

- HOCKEY MOGUL Sports management on ice
; _.THE-_GODFATHER Mob management: numbers, drugs, dames, intrigue,

~ NEW WARGAME FODDER Something based on Frederick the Great, the
~ English Civil War, the Irish Easter Rebellion, or the Wars of the Roses

— -
e

order fo get DirectX
titles to run correct- €
ly would be a “pro- |
visional govern- ;
ment" that would
give way to an
unencumbered par-
adise, Things
haven'l lurned out that way, but
that hope still lives on.

NEW GAME DISTRIBUTION

| wish we had a refail distribution
system for computer games in
which the retailers cared about
games, and made their money from
selling them. I'm afraid that, as long
as lhey make their money off coop-
eralive adverlising, markeling pro-
grams, and special display allow-
ances, we'll never see the kind of
product selection and availability
that gamers deserve. | hope that the
continued expansion of the Web
makes it possible for publishers and
small developers fo build games and
fake them right to the players with-
out having to be in stores. If ever we
needed an alternative sales distribu-
tion method, we need it now.

A CALENDAR
OF GAME RELEASES

The entertainment software
industry tends to schedule titles for
the fourth quarter, a cyclic prescrip-
tion for retail glut, product slip-
page, and poor sales. | wish com-
panies would schedule products
for a full year of distribution so that
gamers would get a chance to own
and play all of the worthy titles.

A GREATER VARIETY OF GAMES

Okay, so I'm a frustrated game
designer. I'm still disappointed about

DECEMBER 1997

the number of games that are mere
clones of others. Check out my short
list of new ideas. Although some of
these games wouldn't make money
with our current distribution system,

P <C) wish

we had a
retail
distribution
system in
which the
retailers
cared ahout
games. 77

we may still see them someday—if
one of my earlier wishes comes frue.

YES, JOHNNY, THERE
IS A SANTA CLAUS

| don't suppose Lhere is any
cause for me to be looking through
my holiday packages this year for
any of the games from this list, but
since | refuse to grow up, I'll keep
haping for next Christmas and the
next and the nexL. Hey, someday my
wishes might come true. %

CGW
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Price: $49.95

Minimum System
Requirements: Pentium 75,
Windows 95, 16MB RAM,
40MB hard-disk space, 4x
CD-ROM, 256-color SVGA
graphics, Sound Blaster 16
or 100-percent-compalible
16-bit sound card, 28Kbps
or faster Internet
connection.

Multiplayer Support:
Modem, direct connect (2
players), LAN, Intermet (2-6
players).

Designer: SSG

Publisher: Red Orb
Entertainment

Novalo, CA

(800) 548-1798
www.redorh.com

Reader Service #: 342

A % A K % REVIEW ¢ WARLORDS Il

SSG and Red Orb Team Up for a
Fantastic Return (o the WarLorps Universe

by Tim Carter

im the Critical enters a
dark and mysterious
dungean. He encoun-
ters an amy of zombie
programmers, and is
victorious! He finds...a
gem. A big fat gem, in
fact—one that will
keep him happy for, oh,
much moretime than
he has available.
Was.onns 11, brainchild of the
crew at SSG and marketed
through Broderbund/Red Orb, is a
winner from the minute your fin-
gemails hit the cellophane wrap.
Based on one of the few strategy
game designs that deserves the
aceolade “classic,” WarLorns 111
brings vastly improved depth, replayabili-
ty, and nuance to an already successful
and enjoyable game,

Wartors 11 follows the basic
turn-based system of its predecessors
for solitaire play, but offers simultane-
ous turns for those with a hankering for
multiplayer mayhem with human
opponents. It ran smoothly and rapidly
on my Pentinm 120 and was fully fune-
tional in Windows 95,

REIGN OF HEROES

"True to the original, gameplay in
WartoRDS I revolves around the con-
twol of fortified cities. Individual units
have a dizzying variety of attributes and
abilities, and up to eight unils may be
grouped to form an anny. Heroes may
explore ruins for treasure or magical
items, perform quests for similar
rewards, and bestow a number of impor-
tant combal bonuses to anmies that
march under their banner,

"The command structure, which was
pretty clean in WARLORDS Land 11,
remains quite impressive. Moving
around the game will be simple even for
someone unfamiliar with the interface

cCowW
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‘War Is Heaven ™

Litlle, if anything, scemed to have
been left out of previons versions, but
quite a bit has been added hewe. For
instance, some of your heroes, depend-
ing on their class, may now use magic to
augment their abilities, which further
depend on the race you are plaving.

Unlike past versions of Warsorps,
individual cities no longer produce dis-
tinct units. Eaclr race now has a pool of
sel unit types to draw on, consistent with
that race$ basic characteristics and atti-
tudes. Any given race may have cight
regular troop types, three mercenaries,
four hero classes, fouir magical allies, and
one boat unil,

The first time 1 played this system, |
felta tiny twinge of disappointment. The
more limited amies tend to be a bit dul
after a while, and battles over castles
aren't s massive in proportion. Ryt after
onlya few games, | could clearly see the
wisdom of this design decision, By limit.
ing gamers o a consistent and fixed sel
of troops, the designers have greatly
extended WarLorDs 1115 replay value, A
game on the same map but with a differ.
entmee is, functionally, an entirely dif.
ferent game. Moreover, within each

WAR IS HELL Warionos Il is a turm-based fantasy wargame in which combat is resolved
a strategic scale, as in Cv, not in tactical mode, fike MOM

game, cach of the different races you
fight present a somewhat different
threat, based on the strengths and wea
nesses of their core units.

WARLORDS CUBED

For those who love to mixand
milch, the scenario setup screen let
You eredate vour own race Lrsing anyL
the preexisting units. You are limited
only by the total number of different
unit types per race,

The setup screen offers a huge
ber of other options that build replay
valuie as well —including a prohibitior
on razing citics (an important issue
when playing against human oppo-
nents), an aption that allows neutral
cities to grow in power if attacked, and
random placement of starting cities

In addition to the twelve preset sce-
narios, the game comes with a mndor
seenario generator and —surprise —
intnicate campaign game.

As just one example of the playing
villue in WARLORDS 11, the classic [Huri
map from the original game s included
one of the preset scenarios. This map
constituted the entire game in WARLOR

Computer Gaming World doesn’i



WIGHTY TIM Heroes play an imporiant role in WirLaos
Il since they can hunt for treasure, embark on quests,
25t spalis, and bestow bonuses on your troops.

sthout many of the options and varia-
wavailable here, Yet, in WarLORDS 11
nsfitutes a tiny fraction of the com-

game. Hiving spent a doiren orso
on the [lluria map already, | can say
hsome certainty that gamers will not
v run out of things to do with
wLORDS HI.

LL TO ARMS

What you do in WarLorps 111, of
arse, is fight. A lot. The core
AHLOKDS combat system hasn't
snged in structure, but a wide range of
wifying factors has been added, giv-

2 amers more oplions when building

ir ammies or taking out the enemy. For
tance, individual leaders or unils may
atribute positive (to your side) or nega-
¢ {lo your n|:|)nnr:l'lt:\' side) madificrs,

while many units also
have special attributes
or abilitics such as
assassination attacks,
archery attacks, poi-
soning, and disease.

Amajor asset of
past WARLORDS games
was the strength of the
AL WanLorns 1 is no
slouch in this depant-
ment, although |
found the “Psycho”
level somewhat easier
than | would have
expected for the most
difficult level. While the computer still
fuils to manage its heroes properly (not
picking up treasure lying on the ground
when an enemy hero is killed, and ignor-
ing some ruins), it has hecome much
more adept at knocking off your heroes,
particularly if you leave them exposed.

 was especially impressed when the
Al during the fifth or sixth scenario of
the campaign, made a systematic effort
o kill off the heroes 1 had been careful-
Iy nurturing into powerful higher level
paladins and mages. The computer will
also raid your home territory frequently
and s not averse to scorched-earth
tactics if it starts to lose.

According to the manual (gencrally
well done and useful for leamning the
game and for reference), the diplomatic
system has been tweaked considerably

> Campaigning for Warioros

strings together a series of scenanios around a/plot that

N ew to the Wartoros System, the campaign gamme
has you lead the Selentines against the evil forces of

thé undead Lord Bane. Bane
has at'least one primary ally,
nd even the powers that are
Suppasedly in your, union of
000d‘are as hikely to send
Meir armies against:you as
afgainst the principal foe.

The campaign allows you
10 carmy your top heroes and
a imited number of magical
items from one scenario to
e next, which becomes
Useful as your heroes grow
inpower. Be careful, thouah;
& the compuler becomes

ust run our ads, they write them.

FOR THE SELENTINES A welcome addfion
the campaign In WarL0RDS il h_whiqh you|
e the undead forces of Lord Bane.

WARLORDS Il * REVIEW

fram carlier versions, | must admit that

I didn't find much functional difference
in the new routines: The computer play-
ers tended to fight amongst themselves
until 1 had become the biggest single
power on the map, at which point they
ganged up on me.

FRIENDS AND FOES

Along with the campaign game, the
greatest addition to Wartopos 11 s the
multiplayer aption. Playing via the
Internet or a LAN, up to six players can
compete in a real-timedsimullancous
tums mix Clasing down enemy heroes
and deciding the order in which lo
move—and saving reserves lo react at
the last second —are now key decisions
when playing against live opponenls,

This game has little to dislike. If the
premise doesn't interest you, you may do
better shopping elsewhere, but for fan of
fantasy and strategy, or just strategy for
that matter, WArLORDS [ is a winner
from the tiniest elven scout loits
Selentine elephant shock cavalry. %

PAPPEAL: Anyone who likes strate-
gy games.

PPROS: Fun; ultra- P

clean; tons of —~ *
replay value; great \NGEivAN
‘ campaign; multi- 7 *
player support. 7
)YCONS: We're N4 ko
aioong. |11 [41]

quite adept at picking off unguarded high-level heroes left
fioating oo near the front lines:
After. each scenario your get the option of upgrading some

of your:core military units: I found this
almost as attractive as carrying heroes
forviard. Being able to give your heavy
infantry:more movement and a better
attack factor constitutes a major bonus
over the course of multiple scenarios.

| also found the scenarios in the cam-
paign—which can't'be played separate-
ly—to'be among the more challenging
preset games. In‘mary, your enemies
get natural advanlages from terrain, the
placement of neutral cities, or:the start:
ing disposition of forces. This makes &
nice change:of pace from scenarios in
which each side starts outequal,
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LETTERS

ASTRO NAUGHTS
As Ljust finished watching the trailer for the new WinG COMMANDER game,
I couldn't help but feel the same disappointment | felt while watching the Star

Wars movies or any episade of Star Trek What do they think would condhict

the sound vibrations in outer space? Also, these games don't coreetly simulate
space travel. Ifwe travelled at the speed of light, it wonld take us four years o get
to the nearest star, Even if we had at our disposal some sort of spaceeralt that
l"l'li][fi g{'l'!(!ml(‘. an enonnons amonnt ﬂ".’l('(‘(f!(.’nl“ﬂn. it \\'ﬂl]ll’.l *ﬂkl: s N{.”\'(.'ﬁ!l
weeks just fo reach Mars. Plus, the speed at which we would have to travel
would be extremely unpleasant, if not lethal. "The only games that have ever tried
lo 1l:.'i|is!icu]|}' simulate space travel were ELITE and its successors. | just wonder
why people keep calling these arcade games“space simulators.”

Johannes Gommeren

New Jersey

In Star Wars, John Williams conducted the vibrations, as well as the orches-
I, righf.’h‘m'nu.\'fi; the games and the movies would all have been Jr)n'r.f.f_rbr:r-
ing without sound. We always thought ELrE was without sound because it was

done on the Apple II. Chimps versus cool Midi explosions just don't cut it

THE WIZARD OF 0S

I have a question about games and operating systems | persol l;l“_\' donot
like Windows 95, as I prefer to use Windows NT 4.0, which is more stable.
Some of the literature on it has stated that for an application to carry the
Windows logo, it must run on both Windows 95 and Windows NT without
(Iifﬁ(:ll[ll\f_ However, when | tried to run REn ALert (which has the |0gn} an
WinNT, I got an error message informing me that it was a Win 95-only pro-
gram. Are games subject fo different standards than applications, ar is there a
way o get NT to run games that have the logo but are “only Win 9577

Robert Marks

via the Internet

Business applications must run under both aperating systems in order to
receive the logo. However, sinee DireetX has not yel been integrated into
the Windows NT operating system, it is not possible to require compliance
hetween games that, fike RED ALERT, use DirectN and the Windows NT
operating system. Currently, NT uses Direct Draw and Direct Sound, but
does nat have D31, Direct Input, and Direct ’f.'ll_i'. We hnp:.' that Microsoft
will eventually integrate DireetXinto N'T and migrate everyone onto that

platform. However, that docsu't seemn to be a high priority.

LEGENDS OR MYTHS?

I'saw the ad for Accolade’ LEGENDS FOOTBALL game in your magazine
and expect a review is forthcoming, As you prepare, | thought | would point
out something interesting that my [riends and | noticed. We love foothall, and
were ]mping LECENDS migl L serve asa good vehicle fora group ]L"riguc.

T the ad, the top left box says, “You Want Stats? We Got Stats!” But
take a look at all those QBs listed on the screenshol. Every ane of them
shows a completion percentage which is higher (in some cases over 10
percent higher) than the actual quarterback (except for Troy Aikman, and
hisis only | percent lower).

Goad coaches look for tendencies. This signals lo me that this is another
in the seemingly endless “pass-happy” games that appeal to the Nintendo

mentality who feel that unless there is a touchdawn every other possession,

CGW
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STAR BORED
Hey, | just wanted to inform you of a little error in the

“Prophecy Motive" article in October’s issue. Terry Coleman
wrote “...some aver 3 kilometers long—has to be seen to be
believed. It takes a long time just to fiy past one of these mon-
sters. In comparison, the Star Wars Death Star would look like a
PT boat in the wake of a battleship.” | know this might make me
sound like an obsessed Star Wars fan, but even the Super Star
Destroyer, the one that crashed into the Death Star in Return of
the Jedi, is 8 kilometers long, almost three times as long as the
ships he was describing. The object of his comparison is much,
much more massive. The first Death Star was 140 kilometers in
diameter and the second was 160 kilometers in diameter. Maybe
he just got the comparison backwards and the Death Star is the
battleship and Wing Commanper capital ship is the PT boat or,
more accurately, a person in a lifejacket floating in the ocean.
Anyway, keep up the good work. | think CGW is the best com-
puter game magazine out there and | have the collection (with-
out a missed issue since 1993) to prove it.

Lawrence Zalasky

via the Internet

Hmm, while Darth Vader's ship, The Executor, was indeed
3 kilometers long, our CGW fab rat and official Star Wars fan,
Scooter; indicates that most destrayers were 1.6 kilometers long.
Scooter cites West End Games ' Imperial Sourcebook for the Star
Wars Role-playing Game, and A Guide to the Star Wars Universe
as his sources. The number of Super-class Star Destroyers
depends on whether you believe the movies (only Vader's was
shown) or the numerous books (which agree on five such vessels),
but nevertheless the normal Star Destroyers we see in all the
movies and: games are only 1.6 kilometers long. In fact, if you boot
up TIE Fisemer and go to the ship section, it will list the length of an
Imperial Star Destroyer as 1,600 meters. Since these figures sup-
port Terry Coleman'’s figure of speech, we're going to stand by it.

BIG SHIP WinG
CoMMANDER PROPHEGY'S
capital ships are three
kilometers long, while
he blg Sme WARS ves-
sels are 1.6-8 kilome-
lers long, but it's not
the size of the ship
that matters as' much
as how you useit,
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Istory: as a Sabre Ace Pilot or a flaming mass of metal? You decide.
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@1997 VIRGIN INTERACTIVE ENTERTAINMENT, Inc. Al rights reserved. Sabre Ace: Conflict Over Korea is a trademark of Virgin Interaclive Entertainment, Inc. Virgin
is a registered rademark of Virgin Enterprises, Uid. Microsafl, Windows and the Windows Logo are registered trademarks of Microsoft Carporation.

Virgin Interactive Entertainment, Inc. 18061 Fiich Avenue, Irvine, CA 92614 US.A. Visit uUs on |'he \Veb: www.vie.com
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> UISIT THE LANDMARKS THAT
MRADE ZORK LEGENDRRY. [
N 4

> ERPERIENCE THE IRREVERENT
UNPREDICTABILITY OF ZDRK.

> ENLIST THE AID OF
FANTASTIC CHARARCTERS.

> CONFRONT CLASSIC
TU AND FILM STARS.

T

ATTENTION aALL aADVENTUIETS. BY €DICT OF THE GranD INQUISITOI, THE
GreaTr UnNbDeErGcround EMPITE OF ZOTK Has Been seaLeD OFF anD THE
pracTice oF macic pecrared PUNISHABLE BY TOTEMIZATION (a very Bap
THING). ONLy a True apventurer can STOP THE GIrdanD INQUISITOI anp
resTore macGic To ITS riGHTFUL prace. Call YOU Save THE UNDErGrounn?
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2AND OPENING NOW
W NDOWS® 95
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LETTERS

the game must be boring. Itis a shame, because
the graphics do look very nice and there appears to
be a multitude of options. But sports fans have to
send the ZAITE CONPAIIEs @ 1 nl.'ssalgé. A sports sim-
ulation, whether football, baseball, or any other
sport, is useless unless one can count on realistic
results. [ ook forward to your review.
Rik Fontana
Orlando, FL

We, too, were disappointed in the fial version
of the game. Youll find our review on page 362.

STARFLEET: A TRAVESTY

After having purchased and played the just-
released STARFLEET ACADEMY, | have a few gripes |
would like to share. Loyal gamers, such as myself,
who buy the first available copy of a gaine, are usu-
ally the ones who get the most grief with bugs. This
first group consists of de facto beta testers who
must cn:hléthc game without any patches. Yet,
they receive little help from the software publishers
tech support departments because there are, as yet,
no identified problems with the game. Do you have

fany advice for

A -
Ty

Q
.1 ' |
| members of thig

oppressed group?

“Ihe inspiration for this
letter was from the following experience: |
have been playing STARFLEET ACADEMY from
Interplay. My second CD will not load. At the
“Insert CID #2” prompt, you justhear a loud “chink”
(CD skip noise) which repeals hj\'t: seconds later.

Interplay support initially claimed that it was a
problem with my new Diamond Monster 3D dri-
vers. However, | called Diamond and they say my
drivers are fine. Thinking it could be a defective
CD, 1 exchanged the game at Electronics
Boutique, but gat the same result.

Interplay insists that I send all five of my CDs
back, and combined with the long-distance tech
support calls to Interplay and Diamand, T have
spent over $25 just trying lo find the problem,
Based on the response Interplay has given me so

- CCW

far, 1 am sure they will not jump out of their shoes
to send me back some working CDs. [ hope you
will b\c able to wam people who have not yet given
tlwitgﬁ to Interplay so that they will not go
through the same headaches | am experiencing,
lan Umland

} Via the Internet

Unfortunately, we have no good advice for you
ifyou're willing to buy the game as soon as.t
comes oul. Even we've been fooled by pre-release
verstons of games that ran soundly and had fea-
tures that were subsequently removed before ship-
ping. The sad fact is that those on the leading edee
are st m.'{\-' an the .’J.I'{:m'ing t .‘(.I'g( » hecanse there
are dozens of factors that work against stable, test-
ed code for every possible system configuration.

¢
DOUBLE TALK

I was intrigued to find diametrically opposed
reviews for MEAT PUPPET in your magazine and
on your Website. (Robert Coffey gave the game 4
oul of éin Computer Ganing World, and Greg
Kasavin gave it a 4.3 out of I0) on GameSpot).

Amusingly enough, one reviewer calls the game
original, while the other calls
it derivative. The key
scems to be that ane
reviewer was able o over-
look the control problems, while
they proved too much for the other to
stormach. | guess it really does pay to get a sec-
ond opinion before deciding who gets those pre-
cious gaming dollars. T side with Kasavin. A plat-
form shooter with control problems is bound to
max out my frustrate-o-meter.
Giulio Fenu

via the Internet

sameSpot has a separate editorial staff from

COW, with an entirely different stable of writers.
‘The two groups have a slightly different review-
ing philosophy, in that GameSpol shocks its
reviewers with an electric cattle prod cach time
they dic in a game, while CGW rewards review-
ers with blood money directly from the advertis-
er for every favorable review, And if you believe
that, you're sure to find a newsgroup with plenty
of .s'up;xu'.’rr{ someline soon.

Seriously, we don't ask GameSpot s reviewers
to conform to our opinion and they don't require

ours to conform to theirs. We do swap ginl'fm'ndﬁ

. oceasionally, but the payolfis there since you get

asecond opinion and we get the spice of life.
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A HIT”

- CBS News/48 Hours

“IT”
Gold (Top Award)

Games Domain Online

9.1 out ﬂf 10 L

Ultra Guame Players

9 out of 10

Compurer & Net Player
Zentrapy! Online

4 out of 5

Computer Gaming World

Next Generation

Compuuter Giames Strategy Plus
Adrenaline Vault Online —
C/Net’s Gamecenter Online

B

“a complete blast to play”

- Computer & Net Player

“Tires screeching, motorists cursing, pedestrians dying - they’re all
part of the macabre vehicular-homicide-is-fun world of Carmageddon®
- Entertainment Weekly

R “Vent Your Road Rage”

- Newsweek

ComrUSA : : s
ELECTRONICS “It’s been a long time since a driving game has been as much fun

BouTiQuE as Carmageddon”
Best Buy - Computer Gaming World
EGGHEAD €€ = i L1
BisAse e Very playable and addictive.
Fry's - PC Gamer
Circurr Ciry “the most impressive racing game around, and the most original game
HasTINGS I've played in ages”
Meoia PLay - Games Domain Online

Micro CENTER

AOres “Go out and buy it!”

PARTICIPATING MATURE |

RETAIL OUTLETS. m

~ CARMAGEDDON -

E.‘.'AINLF.’.‘:‘.? - -
%mm THE RACING GAME FOR THE CHEMICALLY IMBALANCED.

LG TEST DRIVE THE DEMO AT WWW.INTERPLAY.COM
www.interplay.com ©1997 and trademark SCI (Sales Curve Interactive) Ltd, SC is a trademark of SCI (Sales Curve Interactive) Ltd. All rights reserved,

play Is the k of play Productions. All rights reserved. Exclusively published and distributed by Interplay Productions.
CIRCLE READER SERVICE #0867

- Ultra Game Players




WHEN YOU'RE
WON'T BE THINKING,

e L1

393 1%

Demo a free practice lap at B
microsoft.com/games/precisionracing/cart

Microsoft

Where do you want to go today?*




yCENse,  With Microsoft” CART Precision Racing™ you will see, hear, and feel the same

oFFIic,
q
3

0 things real CART drivers do. You will race on all 17 official CART tracks, based
5]

CART

ahead. Your pulse will rev at digitally sampled engine sounds and Bob Varsha's track-side

on razor accurate GPS data. Your view will shift in anticipation of the curves

commentary. And with force feedback support, if you take the corkscrew: at turn #8 too fast,

you're not going to. need a monitor to tell you. To improve your lap time, stop into the garage to tweak your set-up, analyze

the Pi Research telemetry data or go back to Racing School where Bobby Rahal is instructor-in-residence.

GOING 140men AT LAGUNA SECA YOU
"WOW. WHAT A GREAT GAME.”

ond Procision Racing is a trademark of Mcrosoft Corporation.



BEAM ME UP, SCOTTIE
I've beenvan avid reader of your
magazine for the past three years and
Tove it T always try and buy the CD

plus magazine package; its much
more convenient. Arvway, with great
anticipation I took out my old online
CD and signed up for Kali. Well
there sure is a whole new world out
there on the Net, bul F'm not sure if it
contains any intelligent life forms. So _- .
Last month we inadvertently used an incor-
rect screenshot for entry 19 in our Real-time
Shootout, Cyperstoam 2. Here is what the
game actually looks like. We apologize to for
any confusion arising from our mistake.

far inmy week of wandering and try-
ing lo find a home, I've been insull-
cd, cursed at, cut out of games. ..
and 1've become disillusioned.

The maturity level displayed by
many of the QUAKE, WarCrar 11, and Ifyou're looking for wargame action, we

Duke 31 plavers makes one wonder who

highly recommend checking out the
Leadcaters” PBEM Wargame Clib. The
UIRL. is www.leadeaters.com. ' here are
compeliion laclders for Steer. Pavinens,
2NZER GENERAL, and ADVANCED
ChLZATON, amnong others

is on the Net, There appears fo be alol of
sick-minded peaple who take this stuff
too seriously.

Althe SSIserver, you would hopeto find
some WARWIND pliyers (wrong!). When | vis-
ited the SSTsite, T thought
surely there would be intelli-
gent wargamers hanging out

there. After visiting many sites

(Inring various times from

[eadlaters
Corps Ladder

carly moming to midnight, | 5

found very little variance in

the type and style of player on
Kali. What | dic find wasa

e ety bt o e . The Lol ’
b g o o ek

dievengs 136tk oval, md o et L,

Latian as &
wambar't Lol

v e

Tha .
slarres sa o o LonEapers

bunch of foul-mouthed kids

and acults that live an altema-
tive life inside the Web. T won-

der if they can even make a distinction

EAT LEAD You'll find plenty of wargame
opponents on the Leadeaters's PBEM

between online and [L'&||i1§. It reminded me
of my old AD&D days when some of our

plavers really lost touch with reality. Needless

Wargame Club.

tosay, | don't role-play amymore,
I wonild have loved to find a group of We prefer that you email us at

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

Or write to the following address:
CGW, Letters to the Editor
135 Main Street, 14th Floor
San Francisco, CA 94105
We reserve the right to edit all

dic-hard wargamers. NAPOLEON IN Russia -+ |
wonld have been a blast online with some-
one, but, alas, not on Kali. | have a
CompuServe account and find much
more {riendship and excitement in their
service, Lonly wish it didn’t cost so much
to play online using CompuServe.

Well, thanks for the experience!

Chuck Rowan

via the Intemet letters for space or clarily.
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hen the evil sorcerer
Balkoth threatens the peaceful
people of Urak with death and

destruction, brave heroes with

magical powers must rise up to

r . . stop the reign of rerror and
¢ MOICOT FQACES  gefear the forces of tyranny. In
Lords of Magic, the successor to the popular Lords of the
Realm [1, you enter a fantasy world where good and evil

fight for primacy against a mystical backdrop of wizards,

As you explore the land of ural,
youw'll bartle in dack and mysterious

warriors, spells and storms, giants,
gnomes, and Barbarians.

Building on the dramatic features chat
made Lords of the Realm II a break-
through in strategy gaming, Lords of
Magic combines turn-based exploration

:U'Id resource mallmgcrl‘lcnl‘ “"i[h r{.‘itl‘
time combar. Join forces with others
(up to six. players can compete on a
LAN or over the Internet) or marshal
your farces ta take on Balkoth and his Barbarian allies alone.
You'll command up o Eighty creatures, including clves,
vampires, skeletons, and gargoyles, as you defeat evil and save

. the realm. Wiclding the forces of magic

f canili

L i

through spells and artifacts of power,
you can take muldple paths to victory:
more choices, more ourcomes, and

unlimited replayability.

Lords of Magic features a true 3-D
game map, with 16 bit SVGA
Graphics and a powerful map
editor thar puts you in control
of terrain height, topography,
and texture. ‘

W . si1crroLcoimm

= 51K R'R A
Impressions

caves, castles and dungeons



select one of cighr
) cities 1o be the center
IRl of your empire

L in your library wizards
will reseacch spells to
overpower your enemies

eep inside your
vizard Tower sorcerers”
wractice their secrer
Awts to conjure magical
-reatuces and teain

wew acolyres

when you confront
_ the enemy forces of
“pedkoth, *zoom in™
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3D Games 1o Drive You W/d

hile on a trip to visit Ritual for our Sin
preview, CGIW made several visits to
other prominent 3D-action developers
In the Dallas area, including id Software, ION
Storm, and 3D Realms,

The team [hal broughl you Scource oF ARmAGON is busy working on Siv, its
first-person Quaxe Killer, which should reach completion by March, 1998. At
this point, the company is deep into level design, and is still in the process of
integrating the non-human monsters into the game. For more on Sy, and

Ritual's progress on the litle, turn to our Sneak
Previews well for a full preview.

10N_Storm

Qur visit to 10N Storm was surpris-
ing in that we were actually able to
see quite a bil of Dakaana, as well as
AnACHRONOX. DAIKATANA now looks very
impressive, with an incredible amount

Anacuronox's Sty
AND STiLETTO A



of detail in the monster skins and textures, even more so than in
Quaxe II. The levels are deep in development; we were able lo see
the Alcatraz level from the last episode, Fulure San Francisco, and
it looks incredibly accurate. The Greek levels are also impressive,
with their colossal architecture,

We also had a chance to sample the music of DaIKATANA,
which is being crafted by Will Loconto, a former member of
Information Society. Every level will have a unique theme, as
will each endboss. The music of each episode will also be
different. The music ranges from heavy-metal guitar to
MortaL Komear-like techno to Dark Ages period music. After
listening to the game music, we think it might be one of the
best features of Daikarana, which looks on track to make ils
March 1998 ship date.

¥+ Kesmai Corporation
recently announced that it
filed suil against America
Online (ADL) for flagrant
violation of federal anti-trust
laws, federal and state trade-
mark laws, and unfair compe-
tition laws. The suit charges
AOL with using its monopo-
listic control of online ser-
vices and Internet access to
prevent small content
praviders from being able to
compete fairly. AOL recently
acquired Kesmai competitor

AnacHronox has an even later scheduled ship date
(late 1998), but we were able to see the main char-
acler, Sly Boots, running through two very alien
rooms from the game’s third-person perspective.

ImagiNation Network,
and relaunched it under the
name WorldPlay, which
aives AOL conlrol over basic
managament, programming,
and promotion functions on
the AOL games channel. The
mave, according to Kesmai
CEO Chris Holden, farced
game companies to either
become subsumed under
their compelitor's brand
(WorldPlay) or leave AOL alto-
gether. Holden claims that
AOL made Kesmai virtually

- invisible to subscribers, and
"""" S -‘ as a result, Kesmai's busi-

- < _ness has been reduced by
92 percent. Kesmal also
claims that AQLs decision to
institute a $1.99 per hour
surcharge has driven usage
down and scared game com:

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

4 wvhich aln

7TH LECION experlence ranks wilh each kill, and perspective lakes some gelling used to; it mo?g thmir:: ;:dsigas
Generations aqo, the elite of an over-  headgquarters replenishes your credits gives you a gaod view of what's surround: scribers of all of its competi

populated and ecologically devastated based on your rank and body counl. The ing you, but fails to convey what dangers Vs comblned. stades

Eaith fled for the stars. These “Chosen”  resulting camage is staggering. A lone might fie ahead. With some welldone lev. ! e

have refurned, but the 7th Legion, the unit has a batilefield life:span measured  €ls, plenty of action, and good muliplayer gain another 2.7 million sub-

surviving descendants of those left in hearlbeals. And there are legions options, ]‘m No Pm.\gm_coulu bea scribers from the acqyisition
behind, won't let them back without a aplenty to replace tha fallen. —Gavin vorlhy d|su?|clmn _ror the trigger-happy of CompuServe, which
fight. Whether commanding Chosen or Wasserman gamer.—Eliott Chin would allow it to control 79

7th Lenion forces, the pace of the real: MicroProse, (800) 729-4050 Red Orb Enlertainmen, (800) 474-0485
fime strategy missions is dizzying, but Win 95 CD-ROM Win 95 CD-ROM
engrossing. froops Reader Service #: 301

percent of the markel.
Kesmai's lawsuit, Holden
says, Is an efiort to fight, on
hehalf of all small AOL con-
tent providers, for a return to
fair compelilion. Al press
time, AOL was unavailable
for comment. Stay tuned to
Read.Me for news on the
case as il progresses.

TAKE NO PRISONERS

Taxe No Prisoners is a bloody action
game from a different perspective. As with
most aclion games; there are plenty of
power-ups, lots of destruction to wreak
wilh-your mullitude of weapans, and vari
ous monsterfilled levels: The topdown

DECEMBER 1937
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il Software

Id gave us the opportunity to sit down in
front of Quake Il and fake it for a test drive
through the few first levels. We were very
impressed. The graphics are as good as
you'd expect from the technical wizards at id,
and the integration of puzzles and intercon-
nected levels is coming together well. Kevin
Cloud, project leader on Queax II, revealed
that the final game will have the quad dam-
age and invulnerability power-ups, as well as
infrared goggles, invisibility, enviro-suit, and
some other power-ups.

Most of the humanoid monsters are
plugged into the game, though finishing

MACHINE HUNTER

MGM's third-person
shooter, MACHINE 1 =
HunTer, has you fighting =
aseries of increasingly ‘ -

difficult robols while navi-

gating through futuristic levels. Before
each robot dies, you have the ability
to possess its body and ake over its
skills and weapons. The game's top-

[ ~RT el

=
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-
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touches are being pul on the non-
humanoids, including the demon,
which will have fiend-like speed and
ferocily. The two player characters, the
male and female marine, were being fin-
ished by Paul Steed at the time of our
visit. Currently, the male character is
bald, while the female characler, in
addition ta being fully armored, has a
pony lail atop her head.

We were also able to see John Cash's
Al at work. The monsters aclively duck
under rocket fire and duck in and out of
cover. The first action is hard-coded into
monster Al, while the second action is
actually scripted on an individual basis.
The end resull, though, is that you'll see
monsters acting more intelligently.
Moreover, certain monslers, such as the
berserker, will chase you down, while
some grunls will run into other rooms to
call for reinforcements.

While running through
the various early levels,
we also saw many inter-
aclive elements in
place, such as break-
able glass, floors, and
ceilings. We also saw
the new sky in the back-
ground, which id will
use as a marker to
record your proqgress.
For example, you'll see
the planetary gun on

the horizon on one level, and on the nex

level, which is closer geographically to the .
gun, you will see the weapon looming f;
larger in the sky. On the very nexl level, E
you might actually be in the gun complex.

Id is still very confident of making its 3
Christmas ship date, though certain fea- E:
lures, such as 3D sound support, will
have to be pulled. Also, you will no longer
be able lo see each type of weapon in
Deathivlatch. However, there will be three
generic gun sizes available when you
change weapons in DeathMatch, so you
will at least be able to tell whether your
opponent has a big, medium, or small
weapon. There will also be a different look
and animation for the grenade.

Cloud also assures us that John
Carmack plans to increase the number of
respawn sites in DeathMatch, especially
since DeathMatches will now have up to
200 player limits.

down perspective proves to be a hit
confusing—it was sometimes difficult
to tell where catwalks ended and the
tioor below began. The robots can
also see you before you:can see
them, allowing them to take mulliple
shots al you before Lhey are visible.
Despite these quirks, MAcHINE HUNTER
has an arcade:like feel that delivers a
quick dose of shooting enjoyment.
—Malthew Schaefer

MGM Interactive, (708) 799-2350

Win 85 CD-ROM

Reader Service #: 303

ENTREPRENEUR
Sometimes the most

addiclive games come =

from the smallest under-
dogs. ENTREFRENEUR IS @

| &

litfe that could be a sleeper. Designed
by Stardock Systems—previously an
0S/2 publisher—this real-time com-

bat game exchanges the world of mili-

tary ballles for corporale warfare.

Though the graphics aren't prefty, the

gameplay is. As CEO for a computer

manufacturer, you must battle against

your compelilors and bring your

= product to every corner of the world
al a faser, cheaper, and'more refiable

rale than your competition. You con-
{rol the design, production, and mar--

keting of your product; and then send

your business “footmen” oul o get:
markel share. An involving game with
lots of micromanagement, and also a
lot of fun.—Elliott Chin

Slardock Systems, (888) STARDOG

Win 95, 0S/2 CD-ROM

Reader Service #: 304

COMQUEST 7
EARTH
Human exploration of ‘

Jupiter accidentally kills

millions of Jovians, resulting in a war
of the worlds. Players can control
Earthers or Jovians in'a series of mis:
sions or direct the global war effort.
The plot may be tired, but the game

DECEMBER 1397




THIS JUST IN

30LRealms

We were really impressed by the progress on Prey, 3D
Realms' contender for the next generation leader in first-
person shooters. Prey relies on what is called porial tech-
nology. In a somewhat oversimplified nutshell, it means that
whenever there is a doorway or “portal” along a wall, the
program automatically “clips” the graphics related to the
olher room and only calculates and draws the visible seg:
ments. Most games calculate all segments in the other
room and then mask the non-visible parts, using up a few
processing cycles to do so. By handling the portal issue dif-
ferently, the Prey team is able to create rooms wilh mirror-
style puzzles and enhance the idea of inter-dimensional
travel. Some of the test-level designs are extremely impres-
sive, as is the robust and easy-lo-use editor.

Paul Schuytema, lead designer on Prey, also
promises that Talon Brave, the Native American protag-
onist of Prey, will be as true to Native American cus-
tom and spirit as Schuytema can possibly make him.
Many of the situations and puzzles within the game
itself will come from the character’s heritage, and
Schuytema is using a Native American consultant to
ensure that no repetition of Ssanow WarrIOR's inept
handling of cultural traditions will occur.

3D Realms’ other big 1998 release is Duke Nukem
Forever, slated for a summer launch. Though the buzz
on the title centered around 3D Realms' decision 1o
use the Quake Il engine for the game, George
Broussard, project leader, says that Duke FoRever will
be every bil as interaclive as Duke Nukem was. 3D
Realms will also strive to inject the same personalily
into Duke Forever that made Duke Nukem such a suc-
cess. We'll definitely give you a sneak preview when
we find out more about the next Duke adventure.

—Elliolt Chin and Johnny Wilson

sions right down Lo silicon chips of
alien armor flying off under a hail of
gunfire, the richness and minute details
visible in 16-bit high color scream qual-
ity Too much attention fo detall in the

mechanics of gameplay, howaver,

makes it slow going at first. The manu-
al is a doozy, but the varied unit com:

around the lable. The lray fealure has
an annoying tendency to dump pieces
from one tray into another if clicked on
accidentally, and you can'l pick up
more than one piece al a time. For

mands eventually develop salisfying
siralegies.—Gavin Wasserman
Fidos Inleractive,(415) 547-1200
PC CD-ROM
Reader Service #: 305

extreme jigsaw fans only.
PUZI-3D NOTRE DAME —Kale Hedstrom
CATHEDRAL Hasbro Inleractive (800) 6386927
Hashro has laken the popular 3D Win 95 CD-ROM

Reader Service #: 306

historic landmarks puzzle ¥ =
games and recreated them elec: .‘:_

tronically, adding lots of multi-
media clips aboul the buildings,
and the ability to explore them
virtually, once the puzzle is com:
pleted. A good idea in theory, but
paor in execulion. Most of the
piaces are hard lo see, exceplin
the closer zoom views, which
necessilale endless scrolling

DECEMBER 1997

PPk Activision has
announced a stand-alone
expansion pack for
INTERSTATE 76, INTERSTATE
‘76 NiTRD Pack: THE
ViciLanTe FiLes will allow
players to experience life
as an auto-vigilante by
assuming the role of their
favorite 1-'76 characters,
including Taurus, Jade,
and Skeeter, in approxi-
mately 20 new action-
packed single-player mis-
sions. THE VIGILANTE FILES
also includes a series of
bonus missions that can
be played-once all of the
main character missions
have been completed. The
game will also offer 25
new multiplayer missions
for up to eight players,
including Caplure the Flag
and Racing oplions. The
game is slated for an early
1998 release.

bbi GT Interactive
announced the acquisition
of MicroProse for aboul
$250 million in stock value.
This follows.the news that
MicroProse has dropped
the official. company name
of Spectrum HoloByte,
Ine. Until now, the compa-
ny had been known as
Spectrum HoloByte, but
had always developed and
published its games under
the MicroProse brand.

P2 |n our-September issue,
CGW listed the litle Space
Bunnies Must Die on our
vaporware list. However,
Space Bunnies Is, in fact, very
much alive. The first-person
30 action/adventure game
being developed by Pulse
Entertainment is due to
ship in June 19398. Look oul
for a full update on the fitle,
complete with screensholts,
in next month's Read.Me.
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MEN IN BLACHK
THE GAME

ies, Inc. All rights

bia Pictures

Three new MiB missions — from the
Aretic to the Amazon.

1997 Col

of ther resp

Fast-paced action shooter with
challenging puzzles.

i, - £
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”’ o il

YOU KNOW HOW THE MOVIE ENDS. Battle aliens in 200 unique settings.

THE GAME IS UP TO YOU.

dlevelopeed fiy:

--
for a free demo visit

ESIiIEMmw/AT T
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SouthPeax and the SouthPeak logo are trademarks of SoulhPaak Ineractivo LLC. Other brand and product names are trad

SOUTHPEAK™ oy .
INTERACTIVE uwiuw.seutnpeas,. com
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READ.ME

Myst Opportunities  Pagi

RIven: THE SeueL 1o Myst Will
Continue to Mystify Gamers
ysT is the “Frampton Comes Alive" of computer gam-
Ming. Like that gangly guilarist from the '70s, MysT was in
the right place at the right time—in Myst's case, it was

in the perfect posilion to take advantage of those new-fangled CD-
ROM drives, selling a bazillion (or, more accurately, 3 million)

copies, and becoming the one
computer game that everybody
and their grandmother had ever
heard of. Nearly four years after its
inilial release, Myst —amazingly—
still routinely tops the PC Data list
of best-selling games.

Now, after years of anlicipation
and months of media buzz, Red
Orb’s long-awaited Riven; THE SEQUEL T0 MysT will be hitting the
shelves as you read this. And whether you loved or hated the orig-
inal, there's no denying that this is one of the year's biggest releas-
es, quaranteed to sell well to the faithful and the curious, regard-
less of what the critics say.

Al the time we wrate this month's Holiday Hot 100, we had seen
nothing more than a few screen shots of Riven, but, just in time for
this news seclion, we received a shrink-wrapped final copy. Here is a
quick first look—a full review will appear in next monlh's CGW

In a nutshell, Riven's plot is this: After helping Atrus sort out
the problems with his sons, you are now enlisted to help him
find his wife, Catherine, who has been trapped on another of
Atrus' fantasy worlds, Riven.

@l Those expecting something radically dif-
B ferent than Myst will be sorely disappointed,
for designers Rand and Robyn Miller have
made a game that is unabashedly similar to
ihe original. Once again, you must navigate

| your way through a strange, mostly uninhab-
ited world, pulling levers, fixing water pumps,
repairing strange machines—all the puzzle types that Myst
mace so popular,

Riven's graphics are extraordinary, with a beautiful photore-
alistic look that is far more delailed than in MysT. The design-
ers made some good attempts to fiven up the environment,
with shimmering water, insects and animals, and even the
occasional humanoid wandering through the landscape.
Some of the game's cut-scenes, such as the underground/
underwater roller-coaster, are lruly stunning to behold.

Riven shows that, once again, the Miller brothers do what they
do better than anyone. As such, Rven looks like the ultimate Myst
clone—which should thrill the legions of MysT fans, and confound
everyone else.—Jeff Green

THIS JUST IN

RESIDENT EVIL

Wilh all the subllety ~ »
and quality of a made-for-
TV movie, Resoent Evi ‘

trigs to defiver a highly

almospheric aclionfadventure hybrid
game The question is what kind of
almosphere it shoots for: riveting terror or
slraight-up cheesiness? The only way lo

answer that question may be to search
through the game's mansion yourself,
blowing away the flesh-eating zombles
and finding out whether your skin crawls
or your laugh in disbelief. These action
elaments are Interspersed with cut-scenes
whose tong leans less foward impending
doom and more loward self-parody. The
end result is an okay game that's hard to
take seriousty.—Malthew Schaefer

Virgin Interactive Entertainment,

(800) 8744607

Win 85 CD-ROM

Reader Service #: 307

TEMUJIN: THE
CAPRICORMN
COLLECTION I
Apparently unconcemed with
the dismal failure of previous:
video-based advenlure games,

SouthPeak Interactive is jumping into this
most unpromising of genres with Temua,
a mystery adventure in which some
naughly person is plotting the resurrec-
tion of Genghis Khan. SoulhPeak has
been hyping Temun's engine forever, and
ves, It's better than previous attempls. The
game was shot completely on 35mm film
wilh no pre-rendered backgrounds and
sure looks purty. But, who cares? The
story is ridiculous, the puzzles are unin-
spired, and the acting and dialog is alro-
clous. Even the engine s a
L=\ bust—running sfow as dirt
—1 even ona P200. Gong!
—Jeif Green
SouthPeak Interactive,
(9719) 677-4499
Win 95 CO-ROM
Reader Service #: 308
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bpiElectronic Arts
recently announced the
appointment of John S,
Riccitiello as the compa-
ny's new president and
COO0. He will be responsi:
ble for EA's worldwide dis-
tribution, marketing, and
operations. Riccitiello
comes from Sarah Lee
Corporation, where he
served as president and
CEO of its bakery division.
QOur first thought was that
EA was trying to duplicate
the success Apple saw
alter hiring a CEO from
Pepsi! Bul there does
appear to be method
behind this madness:
Sources lell us that Mr.
Riccitiello is actually a
hard-core gamer, so he
can'l be all bad.

pr+ Avalon Hill recently
teamed up with ZDNet to
bring an exclusive preview
of Avalon Hill's 3D combat
simulation game, DerFIANCE,
to the Web. The demo
resulted in over 16,000
downloads within the first
20 hours of being onling,
and that figure was up to
54,426 at press-time.
Deriance marks Avalon
Hill's first foray into the first-
person 3D action genre.
The game has you driving
around in an LAV-6, a hov-
ering battle vehicle, and
defending your home base
against an army of space
mutants. The demo Is still
available for download at
www,zdlaunchpad.com
and is also featured in this
month's CG-ROM.




You have two options: Become him. Or become extinct.

As Agent 5, Gage Blackwood, you're on a race to save mankind.
Only by assuming the identities of those around you can you hope to
unravel the ancient mystery which lies before you. Legacy of Time
transports you to the lost civilizations of Shangri-La, El Dorado, and
Atlantis, where you interact with a cast of characters who hold the
information vital to Earth’s future.

www.JourneymanProject3.com



THE JOURNEYMAN PROJECT® 3

LLGACY @ TIMC

Coming this winter on CD-ROM

©1897 Broderbund Soltware, Inc. All rights reserved. The Jour Project s a of Presto Studios. Presto Studios Is a registered trademark of
Presto Studios, Inc. Legacy of Time and Red Orb Entertai are lrad ks ol Broderbund Inc.

CIRCLE READER SERVICE #198



Ler e ’“'

Panther ' "~ PantherXL

Upgrade your joystick to 360° of two-fisted The first complete 3D combat controller!
independent move-and-aim control. Digital Everything the Panther offers... plus a premium flight

precision. Advanced deathmatch domination. stick, built-in throttle and 17 programmable buttons.



ther™ and Panther XL™ are traden

& 1997 Mad Cat ing. Maa Car™, the Mad Catz logo, Pan

Team Mad Catz presents the Panther and Panther XL. Made from the
finest ingredients the science of War has to offer. Don't ask how we did it...
ask what it can do for you. Because in 3D combat, as in controller design,
there’s only one philosophy: By any means necessary.
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3Dfx: Keeping the

his edition of
I the Works fea-
tures a chip

under construction BN
from Integrated ! ’
Device Tech- /
nologies (IDT), a
lesser-known compa-
ny in PC gaming hardware, and finds a
very vell-known 3D company doing
some damage control,

Ina move to quell some irate Voadoo
Rush custormers, 3D is offering a swap
for Hercules Stingray 128/3D owners.
Customers can send 3D0x their Voodoo
Rush daughterboard (keeping their Alliant
AT30-based 20 board), and 3Dfx will send
them a stand-alone PCI Voodoo-based

~board as a replacement. The offer does nol
extend lo single-board Voodoo Rush own-
ers, only those with the main-boardidaugh-
terboard configuration. The move slems
from consumers upset by Voodoo Rush's
initially slower performance running GL
Quaxe. However, subsequent driver revisions
have narrowed the performance gap
between the two parls. Improvements are
also being made to Voodoo Rush's
Direct3D drivers to bring their performance
closer to parity with Voodoo.

iR0N WORKS

Satisfied

IDT is busy at work on a parl (hat
could have quite an impact on the 3D
graphics landscape, although it isn't a
3D accelerator. Already a player in the
%86 CPU market with its Centaur chip,
10T has a new spin of that CPU in the
works which beefs up floating-point and
MMX performance. Both AMD and
Cyrix have brought their Socket 7 com-
petitors to market, and while both deliver
impressive integer performance, neither
can match Intel in floaling-point perfor-
mance, which is the key to keeping 30
data flowing smoothly to a 3D accelera-
tor. 1DT's new Cenlaur is aimed squarely
at being a gamer's CPU, and as soon we
gel a chip in-house, we'll give you the
lowdown on how it fares,

Next month, we'll have another 3D graph-
ics roundup to lest the newest boards com-
ing out for the holidays. We'll look at Riva

126:based parts from ASUS and Canopus,

\bodoo Rush parts from Jazz and
Intergraph, Rendition V2200 parts from
Hercules and Sierra, Permedia 2-based
pars from Creative Labs and ELSA, ATI's
Experl@Play using their new Rage Pro
chip, and Matrox's PowerVR-based m3D,
plus a few surprises (hat | can't quile tell you
about yel.—Dave Salvalor

PLAYING LATELY
CGW Survey' ot

Months on
Chart

1

6. X-COM: Apocalypse (MicroProse) .
7. Heroes II: POL (New World Computing) 7
8. Links LS 1998 (Access)

9. Tomb Raider (Eidos)

10. AH-64 Longbow (Jane's/EA)

* Check your maibox: We mail a survey lo 1,500 randomly-chosen sub-
scribers each month. The resulls of Playing Lalely indicale what games
readers are blowing the most time on, as opposed (o the reader’s overall
“Quality ranking" in the Top 100.

PC Data Best-Sellers”

2. Diablo (Blizzard/CUC)
3. Red Alert (Westwood/Vitgin) 8
4. Microsoft Flight Simulator (Microsoft) 5

7. Dungeon Keeper (BullFrog/EA) 3

** This lisl indicates what the top-selling PC games were, as calculated by
PC Dala, during Augus!, 1997

SHADOWS OF |
THE EMPIRE

LucasArts” PG port.of
the N64 game SHaDows
0F THE EMPIRE shows off just how
good Direct3dD can be if done cor-
rectly, with its well-executed visual
effects, such as translucency and
smoke. The actual gameplay,
though, is a mixed bag, ranging
from rall-shooter to third-person

THIS JUST IN

aclion game, Some levels are a

step up from earlier rail shooters, giv-

ing you more range of motion, but
still fimiting the area you zoom

around in. All in all, this isn't as much

ol a dog as Youa SToRIES Or REBEL

Assauut, but doesn't nearly approach
the greatness of TIE FiGHTER and JEDI

Keicnt, —Thierry Nguyen

LucasArts, (800) 985:822
PC CD-ROM
Reader Service: #: 309

MACGIC THE
GATHERING: SPELLS
OF THE ANCIENTS

A lotlike the original computer.

make it easier for you lo
maneuver. Despite the slick:
er look and enhanced
oplions, however, SPELLS OF
THE ANCIENTS is mostly
smoke and maglc mirrors,
Until the proposed Manalink
launches—supposedly free

release of Magic, this add-on
pack has plenty to like—and
plenty that will annoy you.
The computer opponent is
better, although the Al still
has a tendency to do really
dumb things at odd times.
The new cards vastly
increase the variety
of cards in play

and improvements

in the interface

on the Internet—you still can't play
live against another human mage. In
the meantime, though, there are
enough SPeLLs here to feed your
addiction for a while.—Terry Cofeman

MicroProse, (510) 522-1164

Win 95 CD-ROM

Reader Service #: 310
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| N 1T E B A C 1k | \Y E Did you doubt that Lara would be back?

You’ve been warned.

™

Ancient wisdom says it rocks.

N
T
o

-"ww-w.eldoslnteractIve.com

2z

Get behind the stick of the coolest civilian aircraft.

EIDOS Interactive Is a trademark of Eldos PLC. All Rights Reserved. ©1997 Eidos PLC.
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RULES MUST BE BROKEN CATEGORIEé MUST BE ERASED. EMPERORS |

. MUST BE OVERTHROWN. THE STATUS QUOD 'Musl_r BEasPANKED AND CONTENTMENT' :

T MUST BE ROU NEI.YTA EN. DE AND SMACKED UPSIDE THE HEAD. IT'S A‘
DIRTY JUB BUT n MEBI)D HAS TO po IT. AND WE'RE ALL READY'TO nPPLY FOR 'I'HE posm

. WE'RE IIJN STI)RM A BUNCH OF MIsFIT, EALOT FREAKS WHO TRIED TI]AREST oN H N : T 0
i OUR PAST SUECESSES BUT JusT 0ipN'T FIND IT ¢ omFORTABLE. THERE'WAS A GQP ouT THERE B

- A BIG FAT VBID? AND WE WERE HELL-BENT ON FILLING IT. WE HAD ALL
LIVED oN THE EDGE, BUT WE WERE READY TO JUMP OFF. SO HERE WE ARE. NEW NAME.
NEW IDENTITY. NEW GAMES RATTLING THEIR EAces: wnmne TO BE LET OUT.

JOHN-ROMERO: LoG- HAIRED SMART-ASS KNOWN FCIR HIS Fast FERRARI AND HIS
ABILITY T0 SING THE THEME SONG 70 THE SPIDERMAN CARTQ ON REAL

UAIKA'I'&N.& WILL BREAK YOUR ASS DOWN.

TOM HALL: A FUNNY, GUY WHO WANTS T0 GET ALL TOUCHY-FEELY W MES..
IDEA THAT COMPUTER cameS HAVE T0 BE STUFFED FULL OF PER
ano INTERACTIVITY. in o PAST LIFE,
HE C0-CREATED woLFENSTEIN 3D, DOOM AND n
RISE OF THE TRIAD, AND WAS ONE S W
OF THE ORIGINAL FOUNDERS gF SOME & Q -
SMALL COMPANY CALLED 1D, m;h

1

JERRY 0'FLAHERTY: HIGHLY TALENTED parnT VeV Bl e Ak l0
E\?ERYTHING ART, FILMMAKING? =" D MODEUNE‘“ND ANIMATION. R
= _T—":.'\. "jy— ._,\*‘ s Nu-r'[n

/,r_ } | BUHcH (||_- sfu
‘ .LUNDER, 3ED
Ped N\ |

HARGE: IJF ALLART- SO IF ANY
~ ARE numf- “N"'TNING EV

NGER. DAMEB




BOB “POPULAR” WRIGHT: A. TIJI(EN GRAY-HAIR

— GIVEN THE TITLE CHIEF OPERATING
{7yl CFFICERTO MAKE HIN FEEL [MIPORTANT.
& ! % it KNOwN AROUND Tl'lE OFFICEAS 2
e “THE FINISHER” AND AS “THE

= GUY WHo GETS THINGS DONE.” gig i the
MARKET. HUGE 1N EUROPE.

IF NOBOD) ’SiWATCHING?"’
ACH _,s’r RD WHO MADE IT
E FOR ALL AMERICANS

 BUY QUAKE AND A
I ‘I‘HE SAME

" MORE THAN ANI:iT“Eﬂ YEAR; HE

" TODD PORTER: A MANDOLIN- -PLAYING, NATTY, GQ TYPE WHO " BELIEVES THAT ALL THE
THINKS cames SHoULD BE AS STYLISH AS HE IS. a BEST pEopLE Die

e WHEN THEY'RE 27.
ROUND SAYING THINGS LIKE “IN THE GAMING IHDU&TR\', e _
~ THERE IS NO TOMORROW.!" THEN TURNS ARI]I.INIJ AND I:lESI'“'Is

THAT WAY. bnnsﬁlm S With A HAMMERED |
e e LEIMER WHEN HE’s BEEN oyT DRINKING T
|




ony Goes Deep

EverQuest To Challenge ULtivia ONLINE in 98

hen Sony launches EverQuesr, prior (o
w mid-'"98, gamers will be able o choose
from 12 different races (Barbarians, Dark

Elves, Dwarves, Erudites, Gnomes, Half-Elves,
Halflings, High Elves, Humans, Ogres, Trolls, and
Wood Elves) and 14 different characler classes
(Bards, Clerics, Druids, Enchanters, Magicians,
Monks, Necromancers, Paladins, Rangers, Rogues,
ShadowKnights, Shamans, Warriors, and Wizards).
Belter vel, the choices won'l be Irivial: In choosing a
race, you also choose your starting location because
you'll start in a racial center. Also, certain racial types
will have advaniages, such as infrared vision.

Alignment is also important in the game.
Although the game doesn'l test your avatarhood,
it does set flags based on persons and monsters
killed and quests are set for their effecls on align-
ment. Necromancers who complete a good quest
might experience a reduction in their evil power,
just as paladins who commit an
evil action may lose lheir power
until the alignment is readjusted.

Skills aren't slighted in the

EN The starting environs for the races
are different, as are such ohvious
characteristics as height and
pigmentation.

Some litles will be awarded based upon suc-
cesslul quests.

In arder to keep the game to the level of the sys-
tem, live game-masters will creale new quests and
operate non-player characters in interesting ways.

Gamers will be able to customize greelings, salules,

and social ceremonies so that they can graphically
vrave, slap backs, make geslures, or embrace other
characters when they meet.

Best of all, the entire environment is 3D with a sig-
nificant amount of physics thrown in. Particle-based
rain and snow not only changes the looks of the envi-
rons, but adds to the slipperiness of roads, steps, and
slopes. Rainwater puddles. Snow accumulates.

EverQuest has all the heritage of nobility on the
role-playing family tree. If online gaming is to
become stronger, it will lake efforls like
Eutnﬂucsr ~ Jonnny Wilson

system either. Everything in the
game is highly skill-based and
there are over 100 types of skills.
Further, it is also possible to

EA Even missing your target with the
long-ranged spells in EvenQuest hrings
out fascinating visuals.

El A ranger character and a barbarian
warrior prepare to square off in com-

increase in social advancement.

hat as a shaman watches.

PGA TOUR PRO
CLASSIC COURSES
VYOLUME ONE

With the recent eniries of Front
Page Spots GOLr from Sierra and a
resurgent Jack NickLaus al Accolade,
EA's PGA Tour Pra is in the unaccus-
lomed position of fighting to maintain

its market share, and it's
: = sSIC COUR g
; 908y

THIS JUST IN

-«

unlikely that this course disk will
change the status quo. Avenel,
Sawqrass, Spygrass Hill, and Spanish
Bay are pretty enough, but most of
lhese are the same courses hal were
bundled with the basic PGA Tour
game, and none of them can touch

Pebble Beach, So, to whom is EA mar-

keling this game? Anolher plzzling

step from the folks who seem to own

the compuler sports world—except

when it comes lo golf.— Teny Coleman
EA Sporis, (800) 2454525

your usual exclamation When
something goes wrong is
“'oh!™...If your male gives
you dirty looks when you look
at dinner and say “Mmmm...
brown meat-like sub-
stance”...Then VistusL
SPRINGFIELD is for you. This
interactive four of The
Simpsons’ home town has
some gameplay with r

mini arcade games, such
| &

as ApooM and a card-col-

Win 95 CD-ROM
Reader Service #: 311

YIRTUAL
SPRINGFIELD

IF you plan-your Sunday nights
around walching Fox at 8 o'clock...If

lecting challenge. But it's
of most interest to Simpsons fanalics
who want to pesk into Barl’s bed-
room, browse the Kwik-E-Mart, or go
backstage at the Krusty show. The
show's cast has lent their voices fo

Ihe litle, and there are tons of in-joke

references to various episodes of the
series. A must-have for any Simpsons
fan—and, mmmm...it's shaped like a

donul.—Denny Atkin
fox Interactive, (310)369-7000
Win 95 and Power Mac CO-ROM
Reader Service #: 312
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Sega Gets Sporty g3

NBA Acrion "98 and Dayona USA
Detuxe Lead Off Sega's Sports Push

s you read this, the

1997 NBA season

will just be swinging

into action, and the

big question on every-

one's mind will be
whether any team will finally be
able to take down Michael Jordan
and the Chicago Bulls. In the PC
sports world, EA Sports' NBA Live
series has maintained a similar
dominance. This year, however, a
serious contender is on hand in the
form of Sega Entertainment's NBA

Acrion "98.
Although we looked at it too late looks as if it will offer a great degree of No SIMS
for consideration in this month's Holiday Hot 100, realism and control, with team-specific playbooks,
NBA Acrion '98 is indeed one of the most promis-  a full faligue mode! (including injuries), signalure FOR s ANTA

WOULD-BE CONTENDER NBA Acrion '98
May Well Give EA Sports’ NBA Live a run
for its money.

network support, as well as a 2-person split-screen
mode. The game features six tracks, including one
built especially for the PC version, and will also
include support for force feedback joysticks. If
Sega gets the multiplayer game up to par with the
arcade version, expect Dayrona USA Dewuxe to shut
down office praductivity everywhere.—Jeff Green

ing new sports games of the season. The game moves from key players, and robust gamepad sup-

features full NBA licensing, with all the players, port. Also, along with the now-obligatory support ierra's Dynamix division has delayed Aces:

including Shaq, and—for the first time in years— for 3D acceleration, NBA Acrion will also reverse X-FicHters, its World War Il flight sim, until

Charles Barkley (though Jordan is missing, as the recent trend of prohibilively high system Fall of 1998. Apparently, some members of the

usual). The game (which we checked out in alpha)  requirements by lelting you play in a less-demand- development team have been pulled over to

ing 8-bit color made (which doesn't Dynamix's other sim products, Reo Baron II
look pretty, but works nev- and Pro Picor, to insure that they will ship in
ertheless). There have time for the holiday season.
been a few basketball Sources within Sierra say the X-FIgHTERS team
games fo challenge NBA is actually jazzed over the delay, as it will give
Live over the last couple them more fime fo enhance the simulation.
years, but none have had Similarty, MicroProse’s EuroPEAN AR WaR
the same potential to suc- has also been delayed past Christmas; expect
ceed that NBA Acrion '98 the sim in fate winter or early spring.
LTIITE has. Keep your eyes open. —Denny Atkin

In other sports news,
Sega is updating the PC
version of their classic
arcade racing game,
Daytona, and this time it
looks as if they may get it
right. Davrona USA DEWXE is

SECOND TIME LUCKY Sega's Davrowa USA Dewwxe promises N Ine most egregious
to fix the mistakes of its earlier version, the most notable mistake of the previous ver-

correction being the addition of 8-player network support.  sion by adding 8-player
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Welcome to WarGames, the first true real time 3D combat game. You've hacked into NORAD and control

the most firepower the world has ever known. It's as close to Armageddon as you ever -waﬁnafigfbft{ :
=

@
=

WarGames. Real War. Real Time.

www.wargamesmgm.com
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How’d we come up with an online
game based on acronyms?

One day, it just came to us.

Official businass |

enalty for Private Uge $300

Incredibly Repressed Sexually?
Immediately Return Sports-car?
Infinitely Reduced Salary?

Here’s the drill: we pitch acronyms online. You try to i e e
out-clever other players before time expires. While ;
there, play our other hit, YOU DON'T KNOW JACK'
the netshow. It's another great way to win terrific eaiiaiRei—". AR
prizes. Which, it turns out, you gotta declare. y

Sheesh. Acrophobia. Get Over It. play it@ewww.bezerk.com

A rexyatarod trademadk of Jelfpascn, inc. Acrophotus and Dazer, are servcamarks of Bereley Systerm, Inc. A cinee brands 2r FRgeMArks O FgiSLIEd URSAMANKS o1 thikr raapectne companis m
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TEN Digs Deeper

New Lineup Showcases True Multiplayer Online Fare

0 say that the Total
T Entertainment
Network (TEN) is

abandoning online versions
of retail software is a bit of
a stretch. But TEN has sig-
nificantly changed its focus,
as | discovered on a recent
visit o its San Francisco _
sanctum. Almost everything Twilight Lands
| saw had been designed for multiplayer from the
ground up. Some of the games were nostalgic,
like Zero: Storm WonLps, which is nothing if not
Asteroins for the "90s. Wiz War, the old
boardgame favorite, now sports a Win 95 inter-
face and is playable by 2-6 would-be mages.
Even AD&D Danx Sun OnLINe is being revamped to
make it
more
dynamic:
With an
ongoing
storyline
maintained
on a daily
basis by
gamemasters, the online component may finally
come close to matching the paper D&D experi-
ence.

In trying to overtake its competitors, TEN is
attempting to combine this nostalgic feel with the
latest gaming trends. TwiLicHT Lanos looks to leave
Meroian 59 in the cyberdust with a MUD back-end,
but it's more likely that the rich character develop-
ment system (from ICE's Masic Realm onling game)
will keep RPG-starved gamers coming back for
more. Likewise, WoLFRAM: IMETAL OF THE ANCIENTS iS @

CPTIONS RS NEdS ()

Zero: Storm Worlds

team-oriented
sci-fi hovertank
blast-fest that
can be easily
played by the
“click-and-go”
crowd. But to
their credit, TEN
and the develop-
er, Boll-Action
Software, are attempting to enclose their half-
dozen 3D-generated worlds within a stralegic
shell of base management, scouting missions,
and even orbital bombardment. Whether TEN's
new lineup will revolutionize multiplayer online
gaming remains lo be seen, bul at least the
company seems to know why and what it's
doing, rather than just slavishly mimicking the
latest hits.—Terry Colernan

READ.ME |

cool, imagine what it would be like to really

play games for a living. If the Total
Entertainment Network (TEN) has its way, thal's
exactly what you could be doing. The Professional
Gamers League, or PGL, kicks off this November
with its Fall season (which runs from 11/97
through 1/38), fealuring com-
petition in Quake and Rep
Avrenr. The following Winter,
Spring, and Summer seasons
(through 10/98) will add com-
pelitive events in realime stral:
eqgy; 3D action; simulalions;
and, possibly, even team play.

After a made-for-Internet launch on November

3, qualifying events will run through the end of

I fiyou think having a job at CGW might be

Pro Gamers?

TEN Launches Professional Gaming
League With $250,000.in Prizes for First Year

the month. The top 128 point-getters then make
the cut for the tour, much like winners in satellite
tennis making the main draw at Wimbledon, or
golf pros earning their PGA four cards. They then
compete in seeded single-elimination tourna-
ments, with the top finishers carving up $30,000
cash and $32,500 in prizes per season. Major
sponsars include AMD, Logitech,
Rendition, GTE INterneiworking, and
3COM US Robotics.

While TEN is trying to position the
PGL as a separaie enlity, there's no
question that it provides the company
with a much-needed shot of funds—
and of energy. Especially when you
consider that to play, you have to pay...and it's
only available on TEN.—Terry Coleman
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FULLY-CONFIGURABLE,
EASY-TO-USE INTERFACE

,  COMING SOON TO RETAILERS EVERYWH T(F -
= OR CALL 1-800-874-4607
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WESTWOOD STUDIOS

AN AWESOME ARRA ) sr-ms AND
INVENTORY ITEMS FEATURED IN 15
CHALLENGING AND ENCHANTING REALMS




. READ.ME

Psygnosis Soars With
Wings oF DESTINY

InGs oF Destiy seems destined Lo con- You'll be supported in each mission by wingmen
uner the combat flight-sim market, of various skill levels. Intereslingly enough, these
allhough the game probably won't use

wingmen (as well as the arlificial opponents) will be
that fitle in the U.S. (Broderbund once published a working with cut-down flight models with the same
WWII arcade game under the same name). Veterans  limilations as yours, ideally balancing play suffi-
from DID’s THX team have formed their own com-

ciently lo convince you thal they are doing real
pany, General Simulations, Inc., and have crafted maneuvers instead of cheating.
some of the most beautiful WWII The mulliplayer portion of
planes ever to grace a computer

the game will feature head-to-
screen. Since | haven't flown any of head dogfighting, but will also
the missions, | don't know how feature team play, via local net:
solid the flight model will be, but |

work or Internet. Asked aboul
sure like the plans so far. pilots being disadvantaged
In Wings oF Destiy, you'll fly

when using a slower machine
one of two Luftwaffe models, the against a faster one, the design
ME 109 or ME 262, or one of two team indicated that their tech-
Allied planes, the Spitfire or P-51 nology lies aclion to the speed
Mustang. The physics model is

of the slower machine.
alleged to be such that the torque —Johnny Wilson

An ME 109 pilot swoops
underneath the soft under-
hellies of his opponents.

Aces: X-Fighters Sier
AH-64D Longbhow 2.0 Jane's Combal Sim

Sﬁﬁuld hyuu join the ﬁliie.s', ynu’il haué the option ﬁl‘ pii.uling this Spitfire n} aF51 Musténg. .

from the propeller causes the

planes to veer left unless you
provide a rudder correction.
Such early indicators bode well
for this lype of simulation.

The game consisls of a cam-
paign built out of consecutive mis-
sions with Lhe results and subse-
quent narralive provided through a
period-style comic book. The comic :
book narration has the advantage of BT 5
offering information faster than As a pilot in the Luftwaffe, you'll laugh with sinister
FMV or cut-scenes, and goes a glee whenever you find an unescorted bomber like this
long waay loward building ambiance, kb ekt
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Asheron's Call Turbine/Microsolt
Baldur's Gale Bioware/Interplay
Battlezone Aclivision

Black Dahlia Take2

Civ II: Fanlastic Worlds MicroProse
Curse of Monkey Island Lucashrs
Daikatana lon Stormi/Eidos

Deep Six Virgin

Descent to Undermountain Interplay

Duke Nukem Forever Apogee/3D Realms

Earthsiege 3 Sierra

03198

Winter 97
Early 98
Winter 97
Early 98
Xmas 97
12097
Winter 97
Xmas 97
Spring 98
Xmas 97
Sum 98
Early 98

Epic Warhammer 40k: Final Redemp SSI Xmas 97

European Air War MicroProse
F-22 Raptor Novalogic

Falcon 4.0 MicroProse

Fighler Duel 2 Infogames

Final Fantasy VIl Squaresoft
Freedom in the Galaxy Avalon Hill
Golgotha Crack.com

Guardians; Agents of Justice MicroProse

Hidden Wars Ronin

iA-10 Warthoy Interactive Magic
Inlel740 3D Chip Intel

Interstate '77 Aclivision

IPanzer &4 Interactive Magic
Jagged Alliance Il Sir-Tech
Jane's F-15 EAlJane's

Jenga Hasbro

Joint Strike Fighter Eidos
King's Quest: Mask of Eternity Sicria
M-1 Tank Platoon Il MicroProse
MAX Il Interplay

Magic: Planewalkers MicroProse
MechWarrior 1l MicroProse/FASA
MiG Alley Empire

Might & Magic VI New World/3D0
Myth: The Fallen Lords Bungie
Panzer Commander SS|
Phantom Ace Virgin

Populous: The Third Coming EA/Bullirog

Pray Apogee/3D Realms
Quake I id Soltware

Quest For Glory V Sierra
Reach for the Stars Microsoft/ SSG
Redguard Bethesda

Return to Krondor 71h Level
Semper Fi Interactive Magic
Skies SegaSoft

SimCity 3000 Maxis

Sin Activision

Soldiers at War 55|
StarGrafl Blizzard

Steel Panthers 111 55|
Su-27 Flanker 2.0 55!
TFX 3DID

Trespasser: Jurassic Park Dream\Works

Uhik Cryo

Ultimate Race Pro MicroProse
Uprising Cyclone Studios
WarBreeds Broderbund
WarCraft Adventures Blizzard
Wizardry VI Sir-Tech

Worms 2 MicroProse

3198
Xmas 97
2198
Spring 98
Early 98
Fall 68
Early 98
3198

1/98

Fall 98
Xmas 97
Winter 97
2198
’Iligﬂ
Early 98
4/98

1198
Early 98
Mid 98
Early 98
12197
Mid 98
Spring 98
Winter 97
Winter 97
6/98

2198
Early 98
Late 98
Xmas 97
Early 98
Spring 98
Early 98
Early 98
2198

Mid 28
Spring 98
Early 98
3198
12197
Xmas 97
4/98
Winter 97
Early 98
2/98

2198

Late 97
2198
4/98

Mid 98
12197




WIREPLAY. The —TIME online GAMING network.
FREE for a limited time to MCI Internet® customers.
HAUL MODEM over o www.wireplag.mci.com or CALL 1-B88-4WIREPLAY.
The thrill of lNSTAN‘T[ VICTORY without the agony of DELAYED DEFEAT.

WARNING: WIREPLAY is a high-speed gaming netuwork. Play at your own risk.

MCI

© 1997, MCI TELECOMMUNICATIONS CORPORATION. ALL RIGHTS RESERVED A Ireplay
WIHEPLAY is a trademark OIIBrltish Telecommunications, plc, and is used with permission. The games network
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L a lime when originality in game design is
AbeEng strangled by profitability, one man

slands at the top of the list of exceptions to
the rule of conformity. Peter Molyneux, game
designer and co-founder of Bullfrog Software,
wouldn'l be caught dead designing a clone of any-
thing. From PopuLous to SYNDICATE, MAGIC CARPET
to Duneon Keerer, every one of his games has
crackled with the sparks of original genius.

Hinting at frustrations with an increasingly cor-
porate environment at Bullfrog, which Molyneux
and his Bullfrog partners sold to Electronic Arls
in 1995 for over $40 million, Molyneux left the
company this summer fo found LionHead
Sludios in Surrey, England. CGW caught
Molyneux in the midst of start-up frenzy to ask a
few queslions about his new venture.

by Chris Lombardi

Can you tell us anything about your
works in progress?

I can'L tell you anything aboul the game design that |
am working on at the moment, but what | can tell
you is that it is the most important game of my
career. We are being very ambitious about both the
game concept and the technology it will use. It will
definitely be on the PC—true color, ullra hi-res—and
it will have single-player and be massively multiplayer.
The amount of Al and gameplay that the design
demands is currently scaring the shit out of me.

Will 3D environments continue o be a
primary focus of your desions?

3D environments are greal to design. It is easy (o
visualize on-screen what you imagined the game
being like in your head. However, | am sure that
there is more that can be done with 3D, and so
we are looking at some unique enhancements to
3D environments.

Will multiplayer play be a major facet of
LionHead's projecis?

All LionHead's games will be multiplayer in some
way or another—in fact, every game | have ever
worked (on] from PopuLous onward has always
had a multiplayer component. | have been saying
that multiplayer games are the future since 1989!

What role will you play in the new com-
pany? Will you be leading the desion
teams for all projects?

In a small company you always end up doing

everything, so my responsibilities al LionHead
include designing games, programming, and

making coffee for everyone.

Any special significance to the name
“LionHead"?

LionHead was the name of Mark Webley's (a
LionHead co-founder) hamster, and we
liked the name and the hamster so
much that it was a our first idea, but
then, sadly, LionHead died. We felt that
perhaps his wasn't a very good omen
and investigated a number of different
ideas. One was “Slarfish,” but after
watching the film Trainspotfing, where a
chocolale starlish is referred to on
many occasions, we felt that perhaps
this wasn't a good name either. Qur
next choice was “Red Eye,” but we
found that there were already other
companies with that name—mainly in

In the Gompany of Lions

Designer Peter
Molyneux Talks About
His New Pride and Joy

the soft porn business—so, desperate for a name,
we reverled to LionHead.

What lessons learned at Bullfrog will
most influence the way you will run the
new company?

Bullfrog taught me thousands of lessons, but the
major one is: keep it small, keep it simple. Lion-
Head will never grow beyond 20 people and all of
thase people will be friends. You have to enjoy
work, as it fakes up such a large proportion of
your life, and | believe the people you work with
can play a very large part in enjoyment of work.
Bullfrog became too large for me when it grew
beyond 30 people.

What are gaming's biguest prohiems at
the moment?

| think there are three main problems. First, the
industry must get away from producing clone
after clone. | understand the temptation to try to
reproduce a “winning formula,” bul if the indus-
try is to move forward it must avoid publishing
the same games over and over again. Second,
Ihe industry has to come up with more mass
market concepts that appeal to a broad sector of
the population. Third, and rather worryingly, the
number of reputable publishers seems to be
shrinking lo an all-time low. There are now only a
handful left of any worth,

for the lalest on LionHead, visil ils Web sile at
www.lienhead.co.uk.

CGW
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M“‘» g Matt Groening Chats About All Things Simpson at

the Launch of Fox Interactive’s VIRTUAL SPRINGFIELD

S"ﬂe Revisiiau

ollowers of The Simpsons will no patriarch has replaced Bart as Groening's favorite  rather than hard-core gamers. “This is basically
doubt recall that, on the show's sea-  Simpsons character. for people who can't get enough of the show,”

son premiere back in September, a So, how did his conlribution lo the CD-ROM dif-  Groening says. “There are all these games and
lucky fan became the proud owner of  fer from his usual work? For his part, Groening puzzles and just litlle funny sight gags.”

a life-sized replica of the Simpson says that the making of VIRIUAL SPRINGFIELD was

family's rainbow-colored palace. In actually a very similar experience to working on
the midst of a boringly-normal cul-de-  the television series. What the team did, he
sac on the outskirts of downtown Las Vegas, this explains, was to write “an incredibly long, detailed
blazing, orange-and-yellow edifice now screams script, just like for the show." The nature of the
oul at its neighbors.

Well, you may not have won the house, but
Simpsons fans who long to bring a slice of sunny
Springfield into their own home can do just that
with Fox Interactive's new product, ViaiuaL
SeainariELD (check out this month's This Just In
and page 216 of our Holiday Buyer's Guide for
more information about the product). At the
launch of VirtuaL SerincrieLn, CGW tracked down
Simpsons’ creator Matt Groening to find out some
more about everyane's favorite yellow family.

Qur first question? Where did these crazy char-
acters come from? Not simply a product of
Groening’s imagination, the residents of Spring- CD-ROM, with its necessity for multiple paths,
field are actually based upon people he knows. allowed them to cram more and more informa-
“They're a comhbination of my family and all my tion into the seript. "Once you've been, say, lo
friends,” Groening explains, “But the [main] char-  the living room in the Simpsons” house,”
acters are named after my own family. My father's  Groening poins out, “you can go back lo it
name is Homer, my mother's name is and something completely different will hap-
Marge, and | have sisters, Lisa pen.” You'll also be greeted by a different
and Maggie." member of the household each time you

Where, then, did Bart knock on the Simpsons’ door, and you'll PICTURE PERFECT Simpsons’ creator Matt

i Groening (center) and members of the
come from? “Well, | guess run into different characters each time oo e e GEIELD development team.
Bart would be me," you enter a room.
Groening admits sheepishly. While the CD-ROM is full And does Groening consider himself a gamer? I
Bart may well have born of games and puzzles, it play a few shareware games,” he says. “My kids love a
some resemblance to a is clearly aimed at die- game called Koui e Frog, 50 | play that, But [l play] a
younger Groening, but as hard Simpson fans, lot of reqular video games, [for the] PlayStation and
he gets older, Groening Nintendo 64. And Ters, of course!”
admits that he's begin- —Charlofte Panther
ning to identify more
and more with
Homer—so much
80, in fact, that
the Simy.son
family

A quiet, suburban cul-de-
sac in Las Vegas is now
home to this life-sized repli-
4 ca of the Simpsons’ house.




Where do you want to go today?

Microsoft® SideWinder® Force Feedback Pro adds the sense of touch to your supported
games. This means the joystick moves in your hand, so you feel: a swift left jab, the sweet
spot on your golf ball, a bazooka recoil, the shudder of a 737 in stall, a big-mouth bass on
your hook, the g-forces of acceleration.

Feel these forces and hundreds more, including multiple forces at once and
forces from any direction, on dozens of games. Try the SideWinder Force Feedback Pro
at your PC game retailer. For more info: www.microsoft.com/sidewinder

MICROSOFT® /

ot RpEE-

'::/ & Y Yrorce Feedback Pro

SideWinder Force Feedback Pro has what it takes: IPIliSESitreelsamestinithe)

* 16-bit 28MHz force co-processor on the stick generates the forces = Interstote '76™
* Adjust overall force levels: stronger or weaker, on or off * MDK: Mission Laguna Beach™
* Patented digital-optical sensing places forces with precision = Star Wars' Shadows of the Empire: Battle of Hoth™

1997 Microsolt Corporation. All rights reserved. Microselt, SideWinder and Where da yau want fa go foday? are registered trademarks of Microsolt Corporation. Interstate ‘76 s a rademark of
Activision, Inc. Star Wars is a registered trademark and Shadows of the Empire and Battle of Hoth are trademarks of Lucasfilm Lid. MDK: Mission Laguna Beach is a trademark of Shiny Entertainment, Inc.



Younghlood

ased on the popular comic-book series
by Rob Liefeld, GT Interactive's
YouneaLoon: SEARcH AnD DESTROY, fea-
tures all the characters in the
Youngblood team (from original mem-
bers, such as Shaft and Chapel, to some newer
faces like Troll and Psifire). A hybrid action/RPG,
the object of YounceLooo is to follow specific mis-
sions in order to
complete different
abjectives; abjec-
ives that usually boil down to “defeat this villain."”
Gameplay involves controlling multiple team mem-
bers in the isometric perspective (@
la Torew Maynen and the Swipicare
series). While you can control up
o six members, the game will
usually assign you less. You'll use
mouse-clicks to decide where to
go, whom to kill, and what
weapon 1o use. In addition to the
usual melee and distance
altacks, each leam member comes with a special
move that only he or she can perform. Examples
include Diehard's ability to heal other characlers,
Badrock's earlhquake ability, and Troll's rolling ability.
Characters will improve in terms of skills gained and
battle efiiciency, giving YoungeLoop its RPG-esque feel.
While this isn't the first game to use a comic
book license, it could be ihe first not fo disappear
into total mediocrity. With GT Interactive's market-
ing muscle and the Liefeld name, this could be
{he start of a niche genre of comic-book based
games.—Thierry Nguyen

In the Works »

What's a comic-book based game with-
out some comic-book style scenes?

= From Gomic-hook
= Computer Game

Youngblood fans, be sure fo check out
our Q&A session with artist Rob Licfeld at
www.computergaming.com.

If you don't like the game’s sug-
gestions, go right in and assem-

ble your own Youncsrooo team for
the mission.

Out on the field, it's best to use everyone and
attack an enemy simultaneously.

In the Works »

Sovier STRIKE, was a moderale success

on the PlayStation. Now, EA is planning
to bring the sequel, NucLeAr STRIKE, to the PC.
It's a top-down aclion game, reminiscent of old
arcade shooters, with impressive graphics.

What's notewarthy about this game is that it
is a fast-paced, combustible console-style
game for the PC. Il's
dgifferent from the
usual first-person
fare, bul il looks fun
and beautiful.

You ride a variely
of vehicles, including
a modified Apache, a Cobra gunship,
an A-10 Warthog, and a hovercraft. All
of them carry some sort of heavy ord-
nance, including homing missiles, rock-
ets, chain guns, and bombs,

The game's levels include many 3D
objects that can be destroyed, and you can

E lectronic Arts’ helicopter action shooter,

can blow apart buildings, set trees on fire,

'

Prevent World War Ili

2 ' L
! : : Staike’s beautifully-rendered, top-
also interacted with all of these objecls. You down, console-style action is a refreshing

change from the normal first-person PC fare.

NucLeaR

and creale massive craters in the ground. NUCLEAR
Smike will support 3D acceleration via 3Dfx cards.
The aclion-oriented gameplay is centered
around a story of political turmoil in East Asia,
as you seek to stop a mad warlord from insti-
gating World War Il in Indochina and Korea.
I've only had a chance to look at the preview
version of the game, but it shows promise.
Look for Nuctear Strike to hit the PCs some-
lime in November.—Elliolt Chin

J
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(The beginnint_:;

isa 16 rack | |
sound designer |
with mere than
1200 samples |
and numerous |
effects: Without |
having ony musi- |
cal know-ledge, *
you can creale
your own sounds |
with a mouse-
click,

The MIAGIX
music maker
Soundpoois

With the MAGIX Sound- &
pools you'll always have |
fresh sounds for your
music maoker.
Professional DJ's, musici-
ans and producers have
worked together to pro-
vide you with the lotest iy
sounds i

in music.
$ 19.99

| The VIAGIX

| music studio
fa.o

| A professional MIDI-
| Audio sequencer

| with a comfortable

| nolation editor, os

| well as a sophisti-
| caled 8 Imctl Audio-
| Wave edifor with

/' harddisk recording,
s numerous editing
and range functions.

£ 49.85

Join the MIAGIX network! |
ht:t:p://www.rhagix.néﬁ |
call free 1-888 TO MAGIX

MAGE,
479 Santo Monico Bhed. #1370 Santo

rmanment Cerp
miea, CA 90401 |
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The British/French/
Germans Aren’t Goming

Some Eye-Opening European Games That May Never Reach U.S.

ne of the joys of attending the European
OCDmputer Trade Show (ECTS) is getting an :
opportunily to look at European software
that may never be officially markeled in the U.S.
Since direct ordering via the World Wide Web
makes it easier than ever lo order foreign soft: : i3 :
ware, il seems useful to share some of the jevlvels 3:;?'5;?; FELT:[LLT: ?;2:3022:‘5” “5':::’;1‘ A
that don't currently seem slated for U.S. distribu-  tpis knight.
lion. Here are lhree games that we think will inter-
est CGW readers.
Infogrames’ Picriv boasts a proud lineage.
Though, at first glance it looks like a hybrid of

f

This game of squad-level, infantry combat takes
place in four distinct environs: Norwegian Fjords,
North African desert, Norman beaches, and the
Rhine Valley. Berinn Enewty LIngS is a rela-
fively simple action/strategy game with a
wide variety of weapon and vehicle combi-
nations. Plus, il fealures an interesting mix
of atlribute-driven and personality-driven Al
that should really make each mission play
differently than the last. Eidos hasn't decid-
ed whether or not to market this product in

[} 2T L : SN (e US. . _
ENVIRONMENTAL IMPACT With its lush graphic Ocean has quietly unveiled what they
detail, Piiamim seems to be a distant relative of believe to be the cullural descendant of

JourKeYmAN Prosect 3. EUTE. -WaR is not about information war-
fare (1-War is a technical term used by informa-
lion warfare specialists.), but features an epic
ballle for conlrol of a Commonwealth of gov-
ernments who have banded together to stave
off rebellion. In a series of story arcs, the player

Myst and Journeyman ProJect 3, it has two very
important contributors. The story was written by
Paulo Coelho, the mystical author of the best-sell
ing The Alchemist, and the game was illusirated
by Moebius, France's most famous illustrator.
Action lakes place in e
0. 1208 when a mem-
ber of the Knights
Templar finds a Coptic
manuscript purported
to be the lost Gospel
According to St. John.
The manuscript falls
into the hands of the
player's character,
Simon, and it is his job
to avoid the dreaded
inquisitor Diego
D'0sma and gel the artifact safely to Toulouse.
Another interesting game that may not make it
across the pond is Eidos' Benino Engny Lines.

U LOOK MAHVELOUS The cut-scene graphics in |-Wan are
extremely spectacular and the in-game graphics don't degen-
erate very much.

must fly'command everything from a single-
person fighter to a mega-transport in order to
defeat the rebels. —Johnny Wilson
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SHE'S A TRAINED e
GOVERNMENT ASSASSIN

WHOSE ONLY GOAL IS TO

SILENCE YOU— PERMANENTLY.

AND YOU'RF RUNNING OUT OF PLACES TO HIDE.

THINK THE ONLY OPPONENTS WORTH FIGHTING ARE
THOSE YOU MEET IN A DEATHMATCH? THINK AGAIN.
WiTH HALF-LIFE'S ADYANCED CHARACTER Al. you'LL
BATTLE ENEMIES SO SMART, YOU'LL SWEAR THEY'RE
ALIVE., THEY'LL TAKE COVER, RECRUIT OTHERS AND
WORK TOGETHER TO BRING YDU DOWN.

AND THE REALISM DOESN’'T STOP THERE., THINGS ACT,
LOOK AND SOUND LIKE THEY DO IN THE REAL WORLD.
WE COULD FILL YOQOUR HEAD WITH TERMS LIKE 16-BIT
COLOR, FULL-SPECTRUM LIGHTING, DSP SOUND, AND
SKELETAL ANIMATION. WHAT IT ALL MEANS TO YOU IS A
GAME S0 REAL, SO UNPREDICTABLE, SO ALIVE, YoUu'LL
SWEAR IT HAS A PULSE. ADD A 3D CARD AND YOUR OWN
PULSE WILL RACE. CREATE CUSTOM LEVELS WITH WORLDCRAFT
\ i 2.0 (1ncLupeD). OF COURSE THERE ARE MULTIPLAYER
P " ; OPTIONS— FOR UP TO 32 PLAYERS. BUT HOW MANY OF YODUR
FRIENDS ARE AS BEAUTIFUL AS SHE IS,
OR AS DEADLY?

PLAY THE DEMO @ www.sierra.com/half-life
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PREVIEWS

SIN
Your Best Source for the Hottest Games in Development

So Evil, It’s Goodl

Siv, Ritual’s Next QUAKE- based Title, Succumb to the Sophomore Jinx?

by Elliott Chin

nger, Envy, Gluttony, city has fallen

Greed, Lust, Pride, prey to the machi-
Sloth. These are the nations of a pow-
seven deadly sins erful crime boss,
that will destroy man,  Elexis Sinclair.

but in the hands of
Ritual Entertainment

Since the police
can't stop her, the

(the crealors of city has turned to
SCOURGE OF a private law
Armagon), they're the  enforcement
basis for an amazing next-generation 3D action  agency and its
game. Siv is the name of the game, and if hera, Colonel
Ritual's past successes are any indication, this ~ John R. Blade. |
could be a it capable of toppling all the other  As Blade, you |l gane yourRe DEAD This s the Discovery level, where buildings look like
Quake Killers on the horizon. have no inkiing at half-completed structures. Notice the:transparent windows and the. map on
the beginning of :

1he table.

THE START OF SOMETHING EVIL the game as lo

Set 100 years in the fulure, Sm takes place in
a world where law enforcement has become
prohibitively expensive for local government.
Without adequate protection, one

Sinclair's devilish plans. Your first task, in fact,
is to respond to a bank robbery. But in appre-
hending the robbers, you discover that Sinclair
is been behind this and other recent crimes.

MISSION IMPOSSIBLE

Six missions make up the game,

each with several levels. The lev-

els within a given mission will

be linked, and you may
need to travel back and
forth between levels to
complele puzzles. The lev-
els and missions will also

THE CAST

Elexis Sinclair: The game’s villain, Sinclair

is the head of an industrial conglomerate,

SinTek Industries. Her dabbling in chemi-
cals has led to the creation of Vanity, a beauty-
enhancing drug she has used on herself to gain
comic-booklike looks and proportions. Now she is
turming lo political domination; She plans lo

influence each other. Says project leader Joe
Selinske, “The different missions play out like
the chapters of a book, and your actions during
a particular mission will affect other portions of
that mission."

The first mission, called Discovery, covers
the bank robbery and your subsequent chase of
the robbers through a construction site and
warehouse. Your discoveries in Mission One will
then lead you to Mission Two—SinTek
Industries—which includes various levels in
Elexis Sinclair's high-tech factories. During
Mission Two, you'll discover that Sinclair has
plans to expose the entire population to a
genelic virus. She plans to intro-
duce the virus to the city by poi-
soning the water supply and by
detonating virus-carrying bombs
over the city.

Al this point, the Ritual team
will offer a choice in the game:
You can go either to Mission

unleash a powerlul mutagen upon the citizens of
Freeport, through the waler and air, in order to create  1hree, the Military Base, to thwart
a mutant army with which lo take over the world. Sinclair's attempts to steal
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OFFSHORE DRILLING This is a shot of the Oil Rig level. It appears fully functional, with derrick and

I drill; you can interact with both of them.

warheads and equipment, or to Mission Four, the Aqueduct System, to
protect the water supply from contamination.

Whichever you choose, by the end of the mission you'll have the evil
mastermind Sinclair within your grasp. Mission Five, the Ocean Pursuit,
enlails chasing Sinclair 1o an offshore il rig—her waypoint for shipping
weapons—and her underwater base, which includes a transport lo her
island stronghold, the sixth, and last, mission of the game.

The missions progress logically, and Ritual plans to have in-game cul:
scenes between missions 1o reveal more of the game's story. | played
through several levels of the game for this preview, and they look fantastic.
The initial Conslruction Site level in Discovery and the Qil Rig and
Underwater Base during Ocean Pursuil are every bit as well-designed as
the best Armacon levels, with plenty of interactive elements. These levels
exemplify the more realistic approach that Ritual is taking to level design
in Swi. The Oil Rig, for example, has a drill and derrick, while the
Aqueduct System has intertwining pipes and pumps. The levels in Island
Stronghold, designed by Levelord, who designed many Duke 3D levels
and the Edge of Oblivion deathmatch level in Armacon, look really goad.

UNDER THE SEA The Underwater Base is one of the cooler levels, with
glass walls that enable you to view the underwater environment and nearby
schoals of fish.

Target Release Date: March 1998
Developer: Ritual Entertainment

One of his levels, the Darwin Chambers, will be
so challenging just as an abstacle course that
he’s limiting the number of monsters you'll have
lo fight. His Mansion level, which is Sinclair's
home, is well-designed with {raps and all the
accoutrements you'd expect in a tycoon's multi-
slory house.

TAKING IT TO THE NEXT LEVEL

It's clear that Ritual wants to make Sin an
immersive experience, rather than a simple
action shooter. Nol only will the levels be more
realistic, but the overall feel will be as well. In
some areas, such as labs and control rooms,
you'll run into lab workers and
technicians. You wouldn't
expect these people to be hostile, and in fact, they
won't bother you. But they will sound the intrud-
er alert unless you holster your weapon or
quickly kill them.

Instead of finding
vieapons spinning in air,
you'll pick them up from
qun racks and from dead
bodies. When you see video
consoles or monitors, you'll
actually be able to access
lhem lo eavesdrop on
SinTek communications,
read email, and learn more
about the game’s story.

LEAVING YOUR MARK
The game's interactivity will allow you to
do some incredible damage to the scenery,
but it will also play into the many logical puz-
2les in the various levels. For inslance, when
you chase the robbers through the
Construction Site, your path through a corri-
dor will be blocked by debris. To get around
the obstacle, you'll need-to destroy the debris

THE CAST

JC: Blade's sidekick is a computer hacker who got
caught trying to invade Blade's agency.
Blade gave the youngster a choice:
Go to Jail or work for Blade. JC

chose Blade, and now serves as
his companion on missions. JC
is a valuable assel, informing
you of secrels and opjec-
tives for each level,
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e QOver 40 action packed missions
ranging from daring sea rescues;
police actions, wildlife-herding, UFO.
hunts, fire-fighting and more.

Fly 12-realistic-search:and-rescue
helicopters modeled-after thelr real
world counterparts.- : -

Detailed weather engme that brmgs
the excitement and challenges real
—pilots-face.

- A Intense Entertainment, 506 York Road, Towson, MD 21204.
‘e intense Entertainment Phone: (800) 240-6172  Fax: (410) 321-0948

Web Address: http://www.intense.com
CIRCLE READER SERVICE #088




SIN

The Second-
Generation Engine

itual plans several enhancements to the
R (Quake Il engine to create a visually stun-

ning and editing-friendly game. Sin will
have all the: Quake Il engine improvements, such
as rotating brushes for swinging doors and spin-
ning wheels, as well as faster speed, due to the
move to DLL files. S, like Quake Il, will also have
a * 360-degree environment-mapped sky." That
means that the sky will be much more realistic
than in previous Quaxe games. But unlike Quake
II, Sm will feature 16-bit color, which creates a
richer palette and more detailed textures for the
game's environments. Siv will also have colored
lighting and blended color lighting, both of which
will contribute to better special effects—like
translucency and explosions—and a more immer-
sive atmosphere.

Ritual also plans to include masked textures for
chain link fences and grates. The masked textures
look and behave realistically. This means you can
fire through the holes in the grating, provided that
your bullets are small enough.

Jim Dose, one of the programmers for Siv,
introduced me to the game’s scripting language,
which will be text-based. The scripting is separate
from the map code, so you can fiddle with specif-
ic portions of levels or objects to create unique
events without: compiling the whole level. Ritual
uses the scripting language to build greater inter-
activity into the level. This will allow consumers to
alter the game or the levels by building in their
own interactive elements.

Animation and Al will also be improved for Sin.
In the case of animation, Ritual is moving to a
skeletal-based model: All creatures are composed
of bones, over which'is draped a continuous
mesh. In Quaxe, by contrast, characters are basi-
cally composed of “blocks.™ By using the skeletal
model, designers can make characters move in a
more fluid and realistic way. It also:means that In
deathmatch you can see what weapon anather. 4
person is wielding. With the skeletal model,

youcan attach'scripted events:to a bone under 88

the character's skin, so that if you shoot an
enemy.in the neck, you can have blood squirt
from that location.

Finally, Sin's Al will be: more compelent than
Quaxe's, Cértain enemies will be able to duck and
find cover, use flashlights to look for you in the
dark, and pick up'weapons and health. The way
the Al communicates |s also great; Enemies will
actually sound alarms and radio each other for
backup. As | ran through a level with guards, |
could hear them chatter with each other, calling
for reinforcements. However, if you are quick
enough, you can shoot guards before they radio
for help, thus ensuring that you escape detection.

(we won't tell you how) and then jump
the gap in the corridor.

Interactivity is just one part of Ritual's
formula to create a realistic environment.
With the use of “action-based-out-
comes,” Ritual is ensuring that what a
gamer does in one level will have conse-
quences in another. Selinske offers this
example: “If you are playing one mission
and decide to blow up the power genera-
tors al the power plant, when you go to
the aqueduct system the power may be
off and the securily systems disabled.
This is a good thing. But if you run
through another mission blowing up
everything, you may not be able to deac-
livate the chemical plant's security sys-
tems, and you will have to fight the forti-
fied securily forces now an alert.”

Ritual also wants to mix up the game-
play for different levels. In one level, the
game might be fast-paced, as you iry to
chase enemies through a level while
your sidekick, JC, keeps yelling, “Hurry!
Hurry!" In another level, you might need
{0 exercise caution and stealth as you try
to infiltrate a base teeming with guards.
In these cases, JC will set the tone by
briefing you on your objectives.

From what I've seen, Ritual has a
great-looking game on its hands. With the

increased interactivity, linked missions, and action-
based outcomes, the designers are striving lo cre-
ale an environment you can influence and a gam-
ing experience that feels fluid and dynamic. So far,
this hasn't been done that successfully on the PC,
but with a March release date, the Rilual team has
plenty of time to get it right. I, for one, think they'll

deliver on the promise. &

THE CAST

Colonel John R. Blade: Blade is the hero of

the game, a hired gun who has been
tasked with keeping the peace in
this crime-ridden city. Ritual
wanted to create an atypi-
cal hero for Si. As a side
effect of creating realistic
environments, Ritual had to
make Blade taller than the
Quake marine. He's aiso probably
the gaming world’s first half-black hero
with dreadlocks and a normal name

BLUE LIGHT SPECIAL This top-down look at
some scrambling guards illustrates the game's
colored lighting.

BE VEWY QUIET This is the control room in the

Mansion level.
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“A refreshing escape from all
— r
the me-too action games.”

PC Games

“A deeper world than the
typical first-person shooter.”

Next Generation

‘One manic
gaming experience.”
CNET Gamecenter
“You are starting a whole new

st Y I e ‘ U st 1coters.
E-mailed Gamer
Feedback

“This game
that |'ve

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 been 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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HALF-LIFE

Target Release Date: November 1997
Developer: Valve Software
Publisher: Sierra On-Line

Halfway to
Perfection

Sierra’s Next Action Title Could Be the Sleeper Quake Killer of the Year

by Thierry Nguyen

s | write this, most of the QUAKE
community is currently busy 1 e e T R S
playing the just-released Hexen 5 :
II. Hexen 1l was the first of the
“Quake Killers” featured in our
June cover story, and now
everyone is looking forward 1o
lhe other Quake Killers slated to arrive this
Chrismas, including Quake Il. One that caughl our
attention aiter we finished the June roundup was
Valve's Har-LiFe. The surprising thing about this
new Quaxe Killer isn't the fact that Sierra is pub-
lishing it, nor is it the game's diverse development
team (which includes passionate hobbyists and
industry veterans alike). Rather, what makes HaLF-
Lire so surprising is its inclusion of excellent new
features; features that could make Haur-Lieg Lhe
best Quake Killer this Christmas.

PACK ATTACK The HairLire Al is impres-
sive. This pack of houndeyes (allen dogs)
demonstrates the pack-mentality Al: They
attack only in numbers.

ALIEN BODY SNATCHERS

Haur-LiFe slarts oul in a sublerranean, decom-

missioned missile base that is now being used as a research station. The ~ main project at the base, the Portal Device, is aclivaled, conjuring a score

T R B AT TS v J of aliens looking to foment a hostile takeover. What ensues is absolute
havoc: Aliens run amok, scientists flee in panic, securily quards shoot
first and ask questions later, and ClA-like “Cleaner” squads attempt to
neutralize the situation. Amid the chaos, you (a weapons research scien-
tist) must try to stop the alien menace.

One of the first things you'll notice in Haur-LiFc is the multitude of
enhancements Valve has made to the Quake engine. You'll see such eye-
candy elffects as 16-bit color, colored lighting, and transparency in both
glass and water. And thal's without a 3D acceleralor. Load up Haur-Lire

i % ) o GL, and these effects look wonderful. There are also some fine sound
 IT'S GOT ME! This eerie & | enhancements: We now gel proper echoes, mulfled underwater effects,
scene shows a security . : | and 3D sounds, all without special hardware.
guard being dragged ' . Also, taking a cue from such Quake “films” as Operation: Bayshield and

Into:a vent by who- ! ST the forthcoming Ranger Gone Bad 3, Haur-Lire will tell its story via cut-scenes
knows-what. > ;

DECEMBER 1997




spliced in at appropriate times. Like the
amateur Quaxe videos menlioned above,
these cut-scenes are composed with the
game’s 3D engine, rather than prerendered S
FMV. For example, you might stumble
upon a quard and scientist arguing, only to
see the guard fling the scientist toward a
nearby monster.

QUAKE LAB RAT

Most of the action takes place in the
base as you try to make your way to the
surface, bul you'll evenlually have to go
through the Portal Device and confront the

turt. In a feature
similar to Hexen's
hubs, you move
back and forth
between the levels,
which are all inter-

Play Haur-Lire on this connected within

month's CG-ROM! the base. The result
is a huge real-world

environment, rather than a string of levels.
When you run from the alien research
wing to the officer warrens to the reactor
core, you aclually move through three ley-
els, even though you don't see any level-
loading screens. There's much running
back and forth, since you're shutting down
power, circumventing security, or crawling
around venis here and there.

Since most of the game fakes place in a
base, the architecture is logically rendered.
There are specific labs, offices, stations,
and break-rooms laid out as you'd expect
in a real research installation. Although
Havr-LiFe isn't as architecturally exciting as
some of the other Quake Killers, the look
and feel is much more realistic.

Also, the environment is dynamic, so |
you can leave bullet holes and blood
splotches on walls, or shatter glass as
you go. Finally, as in Ritual's SCOURGE OF
Armagon Quake pack, HaLr-LIFE'S levels
sometimes change shape as you roam
around in them. One particularly eerie
segment, which seems straight out of

Aliens or Jurassic Park, occurred when | b 3 3
walked down an abandoned hallway. 55 > : e
B . i letal animation, Valve is able to create incredibly realistic and fiuid motion
Suddenty, the celling caved in, and a LOCKANDS 2D Using stelétal (a0 y
and animation for ils creatures.
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EVER BURY THE ONE YOU LOVE IN
A MATCH BOX7? THAT'S ALL THEY
LEFT OF HIS SISTER.

L
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FOR SLATER, EVENING THE
SCORE WASN'T VENGEANCE, IT
WAS SIMPLE JUSTICE,

BN

AND IT WAS TIME FOR THE
EXECLUTIONER TO PO HIS WORK.




SLATER / THERE, ON
RETURN TO Py THE HORIZON!
FORMATION!! /

=

A FLYING CITY OF PEATH, COLDP AND
BLACK, WITH ENOUGH FIREPOWER TO
TAKE OUT THE ENTIEE POME,

\/ _

R
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G Police...tumb-bustering
shoot-'em-up gameplay... prepare
for the ride of your We." - PC Gamer

You are Jefl Siater, 215t Century
cop. Fly your Havec gun ship on
35 missions through 51 af
Callisto's domed environments.
You have lly-anywhere 380°
maneuverabllity and tons of
firepower. Serve & protect.

.P,-
N

FEAR. LIKE FINGERS OF ICE AND TITANIUM
WRAP AROUINDP SLATER'S HEART-
SQUEEZING, SQUEEZING, SQUEEZING...
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PREVIEWS

GRAVEYARD SHIFT Unlike in Quake,
monsters won't stupidly stand around
waiting for trouble. Here, three alien
grunts actively patrol the area.

whole flock of Bull Chickens dropped from
above and attacked me.

THE HAL9000 OF GAME ENEMIES
While the unified and realistic levels look good,
the true stars of this game are the enemies. Hatr-

and intelligence, because it employs a skeletal
mode! of animation that allows for extremely

smooth and realistic movement. For example, see-

ing a “Cleaner” grunl duck behind a crale and

reload his rifle with near-perfect movement makes

(he blundering Quake grunt look really simple.

other action game I've ever seen. The Cleaner
units regularly patrolled their defined route, and
they flanked me from all angles when attacking. If
I hit them a couple of times, they'd duck behind
cover, emerging only to take an cccasional snipe
al me. The biggest surprise came when | ducked

Liee has some of the best adversaries in the entire
action game genre, both in respect lo movement

The Alin this preview seemed only halfway
done, but it ¢ ses the enemy Al in any

behind a crate. | expected them only to shoot
when | popped up to take a potshot at them, but

First, there's the fush. Suxﬂegrees w gf it: Comir |
and whether youlike it or ot (you YoU've . Ut your'system or you may end uping Spluﬂer 0
seff-destruction (not to.mention world wlde devastation).. With the weapons, raids, assassinations and other assorted chaos-cand
of Adrenix thrashing your every molecule, you don't have to descend to get down and dirty. It'll'take you'in all directions at once
Butthufs you. All over the pluce

o by Digitd e, ©1997 Moyt b euneat b, PR s 0 rgiterd b
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HALF-LIFE PREVIEWS

instead, they lried 1o flush
me out by throwing
grenades at my location.
Pack animals act in
perfect sync. One time, |
encountered a lone
houndeye (alien dog),
which | spared after
sending it under a desk
with a few gunshots. |
later found a pack of
them, and ran away,
leading them fo the lone

GOING FOR A SWIM These two shols
illustrate the differences between HALF-LiFe's soft-

houndeye under the ware engine's graphics and the GL version's graph-

desk. Sure enough, after ics. While it's obvious that the GL version on the left
seeing its friends, it looks better, the software engine still has transparen-
gathered the courage to ¢y and color depth at 320x200 resolution.

join the fray, at which

point they all started attacking me.

My look at Hatr-Lire was based on only three main areas (which are subdivided
into about three to five sections each), and | was able to see only a few of the ene-
mies. But, it looks as if Valve is on the winning path. There is still much that the
designers are trying to squeeze into HALF-LIFe, including puzzles, but if the final
product polishes the excellent Al even further and comes through with consistent
level design and other enhancements, Haur-LiFe could take the genre by storm. &

WELCOME TO THE WAR ROOM Colored lighting, deeper color
overall, and new textures combine to make HaLr-LIFE @ more
graphically rich game than Quaxe.
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® (ver twenty missions, each with mulfiple
objectives.

» Fasy fo use interface means get in and fly &8

® Fully networkable for up fo sixteen players.

"RAGEIS A DRUG. GET YOUR FIX.

CIRCLE READER SERVICE #0988
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lovingly laid out by the world's most sadistic designers. Yourself included. www.sierra.com/soda,  \ TS NOT JUusT A &GAME.
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LINE NO. EVALUATION

1 | Large, complex missions | What you do in one level could affect another. One faise move
and you could alert security, flood a passauewayzljr wWorse.

12 Superior artificial The enemy s far from stupid. They will evade aﬂacks m au\rur |
‘Intelligence Into strategic attack lunatiuns and Ilunt yOUr ass Gmm o
3 LS, ] a e s

3 | Intense environments | Man gun turrets. Blow up subways. Smash gl : i?
QJ AR L wlthpurfuclcumml Dunkm*e“vau‘ehﬂs* G i




o 47 x5 Mg SCOM. oAt ks ﬂk’

BUTC oF MY RALL (';UN Oersﬁmﬁwz

bra MarwAing T ELUN
Mn:iif: ()}MM'.""‘ M !01;-} S?I:.Edo:[:u
vl sl ougle frousund galons o v e
I\{rl&mb:w i Iit‘éru] g;,!( fuass, wnd e
' blood . /

\
_[d ACTIVISION.

QUAKE® s a registered trad
logo and tha id logo are trademarks of Id Software, Inc.  Activision® s a registered:
Activision, Inc. All other trademarks and trade names are properties of thelr respective

www.idsoftware.com
CIRCLE READER.SERVICEI#M. hinTmiaatie Shatl '




G POLICE

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

Psygnosis’ New Shooter Offers Urban Environments Under Glass

by Mark Clarkson

he future looks bleak—but then,
doesn't it always? A hundred
years hence, all of Earth's
resources have been depleted
and mankind has pushed out
into the solar system in search of
more. Huge corporations, with
their own selfish agendas, control what's left of
humanity. They conduct an ongoing war, both

SCANNING... The 35 missions in G Pouice run
the gamut of mission objectives. In some
cases, as in this shot, you'll need to scan
crates for contraband.

BOGEYS You'll attack laser-packing criminals and track down
your sister's murderers. Although the solo play should be rich,
there are no plans for mulliplayer support.

hot and cold, against each other and against
your employer, the governmental police force:
the G Palice.

The G Police, an underfunded force, fly out-

dated equipment. Your primary ride, the
Havoe jet qunship, dates from before the
Martian wars. Bul like the French Foreign
Legion of old, the G Police don't run back-
ground checks on recruits—and thal’s perfecl
for someone like you, who has reasons to
hide his true identity.

PLAYING HAVOC

This is the setup for Psygnosis’ G Pouce, a
work in progress that lakes helicopter action
into the future. This first-person shooter looks
initially to be a helicopter sim, but it isn't. Your
Havoc doesn'l lly like a helicopter: It's substan-

lially less maneuverable. You can't even fly side-

ways. | mean, ¢'mon!

The action lakes place on the Jovian moon
Callisto, in glass-domed, dense urban environ-
ments, complete with skyscrapers and Bfade
Runner-type flying cars. Each dome has ils pur-
pose within the game universe,
and each sports ils own look, be
it industrial or residential.

Al present, G PoLICE runs
fast and prelty on a P-133 sys-

HAVOC This is the Havoc jet qunship,
the vehicle you pilot. Because it isn't
slate of the art, you'll also get help

from Al-controlled wingmen.

tem with a Diamond
Monster 3D card. On this
system, which will be the
minimum requirement for
the shipping version, the
game sports high frame
rales, nifly lighting effecls,
and dramatic, shrapnel-

Play the G Pouice
spewing explosions. The final demo on his

version will support most
major 3D acceleralors and AGP systems.

The atmosphere is foggy and dark (Callisto /s
a long way from the Sun). Scenery fades to
black with distance for an effect that's not lerri-
bly realistic, but pretty damned cool. The cut-
scenes are very nicely done. They play at the
end of each mission, and reveal a little more
about your plot to solve the murder of your sis-
ter, a fellow G Police officer.

Although you can destroy vehicles, both
civilian and hostile, you do no damage 1o
walls or buildings. | would have liked to see
the occasional poorly aimed missile blow the
side oul of an office building, a la Blue
Thunder, bul it's probably jusl as well, since
everyone lives under big geodesic domes.
What's that old saying, “People who live in
glass domes shouldn't throw rockets™?
Something like that.

GPHQ A civilian vehicle flies past the
G Pouce headquarters. The game tries
to create an immersive environment
with skyscrapers, cars, and civilians.
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KILLER EXPLOSIONS A bad quy buys it in Psygnosis’ upcoming G Pouce. Already it 1+ 4
has great graphics, with hlgh frame rates, cool hglmng, and amazmg mp}osiuns S

CITIES UNDER GLASS
W Continued from pg 96

G Pouice reminds me of the old QuaranTiie. The domes bustle with
activity. There are multiple levels of traffic, both ground and air. The
drivers appear to obey the traffic laws and pay attention to the funclional
stoplights. Although Psygnosis says that G Pavice's Al will be very good,
with different behaviors for different wingmen and characters, the Al in
the current beta is still far from perfect. | was unable to complete one
mission because my ground support team got stuck in a lraffic jam and
couldn't make it to the rendezvous point. On second thought, maybe one
should consider that another level of realism.

G PoLice missions aren't just combal oriented. You'll tail suspects
around town (don'l get too close), scan incoming Irmghl for contra-

I suspect it doesn't, but we will have to
wail until the final game ships to find out.

A PREVIEW WITH PROMISE
The preview version that | looked
al had no analog joystick supporl (a
temporary condition, while
Psygnosis works oul the bugs in its
force-feedback routines), and | was
forced o play the game with the key-
board—not fun. G Pouice also allows |
you 1o drive with the mouse...in the-
ory. In practice, | found mouse con-

band, protect motorcades, and immo-
bilize fleeing suspecls. But all the
missions—at least all the ones |
played—include a good allotment of
bad guys to blow out of the sky with
an assortment of weapons. The final
game will have 35 missions, which
will take you through several of
Callista's domed cities.

All the missions | saw had mulliple
objectives, both major and minor.
These objectives often require you to
be in two places at once: defending your ground teams from aerial
assault while simultaneously keeping tabs on a suspected smuggler
wha's blocks, or domes, away. Luckily, it's possible to win a level without
completing all the minor objectives.

There's an ongoing story ling but | couldn't tefl, from the levels | played, that
one's performance during a mission had any impact on how the story unfolds.

trol untenable, with @ huge and nonadjustable null zone and
poor feedback.

Still, | like what I've seen very much. It doesn't have the realism and com-
plexity of Mi-24 Ho—you can't choose your own load-out, for example, and
there’s no communication with your wingmen—but in Hip you don't get to fly
between skyscrapers...at night...while dodging flying cars, now do you? &
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His Head And Throwing [t Back Al His Own Unils Sublle.

Enter the world of Myth: The Fallen Lords,  three-dimensional landscape of blood-soaked hills and carnage-filled valleys.
Where the undead lurk in ambush under bridges, behind trees, submerged in swamps. Where your weary troops can see their
'@“ haggard faces reflected in the water they wade through. Where lightning blasts men into cinders, and explosions shake
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Enter a world of amazingly
rich graphic detail!

Immerse yourself in a f
storyline of epic proportions! l :

MDBILIZE FDR EF-'II:: ADVENTURE
Embark on an epic journey through a fantastic universe. Explore a richly-detailed
futuristic world as you pilot the robotic Gundam Mobile Suit to protect the Earth against
a treacherous off-world colony. Choose your weapon from laser beams to vulcan cannons
because in this battle, it's mobilize. .. or be vaporized!
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GREAT BATTLES OF HANNIBAL

Target Release Date: November 1997
Developer: Erudite Software

Puhlisher' Interactive Magic

Grossing the Alps

HAnNiBAL Takes Up the Fight
Where ALexanper Left Off

by Jim Cobb

100 often, the second game
of a successiul series lacks
the initial thrill or the originali-
ly of the first, leaving naught
but a pale shadow in its wake.
Following quickly on the
heels of GREAT BATTLES OF
ALExANDER cOMBS GREAT BATTLES OF HannigaL,
anolher game about lactical combal in ancient
limes—which would appear to be an obvious
candidate for this “son of ..." syndrome. After
all, no technological advances occurred in the

lroops sooner and more
olten than officers sill
unclear on the concepls.
Good generals can rally
the troops and keep them
in order by removing cohe-
sion hils. Troop qualities
are based on size, lraining,
and weapons. Viclories are
won nol by annihilation or
by gaining position, but by
demoralizing the oppo-

cenfury between Hannibal and Alexander; fight-
ing was a malter of close combal with edged
weapons. To the credil of both Erudile Software
and Interactive Magic, however, they made a

lough design choice. Hannigac plays quile differ-

ently than ALExANDER via a simple change of
focus: HannigaL is a study of one man's genius
versus Roman military doclrine.

IT'S STILL ABOUT LEADERS

Hannigar does maintain the central theme of
the series. Leaders' abilities are all-important.
Superior ratings allow generals to mave more

nent. Small, elite armies therefore can manhan-
dle hordes, if direcled well. This system reflects
Hellenistic combat well in ALex and continues
lo do 50 In HatnipaL,

Hannigal's graphics look better than
ALexanper’s, with more textured terrain and
increased detail. Since the batlles represented
took place in North Africa, Spain, Northern
Europe, ltaly, Greece, and Asia Minor, terrain
features are also more varied than in ALEx. The
effect this has on gameplay is more psychologi-
cal than mechanical; players will think more
tactically if units actually look like they are in

SCIPIO SHUFFLE HannmsaL realistically depicts the flexibility of the Roman legions. Here is a Roman
formation at the battle of Zama. Note how, after the Roman player uses a manipular line extension,
the holes in the Roman line have neatly closed.

woods, not simply standing on a leafy tile,

HaunisaL's detail in depicting units would
do the Osprey series on miniatures proud.
Historically, Hannibal's army was a palyglot
formation, with conlingents from Africa,
Europe, and Greece. Thus, each nationality
and tribe in the game is porlrayed uniquely
and clearly. The Balearic slingers are shown
in their short tunics, twirling their weapons,
while the Celts make a fashion statement with
their checked pants and multicolored shirts.
The Romans are also clearly detailed with the
different uniforms of the Hastati, Princeps,
and Tritarii distinctly delineated.

The most significant new units are the dif-
ferent kinds of Roman legionaries (see the
Maniple-lation sidebar). African and Indian
war elephants also make lheir appearance,
the former with head armor and “towers” on
their backs.

HANNIBAL'S BATTLES PLUS

Although Hannibal fought during the Second
Punic War, the 11 ballles in the game include
one from the First Punic War (Bagradas Plain),
four engagements where Scipio ate away at
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Hannibal's bases in Spain and North Africa,

Cynoscephalae. Naturally, all of Hannibal's
major battles are here, including his maser-
piece at Cannae and his final defeat at Zama.

lle off-screen, which is a nice addition. Cavalry
pursuits also enliven comba, although they

paign game, in which the Carthaginians must
subjugate ltaly in 10 lurns, differs only in that
the Romans in Hannial are much more apt to
take the strategic offensive than the Persians
were in GREAT BATTLES OF ALEXANDER,

Even with all this variety, the enhancement
that most sets HannieaL apart from ALEx is one
small command: manipular line extension

B he manipular forma-
.l tion of the Roman

TOWER OF POWER Baecula offers an assault on a
Carthaginian fortress during the First Punic War, a
nice change of pace.

and the greatest phalanx-versus-maniple batlle,

Reinforcements are available that begin the bal-

produce command-control problems. The cam-

GREAT BATTLES OF HANNIBAL

(MLE). You see, a typical Roman army
formed its infantry inta offset columns of
maniples (the Roman equivalent of the
modern company). This gave their units the
flexibility to fight on the broken ground of
Italy and disrupt the rigid lines of the Greek
phalanx. This formation also allowed lanes
between the rear ranks if the forward troops
had to retreat. Disciplined and well-trained,
the Roman troops could swing quickly into
line by extending the maniples. The line
could then charge the disordered enemy
with a unified, flank-encompassing wave.
This system of flexibility was the key ingredient
to Rome's tactical

can examing every detail of every unit at any
lime. Obviously, no real-life commander ever had
this capability. Also, with the exception of Scipio
Alricanus, each baltle features the same roll call
of dunderheaded Roman commanders. These
guys are so inept that it seems impossible for
them lo survive 20 years of baltle. Hopefully, the
final version will have a more accurate array of
Roman leaders. Finally, the combat animation
really slows things down, especially in Internet
play. You can turn off the animation, but why
should you have to? Siill, if this early version is
any indication, Hangar is much more than just
ALEx in Western Mediterranean clothing. %

successes, even in
the hands of
mediocre generals.
Hannibal's genius
often put the Roman
system to the ulti-
mate test, and it is
this tension that
makes HannigaL 2
potentially great
gaming experience.
On the down side,

tem still lacks a fog-

the Great Batlles sys-
of-war feature; you I

1

MANIPLE-LATION

HASTATI
These formed the first battle

PRINCEPS

COLD FEET The improved graphics let you play Hannibal from a more
zoomed-out level. The snow at Trebbia provides a nice contrast, too.

TRITARIT

legions was based
on four kinds of troops.
These are new (o the
Brgal Battles series, and
in Hawigat, they are
depicted as shown on
the right. VELITES
As the Punic Wars pro- Unlike most skirmishers,
gressed, the Hastali, these troops were trained
Princeps, and Tritarii were to engage in light shock
me'lded into one Dady. the combal after throwing their
Cohort, which would javelins. They could clear
hecome the standard away their opponents, as
-'Roman'ﬂghling foice. well as disorganize the

main enemy formations.

line of regulars. Armed with
javelins and short stabbing
swords, they could continue
fo disorganize the enemy
while going in to finish the
job. Their articulated armor
and curved, body-hugging
shields were lighter than the
Greek Hoplite's equipment,
but equally as effective.

Equipped like the Hastati,

Savvy veterans who had

these experienced men
would either shore up the
first line, or deliver the
decisive stroke.

lost a step, the Tritarii
formed the rear ranks.
Their main purpose was to
form a wall of long, thrust-
ing spears behind which
the younger troops could
rally if things went wrong.

l
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That's Virtually Free

by Johnny L. Wilson

Il that stands in the way of
your faction’s plan for world
domination are; a few hun-
dred hackers, some terrorist
gangs, a smattering of alien
technology, the resources of
a few megacorporations, a
half-dozen James Bond-class spies, some
criminals, and a UN anliterrorisl force or two.
Should be a piece of cake, right? You just find
the headquarlers of your rivals, wallz in with
your fop operatives, and destroy them before
they can destroy you.

0f course, il's a complicated world out
there. It's move and countermove in a life-or-
death situation. For every operalive and every
ploy, there is a counterploy. Think of Cxron X
as Magic: Tre GatHering for science-fiction
buffs or as ILLuminar: New Worto Oroer wilh-

CHRON X

Availability: Available Now
Developer: Genetic Anomalies
Publisher: Genetic Anomalies

Cyberpu
cgmhgt

An Online, Collectible Card Game

out the
laughs. It's a
serious-look-
ing game
with some
hard-edged,
graphic

art. As with

counter-terrorist card to block its attacks.

novel-quality II’RI‘.'ATE SPY Usinig a Yasuban Operative is often effective because it takes a

most col-

lectible card games, the arlwork was commis-

sioned to a dozen or more artists in order lo
ensure sufficient variety. Unlike those in most
collectible card games, Chron X's cards exist
only in cyberspace. Using encryption technol-
ogy, Genetic Anomalies has created a world
in which you can purchase and trade virlual
cards more easily than you can run down lo
your local game store to grab booster packs

DECK HAND You'll need to use this screen in order to create
the most effective possible deck or trade with other gamers.

of game cards.

Best of all, CHron X is a
game thal you can try oul for
free. Just go lo www.
geneticanomalies.com and
download the current build of
Crron X. You'll get a starler
deck of 60 cards absolutely
free. With that slarter deck, you
can play against the artificial
opponent (a trainer designed to
get you familiar with the game
mechanics) or engage in non:
ranked skill tests. If you decide
lo register, you download addi-
tional cards and can compete

with ranked players on the competition ladder.
You'll also be able to lrade cards with other
players after you've registered.

THE PLOT BECKONS

Once you've gotten your deck, you'll want
to use the system's Manage Decks command
to create a default deck for playing the game.
Default decks must conlain at least 40 cards,
and it's a good idea to keep close to half of
those as hases. Bases are divided into corpo-
rate, lop-secret monastery, military, United
Nations, and lerrorist installations thal yield
covert, cyber, or military resources. Some
bases are indefinite, meaning thal they contin-
ue to provide a certain number of resources
either until the end of the game or until they
are deslroyed. Others merely provide a certain
number of resources for 15 turns. All
resource points are cumulative and go into a
resource pool. You'll need to pay attention lo
the yields on these bases because whenever
you deploy, move, altack with, or use the spe-
cial abilities of your operatives, you'll have to
spend one of the three types of resources or

CGwW
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CHRON X

Cairn

Kirshasa

NAPALM IN THE MORNING Whenever a base or HQ is nearing destruction, an animated flame

I becomes visible to both players.

a combinalion thereof. So, it's advisable to
balance the bases to ensure that you're likely
to have some of each resource at your com-
mand throughout the game.

At the slart of each game, you determine
whal the ballleground will be. Beginners will
generally lake the United States since, with
fewer cities, it doesn'l 1ake as long to find your
opponent’s HQ and get into combal. As players
get more and mare sophisticated, they will tend
lo expand their horizons to Europe, Asia, and
the World in order to extend game length.

As a game begins, you'll place bases and
operatives in a pattern designed to ferret oul
the HQ of your opponent. Once you locale an
opponent’s HQ, the game usually becomes a
battle royal at that city. One defensive strateqy is
to pile all your operalives in the HQ city.
However, that means that your opponent will
have no trouble moving irom city to cily,
destroying your bases and cutting down on the
number of resource points available to you in
ihe cumulative resource pool.

Individual cards are rated by the number
of resources needed lo deploy, allack, move,
or utilize special abilities (self-nealing, heal-
ing others, increasing resources, reviving
units from the Body Bank, and more). Cards
are also rated for hit points, firepower, armor
protection, stealth ability, perception, and
cyber affinity (ability to use special cards

representing computer programs). Other
cards allow you to repair damage lo bases or
HQ, steal your opponent’s cards, or provide
immaobile defenses.

THE PLOT SICKENS

Most players discover that, as in Maaic: ThE
Garrering, CHron X works best if you build
special decks. Some players build decks of
terrorist units, while others build military, cor-
porale, or cyber units. Some decks are defen-
sively oriented while olhers are unabashedly
offensive in nature. Some decks have
enhancement cards that build up the armor
or firepower ratings for any card, and some
have enhancement cards that work only for
cyber operatives or UN operalives.

With my initial deck, I put myself in an A
bomb-sized blast hole from the start. First, |
built too large a deck for competition (meaning
that my best cards appeared too rarely) and
tried to have some of every type of unit. My
sirategy backfired when | would have a special
weapon or enhancement for one type unit, but
couldn't draw such a unit to deploy in order {o
save my life (or, in this case, my HQ). | quickly
discovered that special decks were necessary.

In general, you'll find yourself building bases
and deploying units of various types. You'll
need counterterrorist units to block terrorists
and you'll need special intervention cards to

nullify some special attacks. Naturally, this
means that you'll need to trade cards with
some other gamers and/or buy enough booster
packs lo gel the special cards you want. Here's
where collectible card games tend to get expen-
sive. However, Genetic Anomalies says (hal in
the beta test period, the highest-ranked gamers
spent around $50 in order lo gel enough spe-
cial cards 1o be competitive against anyone.
Without those special cards, it can get frustral-
ing. | know that | deployed my best strike force
wilh exira armor and firepower (playing a (otal
of four different cards and spending plenty of
resources 10 do so), only lo have the unit slolen
from me by a special “Worm" card. Such spe-
cial cards provide surprise and balance, lwo
vital elements in keeping the pace in one of
lhese games, bul it underscored lhe difference
between the haves and have-nols within the
game, nonetheless.

THE PLOT DEEPENS

In playing the beta version of CHron X, I've
found that there is a sufficient mass of play-
ers lo find an opponent at most times of the
day. Unfortunately for me, some of those
opponents are the very top-ranked players,
and I've lost far too many ranked games lo
them. However, Cxron X tends to be a fast-
playing game (about 20 minutes per game
for Eurape and 30 minutes per game for
Asia) with plenty of differing strategies and
surprises. | find myself trying to play at least
one or lwo games every nighl whenever I'm
home and have access to my “all you can
eal” ISP accounl. Of course, since it's free,
you don't have to take my word for it: You can
find out for yourself. You might even gel a
chance to beat up on me. &

BaineGioro

PICK YOUR BATTLES This screen allows you
to select the amount of territory you plan to
conquer-in a Gtiron X game.

CcCwW
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ILLUSTRATION: MICK McGINTY
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Our 1997 Holiday Hot 100 Is Better Than Ever

t's never been easy being Santa Claus, Father

Christmas, Hanukkah Harry, or any other legendary

gift giver. And it's never been easy trying to be the

Sanity Clause of an entertainment indusry like the

computer game business, either. We started oul in

1987 with a Christmas Buying Guide. The photogra-
pher used a blue filter to try to get a “cool” effect, and we
ended up with a near-blue Chrisimas tree on the cover. We
tried to get working code on everything we covered, but
even then, the publishing schedules for magazines and soft-
ware diverged considerably. Everyone wanted their products
included, and, at that time, there was room to include pretty
much everybody.

Then, we wised up. We discovered that we actually had
readers who didn't celebrate Christmas, so in order to
include more products, we modified the title to the Holiday
Buying Guide. Later, we lried to be comprehensive and list
everything coming out for the 4th Quarter. Eventually, we
realized that the big list wasn't really serving our readers,
because it only described the games; it didn't make enough
of a crilical judgment. We started trying to include, as the

DECEMBER 1337

prologue to The Princess Bride claims, “only the good
parts." Three years ago, we decided that the “good parts
version” would be betler as a list of the Top 100 games that
we believed would be available during the 4th Quarter.

There was one major problem, however. Lots of the top
games didn't ship during that time period. Every year
since then, we've tried to be more stringent, and every
year, more games in the Top 100 don’t ship. So, this year,
we've asked for working code on every product listed in
the Top 100. We have played some portion of every game
in this listing. If we couldn't play it, it ended up in each
genre's appendix and wasn't eligible for inclusion in the
actual Top 100. It's not a perfect system, we'll still have
some games that won't ship in time for the holidays. After
all, we had code for Reo Baron Il and Star FLeeT AcADEMY
prior to fast year's guide. However, we're trying to minimize
the chance for error in order for the list to be more useful
for you. After all, what good does it do to hand a highlight-
ed copy of the guide to your parental unit, spousal affiliate,
significant other, bosom buddy, or guilt-ridden colleague if
they can’t buy you the games that are listed?

CGW




The 1997 Holiday Hot 100

1. Quake Nl

Windows 95, NT GD-ROM, $49.95
id Software/Activision, (800) 477-3650
www.idsoftware.com
he hollest action title this holiday will be id Software’s Quake II, the - _
followup to last year's revolutionary 3D shooter, Quake. Quake llwill - games, more gameplay nptid’hs“(such as caplu,g ' ﬂ,g -
be belter than Quake in every sense, and will be the single-player game support for joining games via WU{W&D browsér Al B%KE I will be

that Quake should have been. better in a lechnical sense ,}.w; cher graphics gezdemn and 3D-
Though Quaxe Il is a sequel, everything about it is new. There are all card support out of the boxs . % ?ﬂ

new monsters, levels, and weapons. Even the storyline is different {or, We'll see drastic mpmvements in Al, as mons 15 under mis-

you might say, existent). You are now part of an advance sirike team sent  siles, chase you, track yﬁu, duwrt’hy sight and so,gnflui.-i n&' gven use

o take oul an alien enemy's defensive systems lo allow an Earth-based ~ your own weapons agalnsL-" 'Le\cels will also be: mﬂrefmtelhgenlly
space fleet to atlack the alien planet. crafted, with real-world en’ﬂ ents and puzzles (j}eu wlﬂ be

“Quake IT'will be
the smg[e«ﬁ'[gyer
game that QUAKE

should have been.

required to move back and forth
between levels to solve the puzzles).
There will also be an invenlory sys-
tem for picking up multiple items;
you can then save those items for
yourself or give them 1o a friend later.
Also, levels will be more interactive,
with plenty of breakable objecls.

In all respects, Quake Il looks to
advance the 3D-shooter genre even
further, and would make an excellent
gift for any action fan.

cow DECEMBER 1397
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2. "a’f-'_ ’re graphics, an amazing Al, and better overall design than some other

wannabe Quaxe Killers, HaLr-Lire should be a winner.

Windows 95 CD-ROM, STBA Haur-Lire casts you as a scientist in a fop-secret research facility. You've
Sierra On-Line (800) 757-7707 just made a brilliant discovery that has the unfortunate side effect of causing
www.sierra.com a massive, hoslile alien invasion. The whole situation has created a feeling

ierra On-Line is known for its advenlure games, but this Christmas ~ of mistrust amang the remaining humans, so even your friends start to tum
expect HaLr-LIFE to put Sierra on the action-game map. Wilh greal on you, as Haur-LiFe becomes a game of every man for himself,

On the technical sids, the game's
designer, Valve, has included a multitude
of effects, such as transparency, colored
lighting, and well-done animation. If you
play this game with a 3Dfx card, it looks
absolutely gorgeous. The true siar of the
game is the Al, which models fear and
team tactics well.

In the interest of realism, HALF-LiFt also
seamlessly integrates ils levels, so you
never notice that you are moving from one
level o the next. Instead, players will always
feel as if they are moving through one
gigantic, continuous environment.

The true star of HALF-
Lire is the Al, which
models fear and team
tactics well.

3. Jedi Knight

Windows 95 CD-ROM, STBA
LucasArts, (800) 985-8227
www.lucasarts.com

far Wars fans and action gamers alike will want

lo play LucasArts’ Dark FoRces 11 Jeoi Knighr.
You play Kyle Kalarn, a one-lime mercenary who is
now training to be a Jedi Knight. You can join eilher
the Dark or Light Side as you fight a Dark Jedi and
his Force-adept henchmen, Woven into the game's
missions is a rich story of the battle between Light
and Dark. As you play the game, you'll find a variely
of weapons, including Stormtrooper rifles and light
sabers, and you'll also have to master a number of
Force powers.

Jeris a greal sequel to Dank Forces, wilth mulliplay-

er capabilities and well-designed missions and levels.

DECEMBER 1397 CcewW
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4. Hexen Il

Windows 95, NT CD-ROM, $49.95
i Software/Activision, (800) 477-3650
www.idsoftware.com

exen Il is yet another game using the

Quake engine, but it features a fantasy set-
ling and role-playing elements. You can play as
one of four character classes (including a
female assassin), as you attempt to stop the
evil plans of a powerful godlike Serpent Rider
and the Four Horsemen of the Apocalypse.

The levels are more interactive, with break-

able windows and furniture, and combat fea-
tures a mix of melee and ranged weapons. The
graphics are brighter and more colorful than
those in Quaxe, and the architecture and tex-
tures for the game’s four different time periods
are breathtaking. Both fantasy bufis and action
fans will enjoy this game.

5. Tombh Raider 2

Windows 95, DOS CD-ROM, STBA
Eidos, (415) 547-1200
www.eitosinleractive.com
ara is back in her second adventure, Tome
Raiper 2, and this time she’s not content to
just snoop around in dank tombs and caverns.
Tome Raner 2 looks a little better than the orig-
inal, with more detailed creatures and locations,
but isn't a huge leap in terms of graphics.
However, Lara does boast more animation now, in
order to facilitate an even wider variety of moves
and actions. In this adventure, Lara will travel lo
Venice, Tibet, and the Great Wall of China, while
fighting more beasls and human anlagonists,
such as dark monks and Chinese assassins.
Toms Raines 2, with its continuing brand of
wonderful gameplay, smooth graphics and

BUYER’S GUIDE
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animation—and the brains and beauty of Lara
Croft—will make a good holiday gift.

you for a good portion of the game to help you
learn the ropes.

I-'76 has good mulliplayer support, as well as
good graphics and a great '70s-style sound-
frack, that is perfect for funky action gamers
looking for something different.

6. Interstate '76

Windows 95 CD-ROM, $49.95
Activision, (800) 477-3650
www.aclivision.com

hough 76 s six months old, it's still a great

holiday buy. Set in an allernale-universe
1970s, the game allows you to drive around in
souped-up muscle cars, burning rubber and
shooting bullets at auto-villains and vigilantes.

With a good storyline, cool cul-scenes,

and goal-oriented missions, INTERSTATE '76 IS
a more sophisticated game than reqular
action shoot-'em-ups. The game also bene-
fits from good voice acting on the part of
your partner, Taurus, who drives along with

Stocking Stuffers

f you want some gift:giving ideas‘for the

action gamer on your shopping list, try
comic books. Some are well-written, with intel-
ligent plots:and greal character development.

Neil Gaiman's Sandman comics are adult:
themed, with great stories, Other well-writlen
comics include Mark Waid's Ffash, Grant
Morrison's JLA (Justice Leagtie of America),
and the Balman books. Visit your local comic
book store for all of these fitles.
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7. G Police

Windows 95 CD-ROM, $49.95
Psygnosis, (800) GETPSYG
WWW.pSyanosis.com
helicopter ride on G Pouce would make a
good holiday gift for those action fans
who want vehicle action without the complexity

LMLV EOMD kO,

of a simulation. This Psygnosis tifle is a heli-
copter aclion game sel in a futuristic, Blade
Runner-like metropolis, As part of an elite
police unit, you pilot a revolutionary VTOL air-
craft, raid criminal hideouts, shoot down
enemy aircraft, and patrol the skies and streels
of your city.

With excellent graphics, gorgeous 3D accel-
erated visuals (note that a 3D accelerator is
required), and fluid conirols, G Pouice has the
gameplay and the graphics to please most
aclion fans.

8. Ahe’s Oddysee

Windows 95 CD-ROM, $48.95
GT Interactive, (800) 468-5961
www.glinteraclive.com

oowaRLD InHasrmanTs: Ase's Ooovsee would

be a great lille for action fans and those
who like classic platform games and engaging
adventure environments. Ase's is a mix of both
action and adventure, as you help our friend Abe

CGW
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Stocking Stuffers

A game conlroller is aiways welcome in
an action gamer’s stocking, since many
action games are best played with either a
gamepad or a joystick. The Microsoft
Sidewinder gamepad is a good bet, as is
the Microsoft Sidewinder force-feedback
joystick. Microsoft's phone number is (206)
882-8080, and their Web site address is
www.microsoft.com. The gamepad

I your action gamer has a console system,
some good games to get would be GOLDENEYE
for the Nintendo 64, and FinaL Fanmasy Vil for
the PlayStation. You can get these games at
any electronic gaming or toy store.

escape from a meal processing plant where he
is about to be made into somebady's lunch.
The worlds are in 2D, side-scrolling fashion,
but the levels are richly detailed and gorgeously
rendered. Graphics are lop nolch, and so is the
gameplay. In addition to the normal fare of dodg:
ing, running, jumping, and fighting, you'll also
talk to inhabitants of Oddwarld in your journey, all
of whom redct and respond to you intelligently,
and have their own thoughts and motivalions.

9. Shadows
of the Empire

Windows 95 CD-ROM, $42.95
LucasArts, (800) 985-8227
www.lucasaris.com
HADOWS OF THE EnpiRg is a port of the popular
Nintendo 64 game, which is set between The
Empire Stikes Back and Retum of the Jedi.

DECEMBER 1097

You play a mercenary, Dash Rendar, as you fry
1o thwarl the evil machinations of the crime lord
Prince Xizor. SHADOWS iS @ hodge-podge of action
gaming, with several levels of various types of
gameplay, including snowspeeder and speeder-
hike flying, Doowm-style action, and 3D-platform
jumping and shooling.

With its different types of gameplay and its
Star Wars sloryline, SHapows is a good bet for
the casual gamer or Star Wars fan.

10. Legacy of Kain
Windows 95 CD-ROM, $49.95
Aetivision, (800) 477-3650
www.activision.com

Iood sucking and vampire hunting are the

halimarks of BLooo Omen: LEGACY OF KaiN.
You play a dead nableman who has been res-
urrected as a vampire to hunt down the ones
who killed him.

Gameplay consists of running through room
after room, all the while dodging dangers,
hacking at enemies, and sucking blood from
hapless victims chained to walls (in order to
replenish your health reserves). This is not a
game for children or the faint hearted, but is a
decenl buy for gamers looking for more seri-
ous fare. It is also reminiscent of console-based
role-playing games, and has thal same level of
richness in slory and characler development.




PREGNANT WOMEN, INDIVIDUALS WITH BACK PROBLEMS AND
RECOVERING HERNIA PATIENTS SHOULD NOT LIFT THIS PACKAGE.

il.'l'MNh-{\".N'l.' COMPANY PRES

LUCASARTS ENTE

The LucasArts Archives™ Vol. I11
Just a ton of award-winning cames.

(Withourtr spending a ton of money.)

I N C L U DES
THE DIG" - FULL THROTTLE" = STAR WARS": DARK FORCES"
AFTERLIFE"” - MONKEY ISLAND" MADNESS
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Even More Gifts for Action Fans

ur holiday recommendations are all games  your logic o real-life puzzles in order to escape
we've aclually played, but here are a few the island. The world depicted in the game will
games we've seen bul for which we weren't be fully interactive and alive, so, if you want,
able lo get playable code in time for this article.  you can just climb up a tree and watch the
We can't vouch for their holiday release dates,  dinosaurs live their lives in a completely
but if they do show up intime for Christmas, consistent and contained ecosystem.
they would make great buys. Fox Interactive's Croc is a 3D platform game
UnreaL is the inthestyleof  minded action gamer. With ils lovable mascol,

Quake Killer that the NG4 good graphics, 3D-card support, and scads of
the press was classic, well-cralled and difficult levels, it's a game to
talking about Supch Manio - appeal to all ages.

even before 64. You play a Activision’s NiGHTMARE CREATURES has a
Quake hit the ! cutelittle gothic tone. You hunt down werewolves and
shelves last baby zombies in foggy, dark tombs and graveyards.
year. GT

Interactive tells

us that Unreat

will finally arrive

this holiday

season, with
shareware possibly appearing in
Octaber and the full game to follow a
month later. Unreal features 30
card- and MMX-supported graphics,
afemale lead character, and a bevy
of weapons and monslersin a
spacelsci-fi story and setting.
TResPASSER: JURASSIC PARK is
Dreamworks' digital sequel to
Spielberg's The Lost World, and looks
to be belter than the movie. You play
a person stranded at Site B who must
gvade hungry dinosaurs and apply

crocodile thal must save some  You can play as either a male or female hunter,
caplured furry creatures and smashing through a gauntlet of evil with sword
defeal an evil boss. Thoughthe o stalf, while picking up power-ups like

game is perfectly suited for grenades and pistols. NIGHTMARE CREATURES
children and leens, it has plays like Toms Runer (from a third-person
enough challenging and deep chase view), and has good 3D graphics, as well
gameplay to entertain any open-  as 3D-card support.

CGW DECEMBER 1597
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A low drive into the
wind? A fade with a six-iron
ronnd a tree? An explosion
shot from a deep pat bunker?
You have the technology.
Serious control.
Serious golf.

It feels perfect. And it
looks perfect too. Flowing
terrain, surveyed to the last
inch. Fine textures down
the rolling fairway to the
contoured green. The bunkers
raked, and 20,000 frames of
animation put you in the

correct stance even in the

most awkward lie.
FEEL THE CLUB THROUGH YOUR FINGERTIPS. YOUR MOUSE 15 POISED

TO ADDRESS THE BALL. A SUBTLE OPENING OF YOUR WRIST
y 4 : UNIQUE FEATURES.

ANGLES THE CLUBFACE. SWEEP THE MOUSE BACK, THEN FORWARD

IN ONE ELEGANT MOTION. A SMOOTH AND RHYTHMIC SWING, UNIQUELY REALISTIC.

FULL OF POWER & CONTROL. TRUE coNTACT. MOUSE ON BALL.

TEEIE PRO

Featuring Gary Player
A STROKE OF GENI1US

AND THE REST OF THE SCORE? EXTENSIVE TV-STYLE COMMENTARY, FULL INTERNET PLAY AND CHAMPIONSHIPS FOR UP TO
32 GOLFERS, 18 PRIVATE LESSONS FROM GARY PLAYER, 36 COMPELLING HOLES OF GOLF ON HiLton HEAD NaTiOoNAL, SouTH CAROLINA

& ST MELLION INTERNATIONAL, ENGLAND. INTELLIGENT HANDICAPPING AND RANGE OF COMPETITIONS.

empire

ACTIVE

EMPIRE INTERACTIVE USA
TELEPHONE NO: 415 4319 4854

FAX NO: 415 283 3370

WEBSITE: hrtp://www.cempire-us.com
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The gameplay’s packed wilh srategy, First person shooter action lets you Aller you gun down the last outlaw,
puzzles, and plenty of gun fighting action. sel your sights and pull the trigger. jou'll ride off triumphantly into the sunset.



Gel ready for the good, the bad, and the even worse. As Marshall James Anderson, you'l face a
horde of ornery, gun-slinging outlaws. You'll shoot your way through a twisted plot of greed and
revenge. You'll arm yourself with firearms, as well as your wits. You'l fight
alone, or engage in multi-player gameplay over modem,

LAN or Infernel. So go ahead, and make your day.
htlp:z‘,’www.I.u.rTars.a:r.h.;.num
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1 The Gurse of Monkey Isiand

Windows 95 CD-ROM, $39.95
LucasArts, (415) 472-3400
www.lucasarts.com
he third installment in LucasArls’ classic Monkey ISLAND series was
our No. 1 pick in our E3 roundup in Seplember. Now that we've
actually had a chance to play it a bit, we're happy to report that it’s still
our No. 1 pick. Tve Cunst oF Monkey IsLanp looks like one game that's
actually going fo deliver the goods.

Curst is in the able hands of
veteran LucasArts designers
Jonathan Ackley and Larry
Ahern, who worked on FuLL
THRoTTLE and THE Die6.

Cunst puts us back in the role of Guybrush Threepwood, doofus
pirate exlraordinaire, as he once again malches wits with the evil
LeChuck, and attempts to remove a curse from his true love, Flaine
Marley. Although it's been five long years since Monkey Isuanp 2 and

series designer Ron Gilbert has moved on, Curse is in the able hands of
veteran LucasArts designers (and Monkey IsLanp fans) Jonathan Ackley

and Larry Ahern, who worked on the last two LucasArls adventures,
Fuur Thrormee and THE Die.

CCowW DECEMBER 1597

Curse will have all the hallmarks for which the MONKEY ISLAND Series
(and LucasAvrts adventures in general) are known: oulslanding anima-
tion, challenging and clever puzzles, and the most hilarious dialog trees
in the business. Graphically, the new game is light years beyond Monkey
Istann 2, with richly defailed, wonderfully expressive animalion (hat
wouldn’t be out of place on any movie screen. Gameplay-wise, don't
expect anything radically different from any other LucasAris advenlure—
which, for most of us, is not a bad thing. The game's brainteasers are
punctuated with a few short action sequences, & la Fuu. ThrorTiLE, while
extended, ridiculous conversations with the usual cast of goofballs will
constantly reward you—even if they never help you finish the game.

The Curse oF Monkey Istanp looks like it will be a worthy addition o
this classic comic series. For adventure gamers, it's a can't-miss fitle.




2. Zork Grand
Inquisitor

Windows 95 CD-ROM, $49.95
Activision, (310) 255-2000
www.aclivision.com

ike Curse oF MonkeyY ISLAND, ZoRK GRAND

Inouisiion is a follow-up to a classic adven-
ture series, only this series—Zoak—happens to
be just about the oldest and most beloved in
all of computer gaming. And it, too, looks—at
least from the bela we played—as i it will live
up lo its famous pedigree.

Zork Grano Inaursior takes place aboul 100

years after the last game, Zork Nemesis. Now, the
fantasy world is in & time of crisis. A tyrannical

Zork happens to be
just about the oldest
and most beloved

series in all of
computer gaming.

fellow calling himself the Grand Inquisitor has
seized conlrol, sealed off the Greal Underground
Empire, and banished the practice of magic. You
musl join a magic resistance and time-travel
back to different eras of Zork history fo recover
legendary abjects (from previous Zork games)
that can help restore magic to the land.

While ZGI shares the same basic engine as
Zork Nemesis, the two games are as different
as can be. In terms of graphics, the humor-
less, MYSTical tone of Nemesis has been

replaced by a more comic, light approach—
without sacrificing an overall sense of forebod-
ing and mystery. Gameplay has been
enhanced beyond the standard adventure puz-
zles to include spelicasting—a welcome throw-
back to the old EncHaNTER series. v
For longtime fans, Zork GRAND INQUISTOR IS~ ™,
nothing less than a must-have. But this might -
also be the perfect Zork game (unlike the pre- X
vious two) for everyone who's ever wondered
what the fuss was all about.

3. Diahlo and Hellfire

Windows 95 CD-ROM, $29.95
Sierra On-Line, (800) 757-7707
www.slerra.com

The first DiaBLo add-on disk,
called HeLLrire, will be

released in November by

Sierra On-Line.

kay, you've probably played Blizzard's DiasLo. But if, for some
unfathomable reason, you haven'l, drop this magazine now
and go pick up a copy. Yes, CGWW's Game of the Year is more
dungeon romp than traditional RPG, but it's the best dungeon
romp in years—so stop being a fuddy-duddy already.
If you have played DiasLo to death, you'll be thrilled to know that

Blizzard has just authorized the first add-on disk, called HeLLFIRe, to
be released in November by Sierra On-Line. We haven't seen it yet,
but it couldn't sound more promising. HELLFIRE adds new quesls, a
new character class (the Monk), 30 new magic items, 5 new spells,
20 new monsters, and more. Keep your eyes peeled, and sharpen
that ax. We're all going back to hell again. Woo-hoo!

DECEMBER 1837 CewW
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lf you don't do

* You are your own worst enemy in the moody world of Dark Earth. Debiris fills the |

SOMETHING

SOMETHING will do

air-and your flesh is being attacked by a deadly virus. Poisonous ¢louds cinftand 8
photosynthesis has ceased. Still, it is your mission to uncover a secret history =
thatll help.restore the one thing that can save all of humanity=light;® '
You'll uncover dark murder plots through real time adyventure and control
treacherous combal as you interact with greedy and bizarre characters. Your foes
envelop the City you protect whether you're there or
nat, and then continue to prey upon you as you ponder
your next move. Bul, there is a ray of hope-you
simply have to find it, www.darkearth.com
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4. Twinsen’s Odyssey

Windows 95 CD-ROM, $48.95

Activision, (310) 255-2000

www.aclivision.com

'i'he latest adventure game from French designer Frederick Raynal
(Avone iv THE Dark) is one of the best and most unique games of

the year. This sequel to Recentiess (or LirTLe Big Aoventure) places

you in the role of Twinsen, hapless hero and father-to-be on the planet

Twinsun, a beautiful, surreal 3D world that is the focus of destruction

by a race of evil aliens. Can you save the planet? Will your dino-fly ever

fly again? And what's up with those walking hot dogs? Combining

adventure puzzles wilh action sequences, Twinsen's ODvsSey is a long,

challenging game with extra qualities rarely seen these days: charm

and lrue arlistic vision.

a. Fallout

Windows 95, Macintosh CD-ROM, STBA
Interplay, (714) 553-6655
www.interplay.com
t long last, a compuler role-playing game without an elf or arch-
mage in sight. Interplay's FauLour is a dark, futuristic RPG set 80
years aller a devastating nuclear war. Mankind has been forced into
underground vaulls, and, as the game begins, you must venture out-
side—where mutants, radiation, and other hazards lig in wait—to find a
chip for your vaull's water purification syslem. As many gamers know,
FaLLout was originally based on Steve Jackson's GURPS system, but
a...well...falloul between Interplay and Jackson forced Interplay to create
its own system. The beta we've been playing shows some holes, such
as somewhal weak combal, bul we're keeping our fingers crossed. If il's
done right, this'll be the most original RPG of the year.

6. The Space Bar
Windows 95, Macintosh CO-ROM, $39.35
Segasoft, (888) SEGA-SOF
www.segasoft.com
teve Meretsky's The Seace Bag, released this past spring, is one of
the year's besl advenlures, bul, unfortunately, it never seemed lo
find an audience (call it the curse of ROCKET SCIENCE). THE SPACE BAR
puts you in the role of Alias Node, detective on the planet Armpit VI,
whose search for a murderer takes him on a twisted trip through the
eyes of various alien beings. Anyone familiar with Meretsky’s classic
text adventures (HiTcHHIKER'S GUIDE T0 THE GALAXY, ZORK ZERD) knows
what to expect: tough puzzles combined with unabashedly sifly
humor. Marred only by horrendously annoying disc-swapping, THE
Seace Bar is a first-rate title that showcases a master designer at the
lop of his game.
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INTRODUCING THE
FIRST GAME YOU CAN PLAY
WITH THIS JOYSTICK.

THE LIGHTSABER. THE ELEGANT WEAPON OF
THE STAR WARS® SAGA. NEVER BEFORE HAS
ANYONE BUT A JEDI KNIGHT BEEN
WORTHY OF CARRYING ONE. UNTIL NOW.
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JEDI KNIGHT™: DARK FORCES® 11 CONFRONTS YOU WITH THE JOYS OF JEDI KNIGHTHOOD.
THERE'S COMBAT. MORE COMBAT. (DID WE MENTION COMBAT?) YOU LIVE LIFE AS A MARKED JEDI.
INTERGALACTIC ASSASSINS ABOUND ON TWENTY-ONE 3-D LEVELS, EACH WITH THE SINGULAR
INTENT OF PUTTING “I KILLED A JEDI" ON THEIR RESUMES. BOSSK, GORC, JEREC - EACH EVIL ENEMY
YOU FACE WANTS YOUR JEDI SKULL ON A STICK. AND THERE'S DEFINITELY NO JOY IN THAT,

wwWww.lucasarts.com

<l

Merasit pewing

THE OFFICIAL STAR WARS WEBSITE:
. WWW.starwars.com

play it on zane.com
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7. Broken Swortd: The Smoking Mirror

Windows 95 CD-ROM, $39.99
Virgin Interactive Entertainment, (714) 833-8710
www.vie.com

BRGKEN Sworn: THE Smoking MirroR is the sequel to last year's CIRcLE oF BLooo, one
of the best adventure games of 1996. This lime, numerous technical and game-
design improvements have been made. Expect to see the same great animation that
CincLe oF Boop featured, spruced up with shadows and lranslucency effects. And for
design, get ready to see the same strong plot, but with half the dialogue—and the
chance to play as both George Stobbart and Nicole Collare. We only hope this sequel

gets more attention than its underrated predecessor.

The 1997 Holiday Hot 100

8. Dark Earth

Windows 95 CD-ROM, STBA
MicroProse Inc., (510) 522-3584
www.microprose.com

fter years in development, the long-awaited Dark Earri should be out in

time for Santa's elves to load it on the sleigh. This unique adventure
game, developed by Kalisto, tells the epic struggle of mankind 300 years in
the future, following a cataclysmic meteor shower that has left the planet in
perpetual darkness. In this world, you play the role of Arkhan, a “Guardian
of Light," who becomes involved in a deadly political and religious struggle.
The deep plot is
matched by daz-
Zling 3D graphics
and a detailed, yet
gasy-lo-learn, com-
bat system. One
look at the beta and
We Were ready:
Dari EARTH looks
awesome.

9. The Last Express
Windows 95, DOS, Macintosh CD-ROM, $39
Broderbund Software, (415) 382-4400
www.lastexpress.com
'I'l It LasT ExPREsS Is another great game that didn't fully get its due—
which is why we're recommending it here. Created by veteran designer
Jordan Mechner
(PriNCE OF PesiA), THE
LasT EXPRESS is a mur-
der mystery set aboard
the Orient Express on
the eve of World War .
With its unusual roto-
scoped animation, so-
phisticated storyline,
“real time” gameplay
(events proceed on the
frain whether you do anything or not), and multilingual soundirack, THe
Last Express looks and feels like no other adventure game you've ever
played. Check it out.

10. Black Dahlia

Windows 95 GD-ROM, $59.95
Take2 Software, (212) 941-2988
www.bdahlia.com

nce again, Take2 has faken a serial killer

(last year, it was Jack the Ripper) and cre-
ated a first-person adventure game with the
killer at the center of the plot. This time, Brack

Stocking Stuffer

[n anticlpation of Take2's
upcoming Buack DAL, do
yourself a favor and pick up &
a copy of James Ellroy's
classic crime thriller of the

same name, Ellroy’s Black
Dahlia, the first part of his stunning: L.A.

Datiin has a richer and darker plol—one thal involves Nazis, occult rituals, and the Cleveland
Torso Killer—all mixed together with good gameplay and decent FMV. With graphics that
immerse you in the late '40s setting, qualily acting (by game standards) from the likes of
Dennis Hopper, and puzzles that are integral to the plol, Buack Danuia looks as if it will outdo
ils predecessor, Rieeer, and be one of the better adventure games to be released this year.

CcGW DECEMBER 1997

Quartet; is one of the best novels of the
1980s—a dark, disturbing lale of love, obses:
sion, and violence, centered around the leg-
endary “Black Dahlia® murder in Los Angeles.



Category: A Christmas Case History )

Q: If Santa Claus developed a
“Bipolar Disorder,’ how might
he behave on Christmas Eve?

A: (1-888-NEW-JACK

Yes, Virginia, there is an answer. Just dial that little
number there, and we'll give you a peek at our
latest edition, YOU DON'T KNOW JACK® Volume 3.
No cheesy salespeople, no B.S. It's just a game.

Like what you hear? Drop the phone, and pick up gﬂwmm . gtz .s-/hw‘u

party game
the CD-ROM, wherever irreverent software is sold. A G
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Other Holiday Adventures

hankfully, after a long drought of decent aames, there are plenty of
Tadvenlure and role-playing titles on the horizon—and many of them

aclually look good. The following games nearly made our Top 10 list,
but the lack of playable code at the time of this writing held them back.
They are all worthy contenders, though.

New World Computing's Might and Magic VI would probably
have landed al the very top of this list, had we seen any code, but, alas,
it was not to be. This latest entry in one of gaming's classic RPG series,
now updated with a brand-new 30 engine and a storyline lied into
that of the Heroes oF MiGHT Anp Macic games, is the one we're most
looking forward to playing this Christmas—if it ships, We shall light a
candle and pray.

 BUYER’S GUIDE
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e BATTLESPIRE
Read.Me section. Keep : :
your eyes peeled for
Red Orb's The Jour-
neyman Project 3,

the latest game in this
seminal graphic
adventure series.

The great, hilarious
Douglas Adams
(Hitchhiker's Guide lo the Galaxy) is returning to computer gaming in a big
way with the imminent release of Starship Titanie, a graphic-based
comic adventure about the maiden voyage of an intergalactic spaceship

'MIGHT AND MAGIC VI

that happens to crash into your house.

% Bethesda's Battlespire is a follow-up to
DacerraLL, setin the ELoer ScroLLs universe, but it
is not a sequel to that game. Think of it instead as an
action-oriented side quest, with lots of first-person
30 combat and multiplayer deathmatch oplions.

Sierra On-Line is embarking on two quests this
season: Quest for Glory 5: Dragon Fire, and
King's Quest 8: Mask of Eternity. The former is
the lalesl—and probably last—entry in lhe
company's popular Quest For GLory fantasy RPG
series, which includes completely updated graphics
and anew combat system, as well as new multiplayer
options. Sierrais going way out on a limb with King's
Quesr 8, Roberla Williams' classic adventure series,
by transforming the game into a first-person, action-
oriented affair. Sierra promises that it's still an
adventure game, and, with Roberta Williams sfill at
the helm, there's na reason to be skeplical—but to be
honest, we're a little skeptical, We'll see.

Westwood's Lands of Lore 2: Guardians of Destiny is another
long-awaited role-playing game that will be out by the time you read this,
but it didn't get into our hands in time for us to play. See our preview in
CGW #159 for details.

You've proabably
heard by now thal Red
Orb is preparing the
release of Riven: The
Sequel to Myst,
which was apparently
some kind of adventure
game lhal a few people
bought. We got Riven
as we went to press—
see the story in our

DECEMBER 1097

Stocking Stuffer

Fantasy RPG fans looking for a great, immersive story lo dive
Into when they're away from the computer should check out Jeff
Smith's wondrous comic book, Bone. This independent, black-

and-white comic mixes
elements of Disney and

Tolklen in an epic strug:
gle of good and evil.
Funny, charming, scary,
addictive—Bone is a
future classic. Jump on
the bandwagon now.



Category: Drop the Herring, Dirthag!

Q: Because of the origin of the phrase
“Five-0,” what would be a logical
name for “Hawaii Five-0” in Alaska?

1-888-NEW-JACK

Forget the book, Danno. Dial that little number
there, and we'll give you a peek at our
latest edition, YOU DON'T KNOWJACK® Television.
No cheesy salespeople, no B.S. It's just a game.

Like what you hear? Drop the phone, and pick up
the CD-ROM, wherever irmeverent software is sold.
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Windows 95 CD-ROM, $39.95
Smart Games, (800) 788-8815

www.smartgames.com

he first Smar Ganes CHALLENGE was clever and fun, a sleeper that,
partially buoyed by its aggressive price poinl, stayed alop the best:

1. Smart Games Challenge #2

seller lists for months (and it's still selling, more than a year later).

Successful though it was, however, CHALLENGE #1 was still basically a
mix of traditional logic, manipulation, and brainteaser puzzles brought to
the computer. For the encore, Smart Games is doing a very good job of

avoiding the dreaded curse of “sequelitis” by including puzzles in
CraLene #2 (many from well-known puzzle designers around the

world) that take advantage of your PC. For example, one addictive game

| Smait Games Challenge 2

must be solved by manipulating audio cues into a jigsaw puzzle formal.
If that isn't your speed, you can always try Polf, a cross between pool
and golf, complete with sand traps for your billiard ball! Smagt Games
doesn't normally give hints—after all, it does have a contest with cash
prizes for defeating the entire set of puzzles—but, responding to feed-
back, the designers are including tips for all but the top tier of puzzles
this time around.

There are dozens of different puzzles, all with multiple levels, which
translates to hundreds of hours of mind-bending enjoyment. The color
palette is improved immensely as well (which helps a great deal when

LN There are dozens of

different puzzles,

all with multiple
levels, which trans-
lates to hundreds of
hours of mind-bend-

ing enjoyment.

it’s three o’clock in the morning and you're

looking for that final piece to the puzzle).

Now that this is a true Windows 95 applica-

cowW
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lion, the biggest challenge may be gelling
any work done once it's been installed on
your desktop.



2. Lose Your Marbles

Windows 95 CD-ROM, $19.99

SegaSoft, (888) SEGASOFT

www.segasoft.com

w e have the perfect gift for anyone who is addicted to Temis or
plays Baku Baku incessantly. Lose Your MarBLES is an addictive it-

le puzzle that is great fun in single-player mode against the computer,

and even better when you challenge a real-life opponent (via hotseat or

LAN). The idea of the game is to clear your marbles off a qrid by lining
up three or more of the same color before your opponent clears his. If
you manage fo line up five in a row, you'll dump a nasty load of marbles
onto your rival. The skill lies in looking ahead, so that when you remove

marbles from the board, a row of the same color might drop into place,
causing a chain reaction. As your play area begins to fill up, it becomes
more and more difficult to maneuver your rows of marbles. Allow your

screen to fill up with marbles and you lose
the game.

Lose Your MaraLes includes three skill
levels (easy, difficull, and hard); multiple
levels of gameplay; bonus marbles; and, in
single-player mode, additional bonus
rounds. This fast-paced, frustrating frolic
makes an excellent addition to any puzzle-
meister's collection.

This fast-paced,
frustrating frolic
makes an excellent
addition to any
puzzle-meister’s
collection.

3. You Don’t Know Jack 3 and You Don’t Know Jack TV

Windows 95/Mac CD-ROM, $29.99 each
Berkeley Systems, (510) 540-5535
www.herkeleysystems.com
erkeley Systems is adding two new titles to its You
Don't Know Jack lineup, just in lime for Christmas.
Jack 3 promises new question types (Threesomes, a multi-
player version of the Dis or Dat question; Impossible
(Questions; Fiber Oplic Field Trips To The Dead; and the
What Is This? question), improved araphics, and a new
dose of acidic wit and sarcasm.

In Jack 3, couch potatoes may well be able to answer all
the questions, but you'll never get the better of your smart-
mouthed host, since greater customization now allows him
to be ruder than ever. If you decide to play on a weekend,
for example, he'll greel you with remarks like “Hey, loser,
why are you staying home on a Saturday Night?"

Charlotie

FICR A CATREOHT

-‘\1 The Betty Ford Clinic

“for Hankerers

(o
‘(R it's a Bloody Stew, Darling!

,,:33 “M" Is for the Many Times

£~ She Played Me

YOU DON'T KNOW JACK TV
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fanet Bestish

" If all your pets got pregnant on New
Year's Day, which one would go into
labor around Labor Day?

1 the dankey
2 the hippopstamus
3 lwhorse
4 the sheep

Chatlotte
$8,000

YOU DON'T KNOW JACK 3

CCW
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INC-X-WING VS.TIE FIGHTER

| Y(_T)‘U WI LL BAT TL E

" HEAD-TO-HEAD AGAINST

AN ENEMY MORE RUTHLESS THAN

s ¢ ]

JABBA THE HUTT

AND MORE SINISTER 'THAN

DARTH VADER.

% . i . .l £ ’
Mild mannered Floyd? He may bé quiet and reserved, but he could be the greatest pilot in ‘*the
Star Wars® universe. That is, unless you chalh.nbt him. Tln.run lies the beauty of X-Wing vs.
TIE Frghtcr ' Since it’s in realtime for the first time, you'll- be thrown mt() the most challenging
‘ dughghts against real people oyer modem, network, and the Internet. You re not gonna let a guy

named HU)(J or anybody else out there rile thé galaxy h}lLVLl, are you? http://www.lucasarts.com

.,
3 1937 LocastimlLtd. All Rignts Ressrved Used Under Authosiggiion: Star Wass, XAVing, TIE Fighter and the Lucishrts m.l.m ghared trademanks and Balange of Power i$ 2 trademark r.rw..asllmw The satings worts 3 bradammask of the inthacte @‘M Sm:wu Aazocisbon
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Simply put, games are meant to be dominated, not
merely played. And though practice may eventually get you
to perfection, the Microsoft® SideWinder® Precision Pro will
get you there a lot quicker.

And with the new ergonomically designed stick, buttons
are at your fingertips and right under your thumb. You Know,
the same place jou wish your games were.

Where do you want to go today?" www.microsoft.com/sidewinder

With Microsoft SideWinder Precision Pro you get:

« patented digital-optical technology

* unbeatable accuracy and reliability with no actual wear and tear
= shift button to double functions

= map specific keystrokes, maneuvers, and strings .

+ 30 pre-loaded game profiles

= on-handle rotation control

ks ol M

MICROSOFT

INDER-

cision Pro

42 1997 All rights resarved, Misrosoll, SideWinder and Wiore oo you wanl o go today ? am regi
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4. Pictionary

Windows 95 CD-ROM, $29.99
Hashro Interactive, (508) 921-3700
www.hashro.com
asbro Interactive has joined forces with
the creators of the Pictionary boardgame,
Ieading one to believe that the CD-ROM ver-
sion might retain the style and personality of
the original—no easy task. Of the six different
game fypes, it is the "you-draw" category that
is most reminiscent of the boardgame. Still, for

those of you who were never any good at draw-

ing with a pen and paper, we're sorry to inform
you (hal you'll be no better with a mouse. The
artistically challenged can, however, pick up
points during the other five games. Piciionagy
offers single-player, multiplayer, and team play
with hotseat, Internet, and LAN capabilities.

5. Acrophobhia

Online only
Berkeley Systems, (510) 540-5535
www.hezerk.com

f you weren't convinced that the folks from

Berkeley Systems are the zaniest game
designers this side of Steve Meretsky, you'll be
a lrue believer aiter playing this game. This
online-only contest pits you against three fo
more than & dozen people, as you all attempl
to write witty answers to acronyms ranging
from three lo eight letters in less than a
minute. The winners are decided by votes from
the participants, with an edge given lo fast lyp-
ists. After a set number of rounds, the two top
scorers face off for the acronym title. (We real-
ize you can't actually buy this online game in
the store. But if you're looking for a gift for a

4 Letter Round

=

| =

Sclentsts. mteiligent, nerdy, questioning

computer gamer whom you don't really care
enough about to spend money, why nol just
get a card and write the URL inside?)

6. Monopoly: Star
Wars Edition

Windows 95 GO-ROM, $49.99
Hashro Interactive, (508) 921-3700
www.hashro.com
onopoLy: STar Wars Eoimow includes all
the features of Hasbro's original
Manaorory Mutimeoia, but this time, the loca-
tion is a galaxy far, far way. In the opening
sequence, players are greeled by C3PO (with

Stocking Stuffers

World Champion Openings
Cardoza Publishing, $16.95
ISBN 0-840685-69-B

Kasparov.v. Deeper Blue
A Batsford Book, $14.95,
www.batsford.com

ISBN 0-7134-8322-9

Eric Schiller Is a noted
chess journalist and author
whose many credils include
work on the highly success-
ful CHESSMASTER Series. In
his book, World Champion
Openings, he deftly combines teaching acu-
men with the eye of a fan, in a comprehen-
sive look at chess as played by every world

champion, from Paul Marphy in the 1800s to
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voice-over provided
by Anthony Daniels),
who acts as banker
throughout the game.
Choose your game
token from one of
gight favorite Star
Wars characters, who
will transform into
full-motion 3D mod-
els when they land on
the board. If you're
unfortunate enough
to go bankrupt during
the game, your character will be blasted into
oblivion by the Death Star. The game also
includes footage from the recently restored
Star Wars Irilogy.

the modern mastery of
Fischer and Kasparov.
Daniel King was the offi-
cial match commentator,
which gives Kasparov v.
Deeper Blue a sense of
authenticity. King tries to
balance the action on the
board with the media cir-
cus surrounding the event,
and largely succeeds. If
the account isn't totally
unbiased, it is gripping and human—which
is more than can he said for the oulcome of
the match. Well worth a read, even if you
aren't a pawnpusher.

CGW
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7. Microsoft
Entertainment Pack

Puzzle Collection
PG CD-ROM, $34.95
Microsoit, (206) 862-8080
www.microsoft.com
en all-new puzzles—several created by
Alexey Pajitnov himself—with an obvious
Terwis influence. The collection features many
innovative puzzle types, including the wacky
Mixed Genelics, which has you playing God,
breeding strange mutated animals to creale a
pure species; and the clever, stralegic brain-
teaser, Finty Flush. The CD offers a custom:
install option, so thal you can delete the
games you don't particularly care for, and run
your favorites directly from your hard drive. The
Puzzee CoLLEcTion is the perfect gift for those
who like to combine strategic thinking with fast
reflex action.

'smcking Sturfem "
: _Breatures 5 -

CREATURES isn't really a game ra!her it! S'- i
more a software toy & la SmCry, in which
you raise litile munchkins that seemingly:
stepped right out of the movie Gremlins.
It's a lot more tailored to adults than
Tamagolchi (see our Kids® software quide),
and it's really nice to see some quality Al
work in a game that focuses on something
other than blowing things up. Chalmmg
and addictive. ;

Windows 95 CD-ROM, $29.99
Mlndscana, [anm 737-6800
www. mlnusnansgamas.com

CowW
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8. Chessmaster
5500

Windows 95 CD-ROM, STBA
Mindscape, (800) 234-3088
www.mindscapegames.com
he preeminent chess program is back with
beller graphics and an enhanced chess
engine. Better yet, the chess library seems to

work a bil more smoothly than in the last few
versions of ChessmasTer. The best part of this
series has always been the incredible variety of
compulter opponents styled aller famous
grandmasters, which still seem to be a move
or two ahead of the compelition.

9. Smart Games
Word Puzzles

Windows 95 CD-ROM, $39.95
Smart Games, (800) 768-8815
www.smarlgames.com
lotally different breed from Smarl
Games' CuALLENGE series, this game is
lhe closest you'll ever come o having a
crossword puzzle magazine on your PC. If it
isn't overly ambitious, it is very accessible,
and offers a fast, pleasant diversion for any-

Sealed Move

Despite disappainting sales, Sierra is mov-
ing ahead with Power CHess 98. Whether ils

fresh approach, including some more down-
to-earth opponents, will challenge the domi-
nance of CHESSMASTER remains to be seen.
Interplay would seem to'have a better shot

DECEMBER 1307
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one, whether their passion be word searches,
anacrostics, or a deviously difficult New York
Times-style crossword.

10. Bookup

Bookup, (800) 949-5445
DOS $149, Windows $199, Mac $99
www.hookup.com

I's hard lo beligve that the same folks who

brought us the simple yet effective Boesy
FiscHer TeacHES CHESS could create this com:
plex software aimed al intermediale lo
advanced players. Even so, it's the best train-
ing guide there is for any chess player who
aspires 10 a bit of Kasparov genius. Once
you're familiar with the system, consider faking
advantage of the large number of quality
Chessworks books on CD-ROM.

{ Tho chanactor of thr sirwggle rhangen dramatically whes the prwss ar
| exchangrd in the oenter.
| Anide frum ihe Fank s 0 ambit idea 7. dn-ll LS, \\\-l uul,h

with USCF CHess, backed by both the US
Chess Federation and an all-star cast of
grandmasters. Hasbro will try lo continue:its
dominance in the classics genre with
BoGGLE, but you have to wonder how much
longer they can keep getling away with
stralght conversions of old'boardgames.




Place your wagers and take your chances. Join friends at
the 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.
». The only major casino title with multi-player network play that allows you i e s
¥ to connect with up to 8 friends over a LAN - together you can create
your own virtual gambling group
# Live challenging, authentic casino games - Blackjack, Craps, Roulette, Slot Machines,
4" Baccarat (PlayStation™ version) and Video Poker (Windows®’95 version) -
give you a run for the money with real-world rules, odds and payouts =

m Photo-realistic graphics, digitized photography and
¥ real-to-life casino sound effects put you right
in the action

» Easy-to-use controls and the official
A 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 outcomes

and no easy breaks

=

| & PlayStation] i

£1897 Interplay Productions. All Bifhts reserved, Original Cassars mbling computer program &1997 Philigsds \ PO Portions of Windows' '85
virsion £1887 Interna; Lid. Parigi® of Sony PlayStation varsion £1897 Video Beam™ Beam Software Pry L ! d SARS PALACE is a trademark of
Caasars World, Inc. anfl used uniii®licansa from Cassars World Morehandising, Ine. Interpla G d ks of Interplay Prod

All rights resan oy 1 Play ion logo are trad ks of Sany Comp V i a registered trademark of Microsaft
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1. NBA Live 98
Windows 95 CD-ROM, $49.95
EA Sports, (415) 571-7171
WwW.easporis.com '

he world's greatest athletes don't need lough competitors to keep

their edge; their greatest motivator stares back at them from the mir-
ror every day. Such is the case with EA Sports’ NBA Live, CGW's Sports
Game of the Year for the past two years, and a game that gets beter
with each new release, despite the fact that there have been almost no
compelitive basketball titles on the PC. And hoops fans, here's the best
news: From what we've seen and played so far, NBA Live 98 looks as if it
will continue thal trend. This game has every chance of pulling off a
three-peat.

EA has (thankfully) listened to the criticisms
of the last version and seriously improved the
biggest flaw: poor player control. The game's
programmers cleaned their glasses and dis-
covered that gamepads have more than two
buttons, so gamers will have much greater
ability to control the action—instead of just
hammering on the Turbo button. Ball carriers
can now execute pivots and crossover drib-
bles, for example, and can lean in or go for a

am 21 DSKD

NBA Live gets better
with each new
release, despite the
fact that it has no
real competition.

fadeaway jumper when they shoot. Allnew motion-captures better illus-
trate the action—player “sliding” looks as if il's been fixed.

EA has also deepened the gameplay by allowing you to create your
own leagues.and by adding a 3-Point Shootoutl. With support added for
3D accelerators, the graphics are more awesome than ever. If you don'i
have an accelerator board yet, this might just convince you to get one.

If Santa had o bring us just one sports game this year, NBA Live 98
would be our pick.

CCW DECEMBER 1597



2. Baseball Mogul

Windows 95 CD-ROM, $49.95
Infinite Monkey Systems, (888) BBMOGUL
www.imonkey.com
he freshest and most original new sporls game of the year came not
from one of the heavyweights, such as EA Sports or Sierra, but from
a small start-up company called Infinite Monkey Systems. BasesatL
Mocut is unlike any other baseball game you've ever played. It puts you
not on the mound against Tony Gwynn or in the batter's box against
Clemens or The Big Unit, bul rather, in Sleinbrenner’s leather armehair,

managing (he business of baseball. In this game, you strive not just for
runs or strikeouts, but for cold, hard cash, as well. You assume the role
of one of Major League Baseball’s 28 general managers, and work
toward building a successful, profitable franchise—managing your ros-
ter, finagling trades, setting budgets, dealing with contract demands. It's
a conlrol freak’s dream, with every decision under your thumb—from
whom to start to how much to charge for hot dogs. Think
you're smarter than the bozos currently running the game?

Bislacki. Mike P 37 $730000 2

Henaraves, Dean P 24 8210000 4 :
Woodsil Brod P 25 140000 3 SR Orel
Detmer, John E 25 §140000 3 Withdrew Offe
Nichols. Rod P 2 s7s0000 1 = =

BOSTONWILDCATS g Here's your chance to find out.

e MM":—”% .

= 3* %E;ggﬁg?f ‘ —— BasesALL MoguL is a control
gggggfé_»wmmm freak’s dream, with every
s ke ’ s decision under your

p;" e - thumb—even how much to
g : ————— [ d N charge for hot dogs.

As with the text-based simulations, BasesaLL MoguL isn't
for everyone, but those who love the wheeling and dealing of
fantasy sports will have a blast. This is one “little" game that
definitely belongs in the big leagues.

3. Links LS 1998
Edition
Windows 95 ED-ROM, $79.95
Access Software, (800) 800-4800
WWww.accesssoftware.com
was LS was not just the most popular golf game last
year, it was one of the best sports games in general,
retaining the top spot in our reader's poll all year long.
We liked it loo, except for one big problem: The load
times were harrendous, even on fast machines. Access
has cranked things up considerably in the 1998 edition,
so that screens now redraw in just a few seconds. Other
notable improvements include impressively easy-to-use
Internet play and two new games (scramble and alternate
shot). New graphic enhancements, such as water reflec-
tions, improve the already jaw-dropping graphics. After all
these years, Links is still the one to beat.

DECEMBER 123/
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It's called Liquid AL" chief, and you better get a heads-up

on what it is before it crushes you like a lictle ant.
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| was an ordinary guy until... | sprang onto the
Internet with MindSpring. What a heads-up move!
Now I've got Internet access that's fast, reliable
and easy-to-use. And best of all, NO DELAYS. | go
direct to the Internet. No detours or traffic tie-ups.

With MindSpring you'll get:
= Free 24-hour technical support
» Free Web space with most plans -5 to 10 MB

« Flexible pricing — from as low as $6.95 to
$19.95 a month for unlimited access

« Software for Mac or Windows
« And a no risk, 30-day money back guarantee

What the Experts Say:

PC World: MindSpring “works well and is easy .
to use” and “their support people were among E
the friendliest, most helpful we found.”

PC Magazine: MindSpring's “strong software package
and excellent customer service will be popular” and
“the software suite includes some of the best Internet
tools... the software is easy lo sel up and requires

little configuration.”

NetGuide: MindSpring wins 1997 People's Choice
Award in the category of best Internet Service Provider.

U.5.Rabotics: MindSpring now supports U.S.Robotics i
56Kbps technology in select locations. 2

LN ' ~

v MindSpring
Direct To The Internet.
1-888-MSPRING (677-7464)

www.mindspring.com -

@3 1957 MindSpring Entarprises, ine. All ofhor
names are trademarks or reqistered trademarks
ol heir respective holders,

CIRCLE READER SERVICE #0B9
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4. ABC Sports College Foothall:
Heroes of the Gridiron

Windows 95 CD-ROM, $39.95
OT Sports/ABC Interactive, (212) 456-7747
www.ahcinteractive.com
T Sports is following up last year's okay-but-flawed Monpay Nighr
FoorsatL with two new games, based on similar engines but with a lot
more polish: Monoay NigHT FoorsaLL 98 and ABC Sports CoLLEGE FooreaLL:
Heroes oF THE GriiRon. Though both look good, we're recommending the
college game because of its original concepl. You can choose from among : . ——
32 college teams, using a dream team of real-life players from different periods in the schools’ history, The attention to detail shows a real love of the
college game, and the ABC chrome—such as commentator Keith Jackson—adds to the charm. One big gripe from our sports editor, though: Where
the heck are the Cal Bears?

> 5. NHL 98

Windows 95 CD-ROM, $49.95
EA Sports, (415) 571-7171
WWw.easparls.com
long with NBA Live, this was the other big franchise from
EA Sports to make the jump to 3D last season. Bul unlike
the hoops game, NHL 97 received a very mixed reaction, wow-
ing many gamers with its unbelievable graphics, but annoying
knowledgeable hockey fans who couldn't deal with its faulty Al
Fortunately, EA's designers know they have something to prove this time around, so they've created an entirely
new Al for NHL 98, with assistance from Colorado Avalanche coach Marc Crawford, that they hope will add to
the game’s realism. Our guess afler looking at the beta? They're gelting there. Look also for international tourna-
ment play, new motion-captured signature moves, and enhanced graphics for 3D boards in the new version.

6. Microsoft CART Precision
Racing

Windows 95 CD-ROM, $54.95
Microsoft, Corp., (206) 882-8080
www.microsoft.com/games/
e don't know if it's just Jeff Gordan's good looks or what,
but suddenly auto racing is grabbing much more main-
stream attention these days. Microsoft, never one to let anything
go by, has jumped on the bandwagon big:lime with an astounding-looking Indy-car simulation, CART Precision
Racing, that just might blow everybody away. With challenging and delailed racing action, accurately modeled
tracks, downloadable driver and leam stalistics from real-life races, Internet playability, and force-feedback sup-
port, CART Precision Racimg shows that Microsoft is not meekly enlering the PC sports world—they're flooring it.
The game might not make it in December, but a “trial version” is being readied for a November release.

Yeah, You Don't Know Jack: Sporrs is a trivia game, but it's a great one, and one that every sports nut should own. Think you know
more than your friends aboul sports? Gather around this digital parlor game—filled with questions that will humble even the most insuf-
ferable sports know-it-all—and prove it. Know what a scrummage is? Can you identify ~ Windows 95, Win 3.1, and Mac CD-ROM
the “sport of queens"? Like all the Jack games, this one is wrapped in a slick, colorful, ~ Berkeley Systems
and hilarious package. www.herksys.com
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7. Jack 8. Rally Championship:
Nicklaus 4 International Off-Road Racing

Windows 985 CD- Windows 95, DOS CD-ROM, $34.99

RONI, $49.95 Virgin Interactive, (714) 833-8710

Accolade, www.vie.com

(408) 985-1700 his off-road racing game from Virgin has a surprisingly successful
www.accolade.com blend of arcade and simulation elements, easily making it the most

ell, Accolade’s Jack MickLaus 5 is supposed to be out about the accessible, and most fun, PC racing litle of the year. You compete in any
time you read this, but we haven't seen anything as of this writing, o all of the 28 stages of the 250-mile British Network Q RAC Rally in
so we're going to recommend something we have played instead: Jack one of four play modes:

NickLaus 4. This is a great golf game, with much friendlier system Championship, Arcade,
requirements and load times than Links LS, and with one huge advan- Individual, and Time
tage over ils glitzier competitor: an awesome course architect that lets Trial. Weather, sound,
you create, as well as import, custom courses. Five 18-hole courses, and terrain effecls are
eight play slyles, a realistic terrain model, and robust multiplayer support — awesome, yet the game
round out an awesome package for deskiop duffers. relains a Davionalike

arcade feel that keeps

A’Sﬂ ﬂﬂ Beck things from getting foo

heavy. I NASCAR
leaves you cold, give RALLY CHAMPIONSHIP a try.

9. Madden NFL 98

Windows 95 GD-ROM, $48.95
EA Sporls, (415) 571-71171
www.easports.com

A Sports’ popular MADDEN

series looked as if it could
roar back into contention again
this year...maybe...but at the
last minute we've learned that
EA has scaled back its overly
ambitious plans lo ship the
game on time. The new 3D-ren-

= dered stadiums, motion cap-

tures, and native Windows 95 code are all in, but many of the hoped-for
Al improvements, such as added penalties and extended stats, won't
make it into the shipping version. They are to be issued in a later patch.
We like what we've seen so far—a lot. Let's hope EA follows through.

10. Front Page Sports: Ski Racing

Windows 95 GD-ROM, $TBA

Sierra On-Line, (206) 649-3800

www.sierra.com

And now for something completely diflerent. Sierra is expanding its Front Page Seorts ling this year with a brand-new title, FPS: Sk Racing—and it
makes our list simply for being so original. Oh, yeah, and it looks good loo. More than an arcade racer, this downhill ski sim lets you compete in

single or mulliple evenl, or an entire season, at six real-life resorts. Gamers will need to choose their equipment, keeping in mind weather and snow

conditions, and make other decisions such as ski length. Still skeptical? Look what Sierra did with fishing.

CGW DECEMBER 194/
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Pray to the motorcycle gods. Manx TT, the Killer arcade game, is.now on PC. Pick from 8 custom built SuperBikes. Gun it down one of the most treacherous race
tracks on the planet, England's Isle of Man. And try not to scrape your knees off through the turns. Just so you can feel it all in your gut, we've recreated every last
bump and dip on the road. Equipped with 8 player Network Play aver IPX and TCP/IP so you can race other speed freaks across the country. Gel down on your knees
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1. Longhow 2

Windows 95 CD-ROM, $59.95
Jane's Gombat Simulations, (415) 571-7171
www.janes.ea.com

hen you take a helicopter simulator that was universal-

ly acclaimed as the best simulation of 1996 and add
a deadly realistic campaign, ground-breaking multiplayer
features, and breathtaking 30 graphics supporl, you have a
real winner on your hands. Longoow 2 takes the award-win-
ning basics of its predecessor and adds support for flying
two new helicopters (the OH-58D Kiowa Warrior and UH-60
Blackhawk), a new dynamic campaign engine with a
wargame’s richness of detail, and new battle environments
thal literally light up the game with explosive action.

Multiplayer support ranked as one of the most requested

features from Longsow players, and Origin Skunkworks has
delivered in spades. Up lo eight gamers can participate in
LAN combat; four over the Internet. Gamers fight coopera-

LonGeow 2 Sports some Of the The simulation supports 3Dfx Voodoo graphics cards and sports

. o - some of the most dramatic lighting eflects yel seen in a sim. (They're
most dramatrc hg ht’ng Ej_:f ects a bit “Hollywood," but they look great.) Terrain is four times as defailed

yet seen in a sim. as thal in Lonssow, and there are plenty of nooks, crannies, and hills to
use for cover.

tively in the Azerbaijan campaign, or on opposite sides in Army Longsow 2's fully dynamic campaign lets you modify missions to

wargames. You can pilot any of the sim's three helicopter models and your heart's content, which means you'll never find yourself flying the

choose (o either man a crait solo or fly with another player in the copi- same mission twice. The besl helicopter sim out there just got belter.

lot/gunner position. Don't miss it.

ceow DECEMBER 109/



2. Flying Nightmares 2

Windows 95 & Macintosh CD-ROM,
$49.95, Eidos Interactive,
(415) 547-1200
www.eidosinteractive.com
ne of the most innovalive flight simulations
to come along in recent years, Fiying
NiGHTMARES 2 is the gift of choice for the

gamer who likes a little sirategy with his flight
simulations.

In single-player mode, FLYING NIGHTMARES 2
is a conventional, but impressive, simulation
that lets you fly the AV-8B Harrier vertical-
lakeoff-and-landing attack jet and the AH-1W
Super Cobra attack helicopter in defense of
Marines around
Guantanamo Bay,
Cuba. The campaign
here is scripted, but
impressive in its
detail. Native sup-
port for all the
major 3D cards
makes for fast, visu-
ally exciting combat,

What makes this
sim unique is its
Commandant mode.
In it, two leams of
up to eight gamers

FLYING NIGHTMARES 2 is
the gift of choice for
the gamer who likes a
little strateqy with his
flight simulations.

participate in a coordinated battle, via LAN
or Internet. On each team, one player is
Commandant, using a map interface lo
control land and air forces and send
orders to the other players. The remaining
players pilot Harriers and Super Cobras in
support of the team's objectives. There's
no Commanp ano Conouer simplification
here: Ground and air unit capabilities are
modeled realistically, and you'll need to
ulilize such resources as E-3C Hawkeye
AWACS aircraft and RPV drones to find
and destroy the enemy.

3. Red Baron Il

Windows 95 CD-ROM, $54.95

Sierra, (800) 757-7707

www.sierra.com

Avery long time in coming, Reo Baron I
should finally reach store shelves in

time to make sure that thousands of sim

fliers will ignore their families on

Christmas Day. This World War | flight sim

features adjustable realism levels, authen-

tic historical terrain, and a fully dynamic

campaign that models dozens of missions.

You'll need to be
careful not to over-
stress the fragile
plane and snap your
wings during combat.

Flight models are very realistic, and
you'll need to be careful not to overstress
the fragile plane and snap your wings
during combat. Multiplayer action is there

DECEMBER 1397

as well, with free online play on Sierra's
Internet Gaming Service. The only major
downside is lack of support for 3D
graphics cards.
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4. Jane’s 688(l) Hunter/Killer

Windows 95 GO-ROM, $59.95
Jane's Combat Simulations, (415) 571-7171
WWw.janes.ea.com

fyou're looking for a sim with real depth, embark on Jang's 688(1) from

Jane's Combat Simulations. This nuclear submarine simulation puts you
at the helm of an improved Los Angeles-class attack submarine. Developed
in conjunction with Defense Department simulation contractor Sonalysts,
this sim pairs realistic submarine systems with missions that range from
routine to Tom Clancy-esque. A mission editor lets you create your own pa-
trols or utilize user-created missions downloaded from the Internet. Twelve
detailed operating stations are modeled; you can run the entire sub yourself
or enlist the aid of Al crew members. Multiplayer support rounds out the
best sub sim since the classic Reb Storm Risiie.

5. Sahre Ace:
Conflict Over Korea

Windows 85 GD-ROM, $44.99
Virgin Interactive, (714) 833-1999
www.vie.com
his freshman flight sim from Virgin and Eagle Interactive covers the too-long-
ignored Korean air war, Pilots can fly for the U.S. in an F-51D, F-80, and F-86,
or for the Russians in a Yak-9 or MiG-15. The reflective natural-metal aircraft look
fantastic on 3D cards; if you're still running 20, better ask Santa for a 3D card to
enjoy this sim. The game sports about 50 missions, along with a quick-mission
creator and multiplayer melees. Although the canned missions limit replayability,
there's unprecedented depth, due to the fact that Eagle enlisted the advice of
Adm. Paul Gillcrist on mission creation and pilot Al issues.

6. Armored Fist 2

IS-DOS CD-ROM, $44.85
Novalogic, (800) 858-1322
www.novalogic.com
N ovalogic's Armoren Fist 2
sports some of the best graph-
ics you'll see without a 3D card;
the company's Yoxel Space 2 tech-
nology works great with this tank
sequel, which far outshines the
original Armoren Fist. You'll drive
an M1A2 Abrams against Russian
armor in single-player missions and

both cooperative and antag-
onistic multiplayer play. The
controls are simpler than
IM1A2 Asrams or the
upcoming SPEARHEAD, as the
emphasis here is on action.
That's not meant to be
damning at all—this is the
game of choice if you're
more interested in blowing
across the countryside than
figuring out the controls of
a tank’s IVIS display.

CewW DECEMBER 1987
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FLIGHT UNLIMITED 15 50 REAL...T'S UNREAL

Man the cockpit of the legendary DeHaviland Beaver
Seaplane and experience something you can't with any other
flight sim—land on water.

Welcome To
Tracy

Test your skills attempting to evade a pair of F-16s that are Take off and land from any one of 48 different Bay Area
trying to blast your butt out of restricted airspace. airports,

Flight Unlimited Il immerses you in the
sheer thrill of flying like nothing you've
ever experienced. Pull mind-bending G's in
your quicksilver P51-D Mustang. Play chicken
with F-16s. Get on the horn with Air Traffic
Control as you pick your way through skies

. filled with aircraft. Hurtle under the Golden
Gate Bridge and around the TransAmerica
tower. With Flight Unlimited Il, you're not
just flying, you're really flying.

CIPOS

www.eidosinteractive.com
CIRCLE READER SERVICE #069
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than 11,000 square miles of lerrain are mod-
eled at a detail of four meters per pixel. And
for once, you're nol along in the skies—hun-

7. Flight
Unlimited 1l

Windows 95 CD-ROM, $49.95 dreds of other planes share your airspace, exe-
Looking Glass Technologies, cuting realistic flight patterns. You can listen to
(800) 360-7455 them on radio, via the game’s detailed air iraf-

fic control support. This is the first sim that will
really give you an idea what it's like to go
through the enlire process of departing or
landing at a very busy airport.

www.lglass.com
his civilian flight sim covers only a small
territory—the San Francisco Bay Area—but
il does so with unprecedented detail. More

8. Jetfighter:
Full Burn

the latest JerrgHTER [l patch with the cinematic
adventure engine of BLack Dasua. The two cam-
paigns on the game’s four CDs give you the oppor-
tunity to fly in a future conflict on either the UN or

MS-DO0S CO-ROM, $54.95 Russian side. As far as realism goes, this is pure
Take2 Interactive, (412) 539-6407 Top Gun: You'll fly F-22s off an aircraft carrier; or
www.lake2games.com the stealthy MiG-42, if you choose to fly for the

Russians. For the first time in the JETFGHIER Series,
multiplayer play will be supported, with both coop:
eralive and antagonistic missions available.

iming to be the Wina Covmannen of flight sims,
JetrcHTER: FuLL Burn combines the impres-
sive-looking 3Dfx-enhanced simulation engine of

Stocking Stuffers

What better gift for the flight-sim fan
than the chance to fly a real airplane? Log

on fo www.heapilot.com and you can
request a certificate that will entitle you lo
an introductory flight at a local pilot
lraining center for only $35. Wrap up the

certificate with a copy of Microsoft's FLIGHT
SivmuLaror or Sierra’s Pro Pitor, so your gift
recipient can get some practice in before
taking the real flight.

9. F/A-18: Korea

Windows 95 CD-ROM, $STBA
Graphic Simulations Corporation, (972) 386-7575
www.graphsim.com

his sequel to F/A-18 Horner 3.0 takes the campaign to Korea

and adds a wide variely of user-requested enhancements that
should make this the
gifl of choice for the
serious simulated jet
pilot. In addition to
the impressive avion-
ics and flight model-
ing of the original,
FIA-18 Konea adds a
detailed mission edi-
tor that will allow
budding strategists
to create their own missions and share them over the Internet.
The most obvious enhancement is the sim's support for the 3Dfx
graphics chipset, which will provide fully texture-mapped graphics.
Of course, the speedy 2D shaded polygon-based engine is still
there for owners of other graphics cards.

CGW DECEMBER 1997

10. Pro Pilot

Windows 95 GD-ROM, $54.95
Sierra, (800) 757-7707
www.sierra.com

f you're interested in becoming a real pilot someday, Pro PiLor

is Ihe sim of choice. Sierra packs the sim's two CDs with AV
futorials that teach you all the basics of VFR and IFR flying; inter-
active instructional sequences are available as well. As long as
you're a U.S. res:
ident, you'll be
able lo practice
from the same
airport you plan
to lake lessons
from, as Pro
Picor models
every U.S. airport
and navigational
aid. The biggest
downside here is
Pro Pitor's lack of support for 3D graphics cards, which means
il's nol as graphically impressive as ils competitors.
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FIRST-EVER-—Tofeaturethe
two prototypes for the Pentagon's
new Joint Strike Fighter: Boeings®
X-32 and Lockheed Martins® X=-35
jet fighters. '

FIRST-EVER - Tomodel
over 10 million square miles of
beautifully rendered terrain -- the
largest and most realistic terrain
ever se_ffi_ i Eﬂi‘ﬂiﬂflﬁ.ﬂmﬂlam i

FIRST-EVER= To
feature the revelutionary [SF™
graphics in 16-bit color with no
pixellation (and without
sacrificing frame rate).
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10 POLYGONS.

ACTUAL GAMEPLAY

JSF is the first-gver simulation of the.'

Pentagon's next generation jet fighter
scheduled for launch in the year 2010,
In it, Eidos is launching its owin
futuristic graphics technology, called
ISF™. The breakthrough ISF 3D-engine
draws terrain infinitely into the distance,
immersing the pilot with an unlimited

view into fhé'-horfzpn. “...The first time an engine

moves this fast and is ;ust :
e e T
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as/detailed at 100 feet as

100,000 feet."
PC Gamer
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Don’t just take our word for it.
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You've been warned.
CIRCLE READER SERVICE #277
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Wish List

Three highly anticipaled simulalions missed
our holiday buying guide for various reasons,
bul they are definitely worth checking out if
they make it to store shelves before Christmas.

Flghter Squadron: Screamin' Demons
Over Europe, the only World War Il sim slat-
ed for release before Christmas, puts you in
combat over the English Channel, the German
Rhineland, and the North African desert in
German, American, and British aircrafl.
Physics that have been radically improved

BUYER’S GUIDE
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detailed that you
can view the
instruments from
outside the
plane.
Multiplayer is
included, and
Activision promises to host free Internet play.
A mission editor rounds out the package, sup-
porting the creafion of single- and mulliplayer
missions. Activision couldn't get us a bela in
time for our buying quide, and the planned
mid-December ship date is cutling it awfully
close if this is

F-22 ADF

SCREAMIN' DENVIONS OVER EUROPE

over developer Parsoft's A-10 Cusal are com:
plemented by damage models so complele
that parts shot off aircraft have their own flight
models. The sim's 3D graphics are so

Stocking Stuffers

If the flight-sim fan in your life doesn't
have a 3D graphics card yet, you now
know: the perfect holiday gift. Adding 3D
graphics hardware can make an incredi:
ble difference In both the look and per-
formance of newer flight sims. While
there are a variety of good cards avall-
able now, our top choices for this holl-
day season are cards based on the
3Dfx Voodoo chipsel: They have the
widest support and top-notch perfor-
mance. The Canopus Pure3D
(www.canopuscorp.com) is the most
feature-packed of these, possessing
6MB of memory and a video oulput for
playing games on your TV.

to make it o
lhe shelves in
time for the
holidays.

Another sim
that's high on
our list but
questionable for
a holiday
release is Digital
Image Design's
F-22 ADF, the
sequel to EF2000. The sim packs beautiful 30
card support, improved flight and systems mod-
eling, and a scripled campaign that features
input from Air Force velerans who helped plan
U.S. strikes in the Gulf War. You can fly the F-22
in combal missions or coordinate the action
from a strategic standpoint at an AWACS radar
slalion. In addition, DID plans to release F-22
TAW early next year. It will be an inexpensive
package that will add a fully dynamic campaign
thal promises to be much beefier and more real-
istic than the ane in EF2000.

Finally, there’s Novalogic's F-22 Raptor. At
press time, the company still wasn't showing the
game or giving much information on its fealure
sel, but it was promised for an October release.
We do know this sequel to F-22 Lighumg I will
run under Windows 95, feature MIMX (but not
3D card) support, and include improved flight
models. Most intriguing is that Novalogic recent-
ly announced an agreement with Lockheed-
Martin, under which the aerospace giant will
provide input into the game’s design and allow
ils name on the F-22 RapTor box.

DECEMBER 1937

Santa’s Stocking Sims
Some other sims that didn’t make the
Top 10 are definitely worth consideration.
World War | aviation fans who insist on 3D
araphics card support will want to check
oul Fiying Corps GoLo from Empire. In
addition to Direct3D graphics and force-
feedback joystick support, this enhanced
sim includes full multiplayer suppart (avail-
able as a patch for owners of the original
Fyina Conps), an editor for creating your
own missions, and several new aircraft,
DID's EF2000 V2.0 supports 3Dix and
Rendition-based video cards. This updated
package includes the TacCom mission editor;
various Al improvements aver the original ver-
sion, modem support, Internet play (via TEN),
and both DOS and Windows 95 versions of the
sim. With the abbrevialed £F2000 Stralegy
Guice included, this Is a great starter simulator,
but it will appeal to experienced PC pilots loo.
If you have a family member who's
addicted to SSI's Su-27 Fuanker (they're
the ones who can read the words allilude,
airspeed, fuel level, and verlical velocily—
but nothing else—in Russian), you'll want
{0 pick up the Su-27 FLANKER 1.5 mission
disc for them. This adds a number of
improvements to the simulation engine,
OpenGL 3D graphics support, more than
150 new missions, support for longer mis-
sions, and 16:player multiplayer missions.
Gamers who live for dynamic mission envi:
ronments, in which the entire war is generat-
ed each lime you launch a campaign; should
ask Sanla for a copy of Interactive Magic's
IF-22, The'sim has some problems, such as
Inconsistent graphics, but no other jet sim
released this year rivals its campaign engine.

SU-27 FLANKER
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1. Wing Gommander: Prophecy

Windows 95 CD-ROM, $59.95 Chris Roberts from Origin, the team faced the  development team has paid off, as PropHECY i
Origin Systems Inc., (800) 245-4525 task of proving that the game wouldn't suffer, poised to deliver the richest gameplay experi-
Www.origin.ea.com Once gamers unwrap Wing COMMANDER; ence since Wing GomMmanDeR II,

{'s a new dawn for the WinG CommanDER PropHecy, there will be no doubt that the series Although you play a new character—a rookie

series. With the departure of series creator is alive and well. In fact, the fresh blood inthe  named Casey—old favorites Mark Hamill, Tom
“Maniac” Wilson, and Ginger Lynn Allen are
back for the cinematic sequences. Prophecy
delivers some of the best-looking cinematics
yet, but the emphasis here is on the action, not
the movies, An all-new 3D space-combat engine
delivers beautifully rendered, fast action—with
or without the aid of a 3D card. The look is
greatly improved, with dynamic lighting effects
and better explosions, as well as nebulag and
other effects. Ship combat now features fighter
craft with radically different capabilities. The
capital ships you face are of unprecedented
scale, and aren't likely o be taken out in one
mission. The loak is very Babylon 5-estjue,
down to lhe organic appearance of the ships
flown by PropHECY'S new, malevolent enemy
race. For once we'll see a space-action sim in
which batiles can have differing outcomes-
they aren't always win/lose situations. Also here
is multiplayer capabilily for the first time since
the premature WinG CoMMANDER: ARMADA,
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2. Starfleet Academy

Windows 95 CD-ROM, $59.95 tion, Acapemy sporis multiplayer support, so  ships. IU's not the tactical-speed game some
Interplay, (800) INTERPLAY that you can engage up lo seven friends in were hoping for, but a strong story and inter-
www.interplay.com space ballles. In this mode, you'll be able o esling mission structure makes it a fulfilling

he final frontier is yours to explore—if you  pilot Klingon, Remulan, Tholian, and olher gift for the Trekkies among us.

have what it takes to graduate from
StarrLEET Acapeny. In this space simulator,
Star Trek fans finally get the opportunity to fry
their hands at commanding a Federation star-
ship. You'll take lo the stars on a variely of
missions at the helm of various classes of
starships, with interim sequences al the
Academy featuring William Shatner, George
Takei, and Walter Koenig, reprising (heir roles
as Kirk, Sulu, and Chekov.

Battle sequences are the besl yel in a Sfar
Trek game, but they have a flavor that is
more Wing Commanoer Lhan traditional Star
Trek (with a bit more fargeting ability and
damage control). However, this isn't just a
space shoot-"em-up. As in the original
series, it's rare that phasers are the first
solution on a mission. Instead, you'll often
find yourself playing the diplomat or solving
intergalactic dilemmas as you boldly go
where no gamer has gone before. In addi-

3. The 10th Planet

Windows 95/D0S GD-ROM, $69.99
Bethesda Softworks, (800) 677-0700
www.hethsoft.com

lthough it takes place right in our own

solar system (there’s this nasty 10th plan-
et causing problems for the Earthers), this is
space combat on a grand scale. All the newer
space sims attempt to poriray the huge
dimensions of large space vehicles, but
nobody does it as well as Bethesda. In addi-
tion to being able to completely customize
your own ship (to the point of designing new
missiles), you'll also find a comprehensive
strategic element. So aside from flying space
combal, you'll be able to deploy Earth's
defenses across the solar system, deciding
which valuable resources to protect.
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rebate
on CH Racing
System Only!
See hox for details

also available
without pedals

GREAT PRICE. AT ANY SPEED!!

To find the Racing System or your favorite CH game peripheral visit:

Best Buy  Chips & Bits  Circuit City Comp USA  Computer Express

Cyberian Outpost Egghead Electronic Boutique  Flight Sim Central  Fry's Electronics
High Flight J & R Computer Micro Center Musicland Office Max Sears Software
City Target The Good Guys! Thinkstuff United CD-Rom  PC Connection

THREE YEARS OR 26,280 HOURS. mmp
WHICHEVER COMES FIRST.

USH

FlLjil pErfurize
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4. Heavy Gear

Windows 95 CD-ROM, $49.95
Activision, (800) 477-3650
www.aclivision.com

lthough Activision no longer has the

MecHWarrior franchise, the company is
still planning to be a major player in the giant
robot sim arena. Heavy GEan has much of the
look and feel of the MecHWarRIoR series, but
it takes place in a universe based on Pod 9's
Heavy Gear role-playing and strategy series.
Even at the pre-beta stage, Heavy Gean
showed enemy Al with some cunning tricks
up its sleeve. Enemy Gears will take cover
behind rock outcroppings and structures

when they come under fire, and will break
into an all-oul retreat if they're heavily out-
gunned. Units will try to circle around and
flank you if you concentrate on a single
enemy lo the exclusion of others. Coordi-
nated attacks also appear to be present,
although it's hard to tell from a two-level
playable demo. Gear maneuvers include
crouching, sidestepping, dropping items,
and picking up new weapons. You can even
lob grenades over buildings and onlo any
enemies lurking on the other side.
Although the engine is familiar (despite its
3D enhancements), the new gameplay
aspects should make MecWagriOR fans
happy to find this in their gift pile.

Stocking Stuffers

pace-sim fans tend to be

science-fiction fans, so what
better gift than the recently re-
leased video set of the Star Wars
Special Edition trilogy? How about
some classic science-fiction books
that, with a little imagination, can
beat even the most expensive ef-
forts of Industrial Light and Magic.
We suggest the space-battle clas-
sics Starship Troopers by Robert A.
Heinlein and Ender’s Game by
Orson Scott Card. They'll take you

on epic space battles right in the
confines of your mind—now that’s
a hi-res display device!

5. Forced Alliance

Windows 95 CD-ROM,

$49.95 Ripcord Games,

(408) 6563-1897

www.ripcordgames.com

Foncm Atuance s @ game in which rank,
aclion, and foreign relations all matter.

Here, rank isn't merely a prefly badge on your

character graphic; with greater rank comes

greater responsibility (whether it be command-

ing a squadron or an entire battle fleet). In the

campaign, you'll be able lo decide which alien

races to ally with, maintain neutrality, or

engage in outright hostilities. Your decisions have a real effect on the direction the story takes,
s0 unlike most story-based space sims, Forcep Avuance offers real replayability. The graphics
engine isn'l as slate-of-the-art as in other titles on this list, but the gameplay makes up for that.

rp'pira There are aisc offer &
) graphicscard support. This expan:
ill the gameplay gaps ir_1.X-Wma.vs_._TlE_._FleHrEﬂ.

CCWwW
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A NEW FORM 0OF LIFE..

YOU'VE ACCESSED GALAPAGOS™ ! AN UNSTABLE,
TECHNOLOGICALLY ADVANCED WDORLD OF ELECTRIC
BLUE CORRIDORS AND OMINOUS DIMENSIONAL GATES,
POPULATED BY LEGIONS OF MECHANIZED SOLDIERS,
GCALAPAGOS 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 IS THE EXCEPTION.

MENDEL IS5 A SYNTHETIC ORGANISM WITH THE UNIQUE
ABILITY TO LEARN. BENEATH HIS ALLOY SHELL IS A

TECHNOLOGY THAT SERVES AS HIS MIND, ALLOWING HIM
TO l:EARN AND ADAPT TO HIS ENVIRONMENT THROUGH
TRIAL AND ERROR. HE IS THE PROTOTYPE TO A NEW

GENERATION OF AUTONOMOUS WAR MACHINES, AND IF
HIS ENGINEERING IS REPRODUCED, GALAPAGOS wWOULD

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-
OGY. YOU CAN HELP HIM, BUT YOU CAN'T CONTROL
HIM. IF MENDEL DOESN'T ESCAPE, GALAPAGOS WILL
PROSPFER, AND ITS TYRANNICAL ARMY WILL RAVAGE

THE GALAXY.

MENDEL MUST ESCAPE FROM GALAPAGOS!

GALAPAGOS 5INE
Tyrannous Cormimand Center Toxic Cloud Mine

LUMEN
Subterranean Powerplant

mmmmnmnmummnﬂmh-mummmnnmmmwmmammumm-mu-



' NERM™

Non-stationary Entropic Reduction Mapping

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

MORE THAMN ANY OTHER TITLE EVER PREVIEWED IN NEXT
1
4

MAY SIGNIFICANTLY CHANGE THE WAY PLAY BAMES IN THE

NEXT BEVERAL YEARS.' MEXT GBENERATION M ENDEWL?'S E s C AP E

Download
the Windows® 95/
Mac 0S® demo today.

WWW.EA.COM/EAD

Order yours today.
Call (800) 245-4525.

PLON HELLEN
Lethal Refinery Gothic Temple

oy

er countries. All rights reserved. All other trademarks are the property of their respective owners.
CIRCLE READER SERVICE #183



1. StarCraft

Windows 95, Windows NT, or Macintosh GD-ROM, $50
Blizzard Entertainment, (800) 853-SNOW
www.hlizzard.com
fallthe games coming this holiday season, few are as anlicipaled as
Blizzard's SwrCrarT. Mot only is the CrarT series regarded as one of the
most fun of all strategy lines, bul the folks at Blizzard always seem lo be able to
give their games that special magic that impresses even the most jaded gamer.

DECEMBER 199/
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In STARCRAFT, you can play as one of three races, each one having ils
own strengths and weaknesses. The Terrans play similar to WARCRAFT Il
units, and benefit from mobile buildings and the ability to scavenge
resources from wreckage. The savage Zerg, the closest thing to bad guys
in StarCraFT, are cheap and plentiful, and have many special abilities such
as regeneration and burrowing. The third are the Protoss, which are more
costly, but also more powerful, with spell-like psionics at their disposal.

In STARCRAFT, you can play as
one of three races, each one
having its own strengths
and weaknesses.

There will be three lypes of baltles—land, space, and installation—for a
greater variety of scenarios and challenges. Installation battles, especially,
will inject a sense of role-playing, as you'll command unique units and
more specialized forces in more goal-oriented missions.

Among the many gameplay enhancements are queuing of orders, more
combat realism, terrain and environment effects, and experience and in-
ventory systems for units. STRCRAFT also includes a campaign editor for
crealing your own scenarios and joining them into a custom campaign.
Multiplayer support is included and features player handicapping, world-
wide rankings, and team play. These benefits—as well as free Internet
play—will be available over Blizzard's batle.net gaming service,




Microsoft, (800) 426-9400
www.microsoft.com
icrosoft's first truly good game will be
AGE OF EnPires, a real-lime title that
mixes Civiuzanion-like depth with WarCraet Il
ease and fun.

You play as 1 of 12 ancient civilizations,
ranging from the Egyplians to the Persians, in
four campaigns, a slew of single scenarios,
and an infinite number of multiplayer games.
Ac is different from other real-time strategy
games in that you need to research technolo-
gy and advance to new ages of development,
maving from the Stone Age to the Tool Age
and beyond. In each age, you'll be able lo
make new discoveries that will allow you to build better military troops, the religious relics of the world, or by simply amassing the most points.
but will also give you economic and diplomalic advancements, such as  In multiplayer games, you'll be able to set your victory conditions.

the plow for better farming; and writing for map sharing. At comes with a scenario editor for modifying existing missions and
Gameplay isn't strictly military, and you will be able to win games by~ creating your own. There is also Internet support for multiplayer games
peaceful means, such as by building fantastic Wonders, by finding all over Microsoft's Internet Gaming Zone.

3. Dark Reign  EEREEVT I

Windows 95 CD-ROM, $49.94 S TN : D e
Activision, (800) 477-3650 el ) g A o
www.aclivision.com e ' s A i
ARK Reicn 1s Activision’s depiction of the sci-
fi battle between Imperium and Freedom
Guard. It takes the real-time genre and pumps it
up with improved gameplay and realism. Dank
Reen's many enhancements include realistic
terrain effects on movement, line-of-sight, and

* Guard Pursue

Default

DARrk REIGN also
has a map editor for

creatmg yOUF own
. Dark Reign also has waypoinl move- opponents. Dark Reigy also has a map
scenarios. ment, production queues, and formations editor for creating your own scenarios.
and patrol paths (which can be saved). In Multiplayer support includes team play
attack, as well as special unit abilities, such as addition, gamers can set Al variables, and Internet play over Activision's online
morphing, burrowing, and stealth. such as when, and how long, to pursue gaming service.
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SR
Jk A REAL-TIME SAGA OF CONQUEST AND EMPIRE
Windows® 95 CD-ROM i

Published by: Developed by: o

e IR R - Trever Chan o

For more information, call 1-800-298-0875 or visit htip://www.imagicgames.com/cgw/skingdom

P.O.Box 13491 | Research Triangle Park, NC 27709 | www.imagicgames.com
Seven Kingdoms is a trademark and Interactive Magic is a registered trademark of Interactive Magic, Inc. All other trademarks are the property of thelr respective owne

CIRCLE READER SERVICE #083
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4. Warlords I

Windows 95 CD-ROM, $49.95
Red Orb, (800) 548-1798
www.redorb.com

hile most of the games tiiis

holiday are real-time fare, thert
are a few turn-based gems available.
WasLoros IIl is one of ther. L has a
fantasy setliy and 2 role-playing ele-
ment, as you recru.. igvel-growing
heroes to lead your armies.

WarLoros IIl, unlike its predeces-

sors, has a more story-oriented

campaign in which sou | htanevil®  d oy wner

lord. You hire heroes, build troops, anu
march them across the map, completing
quests and laying siege to enemy castles (in
order 1o take them over and apply them to

nd war effort).

With LAl a Internet play, and a variety of
scenarios in addition to the rich campaign,
Weriorns Il would be a good buy for the fan-
tasy-minded gamepla

BUYER'S GUIDE
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Stocking Stuffers

There are plenty of other gifts besides
computer games that might interest the
strategy gamer on your list. Typically;
sirategy games employ fantasy and sci-
ence-fiction themes for their backstories,
s0 chances are your strategy gamer
enjoys both genres in film and literature.

Some books fo get at your local book-
slore are Timothy Zahn's Slar Wars trilogy,
which provides a greater glimpse into'the
Star Wars universe, or Tolkien's Lord of
{he Rings trilogy, which shows from where
many games and current books derive
their fantasy themes.

5. Total Annihilation

Windows 95 GD-ROM, $49.99
GT Interactive/CaveDoy, (800) 469-5961
www.cavedog.com
1AL AliiHILATION'S plot is a familiar refrain; Two factions bat-
lle it out on a single planet with the entire galaxy as the
prize. The gameplay, though. is innovative and fresh.

Combat is very realistic. You can fiect the environment, and the
environment affects you. Terrain can slow down your  Jops. and
nearby explosions and debris can cause damage fo your units,

There are plenty of units in the game, and more are available
from the developer's Web sile if you purchase the game. With
many oplions—for interiace, mulliplayer matches, game effects—
and multiplayer support that includes Internet play, Toia
AnrgriLanion should make any stralegy fan a happy gamer.

6. Myth

Windows 95, Mac GD-ROM, $49.99
Bungie, (800) 295-0060
www.bungie.com
M?’TH is ane of the most dazzling games that will appear this holiday sea-
son; It features great 3D graphics, special effects, and interactive terrain.
The game has a rich fantasy campaign with intelligently crafted mis-
sions. In each one, you are handed some troops to command in typical
real-time fashion, but terrain effects and a real physics model make com-
bat more realistic and engaging. Dwarven bombs can warp terrain, and
persistent debris remains on the ground.
It you have impatient warmongers on your shopping list, MyTH,
with its eye for good graphics, rich story, and bloody gameplay, would
be a welcome buy.
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7. Dungeon Keeper
Windows 95, DOS GD-ROM, through torture and repeated slap:
$49 ping. The game will challenge you
EA/Bullfrog, (800) 245-4525 1o build elaborate dungeons using
WWw.ea.com building liles (in classic SmCrry
Amung the many real-time style), but also to order your crea:

games available this holiday, tures about conslantly lo dig
Duneeon Keeper could be the rooms out of the underground,
most sadistic and evil. You play an  research destructive spells, build
evil Dungeon Keeper who must devious traps, and battle your dis-
guard his lair and treasure from gustingly righteous enemies.
enemy keepers and goody-
two-shoes heroes (hrough
20 challenging levels.

As an evil lord, you'll

misbegotten minions,
including trolls, orcs, drag:
ons, and demons. You'll
also get to motivale them
in cruel ways, such as

9. Red Alert and

Expansion Packs: )
Aftermath and Counterstrike

Windows 95, DOS CD-ROM, $24.99
Virgin/Westwood, (800) 874-4607
www.westwood.com
hough Reo ALt is a year old, it's still ane of the great games of the real:
time genre, boasting the same gameplay that starled the whole genre
maoving, Why buy this when there are other, newer realtime games on:the
market? Simple—for the new expansion discs, COUNTERSTRIKE and
Arrernar. With these expansions, more units and scenarios, as well as
miore multiplayer options, are now available for the classic Rep ALErT. They
would be the perfect gifts for your strategy gamer.
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8. Magic The Gathering:
Duels of the Planewalkers

Windows 95 CD-ROM, STBA
MicroProse, 800-695-GAME
Www.microprose.com

he incredibly popular col-

lectible card game is com-
ing to the computer again, just
in time for the holidays.

DUELS OF THE PLANEWALKERS, a
newer incarnation with even
more features than the first
computer version, includes the
full MAGIC THE GATHERING
computer game, as well
as an expansion set of
more than 40 additional
cards and mulliplayer
Internet support.

The game allows
Masic fans to play the
card game against the

computer or against opponents
online. There is also an adven-
fure portion to the game with a
story and character develop-
ment for a richer solo-play
experience.

DUELS OF THE PLANEWALKERS
would make a great gift for a
Maaic veleran or someone who
wanis fo see whal the Magic
buzz is all about.

10. Gongquest Earth

Windows 95 CD-ROM, $49.99
Eitlos, (415) 547 1200
www.eidos.com

For the more
action-ori-
ented gamer or
the X-Files
watcher,
ConauesT EARTH
could be a
good gift. You
can play as
gither humans
or aliens in this |
game in which  §
aliens from
Jupiter invade Earth. Both sides have distinct looks, interface, and
gameplay. There is also a strategic overlay for strategy fans, whereby
they can coordinale the Earth's defenses against the alien menace.

Where action fans will get their kicks is in the direct control fea-
ture; you can conlrol any unit if you want, moving him and shoot-
ing for him in arcade slyle.




The most

twisted driving and
shooting game ever
created just packed its bags and
hit the road — Paris, New York,
Hong Kong, Antarctica, and beyond,
With eight new levels in all, hidden
areas, world landmarks to destroy, new
weapons and killer combo-attacks — it's a
whole new world to blow away! A monster hit
for the PlayStation™ game console, Twisted Metal 2
for Windows® 95 is a direct port with a network play
option that allows you to annihilate up to
8 friends in a single match. Also compatible
with all Direct3D video accelerators,

CIRCLE READER SERVICE # 086

Sony Interactive Studios America
PlayStation is a trademark of Sony Computer
Entertainment Inc. Twisted Metal and Drive Angry
are trademarks of Sony Computer Entertainment
America Inc. Windows 95 and Microsolt are
reqgistered trademarks of Microsoft Corporation.
©1997 Sony Computer Entertainment America Inc.
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ing technologies, spying and

hough we've already included a number of recommendations, there  dealing with your alien neigh-
were just oo many games for us to list properly, so some are added ~ bors, and managing the infra-

here. With strategy games, especially, there are many good lilles that will  structure of a vast star empire. BY
be released by December, and just because you see it here, and not on THQ's epic slrategy game isin |5
the main list, doesn’t mean it's any less a recommendation. reallime, with a tactical com-

Any Star Wars fan would be thankful to receive LucasArts’ bat engine to handle ballles

Rehellion as a gift this holiday, provided they enjoy deep-thinking between enemy space fieets. If
strategy games. This game puts you in control of either the Empire or  the gamer on your shopping
list likes science fiction, Pax would be a good choice.

Finally, MicroProse's 7th Legion is a good game for those who
want a quick and fun lime al their computers. Like other realtime
strateqy games, 71+ LEGlon has base building, but you get all your
money by killing, not by harvesting resources. This makes gameplay
fast and frenetic. The game also lets you hold special cards in a hand,
which can be played for special effects or bonuses, adding a twist to
the real-time wargaming.

the Rebellion, with the power to rule worlds, build massive space
fleets, and order about the stars from the movie (Luke Skywalker, Han
Solo, Darth Vader, and Princess Leia).

Blue Byte's Incubation is one of the few turn-based games avail-
able, and it's a good buy for those who like to spend time mulling over
moves. It loaks good with its 3D graphics, and is even better with a
3Dix card. You command squads of marines, outfitting them before
combat with weapons and equipment, and then ordering them about
against vicious aliens. The game looks good, and could be a good gift
for the strategy gaming alien aficionado.

NetStorm is a relalively good game -
that emphasizes unit placement ralher SIock"'g St""ers
than the constant commanding of troops. The Magic: The Gathering card game
You play on floating islands, and must would'be an addictive gift. MicroProse's
position nasty buildings and weapons on compulerized Magic game and its expan-
your island to destroy enemy land masses. sion sets are a good buy, but so are the
Activision's NerSor is really designed as original cards. You can purchase a boost:

an Internet game, so it can be played er pack (the starter deck you need (o
quickly even over an Internet connection, begin playing) and additional cards at
and supports hundreds of players in a many comic book, game, and book
number of online arenas. stores for under $10. You can visit the
Pax Imperia: Eminent Domain is a Magic company's Web site for more
grand fille in which you get to command a information al www.wizards.com.

galactic empire—colonizing worlds, design-

cCewW DECEMBER 1597



e These are the most treacherous

) F motorcraft courses ever created. Test your stomach on a vehicle equal parts
motocross bike and rocket as you scream across sun-drenched sea courses, tree-choked bayou swamps, and snow-
covered slopes. TruePhysics™ 3D technology brings every whip turn and spin into gut-wrenching reality. A triumph for the
PlayStation™ game console, Jet Moto for Windows® 95 features a network play option that enables you to race up to

- 20 friends simultaneously. Also compatible with all Direct3D video accelerators. Ride it. Feel it. Split some air.

Sony Interactive Studios America

-PlayStation Is trademark of Sony Computer

“Entertainment Inc, Jet Moto, TruePhysics are

£« of Sony Computer Entertalnment America Inc.

i Windows 95 and Microsolt are registered

£ trademarks of Microsolt Corparation, @1997

" Sony Computer Entertainment America Inc.
|
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EAST FRONT

1. East Front

Windows 95 CD-ROM, STBA

Talonsoft, (800) 211- 6504

www.ialonsoft. nnm _

Talonsoﬂ has cnnsistenlly Impmved ils producls wilh each release—
only stumbling shghtly when it venlured into the real-time arena with

Act 0F Sai.—but none of Its previous games will quite prepare you for

the polential of this grand tactical WWII simulation.

East FrRonT manages to capture
the gritty feel of WWII street
fighting, even in the early
version we played.

East FronT wears its wargaming heritage proudly: The hexagons hous:
ing the various formations aren't just roomy, they're simply enormous; the
tactical-level combat is as familiar as a boardgame layout, but feels less
abstract; the game is, as expected, turn-based. But the design team isn't
bound by lradilion, either. The sequence of play has been trimmed consid-
erably from the BarrLerronT series, yet it somehow manages to capture the
aritty feel of WWII street fighting, even in the early version we played. The
Al already seems better than previous Talonsoft games. With the fewer
phases per turn, East Faont should work much better for ballles between
two human generals (both email and Net play are planned).

CCW DECEMBER 1997

In an attempt to do justice lo the largest land campaign in history,
Jim Rose has assembled some of the finest minds in wargaming—
Richard Berg (Terrible Swift Sword), Jim Dunnigan (more than 400
game designs), and Dana Lombardy (the classic Streels of
Slalingrad)—to consult on the design. While we usually shy away
from design by committee, the overall effect here seems brisk, lense,
and addicling—a fitting beginning to what promises to be another
memorable wargame Series.

| Waltie dui tht § st siis




2. Panzer
General Il

Windows 95 CD-ROM, $59.95
S$l, (800) 601-7529
www.ssionline.com
here are sequels, and then there are
departures from the norm. While the first
Panzer GeneraL was lauded for its clean
SVGA-graphics palelie, it looks dated indeed
when compared {o the lush splendor of PG
II's hand-painted maps. The core of PG is
still there, as fun is still the main emphasis.

The original PG was
the best-selling

wargame in hfStOty Nevertheless, a lof of subile fouches add The campaigns are different from before, and
” * needed realism: You must now trace to a include minicampaigns and separate campaigns
and we’ll be very sur- ity or map edge for supply; heavy bombers  for the Soviet, U.S., and British forces. There are

. . . are replaced by medium bombers mare also more levels of victory, with some of the “take
P rise d If th ISS equ e‘ appropriate lo the operational nature of bat-  every last town” excesses from ALUED GengraL
doesn’t qufckly usu !’p tle; the abilities of recon units are enhanced;  happily gone. The original PG was the best-sell-

. and you can't simply drop into the enemy ing wargame in history, and we'll be very sur-
its throne. rear areas and start cranking out units. prised if PG Il doesn't quickly usurp its throne.

3. Achtu"g s”ﬂﬁr € Our own Denny Atkin called this

Windows 95 CD-ROM, $39.95 i .
Avalon Hill, (800) 999-3222 a “realistic, turn-based flight

www.avalonhill.com 'm 7 ?
ver since FLIGHT Commanen I, Charlie Moylan has been a designer sim.” Who are we to argue:

to watch for the unique angles he brings to old-style games. This
Over THE ReicH sequel benefits from an operational real-time overlay, but
retains the initiative-based phased tactical combat of ils predecessor. A
simple learning curve combines with a great Al to produce the best sim-
ulation of the Battle of
Britain since THER
FiniesT Hour (see
Rabin Kim's review
this month). Our own
Denny Atkin called
this a “realistic, furn-
based flight sim.” 5N : :
Who are we to argue? RS W00 U

wargaimnes
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4. Sid Meier’s
Gettyshurg

Windows 95 CD-ROM. $TBA

Electronic Aris, (800) 245-4525

www.ea.com

Sid Meier is no stranger to real-time games, as anyone who has
played PiraTes! or RAILROAD Tycoon can attest. As usual, Sid places

fun first, but the pleasant surprise is thal the design has a lot of

American Civil War flavor without getting bogged down in details. The

dynamic campaign includes a number of reasonable “what-if"

engagements, the famous and bitter fighting around Devil's Den and

Little Round Top, and even randomly generated scenarios. It looks as

though Sid has another big hit on the horizon.

5. Close Combat Il

Windows 95 CD-ROM, $TBA

Microsoft, (206) 882-8080

www.microsoit.com

Fcr all the hoopla surrounding real-time games, most of them are
actually overblown copies of Commann & Conauer or WarCRarT I,

The folks at Atomic Games at least follow their own muse, and every-

thing seems to have finally come together for them in this sequel to

Close Comsar, Moving from France to Arnhem makes for a lot more

interesting WWII gaming situation, and when you add in the improved

line-of-sight algorithms, better Al, and vastly improved interface, it's hard

lo recognize much of the original. This should be Alomic’s best game

since 1994's OperaTION CRUSADER.

6. Aide de Gamp 2.0

Windows 95 CD-ROM, $TBA
HPS Simulations (408) 554-8381
www.hpssims.com
10 DE CAmP is not a game per se, but a combination editor/utili-
fy/design kit that's a godsend to anyone who still enjoys playing
board wargames via email. The new version is Win 95-native, and
supports high-res, so that your panzer divisions look as vibrant on
the PC as on cardboard. You must own each individual boardgame
to use the product—no rules or Al are included—but it certainly
beats having your cat take out the Iron Brigade with a well-placed
paw. Of the more than 100 games supported by At oe Came 1.0,
over 95 percent should convert to the new graphic format, and HPS
adds new titles every month.

wargarnes
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7. Man 0’ War

ater should cause Civil War enthusiasts to give
this one a look.

9. Prelude to

ack in the prehistoric era, Simulations r’ Windows 95 CD-ROM, STBA
Canada crafted realistic naval wargames that Wate on Sierra (800) 757-7707
were solely textbased. Strategy Firstis a compa- his final hurrah for the original www.sierra.com

ny that believes that graphics are a necessity
rather than a luxury. Somehow, these companies
have joined forces to create a game that re-creates
the Age of Sail era from a command perspective.

It's totally different from either AH's Woooen Sxies
& Iron Men or Talonsoft's AcE oF Sai, and is one
of the freshest wargames of the year.

Windows 95 CD-ROM, STBA

Virgin, (800) 874-4607
www.slrategyfirst.com

8. Tigers on the
Prowl 2.0

espite lackluster graphics, this game remains

high on the CGIV readers’ Top 100 list,
because it is simply the most realislic, delailed
simulation of WWII tactical combat to be found

¢ Eogu
=

{

K {
9 A I orsC TR
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e T

anywhere. If you lie awake al night concerned how
changes in humidity on the battlefield might affect
average shell velocity, this is the game for you.
DoS, $59.95

HPS Simulations (408) 554-8381
www.hpssims.com

CCwW

BarTLEGROUND System strelches the old
engine to its limits. There are both set-piece
assaulls and ballles of classic Napoleonic
maneuvers to be found here, along with the
usual caveats: IU's still pretly and enjoyable, bul
it's still quite complex, as well. And If the full
campaign takes a long lime o complele, well,
this is the only Bonaparte currently on the
horizon for the PC.

= Thie Babile of Cuatre-liras, June 16, 1018

Windows 95 CD-ROM, STBA
Talonsoit (800) 211-6504
www.lalonsoft.com

10. Civil War Generals

ot only Robert E. Lee, but Sherman,

Grant, and the whole gang join in for this
mid-19th century extravaganza. Our main con-
cern is thal the engine seems much the same
as last year's, and the combat lacks the sheer
fun of Sio MEiER's GeTTyseura or the layers of
detail found in the best of Talonsoit's
BarTLegRounD series. Still, having a scenario
editor and plenty of batlles in the western [he-

DECEMBER 1997

Stocking Stuffers

Songs
of the
Civil War

{ you enjoyed

Ken Bumns'
epic TV mini:
serles The Civil
War, you are in
for a treat with
this soundirack. It includes *Ashokan Farewell,"
the “quintessential American lament,” according
{0 Bums (though it was written in the 1980s), as
well as period songs by artists as diverse as
Richie Havens, Sweet Honey in the Rock, and
Judy Collins. The various tunes are alternalely
biographical, soaring, bitter, and mourning—all
in all, @ microcosm for one of the best documen-
larles ever made.

Command Magazine

This Is.not the original boardgame:in-a-mag-
azine concept—that honor qoes to Stralegy &
Tactics—but it's the best. Every two manths,
Command explores conflicts from the famous
to the delightfully obscure, with the focus on
playability- and a huge dash of historical flavor.
The editors have a bizarre sense of humor—the
Spariacus game had a dead ringer for Kirk
Douglas, complete with dented chin—and
aren'l afraid of controversy. Past games have
covered a potential U.S.—Japanese conflict in
the late "90s, and'a “What if England and
France got embroiled in the American Civil
War?" For the price of one computer game, this
(ives you six wargames (plus historical articles)
on lopics that you are highly unlikely to see on
a computer screen anytime soon. Plus, many
of these are supported by Aipe b CAmP.
One-year subscription with games, $70
Command Magazine, P.0. Box 4017

San Luls Obispo, CA 93403
(800) 488-2248
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~ Diamond Viper 330

lﬂper 330, $199 [lll'n'IB]
Diamond Multimedia, (800) nﬁﬂ 58#6
www.diamondmm.com

opping the hardware list this yéqr is Diamond's new Viper 330

2D/3D graphics board, powered'by NVIDIA's speedy RIVA 128 chip.
This board look top honors in our recent 3D graphics roundup last
issue, and for good reason. Viper packs a wallop on all fronts: Windows
2D, 3D, and DOS, and it also has video-in and video-out.

In all of our testing, Viper turned in solid benchmark numbers, with
performance on par with 3Dfx's venerable Voodoa chipset. Direct3D
games moved along smartly, with smooth frame rates in almost all

cases. And as for the Spousal Rationalization Factor, Viper turns in very
fast scores on WinBench 97's Business Graphic WinMark, so it will run
your business applications speedily as well (like that really matters).
Viper also handled DirectDraw and DOS titles with aplomb. In addition,
its sel of bundled game titles doesn'l suck either, consisting of Moro
Racen, MDK: Misston Lacuna Beack, and a full version of iMagic's IF-22.
About the only downer about Viper is that it only comes in a 4MB
configuralion. The RIVA chip currently can't address mare than 4MB of
memory, so there won't be an 8MB version of Viper any time soon.

The Viper, the first
shipping 2D/3D
board we've encoun-
tered that delivers
on all fronts, will
make any gamer’s
holiday merry.

However, RIVA does support a special DMA
mode that allows it to rapidly retrieve textures
from main memory.

The Viper, the first shipping 2DI3D board
we've encountered that delivers on all fronts,
will make any gamer's holiday merry.

cowW DECEMBER 109/



2. Cambridge PG Works

PG Works, $99.95
Cambridge SoundWorks, (800) 367-4434
www.hifi.com
ambridge SoundWorks has made quite a name for itself over the
last several years. They, along with a few other speaker makers,
have redefined the quality of the audio put out by PCs. But, like most
other things, bringing that kind of quality home would set you back
more than a few shekels. Well, not anymore.

J

I

This $99 satellites-woofer combi-
nation delivers solid performance
for game audio and music.

Cambridge SoundWorks recently introduced PC Works, a $99 satel-
lites-woofer combinalion that delivers salid perfarmance for game audio
and music. And while the PC Works won'{ ratlle the rafters, it does put
out enough sound to comfortably fill the room; and it still sounds good
al lower volume levels as well.

In an AIB comparison against its sibling, the $350 MicroWorks, the
PC Works' high-end had comparable clarity and definition, though the
PC Works' low-end and max volume were clearly not as strong. Gaming
audio was solid, with more than adequale bass on explosions, and the
PC Works' high-end was again clear. Another minor annayance is the
PC Warks' wall-wart power supply, which gloms most of an electric out-
let, but that's a minor complaint.

If your old gray mare speakers just ain't what they used be, and
you're looking for a low-cost way to brighten up your PC's audio, check
out the PC Works.

3. Saitek X36 125

X36 125, around $109.95
Saitek, (310) 212-5412
www.saitek.com
F or anyone at all serious about flight sims, a solid joystick and pro-

grammable throttle are standard issue. Bul in the past this duo could
sel you back upwards of $200-300. Well, Saitek has flown in under the
radar to deliver the X36 Flight Control System. Now another slickithrotile
combination might not be very newsworthy, but a solid-performing
duo priced at about $100 certainly is.

This system brings out the control freak in us all, with the joystick

featuring a bevy of buttons and two eight-way hat swilches, while the

This system brings out the con-
trol freak in us all, with joy-
stick and throttle featuring an
array of buttons, hat switches,
and dials.

throttle is equally endowed with an array of switches, buttons and dials,
and also includes an innovative rocker control which emulates rudder
pedals. The X36edit Windows programming utility is fairly straightfor-
ward, albeit not entirely glilch-free.

For experienced flight-sim jocks as well as newbies looking to get
started, the X36 system will put you firmly in control.

CGW
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A GOOD 7TH LEGION RECRUIT
HL\g\rl\lYS SALUTES HIS VICTIM,.

oo

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

respects” is done with a dignified SINGLE FINGER SALUTE.
.g\.n..ﬁ' 0 " \
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ruthless mercenaries gels smarter as they. via modem, LAN or Internel~then deploy aclion feverish, finger-blislering combal with action

collect mutilaled bodies for cold hard cash. element cards to wreak havoc on enemies. faster than any other real-time strategy game.



4. Microsoft SideWinder Force
Feedhack Pro

SideWinder Force
Feedhack Pro, $149
Microsoft, (206) 862-8080
www.microsoft.com/sidewinder
hile there's been a whole lotta shakin' goin' on about force-
feedback, only a few products have actually shipped, and game
titles are just beginning to take advantage of this technolagy. But given
the number of titles currently in the works that incorporate this tech-
nology, a force-feedback controller may soon be standard-issue equip-
ment for any gamer. Microsoft and Logitech, the leaders in the joystick
market, are both doing force-feedbck sticks, but Microsoft has gotten
to market first with its SideWinder Force Feedback Pro.

This second-generation stick's
digital design allows for more sub-
lle eifects, and it's DirectX 5 com-
patible. And although it doesn't
ship with a force editor, you can
download Immersion’s |-Force
Studio 2.0 and edit DirectX
games'’ forces that aren't coded
directly to SideWinder. If you want
the holidays to be a wilder ride,
lake a look at the new SideWinder,

BUYER’S GUIDE
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3. Thrustmaster Rage 3D 100

Rage 3D 100, $39
Thrustmaster, (503) 615-3200
www.lhrustmaster.com
'I'n say there are more than a few gamepad offerings out there for
your PC would be an understatement of understatement. But despite
the gaggle of offerings, most seem targeted toward those gamers who
have smaller hands, leaving most adults with "gamer's claw” after a
long session. To remedy the problem, Thrustmaster has come up with
its Rage 30 (no relation to ATI) gamepad controller. Spacifically de-
signed for larger hands, this new controller uses a “lizard-gye” thumb
pad in lieu of the more traditional thumb dish. The result is much easier
operation and reduced fatigue from prolonged usage. With a host of 3D
sports litles on the way for the Holidays and early next year, Rage 30
will add hours of “claw-free” game time.

6. Plextor
12/20PleX

he Plextor 12/20PleX is the fastest CD drive you can get, periad. Ignore “24x" drives, the 12/20
blows away every so-called 24x drive we've seen so far. Given that DVD drives will arrive in full
force next year, the 12/20 may very well be the last CD-ROM dirive you'll ever need—it's that good. It

12/20PleX, $230 without SCSI adapter, reads just about every CD format out there, and also comes with a nifty tool for managing your CD

$350 with PCI SCSI adapter
Plextor Gorp., (800) 886-3935
www.plextor.com

drive. You can set the maximum spin rate and the delay before the drive spins down; you can even do
one-click CD copies. The only potential downside is that the 12/20Plex is a SCSI device, so if your
system is SCSI-deficient, you'll need to add a host adapter.




7. Diamond Stealth Il

Stealth II, $119.95
Diamond Multimedia, (800) 468-5846
www.diamondmm.com
I n the past, low cost and high performance
were mutually exclusive concepts when It
came to graphics cards. If it was cheap it was
slow; if it was fast, it'd cost ya. The Stealth Il
from Diamond turns this logic on its head.
The Stealth Il uses Rendition's new V2100,
which delivers superb 30 speed and solid 20
performance. The best part is the price:

$119.95 gets you a hot graphics card with
4MB of RAM. It benchmarks within an inch of
a 3Dfx card and you don't even have to give
up an extra PCI slof. The one downside is
slow 320x200 VGA graphics, which Is becom-
ing more irrelevant every day. This card can
grace anyone's Christmas list with refatively
fittle pain to the wallet.

8. 3Com ImpactiQ
External ISDN
Modem

ImpactlQ External ISDN, $330
3CGom, (800) 638-3266
www.3com.com
kay, so it's a “terminal adapter with built-in
NT1," but ISDN modem is easier to write.
The external version of the ImpactlQ was one
of the easiest datacomm devices we've ever
set up. Plug the cable into the serial port. Plug
the ISDN jacks in, install the driver, follow the
SPID wizard and you're connected. All you
need to know are the two ISDN numbers.

[~

The two standard phone jacks in the back of
the unit are another nice feature: You can have
a voice phone and a fax machine attached,
both of which work flawlessly when you're not
connected. Throughput is quite good—I've
seen download speeds of more than 4,600
bytes per second from CompuServe (which
supports only a single 56Kbit connection). The
one downside is your phone company. Even in
ISDN-friendly California, gelting the line work-
ing can be the biggest headache.

9. Ganopus Pure3D
Pure3D, $179
Canopus Corp., (408) 954-4500
WWW.Ccanopuscorp.com
rriving late to the 3Dix party, Canopus
brings a 6B dedicated 3Dfx accelerator
to the lable. 2MB are dedicated to frame buffer
and z-buffer and 4MB are for storing texture
maps. Having 4MB of dedicated texture mem:
ory helps even in current games—some of

DECEMBER 1837

GAMING ACCELERATOR
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those annoying pauses that occur when new
textures are loaded from main memory disap-
pear. However, it will really come into its own
with the next generation of games, which use
higher resolution textures. There's no software
bundle, but the price is right. If you're just now
looking for a 3Dfx add-on card, this is the one
to check out.

10. Hitachi
Superscan Elite 751
19-inch Monitor

Superscan Elite 751, $1149
Hitachi NSA, (800) 441-4832
www.nsa-hitachi.com

g've moved enough 21-inch monitors to

know that we never want lo lift another
one. Yl lately, 17-inch monitors have begun lo
seem, well, inadequate. The answer is the new
crop of 19-inch monitors. The Hitachi 751 rep-
resents one of the best of
the new breed. In addition
to weighing only 55
pounds, it fits neatly into
the space of a 17-inch
display. With an 18-inch
viewable screen, it seems
huge compared to the old
one. It has a full set of
digital controls, can sup-
port true 1600x1200 res-
olution, offers a very high
refresh rate, and is energy
friendly. If you're in the
market for a new monitor,
check out the 751.
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- !TM?K OF THE MUTANTS

1. Spy Fox in Dry Cereal

Windows/Mac CD-ROM, $39.95
Humongous Entertainment, (800) 499-8386
www.humongous.com
Juniur secrel agents, prepare for action: A most heinous crime has dis:
rupted breakfast. Dairy calile all around the world have been cow-
napped by a disgruntled billy goat, farcing children everywhere to eat their
morning cereal milkless! Your mission, should you choose o accept it, is
to help secret agent Fox—Spy Fox—on his quest to capture the evil Billy-
the-Kid. Your journey takes you to the Greek island of Acidophilus, where
Professor Quack, creator extraordinaire of spy-gadgels, is waiting for you,
as is your faithful assistant, Monkey Penny. Before you explore the island,
you'll need to slip a few of Quack's latest crealions into your tuxedo pock-
et (Spy Putty, X-ray Gum, and Spy Trap should prove useful).

As you guide Spy Fox through the adventure, you'll encounter a
menagerie of eclectic characters, wha'll help you solve the case. Play
(0 Fish with Mr. Big Pig; chat with Bea Bear, the loose-lipped cantina
waitress; attempt to
glean some information
from the myserious
feline fatale, Russian
Blug; or summon assis-
tance from Mata Hairy.

Targeting an older
tdemographic range
(ages 5-10) than the pre-
vious Junior Adventures,
Sey Fox contains more
traditional adventure game elements. After you speak (o cerlain charac-
ters, for example, their information will be stored in thought balloons
(which you can later use to ask other peaple about the characlers).

While far more challenging than the previous litles, Sev Fox still
maintains all the great little Humongous touches—an easy-lo-use
interface, amiable characters, and an abundance of delightful hotspots
for kids to click upon. And you can bet thal the James Bond spoof-
theme will provide plenty of laughs for parents, loo.
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9. Backyard Baseball

Windows/Mac GD-ROM, $39.95
Humongous Entertainment, (800) 499-8386
www.humongous.com
emember those halcyon days when you used to grab a few pals, a
bat, and a couple of balls and find a quiet, dusty street, for a few

innings of baseball?
Well, now your kids
can enjoy fhe same
experience, even
when il's rainy out:
side and nobody else
wanis to play.

BackyaRD BageaLL
lets kids select their
own leam of players
from a gaggle of neigh-
borhood kids, all with unique quirks and fraits. There's a pair of twins who
will only play well if they're on the same team, as well as a brother and sister
duo who perform better on oppasite teams. The game features two main
modes of gameplay: You can either play a Pick-Up game—a single game on
one of seven makeshift fields—or you can enter the Backyard Baseball
League and begin the first of 14 games againsl a variety of different teams.

Once you've picked your team, named it, and selected your team
colors, you're ready for action. While your team's at bat, your mouse-
click determines when each team member will swing, how hard they
should swing, and where they should hit the ball. And don't forget to
prompt your players to run the bases. Similarly, when your team is figld-
ing, your mouse-click indicates where they should throw the ball. You'll
also be in control of pitching, but go easy with those “heat” pitches:
You mustn't let your pitcher run out of juice before the end of the game.

Backvarp BasesaLL is not only the first game in Humongous' Junior
Sporl's ling, it's the first computer baseball game designed for children,
period. It will appeal to boys and girls alike, and its colorful cast of char-
acters and engaging gameplay make this an excellent addition to any
game collection,




3. Schoolhouse Rock:
1st & 2nd Grade Essentials

Windows/Mac GD-ROM, $34.95

4. Grossology:
The Science
of Really

teed to maintain your child's
interest, and there really is a
valuable biology lesson to be
learned, if you can manage to
look past all the goo.

Greative Wonders, (800) 543-9778
www.creativewaonders.com
Parents, we guarantee that you'll be rocking out along with
your kids when you hear the familiar sounds of “Conjunction
Junction," “Unpack Your Adjectives," and “My Hero Zero." The
highlight of this CD-ROM has to be this superb collection of pop-
ular Schoolhouse Rock tunes, along with the original animation.
ScooLHousE Rock 1sT & 2nD GRADE ESSENTIALS also includes a
great selection of interactive games specific to the first- and sec-
ond-grade school curriculum. The games extend the songs’
themes, teaching your
child the basics of

languages, and social
studies. It's hard to
say who'll enjoy this
product more...chil-
dren experiencing
Schoolhouse Rock for
the first time, or
grown-ups consumed
by waves of nostalgia.

math, science, reading,

Gross Things

Windows/Mac CD-RON, $35
SegaSoft, (888) SEGASOFT
www.GrossologyGames.com
arning, this title is not for
the weak of stomach.
GrossoLoay teaches the ins and
outs of the human body—
focusing, of course, on the gory
elements—in a down-to-garth
manner that children will love,
Aimed af kids aged 6-14,
GrossoLogy features nine Yucky
Games, including Poo Poo
Pinball, Burp-0-Rama, and Ack
Altack, in which you must
malch a slang term (such as
“butt-hale opening”) with its
official biological term. While
this one may just be too much
for some parents, it's guaran- .

5. Pirates:
Captains Quest

lrade and negotiate with merchants and chat
with the townsfolk, who may have information
pertaining to the quest. Part adventure, part

Wish List

Windows/Mac CD-ROM, $34.95
Discovery Channel Multimedia,
(B00) 678-3343
http://multimedia.discovery.com
IRATES: CapTains QuesT,
from Discovery Channel,
takes kids back to the begin-
ning of the 18th century on a
journey across the high seas.
In the role of ship's captain,
your child will be given a
quest, and must navigate a
merchant, privateer, or pirate
ship across the Caribbean,
deciding when to do batlle
and when lo bring the ship
into port. The captain must

sirategy game, PIRaTeS eases your children
into the concept of resource management.
And, as you'd expect from a Discovery title,

they'll learn a little history along the way.
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Omv's Draw-A-Story, from Broderbund,
will provide & creative outlet for your
kids. They can draw pictures to complement
the young Jamaican girl's slories, or choose
to write and illustrate their own lales.
Mercer Meyer's Lillle Monster is
brought to life in GT Interactive's story-
book, Lirtee MonsTER: THE SMELLY
Mysteay. Children can help Little Monster
and his assistant, Detective Kerploppus,
figure out who has been switching the
smells around in Monsterville by uncover-
ing clues hidden throughout the story.
Saturday-morning cartoon star Nightmare
Ned makes his CD-ROM debut in an action/
adventure game (with a Nightmare Belore
Chrisimas feel) from Disney Interactive.
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YET ANOTHER EVIL PLOT TO UNDERMINE THE
PRODUCTIVITY OF THE AMERICAN WORKER.

Lose Your Marbles. A puzzling diversion
of 3D marbles, manic maneuvers, and

multiplayer action. Available now.

BETTER THAN TETRIS”
OR YOUR MONEY BACK.

Free demo at wwwi.segasoft.com

CIRCLE READER SERVICE #365



6. Madeline
Glassroom GCompanion:
1st & 2nd Grade

Windows/Mac CD-ROM, $34.95
Creative Wonders, (800) 543-9778
www.creativewonders.com
Madeline, the teeny-tiny French girl, is back
with a new CD-ROM thal is magnifique.
As does ScrooLHouse Rock, Mapeune follows
the first- and sec-
ond-grade school
i curriculum, teach-
ing basic skills
through gameplay.
Madefine’s Magic
Show; for
example, tesis
your child’s
knowledge of sci-
ence. Madeline and her friend, Yvelte, ask your
child to help them with addition and subtrac-
lion. Most fun of all, though, is Madeline’s
Stalionery Store quessing game, where kids
can maich words and images in either English,
French, or Spanish, MADELINE CLASSROOM
Conparion also includes a vast range of print-
able activities, including an adorable Madeline
paper doll with a selection of outfits for kids to
cul oul and keep.

7. Secret Paths
in the Forest

Stocking Stutfers

f you're looking for a gift for a

young teen, you can't go wrong with
any one of R. L. Stine's best-selling
Goosebumps books. If you're planning
to buy Dreamworks' THE ATTACK OF THE

Murant CD-ROM game, why not
include the original novel as part of
the same gift package?
Goosebumps Book Collection
Parachute Press/Scholastic Inc.

Windows/Mac CD-ROM, $29.95
Purple Moon, (888) 2PURPLE
Www.purple-moon.com

ECRETS Patns, a “friendship adventure,”

for girls aged 8-12, allows your daugh-
ter to meet and interact with computer
chums, and help them resolve cerlain
issues. In order to advise her virtual friend,
your child will venture into a secret forest.
Auditory clues and puzzle solving will lead
her toward secret stones containing mes-
sages that will assist her friend. The game
can be extended into “real life" via Purple
Moan's online communily, which provides a

safe place for girls lo chat online, and
allows them o collect and trade "virtual trea-
sures.” Look out, toa, for Purple Moon's
other lille, Rockerr's New SchooL.

8. The Cat in the Hat

Windows/Mac CD-ROM, $34.95
Broderbund, (800) 521-6263
www.hroderbund.com
'I'oo wet to go out and too cold to play ball? It
sounds like your child could benefit from
the company of a certain floppy-hatted feline.
The latest interactive storybook lo be brought to
life by Broderbund's Living Books division, THE
Car v THE Har allows kids to play an active role
in Dr. Seuss' fale. See how many items you can
make the cat balance; draw funny faces on pic-
tures hang-
ing onthe
wall; or try
giving Thing
Oneand
Thing Two
makeovers.
For ages
3-8.
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9. The Adventures of
Valdo and Marie

PC CD-ROM, $29.95
UbiSoft, (415) 547-4000
www.ubisoll.com

oung historians will want to check out

UbiSoit's
VALDO AND MARIE,
an adventure
game setin
1580, which fol-
lows two young-
slers on a journey
from Portugal to Japan. As Valdo, you must
locate and reconstruct the missing frag:
ments of the map that will quide you to your
destination. Based upon primary source
information, the game promises to give
10-14-year-olds an accurale lesson in histo-
ry. Don't let that put your kids off, though.
They'll be so busy digging up clues, thinking
through strategies, and solving puzzles that
they won't realize they're actually learning
something until it's too late.

10. Goosebumps:
Attack of the Mutant

Windows 95 GD-ROM, $39.95
Dreamworks Interaclive,
(80D) 426-9400
www.dreamworksgames.com

he second Goosebumps litle to be

brought to CD-ROM, ATTACK OF THE
MuranT calls
upon your
child to save
the world from
evil. The idea
of this 3D
action-game—
which fealures the voices of Adam West and
Jim Belushi—is to outsmarl the bad guys,
and foil the nefarious Masked Mutant's evil
plan to turn the world into a comic book.
While the game does require strategic think-
ing and problem-solving skills, there isn't a
great deal of hidden educational value in this
one. Nongtheless, it's a lot of fun.
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) 1. The Simpsons: Virtual Springfield

Windows 95 and Mac CD-ROM, $29.98  the Nuclear Power Plant, and check out at the poor unsuspecting citizens as they
Fox Interactive, (310) 369-7000 the hilarious outtake tapes at Krustylu venture into the movie theater. Or, you
www.loxinleractive.com Studios. The more mischievous among can just hang out at Bart’s house and

ondering whal to buy your pals for  you can launch water balloons from become one of the family. Don’t like that

Christmas? Don't have a cow, man,  Barl's Tree House, or chuck candy bears idea? Fine. Eat our shorts.
we have the perfect
solution—a trip to
exotic Springfield,
and a chance to
spend some quality
lime with America's
favorite dysfunction-
al family. Fox
Interactive's 30 re-
creation of the
Simpsons’ home
town allows you to
visit all the well-
known hangouls.
Meander through
the streels of
Springfield, drop in
for a beer at Moe's
Tavern, stop for a
doughnut break at
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2. Easy CD Creator
Deluxe Edition

Windows 85 and Windows NT CD-ROM, $99.85

Adaptec, (800) 442-7274

www.adaptec.com

WOW. how exciting! Software to control a CD-ROM burner (or
50 you might think). But Adaptec’s Easy CD Creator DeLUxe

is more than just software that allows you to archive your down:

loads and other important data to CD-Recordable discs. The pack

age also includes the innovative CD Spii Doctor program, which

allows you to connect your home audio equipment to your sound

\

card and record your favorite old cassette tapes and phonograph
records onto a CD. Now you'll never have to worry about scratch-
es or lape breaks again when you want to play those old Blue
Oyster Cult singles or the extended dance mix of the Vapors'
“Turning Japanese. " Of course, the program also works with CDs,
allowing you to create mixes with songs from your favorite audio
discs. It's also the most reliable general CD-R software we've
seen, allowing you to do other things while burning dala to disc
without the worry that you'll create a coaster. The software creates
data, video, and audio GDs, and allows you to make backup
copies of unprotected CD-ROMs. If you're looking to buy (or ask
Santa for) a "big ticket” Christmas qift this year, you could do
much worse than Easy CD Caeator Dewsxe and an under-$500 CD-
Recordable drive.

3. MGI VideoWave and
ATI All-in-Wonder

VideoWave: Windows 95 CD-ROM, $99.95
MGl Software, (888) MGI-SOFT
www.mgisoft.com

All-in-Wonder: For Windows 95, $270
ATl Technologies, (905) 882-2600
www.atitech.ca

I your favorite gamer is also an amateur video producer (you

know the type: the one who makes sure every family moment is
forever preserved on 8mm videotape), we have just the qgift combi-
nation for you. MGI's VideoWave lets you digitize, cut, splice, and
add titles to video. The speedy MMX-enhanced package rivals the
capabilities of professional video editing software costing six times
as much. Whether you want to grab video clips of your adorable
baby to email to Grandpa or edit scary Uncle Albert out of your
holiday films, VioeoWave makes it easy. Your edited video can be
saved in AVI or MPEG format, which are suitable for use on Web
pages, or for writing to a CD-Recordable disc.

In addition to a video source (a VCR or video camera), you'll
alsa need a way to get the video into your computer. Our favorite
is ATI's All-in-Wonder card. As a standard video card, the All-in-
Wonder has great 2D performance and some of the best video
playback we've seen, as well as passable 3D graphics (action and
sim nuts will want to pair it with a 3Dfx-based card). But the card
also includes a cable-ready TV tuner, which lets you walch TV in a
window or even as your background wallpaper, as well as video
input and output for digitizing video or playing games on your
television sel.
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LIHD WANTS
SOME WIANG? \.

Shadow Warrog is here, Lo Wang.
#1 Mssassin. #1 ¥akuza abuser.
) Freak fragger. #1 Mutant mutilator.
ttl teasan to be scared of the dark.
#] Son-of-a-Bitch. 5o say Sayonara tn : f
all the Minja wanaabes that have gone I
befure and put on your tamhat sandals...
Lo Wany is coming ta the Land of the
Rising Sun to tum out the
lights. Shadow Warrior.

The Zen is guing to hit the fan,

“There’s no doubt that Shadow Wariar
cemates the competition.”
Liamehlice: Weekhy

A Y i&;-.gl_ | . :
Fougy wmubti-cotured lighting, tansgarest Mg li-jinks, Lo-Iang spealg aud w=Plaier Wanghang (deathmateh), -l aml Team
wiater..dabal immersion. total interaction than Duke Mukerm 20 Pla mudes with all-new Handiapping option.




FRESH FROM THE CREATORS
OF DUKE MUKEM 30

e A e T GET YOURSELF A SLICE OF
. o T &% % THERCTION 1N STORES...NOW!
/ " or download the shareware at

Sewn www.shadowwarrior.com
" A\ o 3
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Getting Great Glfts for

Gamers «

our holiday shopping is going well. You finally found a Tickle

Me Cookie Monster for [ittle Jessica, @ Mucous Tick for your
nephew Max, and a green tie for Uncle Doug. All that's leftls to
find something for cousin Lee, the computer gamer.

Upon walking into your local software store, however, your
senses are assaulted by brightly colored boxes of all shapes and
sizes. Everything from tanks and alrplanes to dinosaurs and sev-
ered limbs vie for your attention. How on earth do you choose
the right gift?

The Hard(ware) Choices

The first thing you'll need lo determing is what kind of computer
Lee has, and how it's equipped. Of course, doing this without giv-
ing away why you're asking will take some smooth talking. You
might express interest in getting a computer of your own, and ask
wha kind of system Lee has for comparisen.

Is it a PC, running Microsoft Windows, or a Macintosh? This
determines in which section of the store you'll need o shop. PCs
and Macs use different programs, although a very few games will
include bath PC and Mac versions on a single CD,

Next up is determining which operating system (the program
that controls how the computer works) they're using. On a PG, this
will normally be Windows 95, Windows 3.1, or MS:DOS. Ona
Macintosh, it will be System 6, System 7, or Mac OS 8. Check the
system requirements listing on the box of the product you're buy-
ing to determine which operaling system it's designed for. Most
new games are deslaned for Windows 95, so if your giftee has a
PC and is still running MS-DOS or Windows 3.1, Windows 95
might be the gift of choice instead of a game. Note that MS-DOS

games will run on Windows 95 systems, but setting up the comput-

er to run them properly can sometimes be a complex task. Unless
lhe person you're buying for is very computer-savwy, it's best o
stick to Windows 95 games.

Other computer specifications you'll want to determine
and check against the game's system requirements box are
the following;

1. The amount of RAM (generally 8MB, 16MB, 32MB, or more)

2. CD-ROM speed (2x, 4x, Bx, or faster)

3. The type of processor (486, or the faster Pentium, Pentium
Pro, and Pentium Il in the case of a PC; or 68030, 68040, or
PowerPC in the case of a Macintosh)
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(Children
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':Fantasy novels, myths, fiction
35 paced action. violence

4. The speed of the processor (usually @ number ranging from
25MHz up lo 300MHz)

Note that It's fine if you have more than what the box requires;
which means a game that requires a 100MHz 486 with 8MB RAM
should work just fine on a 233MHz Pentium Il with 32MB RAM.

Finally, if Lee owns @ PC, you'll need to find out what kinds of add-ons
it has. Almost all gamers will have the Super VGA-graphics capability
required by today’s PCs, but a few cutting-edge games require a 3D
graphics card, as well. A mouse is de rigueur on taday's PCs, but does
the.game require a joystick or gamepad, and if so, does Lee have one?
Al least there's one less add-on hassle—if you buy a Windows 95 game,
you shouldn't have to worry about what kind of sound card Lee has.

It Takes All Kinds

Now you know what type of system Lee has, So you can tell if a
game will work on it. But you still haven't actually chosen a game!
We!ve listed a variety of interests below, along with the genres of
games that usually appeal to folks with those interests. Once you
determine the genres Lee is likely to be interested in, check the appro:
priate section of the *Holiday Hot 100" for some can't-lose games.

INTEREST SECTION

Aircraft, military aviation, ships Simulations
Auto racing, motorcycles
Brain teasers

Card games, classic games

Classics/Puzzles
Classics/Puzzles
Kid’s Software
Hardware/Santa’s

Other Surprises
Adventure/Role-
Strategy
Adventure/Role-PI
Action

nungenns & Dragons

Action, Space Simulations |



4. Kodak DC-210

Windows 95 or Macintosh, $899
Kodak, (800) 508-1531
www.kodak.com/daiHome/dc210/

how us a computer gamer who's not

into gadgets and we'll unmask him as a
WonroPerreer buff who's just trying to look
cool. One of lhe hollest gadgets oul there
right now is the digital camera, which lets
you take pictures without expensive film,
and immediately download them to your

ORI, T

computer. Until recently, a digital camera e - s ——

with good resolution that wasn't limited to ~ {_ 3 P
just a few pictures cost a bundle, but new

lower-priced offerings from Kodak, Olympus, and Sony have video output for displaying your pics on the television sets of
brought them into the realm of obtainability for those of us still  computer-Luddite friends and family. Compact Flash picture
stuck down in the middle class. cards can hold up to 60 images, and allow quick downloads via

One of the better values out there is the Kodak DC-210. The a laptop. And Adobe PHotoDELUXE is included, to make it easier
camera lakes shots in 1152x864 resolution, and features a 2x to cut and paste your kid into the image of a jet fighter cockpit
zoom, a red-eye reduction flash, an LCD preview screen, and (or your boss into a photo of a compromising position).

3. CGW

Computer Gaming World, (800) 827-4450
$27.94 for naked edition, or $42.95 with
CD-ROM (12 issues), www.computergaming.com

Have we got @ Christmas  slrategies, and everything else
gift for you. It's sixteen  you'll ever nesd to know. She even
years old, a ton of fun, comes with her own seedy room,
and won't get you into which is jam-packed with hot
trouble. You'll never demos and plenty of other good-
hear a complaint from ies. This is the gift thal just keeps
- this little beauty, not  on giving. Not only will you be
even if you spill cof-  able to enjoy this little gem at
B fee on her. Still Christmas time, but you'll receive
4 J A quessing? Lel us  a brand-spanking-new model each
s give you a clue:  month thereafter. And did we hap-
She's available  pen to mention that, at only
once a $27.94 for the naked edition,
month, and  she's also extremely good value. If
will arrive you haven'l guessed by now what
full of the latest  we're talking about, let us spell it
gossip. She'll offer tips, out for you: CGW.

W
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-~ Actual Tn-gameg -..;lfu:n shot

Westwood’s ]
own True Color
Emulation
delivers game
play and break
through lighting
and special affects in full
screen (6440 x 480).

it k801

Chiemnatle Sequahice

Actual In-gamo sereen shot

IR R R

Cinmmatis Sequence
A3

|

Over 70 Real-Time virwal
actors pursuing their own
agendas that effect your
final outcome each time

you play.

Blade Runner © 1982 Blade Runner Partnership, Blade Runner™ Blade Runner Partnership. © 1997 Blade Runner/Westwomd Partinership

631997 Westwoud Studios, Tne, W ! Studios is o

1 Studios, Ine.

™

Actual Insgania scroon chol v

Real-Time camera movements

DURING game play, and
Real Time animation with
Westwood's own oplical

motion ¢apture technology.
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WWW-BLADERUNNER.-COM

The First Real-Time 3D Adventure

Armed with your investigative skills and the tools of a 21st century
BLADE RUNNER™, you'll be immersed in a futuristic world that
revolutionizes computer gaming, and tests your ability to survive in

one of the richest and most atmospheric games ever created for the PC.

CoMMING NOVEMBER 1997 TO RETAILERS EVERYWHERE
OR CALL 1-800-874-4607

westwood

www . westwood.com
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In Our Ongoing Quest for
‘the Best, We Test 7

Top-of-the-Line Systems
from Major Manufacturers
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ULTIMATE GAME MACHINE >

ell, it’s that time of year again. A
time when we go in search of
the one thing every gamer cov-
ets. No, not a blind date with
Agent Sculley, but what may well be the next
best thing for hard-core gamers: The Ultimate
Game Machine (UGM). This time, we looked for
the machine that cuts no corners, makes no
trade-offs, and hits on all cylinders from the
nanosecond you fire it up. Many showed up to
play, hut only a select few put the right compo-
nents in the box and integrated those parts into a
seamless unit. Not an easy task, given the dras-
tic changes that have unfolded over the past
year in the world of computer-gaming
hardware. B
Since last year’s UGM
roundup, we've seen th
introduction of a new
CPU, the Pentium Il (P-1I);
Intel’s Accelerated Graphics
Port (AGP); a new generation
of faster 3D-graphics chips; and
the Universal Serial Bus (USB). The
Pentium Il brings together several
key technologies: a faster P6
(Pentium Pro)-class archi-
tecture, MMX, and the ability
to scale up clock speeds
that currently top out at
300MHz.

&

As games relentlessly push hardware to its
limit, AGP will give the PCI hus some much-
needed relief, allowing 3D games to increase
both scene complexity and the amount of
texture maps used to create next-generation
titles. At the end of the larger AGP pipe waits
a new generation of 3D accelerator engines,
which, coupled with the P-Il CPU, will offer
substantial speed and image-guality improve-
ments over previous generations. And while
USB will hecome more important to gamers
over time, the current dearth of controllers,
combined with DirectX/USB teething pains,
seems to indicate that the dawn of the USB

age is not guite upon us.

~ In this first part of our four-

% part series, we went
_ looking for the hest
 off-the-shelf “burn,
- baby, burn” sys-
~ tem we could
0l find—the kind we
-  would buy if money was no
' lecl. We wanted performance and
lots of it. And we found it, at times
" in some unlikely places. So hold onto
."-nur hat: We’re set to tell all ahout
. the folks who did—and didn’t—put
together all the pieces of the
~silicon puzzle for this

year’s magnum opus.



Dell Dimension XPS D300

ULTIMATE GAME MACHINE .

longtime player in the

home/multimedia markels,

Dell is starting to make

inroads into the gaming

machine markel as well. In its
new XPS D300, Dell has put together
some solid components, including an
AGP version of STB's Riva 128-based
Velocity 128. The result is a pretty stout
rig that fared well for the most part in test:
ing and caused no notable headaches
during setup.

A large step-by-step foldout manual
details the setup process, and we got
the box ready to roll in 10 minutes. The
system’s Phoenix BIOS allows rudimen-
tary access lo low-level system settings,
though it doesn't get into much granu-
larity. Gelting to the innards is a breeze;
remove one thumb-screw and the
tower’s side panel slides off to reveal
easily accessible system components.
Other accoutrements include a 19-inch
monitor, an Altec-Lansing ACS-490
speaker system, and Microsoft's
SideWinder Pro joystick.

The XPS D300 arrived with DirectX
5.0 installed, though this unit is a press

eval road-dog, and DirectX may have
been installed at its previous stop. In
real-mode drivers, Dell goes two for
three: Mouse and audio drivers are ready
to go, though a real-mode CO-ROM dfri-
ver wasn't included. In a quick look at its
USB functionalily, the XPS D300 detect-
ed the ThrustMaster Top Gun joystick
and installed the driver without incident.

tion. While it certainly covered the fun-
damental bases, including a US
Robotics Sportster 56K X2 modem, Dell
opted not to include more game-specif-
ic hardware, such as a PCl-based sound
card that supports 3D positional audio,
or a dedicated game card that would
better hold calibration settings for ana-
log controllers. Also absent was a Zip

In all foumgame tests, the XPS D300 pasted
Speeqy frame rates, and it never hiceliped
during gengraﬁge"-"epiqyt

As for performance, sometimes second:
best is fine. The XPS D300 turned in very
respectable second-place finishes behind
Falcon Northwest's mighty Mach V in most
tests and actually edged out the Mach V in
the CD-ROM WinMark test. In all four
game tests, the XPS D300 posted very
speedy frame rates, and it never hiccuped
during general gameplay. In facl, along
wilh the Falcon, this Dell box was one of
the least troublesome rigs we tested.

Perhaps the XPS D300's only downer
is ils somewhat plain-Jane configura:

drive for larger files and backup. Of
course, all these items can be picked up
after-market, and the Zip drive is an
add-on option from Dell.

For about $3,600, then, Dell's
Dimension XPS D300 delivers solid
game performance across the board.
You may need to add bells and whistles

lo taste, but e
this box pro-
vides a good e
foundation. :
—ps | RATED % % % * +
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Falcon Northwest Mach V

ULTIMATE GAME MACHINE

alcon Northwest has long built custom

systems tuned to the needs of hard-core

gamers. This version of the Mach V sys-

tem redefines the phrase “over the lop.”

Out of the box, everything sels up easily,
though you may need help hefting the 21-inch
Viewsonic monitor onto your desk. Falcon
Northwest also delivers custom documentation that
lists your personal setup, including hardware and
software configurations. All the DOS real-mode
drivers—CD-ROM, mouse, sound—are present and
configured into the system, as was DirectX 5.0. Oh,
and there’s also the famous black T-shirt.

The Mach V begins with an ASUS P2L97 AGP
molherboard set at a 68MHz system bus clock—
the Pentium Il processor actually runs at 306MHz.
The Falcon's Award BIOS has lots of nifty tricks
built into it for tweaking your system, but be wary—
a poor choice means a very unstable system. Slir
into the mix 128MB of 100MHz SDRAIM, toss ina
Diamond Viper 330 AGP accelerator (a CGW
Editor's Pick last month) and you have a smokin'
20/3D accelerator, However, the RIVA 128 wasn't
good enough for Falcon Northwest, so it tossed in
the Quantum3D Obsidian 100, which consists of
two (yes, two) linked 3Dfx Voodoo PCI boards,
each with dedicated frame buffer and texel proces-
sors. Of course, it takes up two PCI slots, but the
result is a GL Quaxe TimeDemo average (al
640x480) of 54.3tps!

As you might guess, the system performed
pretty well in other areas, too. The Plextor
12120 CD-ROM drive generally kept pace with
the supposedly faster EIDE CD-ROMs in other
systems. In harmony with this system'’s “every-
thing and the kitchen sink" philosophy, Falcon
Northwest builds in a Creative Labs DVD-ROM
drive. This first-generation DVD system, howev-
er, is probably the weakest link in the system;

i-.‘!l pm in (o i= i fa

a belter job of slaying cali-
brated than sound card
joyslick ports. The Mach V
also ships with a full com-
plement of CH flight controllers, including the F16
Combat Stick, Pro Throttle, and Pro Pedals, a setup
befitting the Mach V moniker. The keyboard is
about the only mildly cheesy detail, but everyone
seems to deliver mushy keyboards these days.

This version.ofsthe Mach V system /
redefines tfie phrase “over the top.”

Qf course, any hot-rod system needs fast mass
sforage, and the Mach V certainly delivers. If one
10,000RPM Seagate Cheelah Ultra-Wide SCSI hard
drive is good, then fwo should be better—especially
when paired wilth a DPT caching RAID controller
used to stripe data across the maiched pair of
Chegtans. RAID Level 0—disk striping—essentially
wriles data across two drives in the most efficient
manner possible, seriously increasing disk through-
put. The twin 4.5GB Chegtahs are seen as a single
9GB volume. This mass-storage subsystem generat:
ed a Business Disk Winiark nearly four times faster
ihan the neares! compelitor, The drive subsystem
comes formatted as a single FAT32 volume.

image quality isn't all that greal, nor
is performance.

The Mach V racked up very solid 20 bench-
marks, and the rest of the Direct3D benchmarks
were prelly stellar. The innards of the system are
cleanly laid out; to gel into the case you merely
remove two thumbscrews and pop the top off the
midtower case. All connectors are labeled. In our
quick USB test, Mach V saw the USB joystick
without a problem, and then loaded its driver.

Gamers are Falcon Northwest's bread and bul-
ter, and it shows in the company’s altention to
detail. For example, the system ships with a CH
Products speed-adjustable game card, which does

DECEMBER 1997

All this excess of technology does have one
downside: There are no slots free in the Mach V. If
you like Lo occasionally get together with friends for
a network frag-fest, you're out of luck—you'll fly the
Mach V sans wingman. Of course, with the Supra
modem, you can always play over the Internef, but
nothing matches the visceral experience of watch-
ing your best friend's reaction as your AIM-9X flies
up his tail pipe. We suggest that Falcon swap in the
Obsidian 50 (which takes up only one PCI slot) and
make a PCI Ethernet card an option.
Still, while the Falcon Mach V seems a bil

excessive, you'll be hard-pressed o find either
a better performing system or one better tuned

gamers—if your
wallel can survive
the $8,500 price
lag. —LC

to the needs of
RATED *  * * #
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ULTIMATE GAME MACHINE

Micron
Millennia XKu

icron was the only five-star
rig reviewed in last year's
UGM Off-the-Shelf
Roundup. This year, it has
put together another solid
box that is an able performer and has
many components in common with the
other fop finishers. Notable additions to
this year's offering include an AGP-based
Diamond Viper 330 that uses NVIDIA's
Riva 128 chip and Cambridge
SoundWorks' MicroWorks speaker syslem.
Getting the box up and running is
painless, thanks to the poster-size instal-
lation guide. Poris are clearly labeled,
and the XKu is up and running in 10
minutes. Gelting to the insides of the
XKu is a matter of removing one thumb-
screw and sliding off the case's side
panel (it looks as though Dell and
Micron have found the same case suppli-
er). The system comes wilh DirectX 5.0
pre-installed, though we had to go dig:
ging for real-mode drivers for mouse,
CD-ROM, and audio (which we evenlually
found), and then we had to configure
them ourselves. The XKu did pass the
USB test without any hiccups, and its Phoenix BIOS oifers basic set- Like last year's offering, Micron's latest turns In solid performance across
tings, though il lacks more detailed settings. the board, and it's comparable to the Dell system, Favorable bumps came in
3D WinBench 97, and, to a lesser degree, running WinBench 97's Graphics
WinMark lesl. Bul Micron's CD-ROM WinMark score was much slower,
g - ¥ :
NOfable add[flons [o th[S year S owing to its using a DVD-ROM to pull double-duly as CD-ROM drive and

DVD-ROM. In game testing, Micran was again nearly dead-even with Dell in

Offer Ing inC,Ude dall AGP 'based just about every fest, but wasunableturuh {he Terralagk test, owing to a
Dlamond leer 330 that uyses ™ 7 firmware hngthat will most likely be Ii.xed by the !irne tffou read tﬂis.

Like Dell, Micron opted to have Microsoft's SideWinder Pro joystick be

NVIDIA’s Riva 128 Chlp and B (1 only bundied game controller, and depending on your preference, you

] may want to nix it in favor of your controller of choice. Micron’s box is alsa
Cambndge Soundworks 5’ somewhat plain-Jane, covering the fundamenial bases well, but not offering
%4, m additional amenities, such as a choice of game controllers or a PCI audio
fro Works Sp eaker Sy Ste board that supporls posilional 30 audio. Still, Micron has put together
another solid offering, which fares well in nearly every test, though Dell

delivers nearly equal performance and squarely beats the Micron on price.
Micron does provide betler speakers, and the DVD-ROM and decoder may
be useful (or you could swap them out and
save a few bucks). Aside from the DVD-ROM,
the only real difference between the two sys-
tems is the speakers, and that probably isn't
worth $500. —DS
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Prehistoric
DVD

December 28, 1B8895:
Auguste and Louis Lumiere's
Cinematographe projector was
publicly demonstrated.

The Internet
of Yore

March 10, 1876: Alexander
Graham Bell spoke these famous
words through his electrical speech
machine, “Mr. Watson, come here,
I need you."

Home

Entertainment
of Yesteryear

Late 1970s: White square is ponged
between two paddles in thousands of
homes. The revolution begins.

“You've got a friend in the business.”®
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The Future is Here.
Be There!

It’s the complete, digital home entertainment system for
the 21" century: the ultimate Web cruiser, a gamer’s paradise,
a home theater, a music enthusiast, a powerful computer and a
digital-ready television. And you don’t need a degree in
consumer electronics to run it.

The New-Look Gateway Destination System
Gateway’s Destination™ Digital Media Computer (DMC) delivers
digital media in one complete system. The D6-300XL’s new 36-inch,
multi mode monitor brings it all to life; whether you're thumping your
friends in a multi-player 3-D game boosted by the Apocalypse™ 3Dx
graphics accelerator, ripping through the Web powered by a TelePath®
modem with x2™ Technology or watching digitally enhanced movies.

DVD Optimized

Glimpse your digital future with DVD technology. Not only does
a DVD hold seven times as much data as a CD, but a Destination
Digital Media Computer displays DVD video at 720 x 480 resolution.
And it supports two surround-sound standards: Dolby® Digital
and Dolby Pro Logic? which is optimized by the harman/kardon®
high-fidelity speaker system.

Media Versatility

Improve the picture quality of your satellite TV feed, cable access,
VCR and other media devices through the Destination Digital Media
Computer. With the cordless Field Mouse® remote and cordless
keyboard, you can kick back from the comfort of
your ergonomically correct couch and enjoy all
the digital prowess of the Destination DMC.

Don’t live in the past. Call today or transport
yourself to www.destination.com and feel the
power of the Destination Digital Media
Computer. Live in the future.

Womd “You've got a friend in the business."®

§00-846-8571

www.destination.com

CIRCLE READER SERVICE #110



GATEWAY ™ Destination™ Big Screen PC/TVs,

D5-166

® [ntel” 166MHz Pentium® Processor

with MMX™ Technology

32MB SDRAM

512K Pipelined Bursl Cache

Destination 31" SVGA Monitor

2MB Graphics Accelerator with Cable-Ready TV Tuner
2GB 10ms Ultra ATA Hard Drive

12X min/24X max CD-ROM & 3.5" Diskette Drives
Ensonig® Wavetable Audio

Boston Acoustics® MicroMedia™ Speakers
TelePath® Modem for Windows with x2" Technology
7-Bay Charcoal-Colored I'C Case

Cordless Keyboard with Integrated

EZ Pad® Pointing Device

Cordless Field Mouse™ Remote

Microsoll® Windows® 95

Home Software Titles

Gateway Gold™ Service & Support”

for Big Screen PC/TVs

$2499 As low as* $87/mo.

HE BN Y EEEEHNEBRE

Gateway Destination
Big Screen PC/TV.

D6-233

® [ntel 233MHz Pentium® I Processor with 512K Cache
® 64MB EDO DRAM

®m Destination 31" SVGA Monitor

>

=

4MB Apocalypse™ 3Dx Graphics Accelerator
2MB Graphics Accelerator

with Cable-Ready TV Tuner

4GB 10ms EIDE Hard Drive

DVD-ROM Drive & DVD Decoder Card

3.5" Diskette Drive

Ensonig Wavelable Audio

harman/kardon® High-Fidelity Sound System
TelePath Modem for Windows with x2 Technology”
7-Bay Charcoal-Colored PC Case

Cordless Keyboard with Integrated

EZ Pad Pointing Device

Cordless Field Mouse Remote

MS Windows 95

Home Software Titles

3-D Gamer’s Bundle™

Gateway Gold Service & Support”

for Big Screen PC/TVs

$3999 As low as* $139/mo.

H B E Y EE®RYHE

D5-200

m [ntel 200MHz Pentium Processor
with MMX Technology
| 32MB SDRAM
m 512K Pipelined Burst Cache
® Destination 31" SVGA Monitor
m 2MB Graphics Accelerator with Cable-Ready TV Tuner
® 4GB 8.5ms Ultva ATA Hard Drive
» DVD-ROM Drive & DVD Decoder Card
m 3.5" Diskette Drives
® Ensonig Wavelable Audio
» Boston Acoustics MicroMedia Speakers
® TelePath Modem for Windows with x2 Technology”
m 7-Bay Charcoal-Colored PC Case
® Cordless Keyboard with Integrated
EZ Pad Pointing Device
® (ordless Field Mouse Remote
m MS® Windows 95
8 Home Software Titles
® Gateway Gold Service & Support
for Big Screen PC/TVs

$2999 As low as* $104/mo.

Gateway Destination
Digital Media Computer.

D6-300XL

m Intel 300MHz Pentium II Processor with 512K Cache
m (4MB EDO DRAM

» Destination 36" SVGA Monitor (35.5" viewable)
» 4MB Apocalypse 3Dx Graphics Accelerator
® 2MB Graphics Accelerator

with Cable-Ready TV Tuner

8.4GB 8.5ms EIDE Hard Drive

DVD-ROM Drive & DVD Decoder Card

3.5" Diskette Drive

Ensoniq Wavetable Audio

harman/kardon High-Fidelity Sound System
TelePath Modem for Windows with x2 Technology”
7-Bay New-Look Charcoal-Colored PC Case
Cordless Keyboard with Integrated

EZ Pad Pointing Device

Cordless Field Mouse Remote

MS Windows 95

Home Software Titles

3-D Gamer’s Bundle™

Gateway Gold Service & Support'

for Digital Media Computers

$4999 As low as* $174/mo.

E EE YEEY®R

“Meimun data transfer rate dependent on certain
variahles including particalar modems with which you are
communicating, telephome lines, communications software
and communications profocols.

“You've got a friend in the business.”®

§00-846-83571

www.destination.com

610 Gateway Drive, I.0. Box 2000 = North Sioux City, 8D 57049-2000
Phone 605-232-2000 » Fax 605-232-2023

-0 Gamer's Bunelle includes Ultimate Race" Virtual
On'™ and Actua Socoer”

¥ The Destingtion 31-inch and 36-inch SVGA monitors
are covered by a one-year limited warranty, Calf or wrilte
Jor a free copy.

W97 Gateway 2000, Ine. GATEWAY 2000, black-and-white spot design, “G" logo, EZ Pad, Field Mouse, TelePath and " You've got 2 friend in the business” slogan are registered trademarks, and GATEWAY, Destination ard Gaieway Gold are
trademarks of Gateway 2000, loe. The Inted Inside Logo, Intel and Pentitm ae registered trademarks, and MMX i< 2 trademark of Intel Corporation. Not 2l Gatewuy Destination systems contain the Pentivm 11 processor, All other brands and product
nanies 4re trademarks o registered trademarks of their respective companies. Many Gateway 2000 products are custom engincered to Gateway 2000 specifications, which may vary from the retail versions of the soltware and/of hardwase in
[unstiosality, pestosmance v compatibility, Al prices and configurations are subject to change without notice ar ohligation. Prices do not include shipping or applicable salis tax. *Financing available on approved credit isseed and administered by
MBNA America® Bank, N.A. Payments based on 36-month term o an Annoal Percentape Rate as low as 14.9%.

CIRCLE READER SERVICE #110



Solid Computing Game King

ULTIMATE GAME MACHINE |

he name is a little cheesy and the
box is plain-Jane, but the Game King
delivers reasonable performance at a
decent price. Unfortunately, since
Solid is a fairly small-fry reseller, its
system is a generation behind in components
and overall performance.
Unpack the Game King and you find a rather
unremarkable beige box. Setup is pretty straight:

chipset—Solid just missed the boat on the AGP-
enabled 440LX motherboards, meaning that its
system didn't have the advantage of an AGP
graphics card or SDRAM. Intel's AMI BIOS
doesn't allow for much tweaking, either, although
I've found that the automatic sellings are usually
fairly optimal,

Solid’s choice of graphics adapters is actually
very conservative, resulling in whal would have

Game King turned iy !éspectable 27.7fps

forward, but we needed a bil of screwdriver work
to open the case. Game King arrives with DOS
real-mode drivers for CD-ROM and sound card
configured, though we had to add the mouse
command line ourselves. And though the system

arrived with DirectX installed, it was the now-anti-

quated 3.0 version, not the current 5.0 version.
In our quick USB test, Game King detected the
USB ThrustMaster joystick and took the driver
with no problem.

The system features an Intel Portland Pentium
I motherboard, which uses the older 440FX

ke, and all frame rates_.= ’

been an “ultimate” rig about six months ago. A
Hercules Dynamite 128 Video chip handles the
normal 2D Windows and VGA-graphics chores,
while 3D acceleration falls upon the venerable
Diamond Monster 3D card. The 266MHz
Pentium II, while a damn fast CPU, isn'L up lo
the 300MHz muscle of the competition.

The choice of older components puts the
slower CPU at an even greater disadvantage, and
its performance numbers reflect this.

Overall performance trailed everyone except
the Sony Vaio and was almost even with the

Gateway Destination in benchmark tests. One
nice surprise was the performance of the
Toshiba 24x CD-ROM. We ran inlo problems run-
ning WinQuakg, but a driver update fixed the
problem. Game King turned in a respectable
27.7ips average running GL Quaxe, and all frame
rates were over 30fps on the four game fests.
Despite some aging components, Game
King's audio subsystem is a pleasant surprise
and includes Creative's AWE-64 value edition
(not a bad card in its own right) and the
Diamond Monster Sound for 3D positional
audio. Of all the systems we tested, Game King
alone offered hardware-accelerated 30 audio,
and the components mated very nicely with the
Cambridge SoundWorks speaker system.
Although the Game King is nicely set up for
gamers and has the most interesting audio
selup of any system lested, its overly conserv-
ative components mean that this system—
priced just under $3,500—will become obso
lete more quickly. For Solid to move into the

big leagues, it

needs to update its
RATED A A/

sysiem to AGP and
faster graphics.
—IC
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ULTIMATE GAME MACHINE

How We Tested

It's always a challenge to test systems. We assembled quite an arsenal of benchmarks and games to exercise all the sys-
tems we gathered. General system testing was performed with WinBench 97; we used the Business Graphics WinMark,
Business Disk WinMark, CD-ROM WinMark, CPUMark 16, and CPUMark 32. Benchmarking 3D graphics began with 3D
WinBench 97 and continued with a host of games, including MicrosorT FLIGHT SimuLaTor 98, EA's Moto RAcER, Psygnosis’
WipgouT XL, Eidos’ TerraMank, and Quake (DOS, WinQuake, and GL Quake, where appropriate). We also benchmarked DOS
performance using GBench.

We conducted the synthetic tests with each system just as it came out of the box, since most people don't tweak with BIOS set:
tings or defrag the hard disk to move all the applications to the outer tracks. The Graphics WinMark tests were conducted at
1024x768%65,565 colors and 800x600xtrue-color (24-bit color for some systems, 32-bit color for others). In addition to the CD-
ROM WinMark, we measured the CPU utilization for the CD-ROM. Be aware that we did only overall CD testing, not outer-track
testing, but since most of the drives were either CAV (constant angular velocity) or partial-CAV drives, the outer-track performance
will be better. Since most CDs aren’t full, though, you'll rarely see the maximum performance possible on some systems.

T o+ .
| Solid Computing ___|14.6_ —127.6 ~
| Micron _________|16.1 ZdlH =

____Not Applicable ____

| Gateway Destination [13.0 353
|_Falcon Northwest _ [31.2 51
| penl Rl [ 177 SRR | NotAppicable

Solid Computer 183 BN [o1.c [ RFRGYIEE 02
| Micron 260 1127

|_Gateway Destination 112

| Falcon Northwest 266
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ULTIMATE GAME MACHINE

c=LABS

Many system tests are performed out of context, to stress a single part of the system. While we did our share of those
kinds of tests (3D WinBench 97, for example), game testing was performed with audio enabled and, where appropriate; joy-
sticks connected. After all, you wouldn't play FLIGHT SivuLaToR 98 with the keyboard and no audio, would you? Ultimately; we
wanted to see how the systems behaved with realistic loads.

We conducted all the game tests at 640x480, unless otherwise noted. The Quake numbers are collected using QUAKE's
built-in TimeDemao feature. We ran TimeDemos 1, 2, and 3 and averaged the results. We ran MicrosorT FLIGHT SiMuLAToR 98
with detail features cranked up and in full-screen mode. You enable the frame-rate counter by pressing Shift-Z twice when in
flight mode. We captured the frame rate using the supplied “new features” VCR replay that comes with the fitle.

To enable the frame counter in Maro Racer, start the game from a DOS Window and type “moto —ijkimnop”. Then, in the
racing screen, hit Shift-F1 to turn on the frame counter. Wipeout XL's frame counter is enabled by simply typing “framerate”
at the race screen. The TerrAMARK benchmark, based on Eidos Interactive’s Terracioe game engine, was supplied to us by
Eidos; it's not available for wide release. —LC
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Nothing puts you in the middle
¢ -of the action like 3DZoneMaster. -

ﬂ b Still using an 80's-style joystick designed for flight- effortlessly, fluidly, instinctively—without hand or arm fatigue.
simulation games? Or even worse, a keyboard? The 3DZoneMaster includes an array of programmable
3 ¥ Maybe that's why legions of butt-ugly mutants are multi-function buttons to let you command all the firepower
Q'Te ,,1,-15 splattering your gutts all over the S ESTRES W each game has to offer. And it's ready out
qalaxy before you advance even one level. FESESES 8 of the box with Windows95" drivers,
Don't crank-up the modem and start ' > T " Netscape Navigator,™ exciting games and
downloading game cheats. Just wrap your & : ; a host of predefined game sets.
fist around Techmedia’s 3DZoneMaster™ 52 HER Push your skills to the next dimension!

Ultrasonic Positioning Device and wield S T Play the latest 3D games the way the
the power of this state-of-the-art 3D controller. psycho inventors meant them to be played. Get into the action

With 3DZoneMaster there are no wires and no clunky base.  and call 1-800-379-0077

Nothing artificial to keep you from becoming immersed in the for the location of the 7éc h me d i a

action. With its unique, patented ultrasonic tracking and Techmedia dealer Unexpected Performance.
ergonomic pistol-grip design, you move in three dimensions, nearest you. Unexpected Price

Master is a trademark and the Techmedia name ] wed trademarks of Techmedia Computer Systems Corp. All other trademarks are the property of their respective companies
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Gateway 2000 Destination

hough designed to live in the living room,
the Gateway 2000 Destination (D6) is still
a full-bore PC that turns oul to be a rea-
sonably solid gaming rig. Two things
make it especially compelling: a colossal,
31-inch monitor and the brawny Harmon-Kardon
Dolby ProLogic audio system. But the good news
for gamers is thal Gateway has finally added a
long-missing component: 3D iron in the form of
VideoLogic's PowerVR-based Apocalypse 3Dx
card. In addition, Gateway has added a Toshiba
DVD drive and MPEG-2 decoder to make DVD
movie-watching quite an experience.

Setting up the D6 is pretty intuilive—thanks to
the foldout, step-by-step installation poster—but
maving the 31-inch monitor is a lask for at least
two burly types, and maybe three. The speakers
for the Harmon-Kardon receiver are a 5.1 config-
uration, and Gateway includes a spool of mon-
ster-cable for wiring them. Getting into the box
requires a screwdriver, but six screws later you
can gel al most the components without skinned
knuckles. The AMI BIOS offers basic access to
system settings, though more delailed settings,
such as memory timings, aren't exposed.

As for game-readiness, D6 didn't arrive with
DirectX installed, and though the unil shipped
with real-mode drivers for mouse, DVD-ROM,
and audio, we had to manually set those up. D6
didn’t ship with the Windows 95 OSR 2.1 USB
patch, but after we installed it, D6 had no prob-
lem finding the USB Top Gun joystick.

When it came to the tests, D6's benchmark
numbers fell decidedly in midpack, except for the
CD-ROM WinMark test, where it fared poorly, owing
o the presence of only a Toshiba DVD-ROM. And
because the D6's monitor supports a maximum
resolution of only 720x480 (3:2 aspect ratio, mak-
ing the Desklop a bit wider), we couldn't get an
apples-to-apples comparison there. But at
720x480, the D6 turned in an unimpressive 79.3
Graphics WinMark, one of the slowest scores seen
this roundup. CPU and storage subsystem bench-
mark results were respectable, and 3D WinBench
97 came in at 112; a decent score, though it pales
in comparison lo some other contestants. Quaxe
and WinQuaxe TimeDemo scores at 640x480 were
unimpressive, but GL Quake an the PowerVR was
truly & sight o behold. TimeDemo scores averaged
32ips, and gameplay was a gas, Fast 3D accelera-
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fion, big screen, big sound, 'nuff said. Running
Direct3D games, we discovered that the D6's 2D
board has lo be set lo at least a 72Hz refresh rate
or it and the PowerVR card won't play nice together.
We saw a rather strange behavior in which the
PowerVR ran TerraMagk and Wieeout XL without
problem, but Mato Racer wouldn't recognize the
PowerVR card. The D6 posted good frame rales on
those first two titles, though they were a good bit
slower than the frame rates on the Dell and the
Falcon. DVD playback on this unit was terrific, and
not just because of the big screenfsound: The actu-
al MPEG-2 decode quality was impressive.

All told, the verdict on the D6 is, well, mixed. It's
an impressive living-room PC, but that does not a
great game rig make. The PowerVR card is a wel-
come addition, and performance is generally good,
though not great, save for GL Quaxe. If you want
your next rig to reside in the living room, then D6—
at about $4,400—is your guy, but if you're looking

for a more conven-

tional, bad-ass gaming
RATED # A * +

box, you'd do well lo
cast an eye loward
Dell or Falcon. —DS

CGW
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Sony Vaio

or this roundup, Sony

wins kudos for the most

unusually colored box:

purple. The home electron-

ics behemoth has been ship-
ping PCs for a litlle more than a year
now, and its latest Vaio ("vie-0") puts a
few interesting twists on the conventional
PC—like front-mounted video and audio
inputs, for example. And while embedding
speakers in a monitor isn't @ new idea,
Sony puls a woofer in the monitor's base to
beef up the overall sound. The Vaio isn'l louted
as a game-specific box per se, but this could be an
interesting machine for parl-time gamers.

Setup was very straightforward: The combination of a slep-
by-step foldout poster and color-coded cables made for a 10-
minute installation. Because Sony is positioning the Vaio as
a consumer rig, it even hides the boot-up sequence behind
its logo (“lgnore that man behind the curlain®). One key-press
reveals the boot-up sequence, and you can then get inside the Vaio's
Phoenix BIOS by hitting F1. Like most Phoenix BIOSes, it's long on basic
tweaks and short on granularity. Getting into the Vaio is as easy as pushing
one button and removing a side panel. DirectX was nowhere to be found on
this system, though real-mode drivers for audio, mouse, and CD-ROM were
preconfigured and good to go. Vaio also detected the USB ThrustMaster joy-
stick without a hitch. In terms of audio, the Yamaha OPL-SA chipset sounds
fine under Windows 95, but its Sound Blaster audio is very tinny, and DOS
gaming audio has an annoying ring to if.

Neally tucked away on the front panel is a drop-down door, behind which are
CD-ROM, floppy, and Zip drives. In addition to a woofer In its base, the Vaio's
monitor also has one USB port and a WalkMan headphone jack so you can
mute the speakers for play-time in the wee small hours. But despite all the well-
thought-out design touches, the Vaio turns out to be an underachiever as a
gaming box. Conspicuously absent is any game controller, and Vaio's numbers
are, for the most part, less than stellar.

The system turned in consistently slow numbers, bringing up he rear in
most benchmark tests. These underwhelming numbers stem in large part from
the Vaio's slower 233MHz Pentium Il clock-speed and from Sony's decision to
use ATI's PCl-based VGA All-in-Wonder, which, though versatile, uses the aging
Rage I chipsel. Vaio lurned in surprising second-place finishes in both Quake
and WinQuaxe TimeDemo tests. In D30 game lesting, Vaio's frame rates trailed
well behind all other contestants, and gameplay was sluggish in most litles
except Quake and WinQuake,

For gamers who are less concerned about fiery 3D performance and who want
a versatile box that can pull parl-time gaming duty,
the Vaio, priced at about $3,300, might be a good
choice. But in this roundlup, that wasn't what we
were after. And so for the killer gaming rig, we'd rec-
ommend that you look elsewhere. —DS
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Table of Feat

ures

Dell Dimension
XPS D300

CPU

Motherboard

Chipset

RAM (Amount/Type)

20 Graphics (chip, AGP/PCI)
3D Graphics (chip, AGP/PCI)

Hard-Drive (Size/Type)

CD-ROM or DVD

Monitor

Audio Subsystem

Speakers

Modem

Game Controller(s)

BIOS

Price

CG Labs' Rating

3 Phone Number
Web Address

P-lI'300MHz

Intel Portiand

440X

64MB SDRAM

STB Velocity 128, AGP
STB Velocity 128, AGP

8.4GB IBM Deskstar EIDE

12/24 Toshiba

Dell 17-inch

Creative AWE 64

Altec Lansing AGS 490s

UUSR Sportster 56K Voice Internal
Microsoft SideWinder

Phoenix

$3,579

(800) BUY-DELL
www.dell.com

Falcon NW
Mach V

P-II 300MHz
ASUS

440LX

128MB SDRAM

Diamond Viper 330, AGP
Diamond Viper 330 (AGP)
and Obsidian 30, PCI

Twin 4.5GB Seagate Cheetahs,
4.5GB U/W SCSI

12/20 Plex and Creative DVD
ViewSonic G810 21-inch

Creative SB16 w/Yamaha DB50XG
Altec Lansing AGS 500s
Suprakxpress 56Ke

CH Stick, Throttle, Wheel, Pedals
Award Modular

$8,495

(800) 258-6778

www.falcon-nw.com

Gateway 2000
Destination

P-l 266MHz

Intel Portland

440LX

64MB EDO RAM

STB Videa Rage Il, PCI
Apocalypse 30x

6.4GB EIDE Quantum Fireball

Toshiba DVD

Gateway 31-inch

ENSONIQ Soundseape VIVO
Harmon Kardon 6-channel
Telepath Windows X2
Microsoft SideWinder

AMI Bios

$4,399

(800) 846-4208
www.gateway.com



VHcron
Millennia XKu

P-I 300MHz

Intel AL440LX

440LX

64MB RAM SDRAM
Diamond Viper 330, AGP
Diamond Viper 330, AGP

8.4GB IBM Deskstar EIDE

Hitachi DVD-ROM

Micron 17-Inch

Creative AWE 64

Gambridge SoundWorks MicroWorks
USR Sportster 56K Fax Intemal
Microsoft SideWinder

Phoenix

$4,128

7 o Fr 3

(800) 209-9686
WWW.mei.micron.com

Solid Computing
Game King

P-Il 266MHz

Intel

440FX

64MB EDO RAM

Hercules Dynamite 128, PCI
Diamond Monster 3D, PCI

6.5GB EIDE Diamond Maxter 87000D

12/24 Toshiba

ViewSonic GT770 17-inch

AWE-64 Value, Diamond Monster Sound,
Cambridge SoundWorks MicroWorks
UUSR Sportster 56K Fax Internal

X Fighter Thrustmaster

AMI Bios

$3.470

(868)-324-4984

www.valuepc.com

Y
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Pentium with MMX 233MHz
Intel AM430TX

430TX

32MMB EDO RAM

ATl Rage' & Rage Il PCI

All Rage & Rage Il PCl

4GB EIDE Quantum Fireball ST 4.3A

Sony

Sony 15-inch w/embedded speakers
Yamaha OPL3-SAx, Intel Virtual Audio
Sony, embedded in monitor

LI Win Modem

None

Phoenix

$2,528

(800) 352-7669
www.ita.sel.sony.com/products/pc/






The editors of boot magazine never did, either.

Never saw a desktop that even came close to

the Micron™ Millennia® Xru with Fusion 3D™

or a notebook that topped the TransPort™ XkE, that is.

That's why boot gave both systems an ass-kicking 10 out of 10.
There's no better way to describe them.
For desktop kicks, the Millennia Xku's rabid speed, performance and power will
blow you away, thanks to our raging Fusion 3D option with DVD, 2D and 3D video

cards, and a speaker system that'll hurl your boots back to the cow they came from.

And when you buy a Millennia with Fusion 3D now, you'll also FW

_ el
get our wild-eyed multimedia gaming bundle, and you'll pick one of "::Ilside
four software bundles. pentium’

The editors of boot called the TransPort Xke portable “the créme-de-la-créme
of notebooks, and they said the Millennia Xru with Fusion 3D is the closest thing

to their dream machine you can buy. Strong language? We deserve every word.

Call us or visit our Web site today.

Call now to order

888-009-0969

WWW.micronpc.com

MICRON

ELECTRONICS

Configured For Your Life
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MICRON™ MILLENNIA® MmE

STANDARD FEATURES

SI2KE pipeline buest cache, fash BIOS

Integrated 100MD lomeiza Zip drive. 3.5 foppy drive
22 voice wavetable stereo sound with speakers

ISR Sportster 56K x2 dara/fa modem’

PCL64-bit 30 vide | )0 DRAM
Microsoft " Int
Microsoft Windows™ 95 and MS™ Plus
Microsoft Office 97 Small Business Edition
Choice of Micron Software Selutions Pak
S-yrf3-yr Micron Power™ limited warranty

MICRON MILLENNIA MME 166

Intel 166MHz Pentium processor
with MMX™ technology
16MB SDRAM
3.2GB Ultra ATA hard drive
24X EIDE variable speed CD-ROM drive
15" Micron 500FGy, .28dp (13.7" display)

MICRON MILLENNIA MuE 200

Intel 200MHz Pentium processor
with MMX technology
48MB SDRAM
4GB Ultra ATA hard drive
24X EIDE variable speed CD-ROM drive
17" Micron TO0FGx, .26dp (16™ display)

MICRON MILLENNIA Mm 233

Intel 233MHz Pentium processor
with MMX technology
64MB SDRAM
6.4GB Ultra ATA hard drive
24X EIDE variable speed CD-ROM drive
17" Micron TO0FGx, .26dp (16" display)

r.
r
[

|

*Maximum transmission speed of up to 56Kbps when downloading
data and 33.6kbps when uploading. However, actual performance is
dependent upon numerous factors and observed trnsfer rales may be
less than the maximum potentials.

*“The CD-ROM drive will be removed upon the purchase of the

DVD upgrade.
** Available only on Millennia My systems.

pentium’

acrsao

MICRON MILLENNIA Xku

STANDARD FEATURES |

S2440LX chipset i

SI2KE internal 12 cache, 2MB BIOS

ftegrated 100MB lomega Zip drve, 355" (loppy drve

e stereo sound. Advent 009 speakers |
with subwooler

LISR Sportster 50K «2 datalfas modem”

Diamond Yiper V330 128-bit 30 video with 4MB SORAM

Mictosoft IntelliMouse, USB connections

| Microsoft Windows 95 and MS Piust

Microsolt Office 97 Small Business Edition
Choice of Micron Soltware Solutions Pak
S-year/3-vear Micron Power limited warranty

MICRON MILLENNIA Xku 266 |

| Intel 266MHz Pentium 1 processor (features MMX technology) ‘

04MB SDRAM

6.4GB Ultra ATA hard drive

24X EIDE variable speed CD-ROM drive
17" Micron T00FGx, . 26dp (16" dispi:l}'];/'

_..$2,799_

MICRON MILLENNIA Xxu 300

Intel 300MHz Pentium I processor
(features MMX technology)

128MB SDRAM

8.4GB Ultra ATA hard drive

24X EIDE variable speed CD-ROM drive

17" Micron TO0FGx, .26dp (16" display) $
3,299

FUSION 3D™ OPTION PAK

IWD-ROM." DVD software
4 Coal VD PCI decoder card: 6 channel AC-3 10 2 channel ot
capability, SPOIF owrput (digial audio o)
AWE 64 1SA sound card
Cambridge SeundWorksiMicroWorks-
2 speaker saelliee with subwooler stereo system
Monster 3D graphics card with 4MB memory™ |
Fusion 30 game pak: Mech Warrior 2: Mercenaries D3D version, - |
AH-640 Longhow LS. Navy Fighters 97
Command & Conguer, Formula [ D3D version I
MS Sicewdnder Pro joystick

With Millennia Xk aded $549
With Millennia Mye add 5699

MICRON SOFTWARE SOLUTIONS PAKS

| Choice of one Solutions Pak with the purchase |

ol a Millenmnia system |

QUICKEN FINANCIAL PAK
Quicken Defuxe, Family Lawyer, Parents’ Guide to Money.
Financial Planner

EDVENTURE PAK

Includes children's educational and entertainment software,
ages 3-10

HOME PRODUCTIVITY PAK

Famity Doctor, Comptons Encyclopedia 97 Mavis Beacon

ches Typing, Printshop Ensemble 3. Net Nanny, Crayola
Magic 3D

RCADE PAK

X-wing vs. Tie Fighter. Need 4 Speed 2. Command

and Conguer Red Alery, Throstmaster Game Pad




MICRON TRANSPORT * XKE

STANDARD FEATURES
5 eline burst cache
12 'MB DRAM graphics

20X CD-ROM drve
stems’ NaturallySpeaking
g N software

Pick-a-Point™ dual pointing devices
Microphone

th AutoPl

nology
nal voice

Macrosat Windows 95 and MS Plus!
S-year/-year Micron Power limited warranty

Custom nylon carrying case

MICRON TRANSPORT XkE 233

233MHz Mobile Intel Pentium processor
with MMX technology

48MB EDO RAM (192MB max.)

3G removable hard drive

13.3" TFT XGA display

59

MICRON
POWER"

WARRANTY
Sryear liewted wamacty o0 Peorpricenssr 1 P Paery
Jyear bited garty-ooly sy maraty

1.3 or J-year optonal o 500 service agrmement for Micron desitp and Lanef fyiems
X0 ey of bt M- sogded sty googert for Micran Seshtag fadems; 1 opbonal

aetaork aperetng rystem acdent reschtions inchaded far Maron s rpitema
My mrongy ack jeley

e 8 miiect b and gualfed by Mcran's tandard Imited wamaities and fermy
Hmﬂﬁbﬁlmmﬂm#mtq tor gpecte & fort
fnuuumemrmmuﬂmmummwnm trat

10pa Sat, 7am-Spm

loxico: 95-800-708

[rom Canada 800-08-1738 « Toll (ree from Pug
BO0-708-1736 + International Sales: 208-893-8970
International Fax: 208-823.7393

CIRCLE READER SERVICE #100/

MICRON TRANSPORT Xk& 166
166MHz Mobile Intel Pentium processor withMMX technology c
32MB EDO RAM
1.6GD removable hard drive I
12.1" TFT XGA display /~' BT
*3,899

Call now to order

888-609-0969

WWW.micronpc.com

MICRON

LECTRONICS

_ Go_nfigu'red For Your Life.
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The Power Macintosh: A Different [Ugliulul=y

Power Macintosh 6500/300
Contact: Apple Compuler, (800) 538-
8696; www.powermacintosh.apple.com

ith all the public scrutiny over

Apple Computer in the past few

months, we felt compelled to

take a look at the Macinlosh

line of computers as a gaming
platform. Apple supplied us with a Power
Macintosh 65001300, which uses the PowerPC
603e clocking at 300MHz. The system comes
with 64MB of RAM, 512KB of Level 2 cache, and
an onboard AT Rage Il chip with 2MB SGRAM
for graphics. The system we tested also came
with a 12x CD-ROM drive (some models have a
24x drive), a 4GB hard disk, & buill-in Zip drive,
and a 33-Kbps modem.

As expecled, selup is a snap. Unplug the sys-
tem, plug in the various cables, and turn it on,
There's a small woofer actually built into the
base of the midsized fower; the sound quality,
while not reaching eardrum-splilting levels, is
balanced and pleasing. We had lo install Apple's
latest system software update, System 8, as this
Mac arrived with 7.6.3.

It's hard to compare Macinlosh performance
to PC performance. Games Lhat are ported from
the PC run—not surprisingly—slower than their
PC counterparts, For example, MacQuake gets
around 13-14fps at 640x480—
aboul the same as on a Pentium
P55C/200 with a goad graphics
card. Duke Nukem 3D for the Mac is
even worse, at around 301ps (as
opposed o 40-45fps on a 200MHz
Pentium system with a good graph-
ics card). Duke isn't really a good
benchmark for the PowerPC,
though, since it uses a lot of 8- and
16:bit data struclures initially
designed to wring the last ounce of
performance out of Intel CPUs.

Macintosh games fared heller
Manratron 2 looked smoother than
MacQuake, although we didn't get
actual frame-rale numbers. Included
in the box is a 3D-accelerated ver-
sion of MecHWarrior 2. Its perfor-
mance seemed reasonably good,

5

and the image quality was pretly good, though
not up to 3DIx slandards.

Speaking of 3Dix, there's now a 3Dix board
available for the Power Macintosh: the Techworks
Power3D. We couldn'l get one lo test before dead-
ling, but we'll be checking it out in the near future.

One of the truisms about Mac gaming is that
many of the better PC games make it to the
Macintosh—evenlually. The wail can be in
excess of a year, though. As CGWW's sports editor
Jeff Green laments, however, action sports
games almost never make it lo the Macintosh.
Exclusive development of Macintosh games is
becoming a thing of the past as well. Education
litles fare better—most come with both Mac and
Windows versions in the same package.

So what's a Mac user to do? You might try an
interesting software package that was released
recently: Insignia’s RealPC software emulator.
Insignia claims it will run any DOS game, emu-
late MMX and Sound Blaster audio, and run
most Windows 95 DirectX fitles if the user sup-
plies his own copy of Windows 95. Again, we'll
check this oul in a future issue.

Overall, the Macintosh 6500/300 is a nice sys-
tem that would make a greal gaming box if only
leading-edge games were delivered onitin a
timely fashion. Perhaps if Apple’s forlunes turn
around, Macintosh gamers won't have fo play
the worst game of all: the waiting game. —LC
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Conclusion

e asked the vendors for the best cut at high-performance

systems for computer gamers. Falcon Northwest, alone,

really look us al our word. Although way over the top, its

Mach V shows the attention to gamers on which Falcon

Northwest has buill its reputation. The other companies
interpreted our request a little differently.

Dell delivered a very high performance system with a fairly straightfor-
ward selection of components and few frills. Solid's Game King bundled
some aging technology (except for audio), but did perhaps the best it could
with the resources of a small reseller. With a technology facelift, this would
make for an interesting system. Until then, it's hard to give it a strong rec-

Next Month

ULTIMATE GAME MACHINE

ommendation. Gateway's Destination came through as a pretty solid gam-
ing rig, and GL Quaxe on the PowerVR has the potential to suck you in for
marathon sessions in front of the Destination's 31-inch screen. Of all the
systems we lested, the Sony was probably the most undistinguished. Sony
really needs to get off the dime and do a better job of delivering bleeding:
edge game performance.

If your pockets are very deep, the Falcon Northwest Mach V makes a very
compelling argument for the kitchen-sink approach. It's clear from the overall
choice of components that.the guys at Falcon know what gamers need and
Iry hard lo take care of them. If you're wallet can't handle the Mach V., the
Dell Dimension is a very solid, albeit austerely equipped rig. &

e'll be back with the results of our off-the-shelf, “bang for the
buck™ Ultimate Game Machine for under $2,500. And here’s
a breakdown of what else is in store this year in CGW's

Ultimate Game Machine series:

Part 1:
Part 2:
Part 3:
Part 4:

Off-the-shelf—Burn, Baby, Burn
Off-the-shelf—Bang for the Buck
Build Your Own, Turbo/Nitro, Upgrad
Laptops
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MODEM MADNESS

nected?

here's been quite a bit of fast talk become cluttered, 1o say the least. These
aboul fasler data rates for gelling on technologies range from the fairly familiar
the Internet. With at least half a dozen (56K, ISDN) to the more exotic (Hughes

different modem types all vying for Network Systems' DirecPC satellite dish),

i BY LOYD CASE dominance, and an ongoing stan- But one has to wonder: Is enhanced

dards squabble still raging over 56K throughput the sole requisite for a better

AH“ IlﬂllE SAWMI]H technologies, the landscape has time online? If all you do is surf the Web,
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then it pretty much is. .
For gamers, on the
other hand, more speed
is certainly welcome, but
two things—latency and
dropped data packets—will
make or break your online gaming
experience no matter how fast the con-
nection speed (for more on fatency, see
the “"How We Tested" sidebar).
The good news for online gamers is thal
developers are creating more content with the

PHOTOS BY SCOTT PETERSON



Internet as the primary run-time platform, not as just an
afterthought. So as the data pipes into our homes continue
to widen, developers are learning how to make games thal
are not only folerable to play on the Internet, but are also
truly compelling. Take, for example, Interactive Magic, with
its WWII flight-sim litle Warsirps, or id Software’s reworking
of Quake into QuakeWorLo, a much more Internet-friendly
version of the original title.

Despite these encouraging trends, however, we need to
face the fact that a lot of online gaming is still, well, sub-
optimal—especially If you're accessing the online world
using an aging 14.4Kbps modem. Or perhaps your once-
speedy V.34 33.6Kbps modem is starting to feel a bit
poky. What's your next move? Will a 56K modem deliver
enough additional performance to make it worlh shelling
out $100-200 bucks, or do you get more aggressive,
and opt for ISDN or some other burgeoning higher-band-
width technalogy?

We tested several 56K modems and ISDN terminal
adapters and came away with some interesting findings. We
examined not only how fast these units can bring the online
world to your screen, but also something equally, if nol
more, important for gamers: how much latency they intro-
duce. We also took a look at the current state of evolving
lechnologies on the radar screen, such as ADSL and cable
modems. So without further ado, let’s see whal these
babies can do.
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LAGGING NO MORE

SDN (Integrated Services Digital Network) has been

something of a stepchild in the data/lcommunications

community. Too expensive for most homes in the past
and too slow for most businesses, ISDN was often referred
to jokingly as “| Still Don't Need (it)."

But deregulation in the telecommunications industry is changing much of that in
some parts of the country, with many of the Bell Operating companies now offering
home ISDN services, mainly for Internet access.

If you're one of the lucky ones who lives in a part of the country with low-cost
ISDN availability, be aware that it's not quite as simple as adding another phone
line. Although terminal adaplers (aka ISDN “modems”) are much easier {o use, it's
still helpful to understand the basics.

ISDN service into your home is known as a BRI, or Basic Rate Interface. It consists
of two 64Kbps (that's kilobils per second) B channels plus another 16Kbps
D channel that's shared hetween the two B channels and is used mostly for signaling
(for example, ringing the phone). The D channel can actually be used for data after a
call is initiated, giving a
potential aggregate through-
pul (before compression) of
64Kbps + 64Kbps +
16Kbps, or 144Kbps total.
You'll be assigned two
phone numbers. In addition,
most phone companies
assign SPIDs (Service
Provider IDs) lo each line.
For example, my Regional
Bell Operating Company,
Pacific Bell, jusl tacks 0101
al the end of each phone
number for the SPID. Not
all areas make proper use
of the D channgl, however,
Some parls of Pacific Bell
(mine, for example) instead
“steal” BKbps of bandwidth
from each B channel for
signaling purposes. Thus,
instead of lwo 64Kbps +
one 16Kbps—144Kbps
total—I have a pair of
56Kbps lines, or 112Kbps




total. This temporary situation will fade as digital
switches are upgraded.

[SDN is much cheaper now, but still not as
cheap as POTS (Plain Old Telephone Service).
While typical monthly rates for a pair of ISDN
lines are only a little more than a single analog
phone ling, even local calls have a per-minute
charge during the business day—but you get up
to 200 free hours at night.

The fast data pipe is certainly attractive: You
can do beller-than-postage-stamp video-
conferencing, though it's still pretty jerky. You
can download those game patches much faster,
However, for gamers, IDSN's real benefit is
reduced latency. Anyone playing games over (he
Internet knows what a killer high lag-times can
be. In tests using the Windows 95 TraceRoute
program, even the slowest ISDN terminal
adapter had packet round-trips about two thirds
that of a 33.6Kbps modem—the fastest adapter
could send and retrieve a packet of data in only
25 percent of the time it took a standard
modem. More noteworthy is that ISDN terminal
adapters lurned in lower TraceRoute times than
even the fastest 56K modem tested here as well.
As with modems, all ISDN terminal adapters
(TAs) are not created equal. We took a look at
three representalive TAs, and found that each
has its own unique way of connecting you l0
the Net.

a traditional external modem,

although the external case more
closely resembles 3Com's Ethernet hubs.
There are convenient connectors on the back
for two analog telephony devices, such as a
standard telephone or fax machine. Unlike
most modems, there is no power switch; it's
always running, which is a good thing if you
have a phone or fax altached. There's an RJ-
45 jack for the ISDN connection and a 25-pin
serial port for connecting to the computer.
3Com supplies both cables.

Installation and setup Is the easiest of all
the TAs tested. Since it's external, all you
need lo do is plug in the power brick, attach
the serial cable at both ends, and plug in the
ISDN cable. The real gem, though, is the
software for setting up the phone lines. You
don't have to enter anything: The ImpactlQ
software autodetects the switch type, sets the
numbers, and sets up your SPIDs. It was one
of the simplest setups I'd ever done.

ImpactlQ uses the standard Hayes AT
command set to communicate with your
computer. | was able to establish a direct

T he 3Com ImpactiQ behaves much like

connection to a CompuServe ISDN
number by dialing direct, which is
convenient.

In‘our TraceRoute tests, the ImpactiQ
proved to be the slowest, probably part-
Iy due to the serial port overhead. Still,
TraceRoute times averaged about 82 mil-
liseconds (ms), versus the 116ms posted by
the SupraSonic 33.6 baseline V.34 modem.
And despite its poor performance versus
other ISDN TAs, it's still faster than even the
fastest 56K modem.

Overall, the 3Com is the simplest to set up
and use—almost a "no-brainer.” Although a
little on the slow side, the two always-active
telephony connections and ease of use make
the 3Com a contender. —LC

ImpactiQ External
Price: 5275

Contact: 3Com, (800) 6383266
Www.3com.com

PROS: Easy to

set up and easy
to use.

CONS: Slowest
of the ISDN Ths.

DIAMOND SIIPHA NETGI]MMAIWEII

he NetCommander differs from the
Toiher two ISDN devices by appearing

as a network interface card for your
computer, It shows up in Windows 95's
Device Manager as a WAN/NDIS device. The
benefit is faster connection limes, especially
if you have a true 2B-+D channel connec-
tion. The downside is that you can't direct:
dial another ISDN adapler.

[
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f
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Plug B

Hardware selup is aboul as easy as any
ISA card. The NetCommander is a Plug-and-:
Play device, and since it's not seenas a
modem, it doesn't conflict with the serial
port (but it does need its own IRQ).
Configuring the ISDN lines wasn't quite as
easy, but the NetCommander's ulility. had a
prelty simple user interface. That's good,
because the manual is nearly useless once

you get past installing the hardware; the

online help was only a little better. It does
have a connection for a POTS device such
as a telephone, but the connection is live
only while the computer Is powered up.
Once connected, the NetCommander
posted some of the fastes! TraceRoute
times we've seen, averaging a little under
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36ms. This card may be the

closest thing to nirvana for

the Internet gamer, if you

can get an ISDN line. If you're inter-

ested in getling into ISDN for relatively little
cost, check out the NetCommander. —LC

Supra NetCommander

Price: $249 (MSRP)

Contact: Diamond Multimedia,

(800) 468-5846

www.diamondmm.com
mnnwﬁon.

PROS: Easy
CONS: Poor

setup;
documentation. Mm]****)‘
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200M/DUO

t first glance, the Zoom/Duo looks
A like the best of both worlds. It:com:

bines a standard, 33.6Kbps V.34
modem and an ISDN terminal adapter on
the same card. The reality is a bit different. It
works—Dbut getting there is a rough ride.

The Dua’s setup was pretty annoying:

First, the documentation, while complete,

was poorly organized. Setting up phone
numbers and SPIDs involved using the
third-party Biicom
software, but there
was no mention of
this in the main manu:
al; a loose sheet of
paper points you
toward the Bitcom
software. Since the
Zoom/Duo is a Plug:

200

f any computer-related technolo-
0 gy, modem testing is truly a black

art, usually best left to magi,
swamis, and clairvoyants. The difficulty
of the task is compounded by the fact
that modems are used, by and large, to
connect to the Internet, itself a very
unpredictable beast. With that in mind,
our tesling centered around trying to
remove as many other components from
the equation as possible. Now bear in
mind that in the real world, any one of
these components (your ISP’s modems,
a slow router, phone-line conditions,

{ MIDDENIS AVERAGE THROUGHPUT VS. FILE TYPE

ZIP File

USR Sportster 4720 (EENNENNNN 0 7255 QNEEBMEE @420 956 [N

T e,

M/ISDN DUO

Pl 11 et AR
IHHSON o udnare pan el

and-Play card, hardware installation was
fairly smooth. The Duo looks like a modem
to the system, so | did have to disable a
serial port to avoid conflicts.

Even after | found the Bitware modem
setup proaram, my troubles weren't over: |
gouldn’t connect to. my ISDN line. A long
support call to Zoom revealgd that the Duo
assumes you have a 2B+-D channel setup,
and it couldn’t handle my 2B/56Kbps line.
An AT command fixed
the problem; and'|
was dble to connect—
finally. It's likely that
mostISDN users
won't run into these
problems, since most
lines in this country
are 2B+D.

planetary alignment) can still affect per-
formance. Our testing breaks down into
two areas: throughput and average ping
time to and from terminal server.

To gauge throughput of the 56K
modems, we ran tests over a public

switched telephone network (PSTN) simu-

lator, which follows the proposed guide-
lines initially described by International
Telecommunications Union (ITU). The
Throughput versus File Type (TVF) test
evaluates a modem's compression capa-
bility on a line with low impairment levels
for three representative file types: moder-

Executable File

Once the connection was established; the
TraceRoute tests revealed that the Zoom was
pretty quick, averaging about 53ms.

The Duo is an attractively priced, ver-
salile unit that performs pretty well, but
buyers should beware the setup; It may not
be frivial. —LC

Zoom/Duo

Price: $299 (MSRP)

Contact: Zoom Telephonics, (800) 631-3116
www.zoomtel.com

" t (a
-.A, e

ately compressible text, slightly com-
pressible executable, and an incompress-
ible file. The files were transferred from
the digital server to the client modems
and throughput performance was noted.

Perhaps more than throughput, the real
party-killer for gamers can be latency, a
measure (in milliseconds) of how long it
takes a piece of data to be sent from one
modem to another, and for the receiving
modem to send back an acknowledgment
that it received the data. Lower ping
times are better. To give you an idea, on
an Ethernet local area network (LAN),

WordPeriect File

Glohal Village 5120 | 8125 10250 § |

Zoom Fax Modem 5423 1B

4401
Bytes Per Second

Diamond SupraExpress

DECEMBER 1997

' 9136 |~

- =
7067



OTHER ON-RAMPS

ntil now, the only wide-

spread alternative to analog

phone lines for home users
has been ISDN. In the coming
year, that will begin to change.
The hunt for faster data pipes and
reduced latency is in full force.
The Holy Grail of Net gaming—
latency equivalent to a local area

network—may not be as far off as

feared. Almost all of the new ser-
VICES are asymmetric in nature:
Downloads typically occur faster
than data going to the network

from your PC—albeit faster than a

standard modem (except for
DirecDuo).

A lucky few in some parts of the country are
beginning to gel cable modems. Cable modems
are rolling out slowly, though, parlly because
many local cable networks were never designed
for two-way communication, and have to be retro-
fitted. Another reason is that cable-modem stan-
dards have flucluated until recently. A cable
modem altaches lo your system via an Ethernet
conneclion, so in addition to the cable modem,
you'll need a LAN adapter. One of the unresolved
controversies is performance. You may see great
performance when you're the only connection at
your head end, but as more users are added in
your neighborhood, the bandwidth gets shared
and individual modem performance will most
likely suffer

The various regional phone systems have
finally woken up to the threat of cable modems,
and have responded with XDSL. “XDSL" is a
catchphrase describing a set of digital subscriber
line services (hence the “DSL"). The one that
will affect consumers the most is ADSL
(Asymmetric Digital Subscriber Line). ADSL is
cool in that it doesn't require upgrading your
telephone lines (if they're fairly new)—it works

over copper. However, current technology
requires you to be within 3.5 miles of the central
office, leaving rural areas and many outlying
suburbs out of the picture. This minimum dis-
tance will probably increase as the technology
gets better, Pacific Bell, for example, will be
offering two types of ADSL. One form will allow
downstream speeds of up to 1.5Mbits/sec, but
upstream is only at 384Kbps. The other service
option is 384Kbps in either direction (not really
“asymmetric,” but the technology is the same).
Pricing hasn't yet been set.

One final alternative is DirecDuo, from Hughes.
You can get cable-quality television and Internet
services from a single source. However, the
implementalion appears a bit kludgy for gaming
purposes. You communicate upstream to the ISP
via your good old analog modem. Downloads are
handled through a small {roughly 18 inches in
diameter) satellite dish that picks up a transmis-
sion from geosynchronous orbit (roughly 23,000
miles up). Can you say “lag time"?

It's very possible that within a year, many peo-
ple will be using alternatives to your good old
analog modems. Still, it's hard to beat the low
cost of today's 56Kbps modems. Even if you
throw in a second phone ling, it's still a pretty
cheap way to connect. But it will never give you
the low latencies of a LAN. —LC

ping times are often under 10ms, and in
a game like Quake, are usually some-
where around 20-40ms. On the Internet,
ping times are usually in the 200-300ms
range, or worse. Modems can sometimes
account for nearly 100ms of that latency,
50 finding a modem with the lowest ping
time can make quite a difference.

To figure out both the 56K and ISDN
maodems' ping times, we used a Win-
dows 95 program called TraceRoute

(tracert.exe), which will report, hop-by-
hop, how long the round-trip transmis-
sion/receipt acknowledgment took, We
focused on the first hop, which is from
the client modem to the ISP's terminal
server modem, took 50 samples, and
then averaged them. For testing 56K
modems, we used two different ISPs,
CompuWorld and InReach, bath of which
are currently supporting both 56K stan-
dards. For comparison, we also tested

AVERAGE TRACE ROUTES TO TERMINAL SERVER

al CompuWorld

pom (K56 Fle 93
Diamond (K56 Flex 92
Global Village (X2) 117

[EUSHI02) M T 1787
Diamond SupraSonic V.34 (aseline) 135

at InReach

| W 3Com Impact I 84
| M Zoom Dup 53
| W Supra Netcommander 37
. WV.34 Modem (eseine) 119

Milliseconds - Lower Is Bettar

Diamond's SupraSonic 336V+ V.34
modem as a baseline to see how much
faster the 56K modems would be. For
ISDN TraceRoute tests, we used Pacific
Bell's ISP service. When looking at laten-
cy numbers, assume that the client
modem is responsible for about half of
the latency, and the terminal server
modem for the other half.

—Dave Salvator, with Rob Schenk and
Brian Fikes, Computer Shopper Labs

- at Pacific Bell

Millisaconds - Lower Is Better
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<_MODEM MADNESS [

USR SPORTSTER
96K

longtime player in the modem mar-
Akel, US Robotics (USR) developed,

. M"BEMS and has been the main proponent
espite more exotic offerings, of, X2 56K technology. Even after being
56K modems still represent the main Internet hookup option for fecenly:agaUiEE RS RO AR IICIE:

. ) behind the Open56K specification (see
many people. With technologies such as ISDN, ADSL, and cable sidebar), USR continues to heavily evange-
modems, there may not be a local service provider, or, for that matter, an lize X2 technolagy, and has lined up a fairly

or gt , ; hefty array of Internet Service Provid
ISP who offers these connectivity options. But the biggest problem with 56K {}Epi}d,’,:i{SUCH"mf,f”“’ PHyedee

modems is that this technology has splintered into two variants: X2 and Geting the Sportster up and running was

. —_— i ; fairly straightforward, though USR doesn'’t
K56F|§x. Which stand_ard ‘wm win the day is still an open questpn. So, the SRR o
more important question is: Will the 56K modem | buy today still work after the unit to your machine. Sportster's ports

the new single 56K standard is solidified sometime next year? Most modem et Rt R IRIEIR
DIP switches for enabling/disabling different

vendors are promising upgrades to this new standard (some of them free), features, they oo are clearly labeled. The

so the news on the continued compatibility front seems pretty good. unit also has a power swilch and volume
control, and ils front-panel status lights will

Even with 56K, however, your ISP may not yet even offer these services, or may have opted o offer give you a good idea whal the:unil's up to

only one. That could therefore limit your choice of which 56K modem to consider. In addition, you during operation.
may have to look for a new ISP to take advantage of your 56K modem. Before making any investment, While Sportster's numbers show that it's
find out from your ISP which flavor il is supporting or plans to support. not quite the fastest of the lot, it is still con-
Another issue to consider: Your mileage may vary from ISP to ISP. There are a myriad of possible sistently fast. It had the highest reportedini-
explanations for this variance, but you should remember that, just because you got a hot new 56K lial connect speeds of all the S6K unils we
modem, you won't automatically see the 50Kbps+ data rates brazenly promised by modem makers. looked at (around 50Kbps), and ils ping
In fact, the best rates we saw from the four units reviewed here was right about 50Kbsp. Apparently, times {o ISP terminal servers were again, not
there's some current FCC regulation that caps peak X2 modem throughput at 53Kbps, and you'll the fastest, but not the slowest. Ils ping:time
most likely get that speed only on a sunny day going downhill with a tail wind. Still, 50Kbps is faster numbers and reporled initial connect speeds
than the dala rates most of us currently live with. And there's more good news for gamers. between the two [SPs we tested with were
Most of the 56K units here get better ping times than the V.34 baseline modem used, and the dif- pretty consistent however.
ference can be dramatic. Echoing last year's message, we recommend external modems, simply USR has publicly stated that it will offer
because their installation is so simple. All four units installed problem-free, and because the COM free uparades to the forthcoming single 56K
port’s 110 resources are readily specification when it is finalized, so Sportster
known to DOS, older DOS will continue to be Net-warthy. If your local
titles should have no problem ISP is supporting X2, the Sporister should
getting at the modem either. serve you well. —DS
And despite the current
schism in the 56K world, al Sportster 56K
four units reviewed here are Price: $219 w/ $50 mailin rebate
software-upgradable, and all Contact: USRI3Com, (800) 342-5877
four companies are offering WWW.X2.usr.com
free upgrades to the new sin- : _
gle 56K slandard when it Rt
arrives sometime next year, ‘performance.
So if you're in the market CONS: Serial
for a 56K modem, check out cable not

O AT A A A K o

our evaluations of these units.
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OPENSGK:

PANACEA OR PIPE-DREAM?

f 56K technology had an astrological sign, it
I-.-.rnuld be Gemini. Since its inception, there's

been 4 twin-track of development, splintering
into RockwelliLucent Technology's KS6Flex, and
3Com/USR's X2. Unfortunately, these two flavors
of 56K, though in many ways similar, are different
enough that they won't interoperate. And as these
behemoths duke it out for dominance over whal
will be the prevalent method for connecting to the
Internet for the next couple of years, it's we, (he
encl-users, who wind up having to lolerate the
headaches created by this megaspat. Why can't
the players involved just get along?

The controversy stems from several factors:
The principals, USRI3Com and Lucent
Technologies, are each trying to leverage their
intellectual property (IP) patents—some held,
some pending—and in turn are trying to pulinto
place licensing fee structures for use of their
respective technologies. At a recent meeling of
the International Telecommunications Union
(ITU) Study Group 16 in September, the major
players failed to produce a “determined docu-
ment" outiining technical details of the new “uni:
versal” 56K modem specification, dubbed
V.PCM. The resull is thal a final version of
V.PCM that vendors can aclually use probably
won't show up until sometime next spring.
Fortunately for end-users, almost all modem
vendors worth their salt are offering free
upgrades to the new V.PCM slandard once the
ITU and the players involved iron out the details.

Whal's at slake here? Big bucks. Until other
communications technologies can compete on
both price and performance, the winner of the
lion's share of the burgeoning 56K modem mar-
ket will be laughing all the way to the bank.
Should you hold off until nex! year, when Lhe
new V.PCM modems are available? Mol neces-
sarily. If you're still slogging along with a
14.4Kbps modem, & new
56K modem, X2 or K56Flex,
will offer a considerable per-
formance boost. Come next "
year, you should be able to = 2N
upgrade it to remain com-
patible with the new V.PCM
standard. —0S

MODEM MADMNESS

DIAMOND SUPRAEXPRESS S6E

famond Multimedia bought:its*way
Dinlo the modem business by acquiring
Supra several years ago. The company
has offered a line of modems ranging from a
fairly basic:model.up throuah'its SupraSonic
(the V:34 version that we Used'as a baseline
for comparison'in our initial connect Speed
and ping:
lime tests).
Diamond's
latest
KE6Flex-
based SupraExpress 56e i5 a pretty basic
56K offering.

The unit itseff is pretty small, and'its ports
are-unlabeled, Itdoes come with hard-wired
serial cable, but'|acks a power switch and
onboard volume control. It5 front-panel statuis
lights are pretty minimal: They show power,
send data, receive data, and aff-hook.

The SupraExpress's performance is decid:
edly;mixed. On the one hand, it was:the poor-
gst performer across all three file types'inthe
average throughput test. It also'had just about
the slowest reported initial:connect speeds
with both test'ISPs. On the other hand, it had
the best ping:times with both ISPS; @ real plus
for:gamers. And n gameplay testing;
SupraExpress held its own.

At $140, the SupraExpress delivers fast
TraceRoute times, but bear in mind its spotty
throuahput performance. =05

= !

200M SEKX

erhaps hoping for:brand recognition from
P ageneration of users raised on PBS edt:

calional programming, Zoom has bolha:
56K modem and an ISDN unitin this roundup:
The company's K56Flex-based 56Kx modem,
however, presents something of @ mixed bag,
The unit has labeled ports-and a front:
mounted power switch (nice touch), but
doesn't ship with a serial cable fo connect it

* to your machine: The frant pane! has the most

elaborate array of status lights of-any 56K unil

{ested: and will'even indicate in which mode
you're:connected: V.34 (33.6Kbps) or 56K
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SIIIIIBEXIII‘BSS abe
Price: $140

Contact: Diamond Multimedia,
(B00) 468-5846
www.diamondmm.com

56Kx’s throughput numbers are tinre:
markable, though they are faster than
Diamond's. In just about every. test except

“fordhe ZIP-file, the H6Kx is stower: than both

X2:uniis. lts average initial connect speeds
were also somewhat disappointing, in the
lower-40s. In-ping-iime tests, we saw some-
thing:of a Jekyll-and-Hyde effect. When
connecled to CompuWorld; 58Kx's ping-
times were the fastest (tied with Diamond),
but when connected to InReach; they were
slower even than the Vi34 baseline unil, and
we saw numerous time-outs, indicating

dropped: packets. Gameplay confirmed this

number, as the 66Kx seemed’to cause
numerous hiccups: IS gameplay perfor-
mance was smoother when connected (o
CompuWorld, however.

The:56Kx hias fis moments, and the slug:
gish performance we encatintered was-anly

~ il qoing throughi one ISP, But that, coupled with

its unremarkable throughput numbers and
average reported initial connect speeds leaves
us somewhat reluctant to recommend the
56Kx as a naming modem; =05

a6Kx

Price: $149

Contact: Zoom Telephonics, (800) 631-3116
www.zoomtel.com




BLOW THE OPPOSITION OUT OF THE SKY.

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 UP TO 33 FRAMES PER SECOND. ® MULTI-PLAYER SUPPORT WITH DEATH MATCH AND TEAM

PLAY SUPPFORTING NETWORK, MODEM AND DIRECT CONNECT. ®8 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 AND MUCH MUCH MORE.
THERE IS NO COMPETITION, BUY FLYING CORPS GOLD TODAY FOR THE ULTIMATE COMEAT FLIGHT EXPERIENCE
“THE NEW KING OF WWI1 FLIGHT SIMS™ CGW 4/5
“FLYING CORPS IS SIMPLY STUNNING"
COMPUTER GAME ENTERTAINMENT 98%

“FLYING CORPS IS5 OUTSTANDING" PC GAMER 20%

“THE DEFINITIVE WW 1 FLIGHT SIM EXPERIENCE"
PC GAMES A RATING

EMPIRE INTERACTIVE - CALL: | 800 216 9706 WERSITE: www.empire-us.com
30FX LOGO U 10068 I0FX INTERACTIVE, INC.

CIRCIF READER SFRVICF #37H



| MODEM MADNESS >

GLOBAL VILLAGE TELEPORT

[obal Village is a modem maker more
Giarniﬁar 1o Mac:heads, but the compa-
ny's X2-hased TelePort modem is its
first foray into the PC market. In'entering the
56K fray, Global Village opted to
use USR's X2 technolo-
ay, which several'ofher
‘\ modem makers have
4\, also.embraced.
7 Averysiim external
unit=—a little bigger than
anaudio cassetle case— &
the TelePort has port
[abels that are Mac-style
[conic symbols for the phone line and
phone:connections. The tnit hasa power
switch, though it Iacks a volume control.
TelePort ships:with & hard:wired'serial cablg;
and its front:panel status lights ate pretty.

minimal, Showing only power, connect, and
dala transfer.
In testing, TelePort was the faster of the two
X2 unils'we looked at; and performed well vers
sUs the KbBFlex
modems in'the
roundup. lis
reported initial
connect speeds
to the two 15Ps
|| were slower than
| the USR X2 unit,
pul Global
Vlllageachieved
hilgher initial connect speeds than either
K56FIex unit. As for average ping times,
TelaPort's were identical to the USR:unit, and
were comparable to the K56Fex units,aoing to
one |SP. thotigh were slower in going to the

espite advances by 56K

modems, and several interest-

ing connectivity technologies
on the horizon, ISDN is the way to
go for now if you can get service in
your area. Though certainly not as
cheap as standard dial-up service,
ISDN clearly delivers lower latency,
and setting up an ISDN terminal
adapter, though not always stupid-
simple, has gotten considerably eas-
ier. If ISDN isn't an option, 56K
modems do deliver better latency
performance than their V.34 prede-
cessors, but that performance can
vary widely from ISP to ISP,

So, in addition to investing in a new 56K
modem, you may find yourself having to seek
out another ISP fo get optimal latency times.

For the purposes of Internet gaming (there’s

CGwW

anolher use for the Internel? Oh, yeah, down-
loading game patches) the Supra NetCom-
mander seems to be the sweet spot. The 3Com
ImpactiQ deserves kudos for convenience and
ease of setup, but the relatively slow speed is a
concern. Finally, the Zoom/Duo may be of inter-
est 1o someone who
really needs the
V.34+ISDN capabili-
ty—and it's certainly
fast enough—but be
aware that selup may
be troublesome.

As for the 56K guys,
Diamond's
SupraExpress 56e
delivered the best per-
formance in terms of
latency, though its
throughput numbers
underwhelmed. The X2
unils both turned in
identical latency perfor-
mance, which was

DECEMBER 1397

other than the Dlamond
SupraExpress was.

If you'don't need status
lights; TeleRort (at $99) is.an inexpensive
unit that delivers solid performance and
consistent ping times. —D8

TelePort

Price: $99

Contact: Global Village, (800) 736:4821
www.glohalvillage.com

consistent, though not as fast as Diamond's.
And while the difference in latency times com-
pared to Diamond was noteworthy when con-
nected lo one ISP, it was negligible when con-
nected lo the other. Their throughput numbers
were also better across different file types, how-
ever. Zoom's 56Kx delivered spotly latency per-
formance, and mid-pack throughpul. If your ISP
offers only K56Flex, we would lean toward the
Diamond. If your ISP offers only X2 service, we'd
give the nod to Global Village. &




Feeling Boxed In By Your PC’s Multimedia Capabilities?

SOUNDIBIASTER

PC-DVD"

MULTIMEDIA KITS

The Hottest Upgrades Create the Coolest PC."

CREATIVE

WWW.SOUNDBLASTER.COM

©1937 Creative Technology Ltd. All ather brand or product names listed are ks or registered trademarks and are property of their respective holders.



upgrade to Hair-Raising, Heart-Pu

©1997 Creative Technology Ltd, All other brand or product names listed are trademarks o | rademarks and are propeny of their lmﬁe_'clivn halders. Sondus® Sound Synthesis made under license from tha Board of Trustees
[

e
of the Letand Stanford Junior University. Sondius® and the Sondius™ symbal are trademarks of The Board of Trustees of the Leland Stanford Junior University. This product contains one or mare prolecied ograms under intermational and ULS. copyright
laws as unpublished works. They are confidential and propriztary to the Board of Trustees of the Leland Stanford Junior University. Their tion or disclosure, In whole or in part, or the production nﬁwwﬂl'wu works therefrom without the express
permission of the Board of Trustees of the Leland Stanford Junior University I$ prohibited. Copyright 1992, 1993, 1994, 1995, 1996 by the Board of Trustaes of the Leland Stanford Junior University, All rights reserved.



mping AWE64 Audio.

CRAPHICSICARDS

MULTIMED]

« : 5
For your listening pleasure. ..
y ; »
you can’t beat this board.

— Computer Life

Sound Blaster® Makes Listening to Your PC a Blast!

Step up to the next level in audio fidelity. Glass-shattering highs. Thundering lows. Sound that makes your heart
pound and your toes tingle. The Sound Blaster® AWE64 line offers incredibly smooth, expressive and realistic audio
with 64 voices of Advanced WavEffects™ Synthesis and WaveGuide Technology. You get rich audio with crisp, clear
digital output. The onboard memory and SoundFont™ technology enables you to add unique new sounds or create
some of your own. With the award-winning Sound Blaster® AWE64 Gold you can output glorious sound in 20-bit
fidelity, just like the pros! Choose either of these solutions and receive the superior audio quality, expandability
and Sound Blaster® compatibility you need to meet the most demanding gaming and multimedia tasks.

=R A
STER AWE
@ L '-

o

wBOOELE LA : ——
Sound Blaster® AWEG64 Value Sound Blaster® AWEé64 Gold
« 64 voices of Advanced WavEffects™ Synthesis and WaveGuide Technology * Superior quality, low distortion, 90db analog and 120db digital audio outputs
* 512k onboard RAM for SoundFont™ samples and 3D Positional Audio * 4MB onboard RAM for SoundFont™ samples to experience E-mu 3D Positional Audio
* Accelerates Microsoft® DirectSound™ and DirectSound 30 * 64 voices of Advanced WavEffects™ Synthesis and WaveGuide Technology
» Designed for today’s demanding gaming and multimedia applications * Includes S/PDIF output, gold-plated RCA line outs

The Hottest Upgrades Create the Coolest PC.”

CREATIVE

WWW.SOUNDBLASTER.COM

CIRCLE READER SERVICE #070
*Estimated Street Frice For more information, check out our Vebsite at www.soundblaster.com or call 1.800.998.5227.
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Upgrade to Chest-Thumping,
Soul-Satisfying Sound.

“May Just Outclass
Your Home Hi-Fi.”

— PC Gamer

Turn Your PC into a High-Performance
Sound System!

Why settle for the tinny sound of the speakers that came
with your PC? Creative and Cambridge SoundWorks®—
designers of highly acclaimed home theater speakers—bring
you the ultimate high performance, value-priced speaker
systems for your PC.These amplified subwoofer/satellite
speakers are carefully fine-tuned to produce highly accurate,
realistic, wide-range sound—including thunderous bass.
Creative and Cambridge SoundWorks®—bringing home
stereo audio to your PC at prices that can’t be beat!

.nSr( )!_I’EWQB‘,K.S‘

.[l

MICROWORKS

PY HEinWay KLO

“The Only

You'll Ever Need.

P e —
CREATIVE ‘& £ SouspWorkS

SoundWorks® MicroWorks™

PC Works™
The most affordable PC audio system that Experience amazing wide-range sound— The ultimate PC sound system, with
offers true high-performance sound. including great bass—on your PC. crystal-clear highs and room-shaking bass.
“You'll Be Astounded...Sounds Like It’s Worth $500."  “Simply Sounded Like A Good Home Stereo.” “l Assumed That They Were Powered By
- CINET - PC Magazine Testosterone Rather Than EI'ECUECI.!)’."

- PC World

The Hottest Upgrades Create the Coolest PC."

*Estimated Streat Price

®1997 Creative Technology Ltd.
Al other brand or product names
listed are trademarks or registered
trademarks and are property of
thair respective holders.

CREATIVE
WWW.SOUNDBLASTER.COM

CIRCLE READER SERVICE #070
For more information, check out our VWebsite at www.soundblaster.com or call 1.800.998.5227.



LOYD CASE °

'HARDWARE

And the

Verdict Is

Finally—the Answer to the Eternal “DOS vs. Win 95" Question

hen [ wiote my col-
umn “Performance
on’Inal” L knew |
would get responses.
And [ did. What sur-
prised me, though,
wasn't the volume,
but the outcome.
First, let me state my bias up front: |

use Windows 95 almost exclusively, even
when playing DOS games. For one
thing, I find myself playing fewer and
fewer DOS games. Part of the reason is
the emerging preponderance of
Windows games. Part of the reason is
time — I need to muck around with con-
figurations much less with DOS games
than [ did in the past. To be honest, get-
ting here has been a long road —taming
the beast hasn't been easy. But like
Gandalf and Shadowfax, [ find this horse
to be better than past mounts.

Now, on to the voles. In fact, it was
pretty even. There were 24 guilty ver-
dicts (that running games on Windows
95 was a bad idea), 23 not guilty, four

readers for“probation”

(which basically means wait and see),
and two Macintosh aficionados suggest-
ing that they had a belter altermative
than either DOS or Win 95,

This is by no means a scientific sam-
ple, but | was surprised at how even the
responses were, Given the email | tend
to get, [ was convinced that [ would get
far more guilty than not-guilty verdicts.
Interestingly, the users voting guilty were
olten more vehement than the not-guilty
voters. Some seemed to dislike Windows
95 for no other reason than it was from
Microsoft. The guilty votes also tended
to come from highly technical PC users,
whereas the majority (though by no
means all) of the not-guilty votes were
from less technically sophisticated users.

Of course, one of the main issues with
Windows 95 has been DirectX, which has
generated alot of controversy. Despite pre-
ferring Windows 95 in general, I've had my
share of problems with DirectX; though
my woes haven't been nearly as terrible as
some ['ve seen. As with any new technolo-
gy, DirectX has had teething problems.
But unlike past technology innovations—

CD-ROM, for example — DirectX has
affected many more users in a much
shorter period of time. Which brings me
to this month’s topic.

DIRECTX 5.0: THE ROAD TO
REDEMPTION

I've been playing around lately with
Microsoft’s latest incarnation of DirectX,
version 5.0 (here was no 4.0, by the
way). The gang in Redmand has added a
lot of features lo DirectX, including a
new mode, DrawPrimitive, that greatly
eases development of 3D-uccelerated
games. Multiplayer capabilities — partic-
ularly Internet multiplayer — have been
boosted. Directlnput now has a force-
feedback component, courtesy of the
folks at I-lorce. And a 3D positional
component has been added to
DirectSound.

While the new features are interest-
ing, what excited me about this release
was how imuch control had been
returmed to users.

Its always a bit daunting installing a
new version of DirectX. Paranoia moves

‘ ‘ Some-

times, mix-

ing new and
old technol-
ogy results
in a whole
that is much
less than the
sum of its

parts. ’ ’

R T

Display Driver Install

A

Maltrox MGA Millennium PowerDesk (active)

Setup does notrecognize the existing driver for this device.

Install new driver? (not recommended)

Yes [ERNa )

Ifyou experience problems after installing the new driver, you can restore the original driver by
running Add/Remove Programs and selecting DirectX Drivers. Add/Remove Programs can
be found by clicking Start-> Settings -> Control Panel,
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LOYD CASE
| DirectX Properlies R

DirectX | Direct3D | DireciDraw | Directinput | DirectPlay | DireciSound |

to the forefront: Will my games get hosed?
Will I have to reinstall Windows? Will my @ DirectX Bis installed
carefully timed driver setup be reduced to

(ligit;ﬂ dreck? -~ Direct< Version Information —
Direct3D Vearsion 4,05,00.0155 Direct< 5
DirectDraw Version  4.05.00,0155 Directx 5
Directinput Version  4.05.00.0155 Direct< s
DireciPlayVersion 405000158 Diractx 5
| DireciSound Version 405000155 Direct45

Onmy systems, the answer was no, |

| =
o
-
=
a
cc
-
-

|

have read of other users who have had '
problems, but my regular comespondents ‘
J

seemn much happier with the new release —
asam L. In fact, | felta great sense of reliel

when the display driver install screen . Troubleshooting 1
, : sivsarallapions (fron ives i | the drivers thatwere installed |
popped up during the installation (figure 1). | Dﬁﬂ:&h;;nr?\:;::;oﬂhyo:pnr::ous i dﬂn?ti?:n |
Iinally, | thought, the installation rou- | buttan below, i
tine actually gives a recommendation that | | |
S e e L ety | |
makes sense. Fven though the DirectX | |

install didn’t see a “certiflied” driver, it
didn’t feel as if it had to step on my sys-

tem o tell me who was boss (yes, thats a

“not recommended” next to the “install

new driver” question). Fven more impor- oK Cancel Apply

tant, DirectX 5.0 now provides a method

mCUIITlul Fanel !Em
Ble Edt View Help

< = T =1l accelerator supports, as well as the acceleration capa-
5 g I.';b] i R BT

bilities. You can now specily “mode X for cerlain
[32btODBC| Accessibilty  AddNew  Add/Remove  Data/Time ) : ‘o =
''''' Options Hordware  Frograms graphics resolutions; this can affect performance posi-

glance, all the different graphics modes your graphics

tively or adversely, depending on the graphies chip.

$ g % u:f‘—"‘J ‘f_’,’p Click on the “Advanced Set ings” button, and up

somewhal sparse, but the DirectDraw tab

Enrgcty Doy Lol Focke Coif:g:;‘s pops 4 curious sereen, which seems to be useful
mainly for lroubleshooting (figure 5).
m hﬂ e . Ey =] “Ihe setting that looked the most interesting was the
2 objecie) ~1 “Show frame rate” checkbox, but checking it didin't do
for restoring your old driver. Hallelujh! m anything, as near as | could lcll.w
Asinall things .-.sn'JI't\\'urc, il'_s not perfect; PR —— =2 x]
at least one reader’s system failed to revert :
to the old driver, but in my testing, | was DirectX | Direct3D. DirectDraw |Diracllnput| Diredeayl DiradSuund]
able to restore drivers casily. Version: 405000155  ‘Yourdisplay driver is not cerified
~Options — e Advanced Settings ... |
RELEASING CONTROL J r Enu.ble PrintScreen KEY ! :
I was basking in the glow of this unex- e Al Displsy Froperties ... |
i el ) | i Perfarmance it
pected find \y!u:t! [ made the next astound- |\ [ise Harchare AcceTeruhun! ; R TR I
ing discovery. There it appeared in my | I Use ModeX for 320 by X ' '
i ; I y | _
control panel, unheralded (figure 2). | T Supported Modes
i Tl el B 202008 (ModeX) &
What was this blue and yellow 300000424
icon...and what the heck happened to gzunggxsg ™
i Spe 20x200:x1
my joystick control panel? Clicking on the 320:24&;'3 (lsflnd)eX)
blue icon brought up the — gasp! — Efﬁﬁjgﬁfig ~|
DirectX control panel (figure 3). I e e — .
Nole the “Restore drivers” bulton and a | Bll Ovailays : - Video Memory- |
list of versi bers. Note. alsa: the tabs | e il Total: 40940k |
ist of version numbers. Note, also, the tabs [f[oizoveue Free: 25500k i
at the top. Most of the controls are still ‘ BLTSTRETCH S =
BLTCOLORFILL

OLTOEPTHFILL =l _Advanced |

reveals a veritable geeks delight (figure 4).

I'here are a couple of interesting items | oK ‘ Cancal ‘ Aoply I

on this sereen, You can now tell, ata

CCwW DECEMBER 1807
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PIS support, 4ME
i shading, anti-aliasingefog anc

R trigngles per sece

di software, drivers A link

Wwww.guillemot.com
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TECHNICAL SPECIFICATIONS

All cards feature plug-and-play compatibility, CPU-independent operations,

bundled software, online upgrades, technical support, and warranty.

ISTUDIC, 4

HARDWARE ARCHITECTURE
50 MIPS Digital Signal Processor: Dream™
Audio Codec: ESS Audiodrive 1868 and Dream™

SYNTHESIZER
B4-voice polyphany (expandable to 96)
Wavetable synthesis
16 multi imbral channels expandable to 32

DIGITAL AUDIO
16 track direct-to-disk, real-time effects editing
4kHz - 44.1kHz 16-bit stereo sampling
16/18-bit ADC/DAC converters
Enhanced full duplex

WAVETABLE SOUND SETS
355 instruments, 128 General MIDI™ instruments
189 variations, 9 drum kits, 1 SFX set
New sound sets available through website

INPUTS
MIDI/joystick port and joystick-exclusive port
Microphone and stereo line inputs
CD/Aux (sterea)
Stereo digital in (S/P DIF - 4.1 KHz)
RCA gold-plated stereo analog in

OUTPUTS
4-speaker output (1 main stereo and 1 stereo surround)
Sterea digital out (S/P DIF - 44,1 KHz)
RCA gold-plated stereo analog out
Line out

DRIVERS/API SUPPORT
DO0S, Windows®3,1, Windows®95
DirectSound™ with hardware acceleration
Maxi™ Sound Dynamic 3D Audio

SUPPORT STANDARDS

General MIDI™

General Standard™

Sound Blaster™ and Sound Blaster Pro™
Roland MPU-401™ Mode UART

DLS™, Intel®, Cyrix™

MSRP $299

SYSTEM REQUIREMENTS
4B60X 66MHz or higher (Pentium® recommendad)
3.5MB per second hard disk transfer rate
16-bit 1SA slat, BMB RAM, CO-ROM Drive
Windows® 3.1 or Windows® 95

HARDWARE ARCHITECTURE
50 MIPS Digital Signal Processor: Dream™
Audio Codec: ESS Audiodrive 1868 and Dream™

SYNTHESIZER
B4-voice polyphony (expandabla to 96)
Wavetable synthesis
16 MIDI channals

DIGITAL AUDIO

4kHz - 44.1kHz 16-bit stereo sampling
16/18-bit ADC/DAC converters
Enhanced full duplex

WAVETABLE SOUND SETS
356 instruments, 128 General MIDI™ instruments
189 variations, 9 drum kits, | SFX set
New sound sets available through website

INPUTS
MIDI/joystick port and joystick-exclusive port
Microphone and stereo line Inputs”
CD/Aux (stereo)

OUTPUTS
4-speaker output {1 main stereo and 1 stereo surround)
Line out

DRIVERS/API SUPPORT
DOS, Windows®3.1, Windows®95
DirectSound™ with hardware acceleration
Maxi™ Sound Dynamic 30 Audio

SUPPORT STANDARDS
General MIDI™

General Standard™

Sound Blaster™ and Sound Blaster Pro™
Roland MPU-401™ Mode UART

DLS™, Intel®, Cyrix®

SYSTEM REQUIREMENTS
486DX 68MHz or higher (Pontium® recommended)
16-bit ISA slot
4MEB RAM (BMB required lor Windows® 85)
Windows®3.1 or Windows® 85

TR0
MSRP $199
HARDWARE ARCHITECTURE

30ix Interactive Voodoo Graphics™ Tachnology
_ APIS support

3D FEATURES
Perspective correct texture mapping
Bi-linear and advanced texture filtering
MIP mapping
Sub-pixel correction
Polygonal-based Gouraud shading
Z-Buffering
Anti-aliasing
Alpha blending

SPECIAL EFFECTS
Fop, transparency, translucency
Texture morphing, compositing, and ani

PERFORMANCE
45 Mpixels/sec sustained fill rate
1 million triangles/sec polygon
Simultaneously runs color fill, texture and pbbﬂ]on display

COMPATIBILITY
PCI bus 2.1 compliant
Most 3D APIS
Dperates alongside SVGA and Windows accelarators

SYSTEM REQUIREMENTS
Pentium® 90 or higher
8 MB RAM
Available PCI slot
SVGA graphics card
CD-ROM or DVD-ROM drive
Compatible SVGA monitor
Windows® 95

pioneering multimedia worldwide

¥ Guillemot International is a major contributor to the multimedia field through its innovative

WANT MORE DETAILS?

line of peripherals. With an extensive in-house technology development center and years
of PC sound and gaming experience, Guillemot International is setting standards with its
Maxi Sound and Maxi Graphics hardware product lines.

CALL 1-800-967-0863

OR VISIT US AT http://www.guillemot.com

Gl, Maxi Sound, Maxi Graphics, Game Theater 64, Home Swwdio Pro 64, and Gamer 30 are and/or ol G

ional. All other trad
Cover phoin by Stovan Nordstriim.

andfor regi arep ios of their

awners. @ i Al rights reserved.



DirectDraw Advanced Seltings

Ilél\-'tfl‘l'l Ol)L‘T]L‘(l

that can of
I~ Show Frame Faia) worms vel.
Then there
- Debug Setlings e was the mysteri-
| ¥ Use Hardware Bit pebigLevel ous new ‘Game
| P Use Hardwars Transparency I;ras More controllers” icon.
¥ ‘Usa Hardware Color Fill AR Clicking on that
e NDS‘{SLOQ(.n.:n ank brought up a
" Force NOSYSLOCK on Lock -
I~ Disable MM Support Erampeljoy:
I Disable Wide Sufaces stick control
= panel (figure 6).
I-TI S I [ truth, it pret-
ty much an updat-

PFIGURE 5}

be a DirectX 5.0 feature that doesn’t
work with games wrilten for carlier ver-
sions of DirectX, but thats only a guess.

[ could devote an entire column to
exploring all the buttons en DirectDraw.
Suffice it lo say you can now get more
information than you ever desired —and
even aller some DirectX behaviors, This
makes troubleshooting a lot easier: You
can lurm features on and off, tum hard-
ware acceleration on and off, and even
activate a“debug” mode, though |

ed version of the

(omer Conbrotlers

old joystick control panel,
butit does look a lot mare

like a standard Windows

LOYD CASE

and 3D games are finally hitting the
streets in quantity, Microsoft continues to
drag its feet when it comes (o OpenGL
acceleration for Windows 95. This has the
effect of reducing choice for the end
users, With the host of fast 3D accelera-

[We¥]
[
s
=
[—)
[~ 4
=T
—

tors now on the street, its really unfortu-
nate that GL QUAKE and all its cousins
and siblings continue to be supported on
onlya couple of 3D chipsets,

DireetX 5.0 is worth getting, however,
if only for the setup and user control
enhancements, At this rate, Windows
gaming might one day actually be casy,

stable, and fast.%

95 control panel.

A WORK IN
PROGRESS |
DircetX 5.0 feels alot T

T |
o

more polished thanpast ||

releases, but it still a
work in progress. While

Direct3D is more robust,

™ |
GETTING REAL (MODE, THAT IS)

One of the thornier issues with
Windows 95 games is running titles
from the DOS prompt. If you run from
a Windows 95 DOS box, performance
may suffer. If you “Restart the comput-
er in MS-DOS mode,” you need to
have your DOS CD-ROM and other
necessary drivers loaded in
CONFIG.SYS. The problem with this is
that some CD-ROM device drivers,
when loaded before Windows 95 starts
up, put Windows into “compatibility
mode"—and performance suffers. (You
can tell by popping up the "System”
control panel applet and selecting the
performance tab.)

However, if you're the lucky owner
of a Creative Labs sound card, you
may have a better alternative. It's

called CTLOAD. CTLOAD is a small
program that lets you load a device
driver from the DOS prompt. Why is
this useful?

The answer lies in the DOSSTART.-
BAT file, which executes when you run
the “Restart in MS-DOS mode” shut-
down oplion. Sure, you can always
create custom configurations that will
load all your drivers, but this is easier.
Here's an example of CTLOAD in action
in a DOSSTART.BAT file:

C:\ASPIBDOS.SYS /D

CTLOAD C:\ASPICD.SYS/D:
MSCD001

C:\mscdex.exe /d:mscd001 /m:16

C:\logitech\mouse\mouse

ASPI8DOS and ASPICD.SYS are
required for running DOS games off
a CD-ROM, but | sure don't need
them cluttering up my CONFIG.SYS
file, Luckily, CTLOAD solves that
problem nicely.

SHEDDING OLD FUR

If you've been digging around in
your root directory, you may have
noticed a couple of hidden extraneous
files taking up space. The names of
the files are SUHDLOG.DAT,
W95UNDO.DAT, and WISUNDO.INI.
These files are created when you
upgrade over an existing Windows 3.x
installation. W35UNDO.DAT, in particu-
lar, can take up more than 6MB of disk
space, since it contains compressed
versions of Windows 3.x files that were
replaced by the Windows 95 upgrade
process. If you don’t think you'll be
going back to Windows 3., you can
safely remove the files by running the
“Add/Remove Programs” control panel
applet and uninstalling the “old
Windows 3.x and MS-DOS files" entry.
Don’t just delete them, unless you've
reinstalled Windows 95 from scratch
since the original upgrade.
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p_entlum

pentlum ]

166 MHz TD-25 233 MHz TD-25 233 MHz TD-225

* |ntel 166MHz Pentium® Processor with MMX * |ntel 233MHz Pentium® Processor with MMX * |ntel 233MHz Pentium® II Processor

* 37MB (1-32MB) DIMM * 32MB (1-32MB) DIMM * 64MB (2-32MB) EDO SIMMs

= 512K Pipelined Burst Cache * 512K Pipelined Burst Cache * 512K Pipelined Burst Cache

* Intense 30 100 w/4MB EDO RAM * Intense 3D 100 w/4MB EDO RAM * [ntense 30 100 w/4MB EDO RAM

* 17" 27dp, 1280x1024 Manitor (16.0"viewable) * 17" 27dp, 1280x1024 Monitor (16.0"viewable) « 17" .27dp, 1280x1024 Monitor (16.0"viewable)
* 1.76B 10ms EIDE Hard Disk * 3.56B 10ms EIDE Hard Disk # 1.76B 10ms EIDE Hord Disk

= Floppy 3.57, 1.44M8B » Floppy 3.57, 1.44MB * Floppy 3.5, 1.44MB

« 7 slots (3 PCI, 3 15A, 1 Shared), & Drive Bays * 7 slots (3 PCI, 3 ISA, 1 Shared), 6 Drive Bays o 7 slots (4 PCI, 2 15A, 1 Shared), 6 Drive Boys

« 2 USB Ports, 1 Parallel Port, 2 Serial Parts * 2 USB Parts, 1 Parallel Port, 2 Serial Ports 2 USB Parts, 1 Parallel Port, 2 Serial Ports

= Dual EIDE channel/Ulira DMA 33/4 devices « Dual EIDE channel/Ultra DMA 33/4 devices * Dual EIDE channel/4 devices

$2,099 $2,469 $2,809"

Systems include: 30-day money-back guarantee, 3 year limited warranty;"one year on site, Windows 95°w/30 Days Free Phone Support, Microsoff*
IntelliMouse’, Windows® 95 ready 104-key keyboard, (\US Robotics 33.6 KBPS Fax/Data modern tool-free mini tower case, and Ensoniq Wavetable
Card, Speakers & Mic, 24X Variable CD-ROM



Live the 3D experience. i e ou e e

serious 3D graphics machines. The kind that make your eyeballs jitter with ecstasy.

And our direct prices are really low. But the best part — these systems have the Intergraph
nome on them. A name that means graphics.

Go ahead, compare our 3D PC prices with other manufacturers’ PCs without 3D. You'll see.
Buying Intergraph is like getting 3D for FREE. No Lie!

So, live the 3D experience. Immerse yourself in the new and vivid universe of 3D.
Let it caress your imagination and excite your soul.

* 3D Graphics. Unbelievable af these prices! You get real 3D acceleration for
Direct3D" apps, mind-blowing 3D games and mult |mec||u It's a world of 3D realism with
correct textures, Gouraud shading, ;

environment mapping — Y i), It's where.
serious stuff i w8 you're going.

- 30 Sound. Ty 30. ' YL SN We'll take
Qur Ensonig™ 3D sound card, G R 4 you I'here.

mic and speakers deliver stereo
surround, wrap-around effects and wavetable synthesis, plunging you info a realm of

3D sight and sound.

* Spectacular Video. Of course! Infergraph PGs give you MPEG and AVI
compatibility, full-screen, smooth-mofion video at 30 frames per second af resolutions
up to 800 x 600. And you can scale, zoom and stretch in real time.

This is ! The 3D PCyou want. Gof fo have.
\ And the 3D is FREE! Don’t wait. Get it NOW.

Get Intergraph.

INTERGRAPH

COMPUTER SYSTEMS

266 MHz TD-225

- i
* |ntel 266MHz Pentium® |l Processar or er Dl red Now
* 64MB (2-32MB) EDO SIMAs ®
* 512K Pipelined Burst Cache
* |ntense 3D Pro 1000 w/16MB RAM
« 21 25 dp, 1600x1200 Manitor (20.0" viewable) I - 800 - 692 o 8069

* 3.56B 10ms EIDE Hord Disk

* Floppy 3.5, 1.44M8 °

* 7lts (4 PC, 21SA, 1 Shared), 6 Drve Bays (1] ¢ order on-hne

« 7 USB Ports, 1 Parallel Port, 2 Serial Ports ®

Do B cr i www.intergraph.com/express

$5,379 Nexi-duy shlpmeni available.

st iemant hacoizns. 30-day money -back policy does ot indiude crigisal oo serer shipping oed handie diorges ood begies from date of

et [sesasngh, (e Modaon InAeaiol Pesk, M Seop CROBO, Mostuvile, AL 35494 0001 **Matremedia Extrome 30 orailble
1 o 5 n-,aml aclude shipping eed hondling, M peachases ese subject 1o evoilebilay, istergroph ond the latepasch
d trodermacks ooed T0 s 0 trofmsarh of Iefemuaph Comporction. The el lesidh Lesgo, Pntiven Pro, Pintiom, cod IATK ave negistesed trodements of lead (orpors Ivsv\-lnl.swn-urrdln}v— ik ol lu"
L< soruta, HCIT0541 I ergraph Computer Smerml -205-730-5441
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Price: $99

Vendar: Diamaond
Multimedia,

San Jose, CA

(800) 468-5846
www.diamondmm.com
Reader Service #: 317

% %k Kk k k REVIEW ¢ DIAMOND STEALTH Il

= Fast 3D for Less

by Loyd Case

very now and then some
product comes out of left
field, grabs me by my lapels,
and screams “Pay attention!”
The Diamond Stealth Il is
such a product. It uses
Rendition’s new V2100
2D73D accelerator chip, and
the combination of
Diamonds driver-wriling
abilities coupled with the innovative
archilecture of the Rendition chip
make for a very interesting product.
Throw in 4MB of 12-nanosecond
SCRAM and sell it for $99, and it
moves from the “interesting” column to
the “jaw lands here” column.

The card installed very smoothly,
and Diamond’s by-now-familiar driver
selup process also went smool hl_v,
During testing, we encountered only
one glitch: The CBench SVGA-graph-
ics test crashed with a divide overflow,
but we had ne problems with QUAKE,
Discent I, or DUKE NUkiEsm 3D in
SVCA-graphics mode.

Using our test-bed system, a 200MHz
Pentium with MMX; the WinBench 97s
Business Graphics WinMarks scores
were prelty good: 85.2 at 1024x768x16
and 80,7 at 800x600x32. More impres-
sive was the Stealth’s 3D WinBench
score, AL 126, it was just a lad shy of
Diamonds 3Db-based Monster 3D
(which posted a 130).

Actual gameplay was prelty good,
too. Direct3D games played smoothly
for the most part and looked great.
FLIGHT SIMULATOR 98 ran al a sleady
18-22fps, and MOTO RACER ran
25-40fps. DirectDraw performance
wils guud, too, with both \VinQE IAKE
(using -nowindirect) and DesceNT
11/95 running smoothly. SVGA-graph-
ics scores were also quite good: 47fps
for DukeBench and 16.2fps running
DOS Quake's three TimeDemo tests.
While standard VGA-graphics

cCowW

performance in Rendition’s newesl
chip has improved somewhat, it was
still pretty slow. We saw only 39 1fps in

CBench VGA graphics and an average

of 28.1 fps in QUAKE using its DOS
VGA-graphics mode.

Still, with VCA graphics increasingly
becoming a moot issue, the overall per-
formance of the Stealth [1 was a very
pleasant surprise, Its nol just that it very
alfordable; its about the best $100 card
I've ever seen. &

New Diamond Stealth Il Breaks the $100 Barrier

PAPPEAL: Gamers on a tight bud-
get looking for a fast 3D accelerator.

PPROS: Very good 3D and 2D
Windows performance; good SVGA-
graphics performance; very low cost.
PCOMNS: =
Poor stan-

dard VGA-

graphics

perfor-

mance. RATED # A 4 & X

DECEMBER 1507
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286 ASUS AGP Motherboard
286 Goldstar 24X CD-ROWV

291 Audiotrix 3D XG
291 Thrustmaster Millennium Joystick
292 Logitech Wingman Extreme

294 GH Racing Wheel
294 OR Technology LS-120




the new Matrox m3D upgrade for games.- - - -

_MAYOK  Matrox m3D delivers over 30 frames per second
of non-stop, arcade-action game play. Its éxtenslve set of
3D sbecial effects offers breathtaking. realistic araphics
for @ more immersive gaming experience. You'll be able to "
play Tomb Raider. Hexen II, LUIE!eant AL, 1i!varren:hzﬁ‘a-. Che® 5.
other hot 3D game titles at resolutions up to 1024 x 768 for .

superior image quality.

What's more. Matrox m30 comes with the complete retail
version of Ultim@te Race™, and over 20 game demos. For
only $99, Matrox m3D is the most cost-effective, full
featured 30 upgrade for your PC. Visit our Ueb site for

more information!

Complete retail version included: Matrox m3D

» Ideal upgrade for P133 PCIl, and AGP systems
with compatible PCI slots

» Works with all 2 MB PCI graphics cards, and
Matrox Mystique”, Mystique 2207, Millennium

Over 20 3D gome demos included: and Millennium Il graphics boards

(528 () ) a0 e (B
» 30 features include perspective carrect texture

o —~ mappeing, bilinear filtering, MIP mapping, fogging,
[ : } E%M% { -“' J [ M} [’-"3“’“’“"5] {mﬁﬂm-} alpha blending. and transparency

m nl ' ° “ [ 1-800-362-9349 http://www.matrox.com/mga ]

* Estimated streol prce. £Matrox is a registerad tragemark of Matrax Graphics Inc. Matrox fesarves tha night 1o change product spocheations without notice. Uim@te Race 5 a PowerVR Extrama ™ sotware game PoadiVR
and PowerVR Extreme ™™ are or regl of VideoLogic Ltd. (UK). All rights reserved. Used with permission. NEC Electronics Inc. (USA) and Mauox Graphres Inc. (Canada) are authorized distnbulors
of Uitim@ne Race. NEC Elect Inc. 15 a worldwide distabutor and hicensee of PowerVR soltware games developed by Kalisto Entertainment S.A. (France)

» Power VR2 30 controller with Y MB of
SORAM memory

CIRCLE READER SERVICE #246
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Price: $325

(without CPU)

Vendor:

ASUS Computer
International

(408) 474-0567
www.asus.com
Reader Service #: 316

by Loyd Case

f you've been wailing with bated
breath to upgrade your system to
AGP, then read on. The ASUS
121.97-5 represents the first of a new
breed of motherboards, as it inte-
grates the Intel 440LX chipset with
built-in Adaptee Ultra-Wide SCSlina
compact, AIX form-factor package.
Accclerated Craphics Port (AGP) is
designed as a high speed, dedicated bus
specifically for graphics. AGP doesn'l
help much for 2D graphics, but does
enhance 3D graphics performance —
especially when there are textures too
large to fit in the RAM on the video card.
The 440LX has full support for 2x side-
band addressing and AGP texturing, and
the dedicated bus should also help, once
contention with the PCI hus begins to
increase. The 4401 X also supports
SDRAM — thoug only at a 66MHz sys-
tem clock—and UltraDMA/33 hard
drives. The double-decker rear panel

k kk k37 REVIEW ¢ ASUS P2L97-S MOTHERBOARD

ATX port layout has two USB ports in
addition to the usval parallel, 2-serial,
mouse, and kevboard ports.

"Theres also a CD containing
Windows 95 bus-mastering DI drivers
and an INI" update for the chipset, as
well as some system management.
ASUS even supplies the llash update
utility on the CD for future BIOS
updates. The manual is well-writlen,
though at times it a bit terse.

Installation is pretty typical fora
motherboard, though the ASUS’ com-
pact size makes it a bit easier to install
than your average board. The ATX form
factor eliminates the need o figure out
serial connections. This board only uses
DINMMIs, so be prepared to pony up for
SDRAM or 3.3 volt unbuffered EDO
DIMMs, It takes up to 384MB of RAM
in three DIMM slots; parity and ECC
RAM is supported. The onboard SCSI
interface is easy lo connecel, but you need

aspecial adapter (not supplied) to con-
neet to external devices, One other cool
feature is that you set the CPU speed in
the BIOS — 1o longer do you need to
play“hunt the jumper.” For serious gear-
heads who want to know, the board
comes with the A3 slepping of the
01X chipset.

Overall, the P2L97-5 is another step
in the evolution of system boards. The
toad to AGP has finally been opened for
do-il-yoursell upgraders. %

PAPPEAL: Do-it-yourselfers look-
ing for a solid AGP motherboard.

YPROS: AGP; UltraDMA/33 and
onhoard SCSI support; jumperless;
ATX form factor.

HARDWARE

Price: $179 (MSRP)
Vendor: LG Electronics
(800) 243-0000
www.lgeus.com
Reader Service #: 318

kk*kk ' REVIEW » GOLDSTAR CRD-824IB SLOT DRIVE

Gaddie-Lack

by Loyd Case

very now and then you come across a

product with an impressive new fea-

ture that transforms what might oth-

enwise be a ho-hum device into

something that raises eyebrows. The
Soldstar CRD-82411 is just that,

“The first thing you notice when you
unpack this drive is the hungry-looking slot
in the front. Theres no door or caddie. If
you have Windows 95, installing the drive is
pretty slmighh‘hm:ml —serew the drive in;
attach your power, IDE, and sound-card
cables; and tum the system on. One reboot
later, you're live. If you have DOS or
Windows 3.X, (here§ a supplied driver disk.
"The front paned has a lull set of CD trans-
port controls (Play/isject, Skip, and Fast-
Forward) and theres even a SPIDIF (Sony-
Philips Digital Interface) on the back for
digital audio outpul. The drive reads just
about every possible CD fornmat including
the new CD-RW disks.

CCW

DECEMBER 1997

Theres no CD tray and no caddic on
this drive, Instead, vou slip the CD into
the front slot (as with most car CD play-
ers). The slot is really a handy feature.
Recently, | trashed a CD-ROM drive in
my lower system when [ bumped the
opened tray with my knee. Small chil-
dren also seem to have an casier time
with the slot drive.

As is typical with these high-speed
EIDE CD-ROM drives, the random-
access lransfer rates for very small files
is faitly slow — 22KB/scc for files just
2KB in size. Once the file sizes gel big-
ger than 8KB, the performance rateh-
ets up considerably. Sequential trans-
fers are much faster; all the sequential
transfers run at 1600-1700KB/sce.
Since the Coldstar is a CAV drive, |
also tested the outer-track performance
for tramsfer rates. Nob surprisingly, | saw
speeds on the outer tracks of

2500-3500KB/sce. Nole that most
CDs don't have much data in the outer
tracks. CPU utilization was pleasantly
low for an EIDE drive — 43 percent on
average, and only 10.2 percent at a
GOOKB/sec transfer rate,

If you're in the market for a high-
speed, EIDE CD drive, and the slightly
higher price of the Goldstar doesn't put
you off, its worll a closer look. &

PAPPEAL: Users looking for an
easy-to-use, high speed IDE CD
drive.

PPROS: Slot loading minimizes
chance of drive damage; low CPU
utilization for an EIDE drive; fast
spin up from idle.

PCONS: A
little slow

for random
transfers of |-

small files. |RATED A * 4 *




“You've got a friend in the business.”"®
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Searching for the ultimate digital media experience? Close out your search engines because the Destination Digital
Media Computer is here. Not only is the D6-300XL powered by the 300MHz Pentium® IT processor, but it also puts
gaming in your face with the Apocalypse™ 3Dx graphics accelerator,

The Apocalypse accelerator’s high-frame rates produce killer image quality and fantastic 3-D realism; which is
enhanced by perspective-correct texture mapping, pixel-perfect hidden surface removal, real-time shadows and smooth
shading. Bilinear filtering eliminates blocky pixels and smoothes them into realistic images.

But what good is all that realism without the proper monitor to put the game upside your head. The Destination
SVGA monitor brings it all to life with 36 inches of gaming paradise and 800 x 600 resolution.

When you order a Destination system with the Apocalypse 3Dx card you will receive the 3-D Gamer’s Bundle that
will push your senses to their limit: Ultimate Race)" Virtual On’" and Actua Soccer.”

Call Gateway today or put www.destination.com in your face. Get in the game.

CIRCLE READER SERVICE #1058




GATEWAY ™ Destination™
Big Screen PC/TV.

D5-200

® [ntel® 200MHz Pentium® Processor
with MMX™ Technology

m 32MB SDRAM

® 512K Pipelined Burst Cache

m Destination 31" SVGA Color Monitor

® 2MB Graphics Accelerator
with Cable-Ready TV Tuner

® 4GB 11ms Ultra ATA Hard Drive

» DVD-ROM Drive & Decoder Card

m 35" Diskette Drive

® Ensonig® Wavetable Audio

® Boston Acoustics® MicroMedia
3-Piece Speaker System

® TelePath® Modem for Windows
with x2™ Technology”

m 7-Bay Charcoal-Colored PC Case

m Cordless Keyboard w/ Integrated
EZ Pad® Pointing Device

m Cordless Field Mouse® Remote

m Microsoft” Windows® 93

® Home Software Titles

® Gateway Gold™ Service and Support™
for Big Screen PC/TVs

$2999 As low as* $104/mo.

Add Apocalypse 3Dx Graphics Accelerator for
only $129, and get the 3-D Gamer's Bundle.

™

Gateway Destination
Digital Media Computer.

D6-300XL

® Intel 300 MHz Pentium® I1 Processor
with 512K Cache
m 64MB EDO DRAM
| Destination 36" SVGA Color Monitor (35.5" viewable)
® 2MB Graphics Accelerator
with Cable-Ready TV Tuner
> 4AMB Apocalypse™ 3Dx Graphics Accelerator
m §.4GB 8.5ms EIDE Hard Drive
» DVD-ROM Drive & Decoder Card
m 3,5" Diskette Drive
® [Ensoniq Wavetable Audio
» harman/kardon® High-Fidelity Sound System
B TelePath Modem for Windows
with x2 Technology”
® 7-Bay New-Look Charcoal-Colored PC Case
B Cordless Keyboard w/ Integrated
EZ Pad Pointing Device
® Cordless Field Mouse Remote
B Microsofl Windows 95
B Home Software Titles
> 3-D Gamer’s Bundle
® Gateway Gold Service and Support™
for Digital Media Computers

$4999 As low as* 5163/mo.

"Maximum data transfer rate dependent on
certain variables inchiding particular
modents with which you are communicating,
telephone lines, communications software

i conianictios grotocols, Tk “You've got a friend in the business." ™
“The Destination 31-inch and 36-inch
SVGA monitors are covered by a one-year 8 0 0 - 8 4 6 5 7 ]_

limited warranty, Call or write for a

Frev ey, www.destination.com
610 Gateway Drive, 0. Box 2000 » North Sioux City, D 57049-2000

Phone 603-232-2000 = Fax 605-232-2023

D997 Gateway 2000, Inc. GATEWAY 2000, black-and-white spot design, Field Muuse, "G logo, EZ P'ad, Tr]r["a‘h Jnd You've got a fnend in the business” shogan are registered trademarks, and Destination, GATEWAY and Gateway Gold are trademarks
Natall [ i

oi(uhrua) 2000, Inc. The Intel [madci.osﬂ Inte] and Nentium are registered trademarks, and MMX isa
demarks of their respective companies. All prives and i

ystems contain the Pentium 1 processor. Al other brands and product names are trademarks or

"»subml 1o change without notice of f.»hl'u,.mou Prices do not include shipping or applicable sales tax. Many Gateway 2000 products are custom engincered 10 Gateway 2000

;pn:ulmtl:m which may vary from retail versions of the software andfor hardware in functionality, performance or compatibility. *Financing available on approved credit issued and administered by MBNA America™ Bank. N.A. Payneents baosed 0n

36-month term at an Annual Percentage Rate as low as 14.9%.

CIRCLE READER SERVICE #1058



by Loyd Case

tsa sad tnith that just as a technology

matures and gets easier to set up and

use, its also made obsolete by the next

technology shifl. So it goes with sound

cards. The next generation of sound
cards will be PCI based and offer sophisti-
caled, 3D-positional audio. But theres still
life left in the world of 1SA sound cards, as
evidenced by the Media TiX Audiotrix (say
that three times, quickly) 3D-XG.

The 3D-XG is about as casy to install as
any Plug-and-Play audio card. If you have
fairy plain system, then you'll have no prob-
lems; with some systems, vou may have to
tweak some of the /0 address settings in
the Device Manager. Theres also a handy
DOS (remember DOS?) control panel for
adjusting seltings for DOS games

At first, the specs for this card look very
interesting, They feature an attached,
Yamaha-manufactured SW60XG
wavelable daughtercard. "The fly in this
aintment, though, is the Yamaha OP1L-5A

AUDIOTRIX 3D=XG ¢ REVIEW % %

ISA’s Last Stand

sound chip (“"SA” stands for “Sound Blaster
Architectire”). In addition to Sound
Blaster compatibility, it has Windows
Sound System compatibility, kind of silly
considering that this now-defunct standard
catsup an [RQ for no good reason. The
“3D" audio is not tnue positional 30, but
rallier a stereo “ficld-widener.”

In testing, the drivers seemed a bit unsta-
ble, though we encountered no probleims
with several Windows 95 games. But, using
Windows 955 Media Player to play MIDI
files would occasionally wreak havoe with
the system — problems even included the
dreaded“Blue Screen o Death.”

In DOS, both Quagt: and Duks,
NUKEM 3D sounded good, although the
digital audio in DOS games wasa litlle
muddy (this wasn't the case with native
Windows 95 games). The 3D-XG supports
only Sound Blaster Pro compatibility—no
16-bit audio in DOS (Windows audio is
full 16-bit). Overall sound quality in

Windows 95 —including
low-resolution WAV audio —was

i
[~
=L
=
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=
-
—-

pretty damed good, though.

Despite the goad sounds in Windows
95, the crash problem with Media Player is
troubling, Whats miore, 3D-XG doesn't
come cheap at $295. If Media'liiX can
address some of this instability — and free
up the IRQ unnecessarily grabbed for
Windows Sound Systerm compatibility —
this could be a more interesting card. &

FAPPEAL: Anyone looking for an
alternative to Creative Lahs.

PPROS: Great wavetable; clean
sound in Windows 95.

PCOMNS: Expensive; DOS digital

audio a lit-

tle muddy;

occasional Price: §285

cﬁhﬁs L] Vendor: MediaTriX
with Media (819) 829-8749
Player. MTHI ok www.mediatrix.com

Reader Service #: 319

THRUSTMASTER MILLENNIUM 3D INCEPTOR * REVIEW % % % %

Not Just Rock 'n’ Roll

by Greg Fortune

he Thrustmaster Millennium 3D

Inceptor (M3DI) is certainly the

strangest joystick I've ever put my

hands on. This is not due to any

funky ergonomic design or strange
multifunction base, but rather its unique
approach lo joystick motion, Modeled
after the control sticks on the space shutlle,
which have a gimhaled Y-axis, the M3Dlis
an accurate and versatile joystick.

First, the basics. The M3D1 is a digital
Windows Y5-only controller. If you want to
run DOS games with this stick, you'll have
todoitout of a DOS window under Win
95. It has six buttons (inchiding the trigaer),
one four-way hat, and a throttle control,
The buttons are completely mappable via
the included software. Overall, the M3DI
feelslike a sturdy, well-built piece of equip-
ment witha comfortable grip and well-
placed buttons,

"The real surprise comes when you first
move the stick. Pushing the stick left and
right works as does any olher joystick, with
the fulerum in the base. The stick twists left
and right for yaw control as well similar to
the Sidewinder joysticks. But, instead of
pushing the stick forward and backward to
pitch up and down, the grip rofates forward
and back, as iI'_)nn were luming a sicle-
mounted wheel with your hand. In fact,
there is no Y-axis motion at the base atall.

By having two separale movements for
thex and y axes, you gain accuracy: Ina
flight sim, there’ no chance that you will
inadvertently affect the vertical pitch of
your plane when you push the stick over for
a banking um, This controller worked well
for the games | tested it on, including Janis
Loncsow and US Naw Ficiimers 97,

"The motion of the Millennium 31D
Inceptor is easy to get used to and

provides the ability o adjust
movement in one direction
without affecting any other
inputs. The one glaring
omission is native DOS support, and
this is my only gripe. Is this the future of
joystick design? I'm not sure. But one
thing is certain — for many Win Y5
games, I've got a new favorite ]’npalir:k. %

HARDWARE

DECEMBER 1997

P APPEAL: Win-95 gamers looking
for a new twist in game control.

MPROS: Easy configuration; solid
construction; highly accurate, digital
output; easy-to-use programming
front-end.

PCOMS:

No direct =

DOS sup- Price: $89.98

port for Vendor: Thrustmaster
legacy (503) 615-3200

games. www.thrustmaster.com

Reader Service #: 321




HARDWARE

Price: $49

Vendor: Logitech

(800) 231-7717
www.logitech.com
Reader Service #: 320

| X% %x REVIEW ¢ LOGITECH WINGMAN EXTREME DIGITAL

To the Extreme

by Jack Rodrigues

ogitceh’ latest offering, the

WingMan Extreme Digital, has sev-

eral distinguishing features: a com-

fortable (provided you're right-hand-

ed), molded contour grip, rubber-
coaled buttons, a throttle with a bullet-
shaped nub, and a weighted base (which
gives the controller a solid fecl).

The best feature, however, is the easy to
install (and use) Logitech Entertainment
Control Center (LECC) software that is
used to customize the WingMans buttons.
Alter you attach the stick, the WingMan’
CD installs the LIFCC and adds an icon to
the Windows 95 Control Panel. Its a quick
process if you have AutoPlay enabled,
There are 6 buttons that can be pro-
grammed (10, if you decide to reassign the
four-way directional hat). Four are on the
stick and two more arc on the base unit,

The LECC consists of two tabs:
Game Setup and Joystick Setup. In
Game Setup, you add a game and create

a set of commands for it. In Joystick
Setup, when you click on a game title the
drop-down menu for cach button dis-
plays the list of the commands you have
created. Select an item on the menu list
and it is assigned lo that button, These
scitings are saved to disk. The last game
sellings you selected in the LECC panel
will be assigned ta the joystick and will
remain in effect until you change them,

You calibrate the joystick using the
DireetX 5.0 Game Controller (which
replaces the Joystick icon) in the Control
Panel, though some games have their own
calibration programs. The WingMan holds
calibration well alter prolonged daily use.

“Ihere is one sour note: The throttle can't
be programmed and will function only if
the game you're playing supports and recog-
nizes il. T was able to get the CH Pro Pedals
to function as a rudder in conjunction with
the joystick in flight sims, but not as pedals
in racing sims, WingMan$ customized

buttons function only for games
running under Windows 95. For DOS-only
games, Lhe joystick emulates either the hasic

"Thrustmaster FCS with the directional hat

or the CH Flightstick Pro with a throttle.
Diespile a few glitches, the WingMan is

a solid, easily programmed, inexpensive

stick thatis ideal for gamers on a budget. &

P APPEAL: Gamers who want a pro-
grammahle joystick that is flexible
enough to work with most games.

PPROS: Inexpensive; comfortable
grip with a weighted hase and easy-
to-use software.

PCOMS: The throttle doesn’t func-
tion in all pames; customized but-
tons can't be used in DOS-only
games,
stick
movement
may be a
hit stiff for
some
famers.

m@rabit

If you don't say “Oooh!” don’t buy it.

“Rating: Awesome...
the feel of the
joystick is perfect.”
-ALLABOUT GAMES

Visit our web site at http://www.saitek.com

CIRCLE READER SERVICE #163

Fully featured throttle and
stick combo with dozens of
programmable killer controls

= Superb feel, perfectly molded
grip = More than 250 hands-
on game functions = Unique,
super-responsive built-in rud-
der control on X35T throttle =
Silver Medal Winner, 1997 E3
Best-of-Show - AAG

An exceptional value.
X36 Throttle and Stick System
$149" canbe purchased separately.

Easy Windows programming

Saitek
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Price: 5149

Vendor: OR Technology
(408) 866-3000
www.ortechnology.com
Reader Service #: 324

REVIEW ¢« OR TECHNOLOGY LS-120 FLOPTICAL DRIVE

Floppy Heir or Just a Flop?

by Loyd Case

he lowly 1L44MB, 3.5-inch floppy
disk drive has been the mainstay of
removable storage in PCs since the
Pleistocene era, or so it seems.
Recently, a couple of challengers
have come along. First, lomega arrived
on the scene with the Zip Drive, a
100MB removable using a floppylike
technology thats quite a bit faster.
Shortly after that, the LS-120 arrived on
the scene. The L.S-120 uses magneto-
optical media to deliver 120MB in a car-
tridge that looks remarkably like a stan-
dard 1.44MB floppy drive, and can also
read and write to standard floppy disks.
"This scems like a winning combina-
tion, but there are a few problems, First,
you need to have a fairly new mother-
hoard with a recent BIOS. The floppy
drive is the default boot deviee when
there are no hard disks present, and you
don't want to be without one should you
need to reformat your boot drive and re-

install the operating system. The LS-120
is an IDI device — but won't be recog-
nized as a boot device unless the BIOS
knows about it.

Second, if you want to avoid driver
hell, you'll need either Windows 95
OSR2 (revision 950 B) or Windows NT
4.0. Alternatively, you can get a new
IDE controller for your ISA or PCl slol.

In my testing, the drive was supposed
to show up as a D: drive, but on my test
system it appeared as the A: drive (zood),
That put the system into the slower com-
patibility mode (bad). 1 couldn’t come
up with a workaround, though new dri-
vers were in the works at press time,

On the plus side, there’s the conve-
nience factor. Having a single slot for
both media types has a lot going for it. It
would have been even more convenient
had Microsoft allowed the 120MB flopti-
eal to be a recovery disk, but, alas, the
boys in Redmond let you use only

standard floppies. If your system meets
all the right requirements and the phase
of the moon is right, then this might be a
good solution; otherwise, wait for the
technology to mature a bit. &

PAPPEAL: Those looking for
an alternative to the 1.44MB
floppy drive.

FPPROS: 120MB flopticals are more
resilient than magnetic alternatives.

FCOMS: Installation is tricky;
system

require-

ments are

fairly strict.

RATED * * #

* ok ok k

Price: $89.95

Vendor: CH Producls
(619) 598-2518
www.chproducts.com
Reader Service #: 323

REVIEW * CH RACING WHEEL

Get Your Motor Running

by Greg Fortune

H Products, a long-time maker

of sturdy game controllers, has

done it again. Its new CH

Racing Wheel, an analog, four-

button steering wheel, is just the
licket for racing- and driving-game
enthusiasts who want to improve their
lap times and still have a little cash left
over for gas.

Setup of the wheel is straightfor-
ward and painless. The wheel attaches
to most [lat table surfaces with a pair
of suction cups and a pair of clamps. It
took all of five minutes lo connect,
configure the Windows 95 Control
Panel, and be up and running in
INTERSTATE '76. You can change
between “wheel only” and “wheel with
pedals” mode with a flick of a switch
on the unit. Wheel-only mode sets the
buttons on the back of the spokes to
emulate the in}-‘slick x-axis movement,

CGwW
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allowing speed control withoul taking
vour hands off the wheel. If you hap-
pen to have a set of rudder pedals, all
four buttons on the wheel become
available for functions mappable by
your game.

The Racing Wheel feels solid and
doesn't exhibit any rattle or looseness
in the steering column. One curious
exception: Theres no spring to center
the wheel and provide resistance. The
wheel doesn’t suffer tremendously due
to the absence of a resistance mecha-
nism, but I did blow a couple of starts
by not being centered when 1*popped
the clutch” as the light turned green.
And while the CH Racing Wheel is an
analog device, it held calibration well,
with no perceptible drift.

"The CH Racing Wheel is a solid con-
troller that features easy installation, good
performance, and a very reasonable price.

If you are in the market to buy
an entry-level wheel, the CH is a
solid choice. %

PAPPEAL: Entry-level motorheads
looking to upgrade their driving
gear.

PPROS: Inexpensive; good overall
feel.

FCONS:

Lack of ]

centering 4

sring. | RATED & & & %




Most people
enjoy the
inferiority
of their

best friends.

- Lord Chesteriield

The Microsoft” SideWinder” game pad brings the action of video game play
to the PC. Now, as many as four of you can play Windows" 95-based games by
daisy-chaining these pads together without losing any functionality. Only SideWinder
game pads do this.

Map complicated, hard-to-remember multi-button moves to a single button for
execution of lethal maneuvers. And it's a perfect fit for hands of all sizes, letting you
keep a solid grip and making it easier to use any of the buttons or triggers. So, the
more SideWinder game pads you own, the more friends you can take advantage of.

www.microsoft.com /sidewinder

© 1897 Microsoft Corporation All rights reserved. Microsolt. Sidewinder. Where do you want to go toeday?. Windows and the Windows logo are regd ed
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The Most Respected Reviews
in the Industry for 15 Years

: ﬂBI'II.IHG SPITFIRE

“One has to give Sierra credit for some serious chutzpah for bringing

out a sequel to a game that only recently was knocked out of first

place in the ‘Most Bungled Game’ category by BATTLECRUISER 3000.”

We only review finished products, not pre-release versions. The ratings are as follows:

Outstanding:
The rare game
that gets it all
right. The graph-
ics, sound, and
gameplay come
together to forma
Transcendent Gaming
Experience. Our strongest
buying recommendation:

_ | Very Good:

* A high-quality
* game that suc-
* ceeds in many

* areas. It may

have minor prob:

lems, but is still worth
your money, especially If
you're interested in the
subject matter or genre.

X

L

— Martin E. Cirulis, reviewing Outpost 2

HOW DO WE RATE?

Average:

" A mixed bag. It

can be a game
that reaches for
the slars, but

falls short In sev-

eral ways. It can also be
a game that does what
it does well, but lacks
flair or originality.

| Weak:

" | A game with seri-

| ous problems.
-*‘ Usually buggy,

seriously lacking
* in play value, or

just a poorly conceived
. game design—you

should think long and

hard before buying it.

DECEMBER 1997

i
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Abysmal:

The rare game
", |that gets it all
wrong. This is

reserved for those
products so

bugay, ill-conceived, or
valueless that you won-
der why they were ever
released in the first place.

cowW
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Price: $54.95
Minimum System
Requirements: Pentium-
90, 16MB RAM,
Windows 95, 40MB
hard-disk space, 2x CD-
ROM, VGA graphics
card, Win 95-compatible
sound cards.
Multiplayer Support:
Modem, serial (2 play-
ers), LAN, Internet
Gaming Zone

(2-32 players).
Designer: Justin Chin,
Brett Tosti

Publisher: LucasArts
San Rafael, CA

(415) 985-8227
www.lucasaris.com
Reader Service #: 330
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REVIEW ¢ JEDI KNIGHT

“The Force is strong in this one.”—Darth Vader

Jedi Knight
Returns

LucasArts’ Dark Forces Sequel Is Another Great Star Wars Game

by Thierry Nguyen

n the past,
LucasArts always
achieved success
with its Star Wars
games, releasing
such classics as
TIE FIGHTER
and the well-
done DARK
FORCES; even
the mediocre REBEL
ASSAULT series managed
commercial success.
Recently, though, there$
been reason to doubt
LucasArts’ magic touch,
as shown by the release
of Yoba's DESKTOP

never did capture the
hearts of TIE FIGHTER
veterans and Star Wars
fans like me. Well, all the naysayers can
now shut up, because JEDI KNIGHT has
come through, and so has LucasArts’
magic Star Wars touch.

vs, TIE FIGHTER, which

IN A GALAXY FAR, FAR AWAY...
JEDI KNIGHT's story is completely
separate from the rest of the Star Wars
universe, yet it contains many parallels
with the original trilogy. It's the story of

Kyle Katarn from DaRK FORCES, a
young man gifted with the Force, who
must face Jerec, a power-hungry Dark
Jedi. Kyle has twao reasons to hunt
Jeree: He wants to avenge the death of
his father —a Jedi Master —and to
prevent Jerec from robbing the Jedi
Valley of its power.

Unlike Dark FORCES, there are no

cameos of any sort in JEDL Vader doesn't

CGwW
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follow up on his threat at the end of
DARk FORCES, and there is no “Katam
vs. Fett, Round Two.” [ like this better,
because there are no add continuity
issues to violate plot canon, which makes
the story flow better,

A BETTER MOUSETRAP

The first thing you'll notice is that
LucasArts has finally migrated to “true
3D" with a new engine. JEDI KNIGHT
features truly complex buildings replete
with turbolifts, rooms on top of rooms,
and dizzying heights throughout.
While DARK FORCES had good levels,
JEDIS architecture is outstanding. One
perfect example is Jerec’s ominous
palace in Baron’s Hed. Not only is the
exterior awe-inspiring, but when you
sneak inside you'll appreciate the detail

TOWERINGLY INFERNAL Jeoi KnighT has some amazing level design. Just fooking at this tower, and
knowing that I'd be In it, inspired a sense of awe—and dread.

in both the interior and the exterior
environments.

The gameplay in JEDI KNIGHT is
identical to DaRK FORCES, in that you
have missions with specific goals to ful-
fill before you can exil levels. The levels
range from such locales as the gritty city
of Nar Shaddaa to the grandiose sum-
mit of the Valley of the Jedi. The level
goals range from escaping a crashing
ship to defeating a Dark Jedi. This time,
instead of romping through 14 levels,
you have to make your way through 21,
all of them grueling,

Also, the full-motion video cut-scenes
are tightly integrated with the gameplay.
The levels often start with a cut-scene
that leads perfectly into the level.
Following an animation of Kyle blocking
laser fire with his lightsaber, the level




starts with laser fire blasting all around
you. Or you could see yourself flipping a
hired gun onto a table in a cut-scene,
and then watch the level start with the
mercenary recovering from the blow.
This is the closest I've seen video and
gameplay integrated in an action game.

In response to criticism over the lack
of save games in DARK FORCES, JEDI
KxiGHT allows you to save whenever
you please. To balance this feature,
LucasArts made the game longer and
harder, by increasing the level count
from 14 to 21, and making the levels
much larger in general.

THE TRUE NATURE OF THE FORCE

All these enhancements are great, but
there is one other factor that elevates this
game above its predecessor, as well as
just about every first-person action
game. No, it not the addition of multi-
play; it’s the “Jedi Knight” factor. The abil-
ity to become a Jedi Knight brings about
awhole slew of gaming elements that
help make JEDI KNIGHT a great game.
These elements include the addition of
Torce powers, the development of your
character via your actions, and trire
lightsaber combat.

Force powers are similar to power-ups
in other action games. As you go
through the game, you leam new pow-
ers, and are given “Force stars” to allo-
cate to your powers (two stars for every
rank increase, one star for finding all the
secrets in a level). There are four neutral
powers, and five Force powers for both
the Dark Side and the Light Side. The
powers range from
invisibility to telekine-
sis. In the single-player
game, the two most
useful powers are
Force Pull (which
enables you to yank
weapons and items
toward you) and Force
Jump (which helps you
make tall leaps in a sin-
gle bound).

Whether youare a
Light Jedi or a Dark
Jedi is defined by your
actions. If you ruthless-
Iy kill eivilians and
learn more Dark side
powers than Light side,
the game will consider

JEDI KNIGHT » REVIEW

You'll need either lots of luck or light-speed reflexes,

I LUCK OF THE IRISH Jei has its fair share of aggravating puzzles, such as this one.

you a disciple of the Dark Side. On the
other hand, if you save more civilians
and choose to heal rather than destroy,
you'll remain faithful to the Light. This is
the first time I've seen an action game
character defined by his actions rather
than a multiple choice question, and it
brings JEDI a step closer to a character-
driven RPG than a mere action game.

THE FINAL TEST

The heart of this game are its mano-a-
mano lightsaber duels. In order to con-
front and conquer each of the seven
Dark Jedi in the game, you will need to
engage in a lightsaber and Force-only
contest. This time, the bosses require

ST. KYLE AND THE DRAGON You'll face many familiar Star Wars enemies
and creatures, like this Kell Dragon.

strategy and technique, like the real
duels in the movie. Instead of merely
unloading every weapon you have (like
most action games) or manipulating the
environment to indirectly kill the boss (a
la QUAKE), you'll have to strike, parry,
observe technique, and counter appro-
priately with both the Force and your
lightsaber. The duels take place in a vari-
ety of locales, and the Jedi each have
their personal technique, so no single
strategy will defeat all Jedi. This is a defi-
nite step forward for action gaming,
One particularly amusing trend is that
many Dark Jedi are right-handed, which
means they often leave their left side vul-
nerable. What other game factors hand-
edness into combat?

BEWARE
THE DARK SIDE...
Amid all these
improvements, there
are a few factors that
prevent JEDI KNIGHT
from being the greatest
Star Wars game ever.
The engine is true
3D, but it only slightly
better than first-genera-
tion QUAKE technology.
The characlers have a
lower polygon count,
and while they have
great death animations,
their final throes are
identical. Every

1997 CGwW




THE SHOPS AND ONCE, RIGHT THERE

NEXT TO ME IN THE LOO. BUT THEN, | TURN MY HEAD

AND SHE'S GONE.” CONAL’S MOM THINKS HE’S “PLAIN BARKING

MAD.” HIS BEST BUDDY MICK JUST WISHES IT WOULD HAPPEN TO HIM.
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JEDI KNIGHT * REVIEW

Students of the Force

0 ne of the most eagerly anticipated features for Jeoi

KniaHT is multiplayer gaming. We spent a few nights

dueling with lightsabers, lasers, and Force powers,
and we liked it. While you can play deathmatch, teams, or
capture-the-flag, multiplayer gaming really differs from

Force Persuasion (invisibility) and Force Grip really change
the dynamic of deathmatches, since you can now sneak up
on deathmatchers or steal their weapons.

The multiplayer feature not only gives us another reason
to like Jeoi KnighT, but also provides for some different and

other action games with the introduction of Force powers.

THE MAWS OF DEATH Dueling with the Dark Jedi Maw is
challenging not only because he levitates, but because

one misstep could mean instant death.

Stormtronper collapses the same way,
and every Imperial Officer gives the
same last gasp before dying, Interactivity
also isn't as high as in HEXEN 11 While
the graphics are better than QUAKKs,
those in Havr-Lire, QUARE 1, and SIN
will soon surpass them. Of course, as |
write this, )01 is the only one of these
games actually on store shelves.

Another drawback is questionable Al
“The enemies” Al is generally competent,
bul when you deprive loes of their
weapons, they seem to be rendered
senseless. Once you snatch their
weapons with Foree Pull, they run

TWIN DUEL Dueling with Gorc and Pic is particularly
annoying since you're fighting two Jedi at once. The
duels are the best part of the game, though.

around like headless
chickens. | understand
people runming away
when their guns are
snatched, but running
in circles, or into walls,
or into you? And even
when the gun is next lo
them, there is no
attempt to recover the
weapon. Then again,
how smart were yvour
wingmen in TII
[FIGHTER?

Also, besides the
REBEL ASSAULI series,
this is the first game
with a lot of full-motion
video (FMV), and
sometimes it gels
downright hokey. I par-
ticularly didn't like Boc
the Twi'Lek, and some-
times Kyle had some
truly bad lines. Still, the
addition of FMV is an
overall bonus.

Finally, one could
consider the difficulty a
negative, LucasArts was
alittle stingy with the
health and shields in
some
of the
levels. There is enough
ammo, bul you're
almost guaranteed to
start each level at the
bare minimum shields,
as it is hard to have any
surplus shield power by
the end of a level, Also,
some of the more
action-oriented puzzles
require cither godly tim-
ing and reflexes or
extreme luck. If you are
casily frustrated by diffi-
cult games, consicler

refreshing styles of deathmatching.

vourself wamed. If, on the other hand,
you can stand a stiff challenge, you won't
be disappointed.

Allinall, JEDI KNIGHT s an extremely
good single-player action game. It hasa
decent storyline that is well tied to game-
play, well-done levels, and some of that
old Star Wars magic. LucasArs look
everything that was good about DARK
Forcrs, and made it better, much like
MicroProse did with CiviLizamion 1 or
Blizzard did with WARCRAFT I1. There
are some flaws here and there, but the
good gameplay elements easily outweigh
the flaws. While TIE o s still the
grealest Star Wars game ever, JEDI
Knicr comes awfully close. &

UNARMED UGNAUGHT There are plenty of civilians in
the game, like this Ugnaught. His fate indirectly affects
your movement toward the Light side or the Dark.

PAPPEAL: Star Wars fans, first-per-
son action gamers, and those who
always wanted to wield a lightsaher.

PPROS: True 3D engine; save games;
multiplay; good integration of Force
powers; excellent integration of story
and gameplay; good simulation of
being a Jedi Knight.

PCORNS: May be
too difficult for
novices; Al has
some terrible
lapses; some of the
FMV is hokey; not
enough inter-
activity in levels.
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Price: $49.95
Minimum System
Requirements:
Windows 95, Pentium
100, 16MB RAM:;
195MB hard-disk
space (12MB for mini-
mum install), VLB or
PCI video card with
1MB RAM, 16-bit high
color, 4% CD-ROM
drive, Sound Blaster-
compatible sound
card, Microsoft-com-
patible mouse; sup-
ports joystick and
gamepad.
Multiplayer Supporl:
None.

Designer: Crystal
Dynamics

Publisher: Activision
Los Angeles, CA

(310) 255-2153
www.activision.com
Reader Service #: 326

REVIEW * BLOOD OMEN: LEGACY OF KAIN

A Novel Premise Shouldn’t Keep
You From Driving a Stake Into This

(Game’s Heart

by Robert Coffey

ampirism, lorture, copi-
ous bloodlelting, plague,
revenge, and buckets of
gore don't exactly add up
to the feel-good gaming
hit of the scason. But they
don't necessarily prevent
a game from becoming a
hil, cither. Not unless you
toss in repetitive game-
play, disappointing graphics, sloppy con-
trols, and an unfriendly save feature,

LEGACY OF PAIN

BLOOD OMEN: LECACY OF KAIN
begins as the still-human Kain, an unsa-
vory fortune hunter, is waylaid and slain
by highwaymen in the land of Nosgoth.
Finding himself in Hell, Kain accepts the
offer of the necromancer Mortanius o
be resurrected as a vampire so that he
may exact his
revenge
among the liv-
ing. Play
begins as the
gamer, cast as
the vile Kain,
hunts down
his murderers
and becomes
enmeshed in
astory that
will ultimately
decide not
only the vam-
pire’s fate but
the fate of the
world as well.
In fact, the

plot that ESueNCes:

cewW
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drives KAIN is one of the games
strengths. Rich and original, it is revealed
largely through almost a hall hour of ani-
mated cut-scenes,

The overall look and feel of the game
is decidedly dark, which is no surprise,
As Kain pursues his destiny he cuts a
bloody swath trough the dungeans,
homes, and countryside of Nosgoth.
Chained prisoners beg pitcously for
mercy in virtually every building; wagons
filled with the rotting corpses of plague
victims choke the ity streets, and grisly
beheadings puncuate the cut-scenes.
With its relentless imagery of decay and
torture, KA is one of the most horrific
games in memory.

BLOOD SIMPLE
“The bulk of the game’s action takes
place in countless dungeons across

PIGGYRACK The real-time lighting effects of Kain's fire blade in a
moonlit village are nice, unlike the enemy's penchant for standing
on top of the bloodsucker, which makes for frustrating combat

FEED ME The vampiric equivalent of telecommuting, Kain's
ability to suck blood across large distances from multiple
victims via his “Blood Shower” spell is an effeclive way 10
replenish lost health while wiping out enemies.

Nosgoth. Viewed from a top-down per-
spective, Kain hacks and slashes his way
through corridors packed with 170 dif-
ferent types of enemies, enviror imental
hazards such as guicksand, and various
traps. While it sounds as if Kaix offers
endless variety, the gameplay itself is
numbingly repetitive. The enemies have
only aboul four attack types, with simple
movement patterns, and are differentiat-
ed by only minor cosmelic alterations.
"Traps involve little else aside from fire-
balls and spikes. With its overreliance on
clichéd “Ifind the switch” puzzles, KaiN
is unlikely to challenge even the most
casual gamer with its problem salving,
The game’s challenge, inslead, comes
principally from trying to withstand the
constant onslaught of enemies. Kain has
four primary weapons and four types of
armor to help him weather the assaulls,
but his most effective weapons are the
various spells and magic objects he
acquires on his journey: These power-
ups can implode the bodics of his foes,
reduce enemies to loxic pools of putres-
cence, shear their souls from their bod-
ies, or just blow them up, among other
things. You can also find power-ups that
replenish mana and health (measured by
a beaker of blood on the game screen),
but Kain’s best sources of blood are his
victims and the captives he finds.
Inspite of the use of magic, hand-to-
hand combat is a constant in Kaix,
Unfortunately, so are the unresponsive
and cumbersome controls that mmpii-
cate it. It often takes repeated mashings of
gdmu]md bultons to get a response
onscreen. Kains hand-held weapons play
more as ranged weapons, forcing you to
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Puma GT Steering Wheel
Compatible with all PC games!
Complete steering wheel, accelerator, brake
and stick shift system! 4-way D-pad plus 8 programmable
digital action buttons. Incredible 270° wheel rotation.



(1987 Mad Catz Inc. Mad Catz™, the Mad Cat logo, and Puma GT™ are trademarks of Mad Catz tne. Al olher trademarks and/or regstered tdensinks ane property of heir iespective owngs,

Sometimes, to achieve perfect control, you've got to get a little out of control.

We at Team Mad Catz take pride in going the distance for you and your game. /A]J/f;f —
You want perfect replication of the high-speed driving experience. We got it. "‘ =
The Puma GT Steering Wheel. The real wheel. By any means necessary. ‘



REVIEW ¢ BLOOD OMEN: LEGACY

OWer-ups and magic

lobjects are the key to suc-

cess in BLoop Omen:

Leaacy oF Kam. While
most secrets aren’t too tough to
locate and plunder, there's one
that is deviously hidden. Since it
holds about 25 percent of the
game'’s total secrets, it's definitely
worth the trip.

After you get the Mist form,
keep an eye on the moon phase.
When you're creeping up on a full
moon, change into Bat form and
fly to the Bat Beacan near the
cave where you first got the Mist
form. You'll have to head west a
bit, then south toward the water.
Use a Repel spell to deal with the
plants while you chop up the
wolves. Don't cast spells to fight
since you'll need lots of mana
soon. When you reach the shore,
turn into mist and walk west over
the ocean—make sure you have
plenty of magic power or your
form will revert somewhere over
the briny deep.

Eventually you'll reach an island
with a large Stonehenge-like struc-
ture on it. In the center of the
standing stones is a teleporter that
leads to the hidden city. The gates
to the city won't open until the
moon is full. Once it is, teleport
over and pick up loads of goodies.
By now you've got enough game-
play under your belt to deal easily
with the obstacles in the city—the
real challenge is to find the place.
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OF KAIN

PRETTY PICTURES The detail and quality present in Kan's
overhead map are sorely lacking in the actual game
SCreens.

struggle to find exactly the right distance
to keep away from your attackers so that
you actually strike them. You cannot
attack and move simultaneously, and ene-
mies have a frustrating tendency to stand
right on Kain’ head, preventing you (and
your foe) from inflicting damage,

BAD BLOOD

The biggest shortcomings in LEGACY
oF Kavlie in the graphics and the save
feature. Directly ported from the
PlayStation, Kais graphics have been
cleaned and brightened —alitlle — from
the original. Anyone running the game
with less than a 166 will be saddled with a
3205240 resolution and severely pixelated
images, which makes the game’ 170 ene-
mies indistinguishable from one another
and makes finding those ubiquitous
switches virtually impossible at times,
Running at the higher 6405480 without a
beefy machine will get you better, though
still unremarkable, graphics, but it will also
stick you with stiff, foot-dragging game
action. The real-time lighting effects are
well done, but are wasted in a lackluster
gaming environment that truly shines only
in the map function. The maps are sharp
and often beautifully rendered, but game-
playv staps when vou aceess them.

Perhaps the biggest drawback Kaiv
has graphically is that similar games —
the CRUSADER series and, especially,
DiaBLO — have raised gamers’ expecta-
tions as o wha these bloodbaths will
look like. Kaivs blocky, rudimentary look
and action fall far short of the smooth
animation and rich design of a game like
DiasLo. Ineredibly, KaiN requires more
computing power lo deliver less.

KaINS save feature simply sucks. The
game can be saved only at designated

“save posts” scattered
stingily across the game
world. Make the mis-
take of dying before
you reach one, and
you'll have to replay up
to two hours or more to
make it up —and still
die. And while save
posts are generally
found right before you
battle a boss, you may
emerge from one of
these epic battles (after
several lries) severely
weakened and without
asave post, forcing you to try to survive
in hostile territory until you find one. The
save [eature alone accounts for
Activision claims of 80100 hours of
gameplay—an incremental save would
cut game time to about a quarter of that,
In the end, this vampire bites. Should
you accidentally let this bloodsucker out
of his box, be advised that the hole in the
CD-ROM is perfect for accommodat-
ing a wooden stake %

THIS SUCKS These save posts are few
and far between, guaranteeing that
you'll have to replay large portions of
the game over and over and....

PAPPEAL: Anyone who cares more
about hody counts than gaming
enjoyment; Marilyn Manson fans.

PPROS: Almost constant action;
original premise and story revealed
through lots of well-animated
cut-scenes.

PCOMNS: Lame save feature guaran-
tees hours spent replaying huge
amounts of game; steep system
demands for unimpressive graphics;
dull, repetitive ~

play in unin-
spired levels;
unresponsive
controls that can
make routine
skirmishes
disastrous.
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You're DasH RENDAR - QUICK ON I1's You AND YOUR TINY SNOWSPEEDER SPEEDER BIKE MODE - FAST-PACED
THE TRIGGER OF A BLASTER. VERSUS A GIANT, IMPERIAL AT-AT. ACTION WITH A KICK START.



S

vehicles and locations. With your 3D accelerator, it's a fast, sharp, colorful universe - so detailed, in fact, you

Enter Prince Xizor - the newest villain in the Star Wars

universe. In Shadows of the Empire, you'll encounter

ACCELEANTOR  him along with a host of new Sfar Wars characters,

speeder bike, jet pack and snowspeeder - all in an effort to protect Luke from the evil clutches

of Xizor - a face of evil so dark, you'll only find him in the shadows. WWW.lucasarfs.com o

@, TM & © 1997 Lucasliim Lid. All Rights Reserved. Used Under Autherization. Sty Wars and the L Arls logo are regi (RTET ke, and Shadows of the Empire is a trademark of Lucasfilm Lid,
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Price: $50

Minimum System
Requirements: Pentium 90
{with 3D accelerator),
Pentium 150 (without 3D
accelerator), Windows 95,
16MB RAM, 2x CD-ROM,
2MB SVGA card; supports
all Windows 95-compatible
sound cards and input
devices.

Multiplayer Support:
Modem, Null modem (2
players), LAN, Internet (2-
16 players).

Designer: Simis Ltd.
Publisher: Eidos Interactive
San Francisco, CA

(415) 547-1200
www.eldosinteractive.com
Reader Service #: 325

REVIEW * TERRACIDE

Terrible Descent

Eidos’ First-person Shooter Won't Fill That Descent Void

by Mark Clarkson

uess what? A fleet of evil
alien spaceships is threat-
ening the Earth. Things
look grim, but theres a
slim chance that ane
superhuman pilot, at the
helm of a lone attack ship,
might be able to infiltrate
the alien fleet, destroy it,
and save the Farth. Yes,
you've been chosen to be that pilot.

Sound a little banal? Cood, At least
now you're prepared for TERRACIDE, a
new first-person shooter from Eidos
that’s cleary trying, but failing, to be a
better DESCENT.

This time, the fight to save Farth takes

place within the ships of an alien inva-
sion fleet, Inside, you must battle your
way through a small collection of legless
robots, alien fighter ships, and gun tur-
rets— fighting strong winds and gravity
blocks, flipping switches, and exploring
twisting corridors — until you face and
vanquish the ultimate evil alien,

You play a few levels within each ship,
then escape into space and watch that

ship explode, fight off a horde of alien
niently open hatch on the next ship in line.

COLLECTIBLE CLUTTER

Luckily, those unticly aliens leave lots of
weapons and ammo floating around with-
in the passageways of their battleships.
Theres even a special pop-up raclar screen
on the HUD, just to assist you in acquiring
thase power-ups. Youll need it. They're
damned hard to hil, especially since you'll
be in a hurry: Most power-ups, left behind
by exploding enemies, will themselves
explode a few seconds after they appear.
Successfully snagging power-ups may well
be the most challenging part of the game.

The power-ups include photon guns,
bombs, rockets, guided missiles, and
more. Most of the weapons are available
in one of three flavors: single shot, scat-
ter shot, and rapid fire. You can mount

CcowW

fighter craft, and then plunge into a conve-
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TIRED REFRAIN Once again Earth is threatened by aliens, and a lone spaceship pilot
must batlle the evil alien fleet o save mankind.

ing doors can sometimes obscure other
parts of the HUD,

Ifidos extols TERRACIDES AL and 1 did
notice a few baddies ducking around cor-
ners, but they don't need cleverness to
beat you: They can see, fire, und {ly
through walls. Livil aliens were forever

up lo three weapons at a time, each trig-
gered by its own joystick button.

I ound little use for some of the more
exotic weapons, such as the gravity
bomb, although they were fun, Some of
them, like the bouncing bombs and the
teleporter gun, would probably be more
shooting at me from hehind closed doors

I'm pretty sure this is a bug, not a fea-
ture. Time after time, I'd come sailing

useful in a multiplayer game.

The chain gun is all but worthless; |
could barely blow the covers off ventila-
tor shafts with it. Rockels remain my
personal favorite., closed door. As | braked to a stop, I'd

around a corner I')T'!]_\’ o R.'()Ilf]'(l'l‘ll d

WHERE AM I?
TERRACIDE has no
map, although you
geta 3D compass,
resembling a six-sided
die, which shows you
what direction you'e
pointing and which
waty is up. But your
weapons, which you'd
expect lo be outside,
can somelimes
obscure your com-
pass, which you'd
expeet o be inside, In
similar fashion, clos-

HEY, BOSS Terracioe s fairly linear: You fly through several
levels inside an alien ship, kill the end boss, and then jet to
the next conveniently derelict ship.



hear the sound of a bad guy warming
up, and missiles or rockets would fly
through the solid door lo explode
around me. ['d fire back, the door
would open, and, sure enough, there
was a bad guy shooting at me.
Sometimes they wouldn't even wait
for me to open the door—theyd just
pop through like Casper.

I never managed to go through a
closed door myself, but [ did clip my
way into several places [ obviously was-
n't supposed to. Once, | popped right
through the wall and out into space.

Speaking of those walls, I've got
Iwo words for TERRACIDES designers:
Tileable textures, The textures here
look terrible. | can't figure it out. The
developers have abviously gone to lots
of trouble to exploit 3D hardware.
‘There are options to tumn different
kinds of filtering on and off, to tweak
texture quality, and so forth. And yet it
looks bad on every setting,

[ ran TERRACIDE on a Pentium 133
with an Intergraph Reactor 100 card,
using the Rendition Verite chipset,

TERRACIDE « REVIEW

T o vt T

- -\ = Check your compass often,

especially before entering
tunnels, taking sidetracks

= into raoms, or going into
- unknown areas.
i = Pay close attention to the

color of the tunnels and
tloors ‘as you pass through
them. Color is often your

1 only navigational cue,

> = Never he too proud to

retreat at maximum speed,

..especially in-the space

. battle segments. | complet-

7. ed one level with very low
. shields and was having. .

: trouble surviving the ensu-
ing space hattle. The

. secret turned out to*he fly-

| ing backward, away from
the ship, at full throttle.
The enemy fighters tend to
cluster around the Shll:l

they’re defending. If you

stay close to the ship, they Xt

inevitably swarm you from
behind. But-if you fly back-
ward, they come at you
from the front, making
themselves-easy Kills.

= Crates, switches, shaft
covers—if it’s snuare; hlast
it. Some boxes-are vitally
important to destroy, some
are'indestructibile, some con-
ceal hooty, and some make
no difference, but |1 never
found an instance in which
destroying one proved fatal.
« Draw your own maps. If
you find yourself lost in the
howels of an alien battle-
ship, circling the same corri-
dors over and over, hreak
out pen and paper and make
a map. | did.

Shipwreckers! and the f‘s'r‘qnasis logo aré trademarks of Psygnosis Lid

“PlayStation™ are Wademar

u 5 1

d e:

'WENCHES

¢c downside:

THE LANK.

'I:\.c salt spray hits your lips as you look

into the decp blue. The frigate creaks and

the plank bobs. Will this be the end?

Welcome to Shipwreckers! Life on the high

seas at its swashbuckling best. Wield flame

throwers and hurl lightning bolts as you man

cannons and command great vessels under the

Jolly Roger. Battle one to [ive other players.

The rewards are great, the puzzles daunting

and the excitement high—just watch your step.

The plank is a cruel mistress.

Visit www.psygoosis.com and cater the
N Shipwrecker's Treasure Quesr Sweepsiakes.
3 1997 Paygoosia Ltd. All rights reserved. The MayStation logo and
5 of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Soflware Asseciation,
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¢ EIDOS HINT LINE |-900-773-4367. Cost of call $0.95/minuge. Must be 18 years or hav¥ parent’s permission
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AR N Bend enemies off in a Dragon's bile
& At T blaze of gory 3-D detail.
3 ';"' gplaner your way through 10 torturous levels
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"ex or ventilate 55 contrary denizens including

Orcs, Dragons, Mummies and Zombies.

@lay online with up to 4 mutually
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demented peers (pc version only).
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- S muskets, magic spells and your bloody bare hands.
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7 Lead o squad of up 10 10 Space Marines
‘in over 30 ferrifying turn-hosed missions!

point nml thtk usmg tha infuifive mlarfute[

Slaughter the hlnndlhusiy va’G”"mhlustu e

= View the sfunning real-time 3D graphics from
& almostony angle with o free-floating camera!

From h makersnl |
WEXTREME
VASSA ULT
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VAILABI.E_IN ST ESNow! | s -
fora :Iuﬂiﬂfmmwwwbluehyiemm o0
Mennonsour:e 3 ‘,.méglzq? s

-
o
10,000 Copies
Include
J Exira Missions <
& A Free Incubation
- Watch llllerl

;’@ i

“ lhlrll X-Com meets Quake
and you might see the
picture, and subsequently
start salivating.? ?

GomePen

&€ incubation looks to be one
of the best tactical combat
games of the vear. ?

PC Games

¢ Every single weapon has some
kind of demented effect, all of
which are wonderfully gross
and wwisted. ??
online gaming review

¢< . Blue Byte has created what
has to be one of the best
looking strategy games ever.?

Computer Games Strategy Pl



and with a Diamond Monster 3D run-
ning the 3
lems persisted on both setups.

The explosions are admitledly cool,
although everything is obviously hollow
and breaks up into simple polvgons, The
sound is acceptable, if not exceptional —
although your crafts engine m i
ing whine that is particularly annoy

MIXED 3D BAG While Terracioe does have 3D support and fast
frame rates, it suffers from a flawed engine that allows enemies

to fly and shoot through objects.

Play the game

Not the keyboard.
INOT garh o

Y

—{m

Comiind Pad,

p

Graphic

PCd

fxVoodoo chipset. The prob-

“There are minor problems too numer-
ous to mention, but TERRACIDE wasn't a
complete dis crashed. It
look acvantage of my CH Combatstick
and rudders. Its use of 3D acceleration
hardware kept the frame rate high and
the textures dense. It sported head move-
ment, realistic inertia, and auto pitching
and leveling help.

Ultimately,
though, I just didn't
care whether I gol to
the next level or not.
[t wasn't the bad tex-
tures that spurred
my apathy, it was the
fact that there really
wasn't a good game
behind those tex-
tures, TERRACIDES
graphics are only a
manifestation of the
game’s core prob-
lems: lack of design,
lack of quality con-
trol, lack of attention
to detail. %

TERRACIDE *» REVIEW

DIRECTIONS, PLEASE As you navi-
gate the corridors of the spaceships,
take note of the colors around you.
They will serve as a useful naviga-
tional tool.

PAPPEAL: Gamers who have mem-
orized all the tunnels in Descext and
Descent 2 and are itching for more.

PPROS: 3D hardware support for
fast frame rates. ;

PCONS: This Is
an uninspired
game with unin-
spired levels;
flawed 3D
engine,

/. -1y
play games faster 7

B “Iéarn gar;1és quic

i of

replaces complex keyl;;ﬁard commands

‘z’ _r__.-..

Contains command sheets for
Command & Conquer: Red Alert”,
Fighting Falcon F16, MDK",
Microsoft Flight Simulator™,
Civilisation 1", Quake™, Interstate
767, Jet Fighter III", Tomb Raider™,
X Wing vs. Tie Fighter™, Microsoft®
Word or design your own,

CIRCLE READER SERVCE #1569

New...Revolutionary
Keyboard Simplifier
for PC Games

e j 0
ooy

slide in a command sheet

=N
st

play the game

Works with any PC game.
Includes easy Windows program
to design and print your own
command sheet.

77 Saitek”

Visit our web site at http://www.saitek.com
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GT Interactive
Software
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16 Missions in 4 Episodes * 20 death-seeking monsters ¢ 13 incredible weapons & items Dynamic
effects including water, rain, snow, wind, smoke, dust, sparks, explosions and distant fades
Blow off monsters’ limbs as they continue to attack with remaining appendages
Multiplayer battles through TCP/IP (Internet), IPX, modem and serial port



CRANK UP YOUR

.

SHAKE UP YOUR
SYNAPSES.

iNTRODUCING SMART GAMES PUZZLE CHALLENGE 2

Smart Games Puzzle Challenge 2 brings you the all nev
games you crave. It's loaded with 1400 logic, perception, wor
trivia, and strategy puzzles to boot up your brain cells. Brought
you by the most extreme team of puzzle creators ever assemble

Smart Games Puzzle Challenge 2 takes puzzles to a new level.

CHALLENGE YOURSELF,
CHALLENGE YOUR FRIENC

CHALLENGE THE WORLD!

SMART|GAMES

wWww.smartgames.com
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Time Out

by Elliott Chin

ighting games are a sad genre on the

PC; PC gamers get the console and

arcade leftovers, and the original con-

tent that gets created for the PC just

doesn't cut it—even against console
competition. TIME WARRIORS, a collabora-
tive cffort from Silmarils and Malofilm,
does nothing to reverse this trend.

NOTHING TOO SHARP Tive Warriors has good

IBD graphics, but only average gameplay.

Tint WaRRIORS is a 3D fighting
game in the mold of PlayStation’s
TOSHINDEN and SOUL BLADE. As one of
eight weapon-wielding characters, you
play through a tournament to defeat a
final end boss, Gameplay mixes a bit of
Streer FIcHTER [ and alot of TekkiN
controls, meaning that you'll have o
memorize many button com-
bos and a few semicircular
moves on lhe gamepad.,

The game features good-
looking graphics, especially on
supported 3D accelerators
(3DE, AT, and Matrox); but,
even with accelerated graphics,
it pales in comparison to the
gorgeous SOUL BLADE, and
even TOSHINDEN. The special
effects, such as smoke and
transparencies, are poorly done,
and the character animations
are more chinky than realistic,

TIME WARRIORS ¢ REVIEW X % J

‘The characters in Vikiua Ficreg PC
move with more fluidity and realism.
Tiniis WARRIORS clearly outclasses other
PC fighting games when it comes to 31
graphics and character rendering, but it
suffers from sluggish gameplay. As for
combos, it isn't intuitive at all, but, rather,
requires you to memorize button
sequences. Still, TIME WARRIORS isn't a
bad game; nor is it expensive. 15 just an-
other middle-of-the-pack fighting game. %

PAPPEAL: Fighting fans who don’t
own a console system.

PPROS: Good-looking 3D graphics.

PCOMS:
Slugyish game-
play; comhos
aren't intuitive;
nowhere near
the level of con-
sole-based fight-
ing games.

P

Price: $29.95
Minimum System
Requirements: Pentium
90, Windows 95 or DOS
6.2, BMB RAM.
Multiplayer Support:
Null modem, LAN

(2 players).

Publisher: Malofilm
(514) B44-4555
www.malo.com
Reader Service #: 33?7

Fis is the 125th Anniversary of Arbor Day,

the tree planters’ holiday. This year The National
~Arbor Day Foundation asks you to plant Trees
for America, and provide for their care.

Trees Make a World of Difference. Thanks to
trees we enjoy shadier streets, greener city parks,
and friendlier neighborhoods. Trees also produce
oxygen, absorb carbon dioxide, and help keep the
atmosphere in balance.

This year, plant Trees for America. For your
free brochure, write: Trees for America, The Na-
tional Arbor Day Foundation, Nebraska City, NE
68410. | .

Arbor Day Foundation™

www.arborday.org
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? SCUD DISPOSABLE ROBOT ASSASSIN:
HEART BREAKER SERIES 1373

THIS UNIT WILL SELF-DESTRUCT
. UPON TERMINATION OF TARGET

o 4

oesnt Lake ayy 'cmp.

Muitiple missions pit Scud against a blzarre Obliterate up to 16 opponents Top down view and easy to master
collection of villains and enemy Scuds. over LAN or HEAT.NET. controls keep action fast and furlous.

www.scud.com



SC#/ (S The COOJEST robot ASSASSI 1o ever be dispensed from a vending [;;«;W
machine. He's programmed to self AeSTryct, but imtemt on sticking around
quite 4 bit longer. HE's a com operated Hiler Aelibent on customer satisFaction,

DU there's alays one sick tvistzd Fredak whe Won't listen o redason

Gee, The FAtSYCinG Abdomax soco_or

What Shouvld 1 Scyd Indvystrial Evolution
Spend my minimum

IES the kind of Compared to this

B Scud indvseridl Evotion Go on multiple sfnscfe;s Violence e Yo Wnolh
missions! Be one vAAL MARES You Abdomax s veaker

1oV gev o Nreax J Feel Harlm alnd than Kenny G,
bloodY havoc Puzzy inside.

With & ton
of poWervps and P?g;i /g r‘;’;r:;rs s

weapens, in M ff(p/dY@f’ &
competition] v
i _ \i'\ ( : -

)
A&/ a

That's easy, get

PC games are _ Another

wack I'd rather hopeless
tune my tymmy.

mether of

Ghandi!

“Ilustration bY Edyis"

* Tons of powervps! * Multiple Weapons!
*Single player, multiplayer, or compete on HEAT.NET/

Stop by WWW.Segasof't.Com or call 1-833-SEGASOFT
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ADVENTURE/RPG

Price: $49.95
Minimum System
Requiremenls:
Windows 95 or
MS-DOS 5.0 or later;
P30 for Win 95
(486DX2/66 for DOS);
12MB (Win 95) or
8MB (DOS) of RAM;
4x (Win 95) or 2x
(DOS) CD-ROM drive;
DirectX 3-compatible
sound card for Win 95
or Sound Blaster-
compatible sound card
for DOS: DirectX 3-
compalible SVGA
video card for Win 95
or Vesa 1.2-compatible
SVGA video card for
DOS; 12MB hard-disk
Space; mouse.
Multiplayer Support:
None.

Designer: Cryo
Interactive
Entertainment
Publisher: Cryo (dis-
tributed by Interplay)
Irvine, CA

(714) 553-6655
www.cryo-interactive.fr
www.interplay.com
Reader Service #: 322

REVIEW * DRAGON LORE Il

=D Iago
Down

Dracon Lore Returns for

More, But... Why?

by Peter Olafson

ragons have a bachelor’s
fragile sense of order and
an elephants memory,
Iverything may be
slightly out of place, but
they know where every-
thing is because they
spend mast of their lives
sleeping onit. J.RR.
Tolkien’s Bilbo Baggins
had only lo remove one gem from
Smang piled hoard to send that great
lizard into a tizzy.

Dracon LORE 11 THE HiarT OF
THE DRAGON Man (D1.2) could use a
little of that fastidiousness. The three-
CD first-person adventure (distributed
by Interplay for Cryo Interactive Enter-
tainment) surrenders a share of its appeal

to a conventionality (and even carcless-
ness) of approach. The few gems are def-
initely out of their normal positions.

WE CAN BE HEROES

Once again, you're controlling the
David Bowie-like Werner Von
Wallenrod —a say-it-five-times-fast
name if there ever was one —as he sels
off on dragon-back for a tournament to
reestablish his challenged claim to the
Dragon Knight litle, Along the way, hes
jumped by a squadron of dragons and
crash-lands in a murky forest, barely
escaping with his life. Before he’ done,
he will have to find his way out of the
woads on fool, and explore a stony
medieval city and the large maze that
lies beneath it

The original DRAGON LORE was
released back in 1994 by Mindscape,
and as does the original, D12 mixes
exploration (following prerendered paths

CowW
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YOU LOOKIN' AT ME? You'll have to waste this snail-like demon in order to

escape the forest.

from location to location); basic object-
based puzzles; fighting: and, in the loose
sense of the word, role-playing. (You
have to keep up Wemer’ healtly, stami-
na, and the magic points that support his
small arsenal of spells))

And while not groundbreaking in the
way DRAGON LORE was, DLZ isi'l
unpleasant — it’s just average. 'The ren-
dered 3D graphics are smooth (if you've
got a decent CD-ROM drive to pumyp
them out) and pretty (but aren't they
all?). The sumptuons C1 music ocea-
sionally attaches itself to a bit of game-
play and lights the adventure right up. |
enjoyed the moody way DL2 handles

JOUST DO IT The first of three tournaments in
Dracon Lore 11, | had no idea what | was doing, but
the spectators seemed to think | did okay.

the passage of time. The predawn hours,
late afternoon, and the dead of night all
seem peeuliarly real,

MUCK AND MIRE

[t must be said, however, that Cryo
has done some rather odd things along
the way. lior starters, the opening trip
to Draconia is loo short to give much
sense of process or adventure. Once
Werner’s out of the woods, he’s at the
city gates. The whale opening
sequence of the game, in which you
sclect your weapons, collect supplies,
learn your quest, and saddle up a drag-
on, is handled largely on automatic. |
have the impression this
was onee a [ull-fledged
part of the game — it
doesn't feel like an
intro —and should have
been left that way. Let us
explore the palace. Whals
the rush?

"The combat—pleasant-
Iy infrequent —isn't
accompanicd by clear
feedback on how often and
how effectively you're hit-
ling your enemies, until
they (or you) finally go
down. Your enemys health
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nline pro sporf for the computer gaming crowd

Sponsored by AMD", hosted by Total Entertainment Network™, and
driven by popular demand, the PGL™ will do for computer games
what the NBA® did for two peach baskets and a medicine ball.

We’re talking serious revolution. How serious? How about $250,000 in cash and

prizes in the first year? How about “quit your day job and start honing your

deathmatch skills” serious? Okay—now that we’ve got your attention, read on...

The first PGL season features two

of the most popular games ever:

QUAKE® and Command & Conquer®:

Red Rlert™ Like a major tour
event in golf or tennis, the
PGL’s inaugural season begins
November 3, 1997 with a four-

week qualifying period. Once the

top 128 Red Rlert and 128 QUAKE
players have been identified,
league play kicks off in early
December. Future seasons will
feature more game categories
and the hottest new games.

AMD

Qualification

=t

1997-1998 PGL SChedu;'e

FALL INAUGURAL SEASON
November December January

3D ACTION: QUAKE

LIVE
Finals

Online
League Play |

Online

STRATEGY: RED RLERT

Online |
League Play |

Online
ualification

N7
080606 ®

| Qualilication

Qualification
{

WINTER SEASON
February March April

3D ACTION: TBD

Online
League Play

Online
Qualification

LIVE
Finals

STRATEGY: TOTAL ANNIHILATION

LIVE
Finals

Online
League Play

Online
+ FAL:

Online ‘
League Play

LIVE
Finals

Online

rendlillon
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n cash and prizes

There’s a whole lotta cash up for -' > P : N
grabs in the PGL. How much cash, L= e ?-'“' .
exactly? Try $30,000+ in each —— :J ;-. LA -
three-month season, for a total Ow-;;";.f?O:OOO in ;ash

of more than $120,000 for the first

year. Here’s how all the loot stacks

up for Year L: =

The PGL is a fully struct i izati
is a fully structured online organization Fully-loaded, AMD~K6"

o MMX"™ Enhanced
and standings, with cash and prizes going to the Processor-based PCs

top 20 players in each 3-month season.

based on exhaustive rankings, seedings, brackets

The PGL is where online gaming gets real: Real
money. Real rules. Real referees. Real competitors
playing real games in front of real audiences.
Real-time action, strategy, and more, coming
real soon to your PC.

U.S. Robotics®
56K modems with
x2" technology

(11 L I 4 % 4
As someone who's bé&n in the electronic entertainment business

from the beginning, I've been involved in a lot of breakthraugh digital

ventures. The PGL is anideawhose time hos c'orr'l'e__,'f'-uli"H_-"I'ri'i-'Hbrfﬁ'r'ed

to play a part in its formation and future evolution.”
Autographed games

PGL Commissioner Nolan Bushnell,
creator of Pong, founder of Atarl, and digital visionary ...and much more

TOTAL: $250,000 in cash and prizes

INTERNETWORKING
POWERED BY BBN

Q"“ 7
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Here's how

you fJO NI !

Joining the PGL™—going pro—is a breeze. Just go to
www.pgl.net, register for the PGL, sign up to TEN', and start

@ o

kicking some online butt. Prove you got skills, and you’re in the running for a cool

quarter million in cash and prizes.

* The TEN software is even included on the CGW demo €D with this issue, so there’s no downloading required!

i already train and compete like o prof¥
PGL, all computer game players have a platform to showcose their
tolents, os well as a single place to go for the'true standings on the
Internet. I'm really looking forward to opening dayiin the peu”

Thresh (aka Dennis Fang),
Waorld Champion, QUAKE

Honors/Awards:

PROFESSIONAL
GAMERS LEAGUE

Red Annihilation™: 1st Ploce Champion
DeathMatch95: 1st Place Champion
FragFest =5V, VI, Vil, Vill, IX: 1st Place Champlen

Dwange National Doom Leapue: 1st Place Champlen

Title Sponsor

PGL Sponsors
AMD

www.omd.com

www.bbn.com

Advanced Micro Devices (AMD")—The PGL ;gitﬂéibéﬁbor
T 4
‘,._JF 1{' %

is a leader in high-performance pracess%dk k& A

e, v+

persondl computers. The AMD-Ké™ MMX™ enhanced
processor is the official processor of the PGL and

the ideal platform for computer gaming.

-~ [’ Robatics
TG S -
| % : esnese ® 5
: 4 | Logitech
Www.computergaming.com www.gomespot.com www.logitech.com www.3com.com/x2
g URTi, L ™
‘:_I;*':\"—I;;' = TERUNED TN S 9
www.idsoftware.com www.rendition.com Www.ten.net www.westwood.com

AMD, the AMD logo, ond the combinotions thereof, and AMD-K& are trademarks of Advonced Hicro Devices, Inc. MMX is o trodemork of Intel Corparation. PGL. Professional Gomers' Leogue, and the
PGl [ogo ore trademorks of Professional Gomers' League. TEN, Total Entertoinment, Ploy 1t Online and the TEN loge are trademarks of T E Network, Inc. QUAKE is o registered trademark of 1d Software,
Inc. The Id Software nome and the id logo are trademorks of Id Software, Inc. NFLis o registered trademork of the Hotional Foothall League. NBA Is o registered trademark of NBR Properties, Inc.

tommand € Conquer is o registered trademark ond Red Alert is o trodemork of Westwood Studios, Inc. U.S. Robotics ond the U.S. Robotics logo ore registered trademorks and x2 and the x2 logo ore
trademarks of 3Com Corparation or its subsidiaries. All x2 products are copable of 56 Kbps downloads; however, due to FCC rules which restrict power output of service providers' modems, current dow
lood speeds are limited to 53 Kbps. Actual speeds moy vory depending an line conditions. Uploads from users to service providers travel ot speeds up to 28.8 Kbps. An x2 modem, a local analog phone
line compatible with x2 technology and an Internet provider with x2 service are required for these highspeed downloads, See www.3com.com/x2 for detalls, All other logos, trademarks and register
trademarks are the property of their respective owners. The Professional Gamers' League will be subject to all applicable federal and state lows. The Professional Gomers' League reserves the right
i its sole discretion, ta modify this centest in any monner whotsoever (including, but not limited to rules, prizes, and stort date) os well os the right to cancel this contest for any reoson.



is represented by a
status bar at the
top of the screen;
but if you fight
intuitively, with
YOUr ¢yes oi your
opponenl, its nol
clear whether
vou're gelling any-
where, (That back-
ward lurch could
indicate a hitora
dodge.) I'm not
asking lor geysers
of blood, but a
bloady nose and a
couple of informa-
tive grunls and
growls might have been nice,

For that matter, the game’s docs fail
to address the jousting that begins in
midgame. Admittedly, its a fairly intu-
itive, if laborious, procedure —and
regardless of how you perform, the fix
seems (o be in on the final result. (Now,
that’ annoying: If you're going to have
to go through the process of scoping
out and selecting your adversaries, it
should count for something.) But I'd
like at least to be certain what end of
the stick I'm getting, and that’s unclear
from the removed, third-person view of
the actual unseating,

D12 also has a bad habit of failing to
update the graphics to subtract what
you've collected in your invenlory, leav-
ing in place objects that you've taken.
The ultimate affront was my discovery
that the Purple Talon —a stolen religious
artifact that the player needs lo recover
carly in the game — is the gift that keeps
on giving, You can repeatedly collect il
from your connection and return it to the
temple again and again —each time
receiving a reward and thereby removing
money as a gameplay consideration. (A
shame, as Cryo’s gone to some lengths to
inject money into the game — including
a Yahtzeelike dice contest at the inn and
three Draconian shops where you can
buy and sell supplies.)

SUCH A DRAG

There are other problems, Way too
much time is taken up by disc-swapping;
[ sometimes found myself changing
them three or four times within a few
minutes. A disc change may be neces-
sary to enter the temple and always

GUN CRAZY You'll find your weapons in the armory. Take
everything that isn't nailed down. Even if you don't use them,
you can sell them later,

happens when visiting the general store,
your room at the inn, and at nightfall and
daybreak. Moreover, every time Werner
dies, you have lo insert Disc 1o load a
saved-game. No
thank you.

Conversation
with the man-
nequinlike char-
aclers is artless,
and the choices
you make from
the menu are
meaningless. If
you choose the
wrong tack, you
can always cycle
back until you
find the right
one. And its
somelimes a
source of incon-
sislencies.
(You're told that
the temple mys-
lic can answer
only one ques-
tion, as he tires L‘;isil_\-'. bt YOu can never-
Lheless talk his ear off on related sub-
jects.) Similarly, the compass with
which you're equipped in the forest vin-
ishes once vou reach the city proper
{only to return in the maze), while the
game’s characters continue lo feed you
compass-oriented directions.

Cryo has also abandoned the strategic
underpinning that gmr.'ud the original
game. DRAGON LORE let you influence
the endgame vole by the way you played
the game— or by killing knights likely to
vote against vou. Call it pride or self-

DRAGON LORE i = REVIEW

absorption, but | liked that MASTER OF
Orion-like sense of being watched and
evaluated. [ expected that extra level of
play in DL2, and it5 just not here,

Moreover, they haven't replaced it
with anything really new —a shame,
because Cryo did have something new
to offer in its stead. If vou've seen their
recent ATLANTIS, you've experienced the
beguiling effect of smoothly tuming
through 360 degrees of sumptuous ter-
rain. Instead, D12 seems to have used
something closer to the old DrRAGON
Lore engine, and the effect is rather
dated and laborious. (It can take multi-
ple, odd-angled moves (o cover just a
few feet)

Inshort, Cryo just hasn't built on
DRAGON LORES successes. D2 is just
anolher adventure with nothing particu-
lar to recommend it. They can do betler.
Socanyou. %

DANCES WITH GOBLINS Always cast a protection spell at the beginning of combat.
In this battle with the goblins in the under-city maze, it could spell the difference
between success and failure.

DECEMBER 1337

P APPEAL: Rendered-adventure new-
hies unfamiliar with the original
DracoN Lore.

PPROS: Uh...pretty pictures; nice use
of light to show the passage of time;
music hits some triumphant notes.

PCORNS: Little of the appeal of the
original Dracon o
Lore; sloppy inven-
tory and monetary
systems; lots of
disc-swapping;
weak combat feed-
back; generally
uninspired.
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top of your shopping "
this fall's early releas

ALL ABouT GAMES

“An incredibly fun and
challenging gaming
experience.”

GAMES DOMAIN

©@1997 Sierra On-line, Inc. All rights reserved. ® and/or ™ designate trademarks of, or licensed to Sierra On-Line, Inc.
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The AD&D game’s most famous worl(l, the FORGOTTEN REAIMS®

setting, is now powerccl ]Jy the awar(l-winniug' Descent engine.

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

AND PLUNGE DEEP INTO UNDERMOUNTAIN — A TWISTING

DUNGEON LABYRINTH LOCATED BENLEATH THE CITY OF

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

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




e Experience more than 25 different levels that come

alive in full 3D 360° detail, from a dwarven lumplc

to an ancient Egyptian crypt.

Build your character using true AD&D mlu-playing
elements — 6 diflerent races and siuglu or multi-classed
options. Your choice of character class leads to unique
abilities and will also affect the way the game plu_vs -

if you choose a thief character you can climb walls!

Rattle mare than 50 different 3D monsters —

sl-zeiutnns, mummies, giant insects and more...

Seek out and utilize more then 160 mag[m] items and
40 dilferent ::pu”s, iuc[mling the powcr{'u] magic missile
that homes in on its targets and the fireball that ungu”s

its target in a shroud of flames!

7= B

BY GAMERS, FOR GAMERS.™

1997 Interplay Productions. Al righls reserved. Descent @1997 Parallax Software, All rights resarved. Descent to Undermountain is a trademark of TSR, Inc.
Fargolien Realms, Advanced Dungeons & Dragons, ADED, and the TSA lngo are the !lademadﬂts of TSR, Inc. Interplay 5 the tradzmark of Interplay Productions

All rights reserved. All other trademarks and copyrights are the property of their respective ownars
CIRCLE READER SERVICE #079 e : > "




A kok ok

S ——)

Price: $49.99
Minimum System
Requirements:
Pentium 60, DOS 5.0
or greater, 256-color
SVGA VESA 2.0-com-
pliant video card, 2X
CD-ROM drive, 16MB
RAM, 10MB hard-disk
space (minimum
install), Sound Blaster
or compalible sound
card, joystick or
steering wheel.
Multiplayer Support:
Modem or null cable
(2 players), LAN

(2-8 players).
Designer/Publisher:
Bethesda Softworks
Rackville, MD

(301) 677-0700

wWww.xcar.com
Reader Service #: 336

REVIEW * XCAR: EXPERIMENTAL RACING

Xtraordinary,
Yet Xasperating

Complex and Ambitious, XCAR Hits a Few Potholes Along the Way

by Gordon Goble

f, as in some revelation from
an cpisode of Quter Limits,
David Kaemmer and his
associates at Papyrus Design
Group had never existed,
XCar: EXPERIMENTAL
RACING would now be the
second-best racing simula-
tion for the PC. Asitis,
XCAR trails all of the latter-
day Papyrus offerings as well as
MicroProses Grann Prix I in the
race for the checkered flag, At least I
it qualifies as a sim, something that
can't be said for the supposedly “authentic”
racing games that have surfaced recently in
this still painfully uninhabited genre.

In fact, Bethesda look at the “next gen-
eration of closed-wheeled, closed-cockpit
race cars” may well be the most difficult
racing game ever — from both a drivers and
amechanic’ perspective. Imagine a setup
module that makes even Granp Prix 15
“advanced” setup area seem pale in com-
parison, or a car physics model that at full
realism is more sadlistic than realistic, and
yau've gotan inkling of what XCaR is like.

Unfortunately, XCaR is so difficult that
it borders on annoying rather than chal-
]cnging— not quite capturing the fecl of
the wheel as accurately as Papyrus racing
products and throwing simply too much
effort and too much of the game into
garage and lesting facilitics, The sad tuth is
Ut the only way most of us will find enjoy-
ment in this ambitious but mildly misfiring
effortis by detuning the authenticity and
treating it as an arcade-type racer— albeil
one of the most enjoyable and certainly the
most realistic ever made,

I'LL TAKE THE YUGO

XCAR gives you a choice from among

17 slightly futuristic “sports prototype”

CcowW
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ROUGH RIDERS Without a 3Dfx card, XCar (and, in particular,
the cars themselves) won't get much smoother than this.

cars— gorgeous little hunks of machin-
ery that, as in real life, can take advan-
tage of mankinds latest mechanical and
electronic breakthroughs. Unlike in
CART or NASCAR, theres alimos!
nothing a smart mechanic can't do to
one of these muscular beasts, something
thats reflected in the absolutely mon-
strous XCAR garage area, which is more
like a scientific laboratory (see “ATrip
Down XCar Pit Row” sidebar),

Once you've scleceted from the field of
cars (which, contrary to the usually infor-
mative XCAR manual, perform quite dif-
ferently from one another even belore
you begin tweaking), you're off to the
races. Eleven lracks await, ranging from
simulated real-life cireuits to completely
imaginary courses of the NEED FOR
SPEED variety. You can tackle them as
singlu events or as part of a custom-
designed serics, and in practice, qualifi-
calion, or race modes,

With full realism switched on, you'll
find that XCAR strives o go the
NASCAR RacING 2 route, but fails to
deliver on several levels. Most critically
and most obviously, its just too hard to
hop into one of these babies and drive
cleanly on anything but straightaways or

wide comers, never mind
emerge victorious in a
race. Granted it was
meant to be difficull, but
many of the problems
you'll experience stem
from inconsistencies and
problematic physics.

I first realized just how
tough driving an XCar
can be during the imagi-
nary “Seatlle Crand Prix.”
Boink, boink, boink. . like
a pinball, I bounced from
wall to wall to wall on a narrow two-lane
ramp at just 80 mph. In real life, I've
managed lo keep my wifes '94 Escort
blemish-free on that very same ramp at
that very same speed, so being unable lo
do so with a sports prototype of any
description made no sense. And, yes, |
tinkered with setup and jumped from
joystick to wheel and back again with no
appreciable difference.

WIPE OUT

With cars that sometimes look too
large in the foreground and too small in
the distance, the games scaling also takes
some getting used to, as does the oh-so-
strange feeling that the scenery is moving
past you rather than vice-versa. Add the
harrowing nature of XCARS often ribbon-
thin circuits and the possibility of program
crashes (1 encountered a nwmber of them
on lwo distinct machines), and you've got
ane heck of a frightfest.

Although the game looks pretty fair
on a high-end Pentium with a 3Dfx
video board, you should expect to lose
some detail or frame-rate speed il your
rig doesn’t meet those requirements. In
either case, the exquisite look of GRanp
Prix [T or the Mat-oul beauty of NEED



here's just one mechanical

rule in XCan's class of racing:

If it makes the car go faster,

do'it. XCar pulls no punches
in the madification department, pack-
ing the most complete, if not impos-
ing, setup of any racing game cur-
rently available.

Admittedly, the physics behind
your car’s actions and reactions in
the heat of battle aren't always per-
“fect, but if you can live with the
miscues, XCAR is a mechanic’s par-
adise. Intricate? Take a gander at
the “aerodynamics™ section: You
can choose from single or multiple
wings at both front and rear before
determining the length, width, and
angle of each, and even the size of
the endplate: Then, of course, you
can fiddle with the underbody rake
angle to further increase or
“decrease ground effects. Whew!

FOR SPEED Il just isn't in the cards. My
personal enjoyment was further ham-
pered by sporadic audio dropouts, dam-
ageless accidents, graphic pop-throughs,
extremely pixelated cars, and an only
marginally attractive and very sexist
championship celebration.

Nevertheless, and despite all my whin-
ing, XCAR does a number of things right.
Engine notes are full, reverberating
through tunnels and reaching lovely highs
and lows, In-car options and tools are plen-
tiful, including overhead minimaps, a hat-
controlled POV (forward, left, right, and
behind), minor mechanical alterations

CATCHING AIR The XCan physics
model can do strange things at
times—here, skidding a car airbome at
just 37 mph. Fortunately, cranking
down the realism seems to get rid of
such oddities.
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XCAR: EXPERIMENTAL RACING ¢ REVIEW

Apart from aerodynamics,
there are literally dozens of
engine, fuel, gearing, braking,
and suspension adjustments
you can make—an amalgam
of all that’s complex in the
genre's top titles. The steer-
ing section, with its numerous
compensations for control
devices and personal prefer-
ences, Is a particularly good
place to spend some time
before moving elsewhere.

The really good news is
that XCar drivers won't have to
Ieave the testing grounds to audi-
tion their setups. No fewer than
four test tracks (oval for top speed,
drag strip for acceleration and brak-
ing, skid pad for cornering, and
slalom for handling) will handle that
for you. Are the results believable?
Only a futurist would know for sure,

from within the cockpit, accurate rearview
mirrors, and an“on-the-windshield” HUD
eramimed with information,

Competitors are pretly smart, but not
smart cmligh o react to you if you com-
mit driving errors. Replays are magnifi-
cenl, with real-lime readouts and
telemetry, multiple perspectives, and all
the periphery of an editing suite.

Another thing XCAR does very well is
graphically showcease your vehicles
shortcomings and strengths in relation to
those of your foes. | found myselfin a
three-lap race with one fellow, getting
consistently outgunned through the
same lwo sweeping corners while recap-
turing ground on the tight turns and the
pair of straightaways, Considering all the
factors of this event and the setlings of
my car, it made perfect sense, and [ was
able lo remedy the situation later. Nice.

AT THE FINISH

"The best part of XCar comes when
vou've switched on the steering help,
taken damage off, decreased the ability
of your opponents, and loosened up a
bit. Suddenly you can take pleasure in
the thing and experience the wide vari-
ety of the courses— from oval to moun-
tain rollercoaster and figure eight —

but the telemetry and tech displays
seem to remain consistent through-
out the testing context.

With a visual presentation
nowhere near as sleek as that of,
say, GranD Paix Il, the XGar garage
area won't win any aesthetics
awards, but it will keep you busy—
very busy.

without the fear of ultimate destruction
around each bend. Although it isn't a
full-bore sim in this mode, its the next
best thing and very enjoyable.,

XCAR: EXPERIMENTAL RACING
valiantly attempts to go where few, if any,
have sped before. It makes an interesting
addition to any computer drivers
library—if they fully understand its limi-
tations beforehand. G

P APPEAL: Hard-core tinkerers and
fanatical cyber-mechanics. Sim drivers
who thought NASCAR Racing 2 was
too easy and/or predictable. Arcade-
racing fans who want a new level of
authenticity.

MPROS: Deep, really deep vehicle
modification area, complete with test
tracks and telemetry; loads of user
options; multiple POV perspectives;
sophisticated VCR component; truly
“fun” to drive once realism has been
detuned.

HCONS: Driving model is just too
hard and seemingly too wonky at full
realism; most road
courses are
extremely narrow;
rough-looking cars
and occasional
choppy graphics on
anything other than
a 3Dfx card.




They'll draft you, bump you, steal your line. You'll try to return the favor. This is NASCAR Rating 2. Add the NASCAHQ-;ﬁ"rand Nationale Series Expansion Pack

| f Q1997 Sivrra OneLng, Ine @ Dellevve, Win PE0O7



NASCAR. GRAND NATIONAL . SERIES EXPANSION PACK

for 12 tricky new tracks and 30 crafty new opponents. Buckle up. www.sierra.com/nascar2. L\ TS NOT JUST A GAME.

Papytus™ end the Pagyrus logo aie badonsarks of Papyrss. NASCARE Grand Nationol® Series Exponsion Pock ia officially licomed by NASCAR 1997 NASCAR®, ond Grand Notienal®, ore registered trademarks of the MNational 2 Tar Stack Car Auta Rocing, ine
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Price: $49.95
Minimum System
Requirements: 386 PC
(486 or Pentium recom-
mended for number
crunching), 500K
memory, 4MB hard-
drive space.
Multiplayer Support:
None.

Designer: Tom Tippett
Publisher:

Diamond Mind, Inc.
Lexington, MA

(800) 400-4803
www.diamond-mind.com
Reader Service #: 327

REVIEW ¢ DIAMOND MIND BASEBALL 7.0

- By the Numbers

Diavono Minp Isn'’t Pretty, But It Deserves a Turn at Bat

by Jim Gindin

na genre where stunning two-
minute opening sequences are
becoming the norm, baseball still
has a handful of dedicated simula-
tions that are tuned into
the beauty of the games
numbers rather than the
pichuresque nature of the
ficld of play: Diavionn
MinD Baseats 7.00s the
rawest of the baseball simula-

eI

1]
tions—it’s complelely text-based.
[tstill runs in a DOS window
(mouse support having been

"
8
£l
P

added asan afterthovnghta con- |28
ple of versions back).

But don't let that fool you.
Inside this small, slightly clut-
tered assemblage of menus and
data lies the richest store of play-
by-play deseription and baseball
simulation power available.
Version 7.0) gives you the oplion
of playing pitch by piteh rather than batter
by batter, all without sacrificing accoracy.

SWEET STATS

Tn Diavionn MinD, the ideal is to pro-
duce seasons in which the league slig-
ging percentages and ERAs come close
to matching real baseball. Shortslops
such as Milwaukees Jose Valentin reach
more ground halls and provide more sup-
port for their pilchers than do weak-
ranged ficlders like Chicagos Ozzie
Guillen. And a hitter used to the friendly
thin-air atmosphere of Coors Field won't
hit neanly as well if traded to a team witha
more nentral home ballpark.

Players can vary from their real-life
totals, but overall league performances will
mirror baseballs numbers. Ken Griffey Jr,
for example, might hit 36 homers in one
season and 50 the next. What you won't
see in DIAMOND MIND are joumeymen
outficlders grabbing Gold Clove awards
or pitchers winning 25 games and striking
out 300 batters when in real life they com-
piled a 6.50 ERA.

CCwW
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The pitch-by-pitch mode isn't perfect,
but it nicely simulates “control pitchers.”
Thus, Greg Maddux can throw com-
plete games with fewer than 100 pitches,
| Vally Joyne

e .221

B 145

HR H

RBI 8
1] 33
K 29

Pure I

Sacrifice hunt Av

the windup

pitch

s a hard ground hall
aight up the niddle

uds to hi

Challenge
Nornal

96 Philadelphia
96 San Diego

whereas Wilson Alvarez will need more
than three-and-a-half pilches per bat-
ter —yet Alvarez and Maddux will have
similar strikeout numbers. Batters who
rarely strike out, such as “Tony Gwynn,
perform realistically as well.

ROBUST ROTATIONS

Of course, no simulator is complete
without a league management function,
DuavoND MIND lets you adjust your team
roster in many ways, provic |ing a basic line-
up against right-and left-handed pitching,
[talso lets you set depth charts to subslitule
for starters, so that you could have Mike
Kelly starl 14 percent of Cincinnalis games
against right-handers, You set starling
pitching rotations and depth charts for
mop-up relief, long relief, setup men, and
closers. DIAMOND MIND even provides the
ilhiiil)‘ toentera [r}[; of transactions for
teams, specifying roster changes, trades,
and injuries for the entire season,

‘Ihe simulation nuns very quickly, ]1[;|}'~
ing Lhrough a full scason’s worth of games
inless than an hour on a low-end Pentium

Pur Fr

system. [t keeps a wealth of statistics, but,
surprisingly, it only compiles Top 10 lists for
the league’s leader board in each statistic. If
theres one major weakness in DIANOND

Incaviglia fv A
fv Fr e?

Morandini
B nvey
Jordan, K

Ug e4

CR> Ruan
Av Fr e@
P: 1511

Guynn.T
r:Pr
W Joyner

Santiago
Av Uy e18

§ 918 R
] 2
4

'NICE PERSONALITY It isn't much to look at, but Disonn Minp Baserarl 7.0 holds a wealth of info.

MinD, its the old-fashioned, limited statis-
tics presentation. For a game hat tracks so
much, there should be a better interface
for examining those statistics,

Allinall, Disvionn MinD is the premier
baseball simulator on the market today: It
provides all the tools you need to produce
realistic, competitive leagues. Theres a
schedule generator and the ability to create
your own players, leams, and ballparks. You
won'tfind bitmaps of players' faces, pretty
ballpark backgrouncs, or animation of any
sort. Butyou will find a rare understanding
af baseball and its numbers. S

P APPEAL: Basehall fans who
crave statistical realism above all.

YPROS: Incredible accuracy; pitch-
by-pitch simulation; flexible team
management.

PCONS:
Surprisingly
weak reports; no
career mode;
graphically, 15
years out of
date.
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DEATH-DEFYING JUMPS

REALISTIC WATER PHYSICS cnm ir WAKE EFFECTS (&

LY

S50 REAL ... YOU’'LL WET YOURSEIF.



Sirap in and throtile up as
you whip through the mosi , —
realislic and immersive
powerboal racing game
ever made. jump over

roadways and through '
- Check our the Iunnel'; but don't .
passing convoys or speed et 1oo friendly with Ihe walls.

16 BOATS TO CHOOSE FROM between oil tankers before
they close off the rack
and urn your boal o

splinters. Find a shoricut

and rake the lead, or betier ;

yel, secure your viclory ; 7 %
See the sights in New York.
and force your opponent bul waleh oul Tor the cabsl
inio a river barge
ar 200 miles

per hour.

® Dive under water, crash through
waves and careen off jumps.

@ Fully interactive 30 environmenls

that continually change during races. 5Pl your sereen 4 ways and
play 2 Iriends simulianeously.

® Race compuler opponenis or compele
with up o eight neiworked players.

@ Light super-intense racelracks from
around the world 1o lear Ihrough.

@ Can’l find o worthy opponent? Race
your “ghost” using your own besl lime.

- Available January 98!

16815 Von Karman Avenue
Irvine, CA 92606
www.vrsports.com

Use lirsi-person or
third-person “llo-cam” o
carch all the action?

—— s T m
‘ SPORTS .~ \, < —
2";‘ '-’i"'ﬂ PlayStation.
© 1997 Interpiay Productions. All Rights Reserved, PawerBiost mmsmmm Difterence Is Aeal, and Interplay ars rademarks of Interplay
Published and Iy Interplny Production. Al olher of thelr owners. All Rights Resernved.
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Price: 539.95

Minimum System
Requirements:
Pentium 100, Windows
95, 16MB RAM, 2x
CD-ROM drive, Sound
Blaster 16 or compati-
ble sound card, 2MB
video card, 14.4K
modem; Internet ser-
vice provider required
for multiplayer games.
Multiplayer Support:
Hotseat, Internet, LAN,
modem (2 players).
Developer: OT Sports
Publisher:

ABC Interactive
www.abcinteractive.com

Reader Service #: 328

REVIEW * ABC'S MONDAY NIGHT FOOTBALL '98

Last Year’s Benchwarmer

Looks Like This Year’s §
MV P Contender

by Dennis McCauley

ith sporls gamers
suffering Lheir
share of disap-
pointments recent-
Iy, its great to see a
game plan come
together. Such is
the case with
ABC’s MoNDay
NIGHT FOOTBALL
08 from ABC Interactive and OT
Sports. MNI"98 builds on last vears ver-
sion, which debuted to only mediocre
reviews. While fans enjoyed the innova-

tive play-calling interface and Internel
games, they ultimately were tumed off
by a weak Al so-so graphics, and heavy
system demands.

After coming up short last season,
designer Doug Whatley and the crew al
OT Spors went
back to the
chalkboard,
keeping the best
of MNF, and
focusing their
efforts on the
weak spols. The
resulls should
please hard-
core and casual
football fans
alike. The new
Al, for example,

DENNIS DOES DALLAS Monoay NighT FooreaLt '98 features TV-style
matchups of all the NFL teams. The game is often unusually low scoring,
as shown here, where the Cowboys would normally be up by about 30.

Back, too, is the TV-studio front end

that so effectively sets the MONDAY

NICHT FOOTBALL atmosphere. From
the catehy Hank Williams, Jr. “Rowdy
Friends™ theme song, to the insightful

pregame commentary fron Al

is as challenging
as you'll find in
a computer
sports simula-
tion, IHome PCs
have caught up with MNIin the last 12
months, as well. While many griped
about last year’s requirement of 16-bit
high color, the influx of 3D video cards
and cheaper, faster MMNX-based
Pentivms has made MNIT98 quite
accessible to the |}fpi(~:|| home system.

(=

DECEMBER 194/

YES, WE HAVE FROZEN TUNDRA No realistic football sim would
be complete without the ice-cold frozen tundra of Lambeau Field.
Too bad the stadiums, in general, look so much alike.

Michaels, Frank Gifford, and Dan
Dierdorf, it clear that this is no mere
Sunday afternoon game. Additional
star quality is provided by Chris
Bermans halftime report, and Lynn
Swann, who appears with occasional
sideline commentary,

SCRIMMAGE LINE

From the studio screen, players have
an opportunily to pick their teams for a
casual matchup, examine team rosters,
or sclect league play. MNF should suit
your taste in gameplay, from CPU-vs.-
CPU quick sims to multiplayer action
via serial cable, LAN, or the Internet.
Also included in this year’s edition is hot-
seated, local two-player action.

Once past the familiar front end,
MNF veterans will immediately note the
enhanced graphies. The new player
sprites are roughly twice as large as last
years, have a more distinct appearance,
and [eature readable jersey numbers.

The gameplay has upped the ante as
well, with the small details signaling
quality design. Steve Young, for exam-
ple, is realistically depicted as a lefty
passer. NIFL fans will likewise be
pleased to see QBs throwing the ball
away under pressure o avoid sacks.
MNI* ‘985 player animations have a
more authentic look, although they
oceasionally gel tangled up, especially
after time-outs. If there§ a gripe with
the visuals, it the generic stadiums. In
MONDAY NIGHT FOOTBALL, the his-
toric frozen tandra of Lambeau Field
looks just like the frozen tundra of the
other 29 NFL venues.
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Experieﬁce extreme Rapid Eye Movement in this visually spectacular 3DFX action-adventure game.
Dreams to reality... live out your wildest, most vivid dreams...if you dare.
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REVIEW * MONDAY NIGHT FOOTBALL '98
Ifyou have an ear for football, you'll improved, although Michacls occasion-
get a kick out of MINI's ambient sounds, — ally states the yard line as the gain on the QPFICIALRULELHO PUREHASE OR SR (S8 HECESSARL
which are dead-on. Air homs, crowd play. The special teams model also Lo cer s st be an ATRTWorkdesSemvice
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. o : mwln for the frst weeki draweg, O
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uvunmm;%ili%maf&h 1 WQA%LWN 11358
5 2 . 5 . 0 1Y on o "
us_t_- huw:ea_sy lls Moumv_. Simply right-click to bring up a %.'T"qu\ tlgf""'m&.um":mf': o e (105 4 E5Y
Nigt Foorsatt's play editor?  menu of plays that you can byl 108 e d o b e
J Here's one example: change at the line of scrimmage. %mgnmmﬁﬁmﬁ@:m;
 Coaching the Packers, | wanted to  Actually, my swing-pass example S e o AT Vi e merbes v s s
draw up @ swing pass to RB Dorsey  doesn't begin to show the depth of mmﬁm@mmmw s
Levens, With most sims, you could  Monoay NGHT FooreaLt's play-design mams"»ﬁ'ﬁapﬁ&”u"ﬁw o ““""""“’E.,""m‘“‘m
¥ i i mﬁﬁ:ﬁu i m%m% TR THE
oUrs (designing and testing a  interface, which gives players the Yok H mﬁw"lmﬁ”‘*? 17 2 T e
play euen as simple as this. With ability to manipulate virtually any f.;.“_‘&‘&:mh g o e mﬂ“‘mﬁm
'MNF, however, you can work the Xs aspect of football. Each player can m‘mﬁh&ﬂgm@mﬂww Wodbesdy ok e
~and Os in seconds. be given a variety of authentic m‘“l‘fg}&%?ﬂ%&%ﬂgmﬁwm“
Selecting the Edit option in a Pro  assignments, Blocking palterns can i e ot A‘&'ﬁﬁm?ﬁ% S od
| Set pass, | switched to IHormation, e changed for linemen. Quarter- Eg;’“n il ey %M w%kdp
- | and highlighted fianker Robert backs can take varying drops, rol i vl el Tl
- | Brooks. Brooks was sent in motion out, or fake handoffs. Defensive play e 11 st A Ll
| left, dragging a defensive back is especially sophisticated, with o BT i e o e e ferd ot o]
1 :.:I m Leve | n f i e m[mmmmmm mdhlnt.h
‘along, thus glving Levens one less  op ons for man-to-man, zone, o B g et Ty 3
_man 1o beat on the strong side. combination pass coverage. Within Sy nww%“ﬁ
& 10, 9 - it
| Clicking on Levens to make him the  each, there are subsets that account mﬁ%ﬁnﬂ e m%“m“”“ﬁmm ::%
| :;__pnmaty recawer | selected the right  for formations, coverage, line play, e e L P
| flat from the numerous choices on  blitzes, and reads. The diagrams in ﬁ%‘“?&t&ﬁ:ﬁ;“'ﬁhﬁ”@?ﬂﬁ"&‘m
Il e =1
| the pass route tree. To open the the play caller show what your et e e
| strong side more, | directed TE Mark  selections will look like when the ball *@%%% m"‘""‘g:“'..:h., Lol ':
| Chmura to run a slant to the middle s snapped. Perhaps the most excit- m""“u' e ""“,&:m“”" g oty wiectd
of the field. Since “Chewy" will ing aspect of MNF is its easy access m:@;%%’fmﬁﬁﬁﬁ
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Retlrn this card for your free AT&T WorldNet Service

software featuring Microsoft Internet Explorer0!
And get online for a chance to win in our “Travel the World” Sweepstakes.

10 RUN ATAT WORLDNET SERVICE ON YOUR 1BM-COMPATIBLE F(
YO WILL NEED: 1) An IBM-compatible computer. 2) A 486/66
processor or faster. 3) Microsoft® Windows 95. 4) 8 MB RAM min-
imum, 16 MB RAM suggested, and 43-80 MB of available had  address apt.
disk space. 5) An internal or external modem running at 14.4
kilobits per second or faster. 6) A phone line connected to your
maodem but not connected to a LAN and not an ISDN line. city state zip

name

home phone business phone

are you an AT&T Long Distance customer? __yes or__no
do you own a PC?

do you own a CD-ROM drive?

do you have Windows® 95?

No purchase necessary. Sweepstakes ends 1/28/98. For official rules and alternate entry, write to AT&T WorldNet Rules, P.O. Box 7084,
Melville, NY 11775-7084. See complete sweepstakes rules on opposite page. Microsoft and Uhe Microsoft Intemnet Explorer logo are registered
trademarks or trademarks of Microsoft Corporation in the United States and/or other countries. *Telephone access and other charges and
taxes may apply. Other terms and conditions apply. ©1997 ATAT.
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0 get your free* month and
crosoft Internet Explorer 4.0, download
yww.worldnet.unicom.net/comg

*Telephone access and other charges and taxes may apply. Other terms and conditions apply. © 1997 AT&T. All Rights Reserved. No purchase necessary. Sweepstakes ends 1/28,/98. Void where
prohibited. For official rules and alternate entry, write to AT&T WorldNet Rules, P.0. Box 7084, Melville, NY 11775-7084. See complete sweepstakes rules on opposite page.
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MONSTER SOUND:

* THE FIRST PCl BASED SOUND CARD

» ACCELERATES DIRECTSOUND, THE NEW
MICROSOFT AUDIO STANDARD

* IDEAL FOR HEADPHONES OR 2-4 SPEAKERS

» FREE FULL-VERSION GAMES INCLUDED

MonNsSTER 3D:

» Wickep DIRECT 3D AND GLIDE GAMING ACTION
» AWARD-WINNING, REALISTIC 3D PERFORMANCE
» WORKS WITH YOUR EXISTING GRAPHICS CARD
> BUNDLED WITH MORE THAN 20 FREE GAMES

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
i -snﬂn-ti - realistic, heart-pounding 3D sound. And now, when you
Monster 2u

e 10

: _"m_,.mi.;nr""i' _ combine the amazing new Monster Sound PCl-based

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

graphics accelerator, you'll have the ultimate gaming system for your Windows g5 PC.
Using ground-breaking A3D Interactive technology from Aureal—initially developed
for NASA virtual reality simulators—Monster Sound provides stunning, digital-quality

30 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
A

games and Web sites. Together, they deliver _
performance that blows everything else away. blAMOND
M U LTI MEDI A

Accelerate your world.
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ABC’'S MONDAY NIGHT FOOTBALL "98 * REVIEW

editor as well as roster and schedule
management utilities. While not as
robust as those in Sierra’s FRONT PAGE,
SPORTS: FOOTBALL series, the MNIY
lools are serviceable. There is no carcer
mode, however, a design choice that
may disappoint some. Forlunately, the
design team intentionally left room for
ambitious gamers lo tinker with MNI%
data files. If the game gains a following,

refurned. | ast years rudimen-
tary system of joining the host’
1P address is back, but the new
versions inclusion of free head-
lo-head gaming on Mplayer
should miake MNF 98 acces-
sible o the less technically
inclined. I had an opportunity
to test a very late beta version
of the Mplayer option, and
can report that it ran ¢

BLIMP'S EYE VIEW MNF '98 features 10 camera
angles. This blimp view Is great for checking out

pass coverages.

seem to account for field position, as
their kicks inside the 50-yard line invari-
ably sail into the end zone, Overall,
though, MINF '98 has a crisp look that
adds visual appeal to what is, at its heart,
a very sophisticated Xs and Os sim.

SMASHMOUTH FOOTBALL

That5 not to say that MNF doesn't fea-
ture worthwhile arcade elements. The
game provides support for six-button joy-
sticks, and s quite challenging in action
mode. However, the depth at which

= Jgr W o —

seamlessly. As most
gamers have discov-
ered, matching football
wits against a live oppo-
nent is infinitely more exciting than
taking on the Al, especially given
MNF5 rich strategic options, While

some may be disappointed with
MNFs lack of areade play in
Internet games, this is a common
problem in all sports sims, due o
latency issues.

SEASONS IN THE SUN
MOoNDAY NIGHT FOOTBALL
"98's league play offers a player

GOOD NEWS FOR EMMITT You can now run more effectively,
as blockers open some big holes in this year's edition.

MNF 98 explores the strategic
aspects of the NFL makes il scem
more like this years game of choice for
serious pro football fans, rather than
carpal tunnel bait for joystick jockeys.

“The innovative play-calling
interface has been retained and
enhanced from the original. This intu-
itive system takes a layered approach,
Plays are selected from a menu box,
which appears over the field options.
Players can call the suggested play, or
click to drop down a diagrammed list-
ing of all plays in that category. Any
play can be edited on the fly, which is
the beauty of MNF 98,

There is a problern with the includ-
ed team playbooks, however. Their
contents could have been matched
better to the personalities of the clubs.
For example, the Eagles employ a 4-3
defensive alignment, while the
Panthers favor a 3-4. Yet all of the
zone and combo plays included in
both playbooks are 3—4s. Camers who
want to personalize their favorite
teams plays are advised to oll their
own, asimple enough task, given the
ease of MINFs editor (see sidebar).

Monpar NiciT FooraLLs
smooth Intemet play has also
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Rubics of Buentide™e

Massive on-line interactive fantasy role plaving game

Quer 3 years in development
HAdvanced, multi-threaded client/server architecture
Playable over the Internet il
State of the art visuals utilizing (Uindows 95 & DirectX ieebnalagies

Quer 200 plaver/character combinations . . . 7 races, 16 clas?ses, 2 genders
Experience an infinite number of encounters in a growing gamefenuimnment

An abundance of items, bundreds of spells, 7 spell sehools
Quer 300 sound effects; 125 separate musical scores

Thousands of bigh quality illustrations in a ricbly detailed 3D environment

Call
I-800-Play-G{UI
for information on membership and pricing.
wwuw.rubiesofeventide.com
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MONDAY NIGHT FOOTBALL "98 * REVIEW

ICONTROL ROOM This is the TV studio front end, where you set up your games.

Say, Is Berman wearing a clip-on?

expect a crop of homegrown utililies to
sprout on the Nel. Knowledgeable
NFL gamers will recognize that the
rosters need some personal attention,
as the defanlt settings are incomplete
at some positions.

SPEED RACER Even in the falling snow,
Robert Brooks still has his breakaway
speed.

League play in MNF allows you to
select any team, and you can also use
the computer-controlled quick sims.
Games take several minutes to play in
this mode, and the stats generated
proved inaccurate in the initial release;
shutouts were far too common, and
some teams seemed to have uncharae-
teristic prablems establishing a running
game. Penaltics and injuries also

DECEMBER 1037

seemed to oceur at unrealistically low
frequencies. On the bright side, OT
Sports has demonstrated a commend-
able responsiveness on the Internet,
releasing a September patch that, in
part, addressed problems with roster
assigcnments, particularly on special
teams. Gamers lacking the patch are
likely to find linebackers returning kicks,
and tackles kicking field goals.

MNF"98 also eams high marks for
first-class presentation. Inside the box
you'll find a well-written, bound manual
aswell as an extra CD for head-lo-head
action. The final score on Monnay
NicHT FootsalL, 987 Despite a few
flaws, its a surprisingly impressive fool-
ball sim, much better than the original.
Its a legitimate contender for Sports
Game of The Year. %

PAPPEAL: Action-oriented football
fans, especially the NFL variety.

PPROS: Excellent play calling and
play-design interface; free Internet
play; improved graphics; improved
Al; “Monday Night” excitement;
easy accommodation of user-
generated add-ons; strong company
support.

»COMS: Stats skewed toward low-
scoring games;
special teams
perform badly;
roster problems
on initial
release; unrealis-
tically low penal-
ty and injury

“Surely a
contender for
Sports Game of
the Year!”

- Johnny L. Wilson,
Editor-In-Chief,
Computer Gaming
World Maogazine

Baseball Mogul is the first
strategy game to put you
at the helm of a baseball

franchise.

Play for years, LI
even decades, Q&H\Q&
controlling Q@
lineups, pitching
rotations, scouting staff,
ticket prices... even the
price of a hot dog!

Win games and
championships, but be
careful to stay profitable!
The only way to win is to
create a lasting baseball
dynasty.

Order Today!

1 (888) BE - Mogul
(Toll Free)

www.imonkey.com

1997@infinile Monkey Systems, Inc.
All rights reserved. m
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[F YOU DON'T MIND GETTING KNOCKED
AROUND, SWITCH 70 BALL CAM AND
SEE THE GAME FROMA PERSPECTIVE

- YOU'VE NEVER SEEN BEFORE.
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« VR Baseball is the new king of

n
baseball games. _ PS Extrama

HARDWARE ACCELERATED
FOR WINDOWS® “95

Now, the baseball game which received rave reviews for the

Sony PlayStation™ is available for Windows® ‘95. But you better

have a 3-D graphics card because VR Baseball is the next e —

generation of PC baseball games and only works with hardware “.. a real contender for baseball

accelerated systems. 640 x 480 SVGA graphics with over 65,000 game of the year... 92%” _ .,

colors, bilinear filtering for smoother polygons and textures, real
cast shadows and real-time 360° 3-D gameplay make this game the
ultimate PC baseball experience.

B Play Major League Baseball™ from any position or perspective in a real-time
360° 3-D world.

B Super fast Season Play mode with top 10 or full stats, and mid-season
All-Star voting and game. Plus, expanded functionality in statistical analysis
allows you to view and sort across many categories.

B Updated stats, rosters (including new All-Star rosters), uniform styles, 10gos o o R
S S Beautlfully. terfturgd polygonal play-
ers move with life-like grace.”
B Keep your stats current by downloading updates from the VR Sports website
at www.vrsports.com.

— Gome Pro

H Over 700 Major League Baseball™ players, all 28 3-D stadiums, real-time
working scoreboard, four uniform options per team, four play options and
3 difficulty settings.

B Easy to use, menu-less pitching and batting interface.
B Simultaneous batter and baserunner control.

H Multiplayer option supports most joysticks and ,(
gamepads. X
f

YR Baseball |

Try it. It's new. It's different. ;
You may never go back to ,' |
your old game again. ! ~»,-;;;:.¢ SPORTS,

Supports 3DFX, Rendition, and more! IJI E @}) @_ N The Difference Is Real .”

“VR Baseball will make you eat, sleep

g 1 n
; and live baseball. = (s lalorgt

Sy

m-b‘ull I!ddellurl. 5
.rh.'lll Pl n.m mt_pn an lnrimn.uk

of Microsolt PayStation
ALS0 AVAILABLE!
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NOT JUST GETTYSBURG.
NoT JUST SHILOH.

THE WHOLE CIVIL

GRANT = LEE « SHERMAN

CIVILWAR ~

G E. N E R A L S .

Sequel to the best selling Civil War game of 1996



DON’T SETTLE for a slice
of history when you can have
the whole bloody cake.

The battle begun with the best-

~_selling Robert E. Lee: Civil War

New-Unjr Tyjpes

P o

Ui

ALL-NEW FEATURES: =3

* Fight in Eastern or Western
battle theaters as Umon or

F

Confederate. Sy

General continues with 40

auﬁhentic battles. Rally the troops

; * Map Edit llow = SEe
and take command as you rewrite ap Edi or allows you to chal :

lenge Opp(ments on your own B

_ - He = customized- battlefields.
history with Civil War Generals 2: - i
: :* Command your troops in an
overhead view or zoom in for

Grant, Lee, Sherman, close-up detail.

" * New reenactment film footage

POWERFUL MAP EDITOR from-Jay Wertz,
: 2 v ¥ { v Fy )
* Even more artwork from Mort s[4
Kunstler.
* New unit types include siege
mortars, horse artillery, frigates
and gunboats.
* New terrain includes forts,
walls, swamps, water, major
roads and-coastline. :
* Head-to-head
play via modem,
LAN, Internet
and e-mail.
* Battle for FREE
on Sierra’s
Internet gaming § ‘A
L= ‘1.'_'-
system. & ke
A
: X
3 : !
Impressions & S'ERR AT
= — 3
fir
Download the interactive demo at www.sierra.com L
© 1997 Sierra On-Line, Inc. ® and/or ™ designate trademarks of, or licensed to, Sierra On-Line, Inc., Bellevae, WA 98007. All Rlﬁhts Rcsowcd
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by Terry Coleman

emember the 1995 Miami
Dolphins? They were fresh
off a season in which enly a
one-point loss on the road
to the San Diego Chargers
kept them from a Super
Bowl (where the (_Ilmrgers_
totally outmanned, lost lo a
very good 49¢rs team). By
the time the team entered

training camp, the Dolphins had 17 for-
mer first-round draft choices on their
roster, Nearly every football expert was
convinced that quarterback Dan Marino
would finally get the Super Bowl ring he
eraved to top off his incredible career.

Well, Marino did set a lot of passing
records in 1995, but the Dolphins found
ways to lose every ather week. Even-
tually Miami stumbled into the playoffs
with a 9=7 record, only to be blown oul
by Buffalo: Goodbye coach Don Shula,
hello Jimmy Johnson.

Right now, there are a few COWedi-
tors who feel like those football pundits
who jumped on the Miami bandwagon in
95, You see, we are ahways hoping for
something new and different, and

REVIEW ¢ LEGENDS FOOTBALL '98

No Contest

LEGenDS 98 Is Anything But Legendary

ticket perfectly: It had the fresh-
est premise of any sports prod-
uct in years, letting you match
up the leather-helmeted stars of
the 1930s with Joe Namath
1968 AIL Jets, or the min-orient-
ed Giants of the "50s with todays
passshappy NFL squads. The
game had fast action, seemingly
solid research, and all those hall-
of-fame players from which o choose.
How could it go wiong?

BUSTED PLAY

Well, as published, LEGENDS 98 is,
despite its promise, the worst football game
in years. Almost nothing in the game fecls
finished, from the league functions to indi-
vidual player performances. s asif
Accolade published a beta in order to meet
anarbitrary ship date near the beginning of
the real-life NFFL scason. This has hap-
pened before, notably with ABC MONDAY
NICHT FOOTBALL last year, but its rarely
been so painfully obvious.

Foothall games on the PC have always
been a bit quirky in terms of controllers, but
LEGENDS is more irritating than most. 'or

Price: $49.95 (street) LEGENDS FOOTBALL 98 seemed to fitthe  example, the game works “-EHC:\-il!I‘l I;l
Minimum System AAVEL
Requirements: gamepad; the
Pentium 90 (P133 or different col-
DEIIBE I'£|EI;: l}%n;rll\.}lel? 1df§|\?fi}é ored buttons
recommended), m"wp.o“d "
125MB hard-disk yuur prumary,
space (225MB recom- secondary,
mended), SGVA graph- and tertiary
ics, 2x CD-ROM (8x reoeivers, @
recommended); sup- ——
ports Gravis and | oiiichuin
Microsoft gamepads. But using any
Multiplayer Support: ganiepad
1-2 (same computer); other thana
supports linked Cravis is ask-
gamepad systems. ; :
Designer: Saffire {I)IIL: I'[ur lrot;-
Corporation 2 : P e: veni
Pubillibior: Ascolstla WHO NEEDS TIMING PMTEHN?. The oﬂensw? vs. defensive ian_e et
San Jose, CA battles are engaging in the running game. Bul linemen on both sides il
(800) 245-7744 stand around too much on passing plays, giving QB's time to com- L_l ul) hi 1
www.accolade.com 16 lont yaadds ety B
Reader Service #: 339 P 9 psses: Windows 95,

cewW
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WATCH OUT FOR #88 The kicking game is mod-
eled fairly well, but as you can see, all the players
have the same jersey number.

you still have lo recalibrate it for LEGENDS;
worse yet, calibration goes out forno
apparent reason (even at halftime of a
game you'e playing). And unlike, say,
FRONT PAcE FooaLL'95, a joystick
doesn’t work anywhere near as well asa
pad in LEGENDS, especially when faking
handoffs or passcs.

Even more damning is the lack of 3D
hardware or software support. Its hard to
understand why LECENDS requires
DirectX 5.0 when the game doesn't
seem to lake advantage of any of its fea-
tures, The animation is far from fluid,
and the player sprites often scem to skate
along the ground rather than run across
it. Yes, the gaine has been in develop-
ment for more than a year, but so have

Rendition and 3DEX.

MISSED TACKLES

LEGENDS is an action-oriented game,
which you would expect, coming from
the company that gave us the HARDBALL
baseball series. Yet, for all its inflated
home run numbers and other statistical
faults, HARDBALL seems like an exacting
sports simulation compared to
LEGENDS. When we did our sneak pre-
view of LEGENDS, the limited number of
teams available needed some tweaking,
but they were reasonably play-balanced.
The typical game score was something
like 35-31, a little high, but no worse
than MADDEN or any of the other
action-heavy games,

I the final version of LEGENDS, regard-
less of the era in which you play, the scores
resemble basketball more than football. Its



Actual PC screenshols
L (2
03 atbtey it

@ All new physics model that allows you to @ Real-ime photorealistic animation, 3 texture- @ Over 8000 man hours of enhancements
call shots and even jump balls! mapped pool halls and 5 new games. and over 50 new game features.

ALL NEW! Sequel to the

VIRTUAL, best-selling pool simulator!

oL The ultimate pool simulator just got better. Guaranteed, THIS GAME 1
Over 2 million pool players have taken a break with Virtual Pool, the #1 pool WILL IMPROVE | =
game in the world. Now, with § new games, 3 modes of play (Amateur, Pro and YOUR ACTUAL |
Championship), adjustable table characteristics puter opponents, POOL PLAY OR | =
necwork play, new pool rtutorial and a tournament mode with up to 16 YOUR MONEY X
challengers, Virtual Pool 2 is beter than ever. Designed shysicists and BACK. >
mathemaricians, Virtual Pool 2 is the only real-time 3D poo ¢ puaranteed

2 DETAILS INSIDE PACKAGE.
to improve your game...or your moncy back!

ﬁ_':. 22 "’"_-

© 1997 Celeris, Inc. All rights reserved, Virtual Pool, VR Sports, VR Sparts logo, The Difference w |
15 Real, and Interplay are irademarks of interplay Produstions. AN fights resarved, Exchissively SPORTS’ VAR Spons
licensed and distriuted by interplay Productions. Microsalt, Windows and the Windows logo 16815 Von Karman Ave.

are registeced trademarks of Microsolt Corporation. All rights reserved, All olher copyrights Irvine, CA 92606
2nd rademarks are the property of their respective owners. The Difference Is Real’
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FRESH SMELL OF LEATHER LEcenns '98 is at its best when re-creating bygone
NFL eras. Sadly, the poor animation and simulation faults spoil the vivid re-cre-
ation of vintage stadiums and uniforms.

nothing for a team o score 60 points; in
one game, the score was 6458 at the end
of the third quarter, By the end of one sca-
son Isimulated, three teamns had broken
800 paints for the season, and one of those
teams had given up more than 800 points
aswell. This is NFFL football?

If these bizarre results occurred only
during simulated games, you conld al
least enjoy playing the games “live.”
However, evidently while tweaking the
code, the design team wrecked the statis-
tical and player ability models as well.
Regardless of their real-life talent, teams
routinely move the ball down the field
with abandon. 'To tesl my theory, I took
the hapless Indianapolis Colts, who
scored but one offensive louchdown in
the real NFL during September —and
found, to my horror, that | easily aver-
aged more than 40 points a game.

“The computer opponent seems busted,
too. IUis especially prone to long bombs on
second-and-short, it blitzes at inappropriate
times, and in general, is more reminiscent

g 125MB compact install

The football, when thrown,
resembles an inflated brown

REVIEW ¢ LEGENDS FOOTBALL '98

of the abysmal
UNNECESSARY
RoucHNEss Al
than the
LEGENDS Al we
observed mere
months ago.

Whrse, the Al
routines for players
on your own leam
make nosense.
I'm not talking
about players
missing a block or
unning a poor
pass route; thals
OK assuming
that the player is
rated low for intel-
ligence or experi-
ence. Whal’s puzzling is when star players
can't perform at any aceeptable level,

For example, Larry Allen is generally
considered the hest offensive lineman in
pro football. In LECENDS, he can’t make
alead block onva sereen pass without
missing his target, allowing a sack, or
incurring a penalty. On defense, its
worse. Deion Sanders tackles better
than his real-life counterpart, but he
can't stop a routine oul pattern by any
journeyman receiver. In fact, during ane
of my games playing the Colts, [ com-
pleted three passes on Sanders in a row,
en route to my winning 1. So why are
Deions ratings among Ihe highest in the
game? They obviously don't make much
difference in gameplay.

DOES ANYTHING WORK?

‘The really frustrating thing is that
LEGENDS still has some nice touches
buried underneath the morass. Playing
in 1932, for instance, there are no hash-
marks. So, you often find yourself with a
difficult sit-
uation on
third down,
trapped
against the
sideline: Do
| throw the

 The negligible performance balloon ball (fatter
' * Lousy computer opponent thanits
= Lousy Al for your own players modem
» Bizarre trading Al counter-
e A patch that addresses none of  parl), ry a
the above risky end-
around play,

CcowW
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or simply run to the middle of the field to
sctup a punt? It also interesting to take
amodem leam back to the days ol no
facemasks, although | found that the
modern teams throw the ball at will,
even in the prehistoric era,

"The play editor in LEGENDS is fairy
simple to use, but its nothing new.
MoNDAY NIGHT FOOTBALL still has the
best play-calling and audibles system, even
though its a year old. League management
functions in LEGENDS have some
improvements over those of FRONT PAGE
Foomatl, the leader in this calegory, you
can trade multiple players, but they have
some problems as well. It faidy easy to get
the players you want with a little patience;
the Alisn’Uimuch of a GM. And since the
ratings don't matter that much anyway,
why bother trading at all?

PLAYMAKING PURGATORY The editor
does some strange things. Here, it
locked in my right HB's blocking
assignment, and randomly altered my
left back’s motion route.

NIL LEGENDS is a sad example of a
game that had everything going for it. It
was a great idea, had an ambitious
design, and was produced by a company
with a history of successful sports games
(but one that lost sight of what it was that
made their games a hit in the first place).
Gamers always wonder why there are so
few original designs. Perhaps its because
so many promising games are served up

half-baked like this one. &

P APPEAL: For foothall fans who
prefer concept over execution.
PPROS: Captures feel of running
game; lets you pit NFL stars from
different eras against each other.
PCOMS: Almost
everything else;

the best sports

game concept in

years is ruined

by premature

shipping.
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Includes these Real Pool games:
Straight-8-Ball-9-Ball-Rotation-SnookersSpanish-Many more!
Play against the computer or challenge and chat with your friends over the Internet.

Created b

Coming Soon to Retailers Everywhere!

Callfora fteecalalogorvsn A GT Inferactive Software Company

LIGERTL et lind 2300 Berkshire Lane No., Plymouth, MN 55441 « 6125097600
1897 Digital Fusion, Inc.
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Price: 559.95

Minimum System
Requirements: Pentiun
90 (P150 recomim

Window

raphics
nported), 4X
GD-ROM, mous
DirectX-compatible sound
card, joystick
Multiplayer Support:
Madem, Direct Connect,
LAN (2-8 players
Designer: Rusty Bucher!
Publisher. Interplay
1 .. ['-':
800) INTERPLAY
www.interplay.com
Reader Service ¥: 341
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REVIEW ¢ STARFLEET ACADEMY

Frenzie
Federat?on

This Star Trek Simulator Is Stuck in Transwarp

by Denny Atkin

adel’s Log, Stardate 970925,
My acceplance to Starfleet
Academy finally arrived, and
I've spent the past couple of
weeks in the simulator,
learning the ropes. I've dis-
covered that diplomacy
doesn't just take pfacc over
the viewscreen — some-
times it’s just as necessary
when dealing with your own crew. But
perhaps more surprising is the sheer
pace of combat — when reviewing the
old videos of Caplain Kirk and his crew,
things never happened this quickly....
The long-awaited STARTRiR:
StarFLEREr AcADENY has finally
beamed onlo store shelves aller a num-
ber of production delays. Touted as a

starship simulator, the game combines

simple adventure elements with a
branching tree of staship combat mis-
sions. If that smacks more of WING
CoMMANDER than “ITe "Trouble with
“Tiibbles™ to you, you're more on targel
than youd think.

That’s not to say its not worth a look.
As wilh the third season of the original
Star "Trek, some of the plots are kind of
hokey, some of the elfects aren’t what
you'd expect, and some of the acling is
Danmnny — but it still a fun ride.

FEDERATION FRESHMAN
STARFLEET ACADEMY is sel in “classic”
Star "lrek times, apparently right before
the events portrayed in Star Trek: The
Wrath of Khan. You play the part of
Cadet David Forester as he enters the
Academy’s command track. The game-

CGW

B FRIENDS AND ENEMIES Some missions will find you unexpecledly allied with Romulans and
Klingons—hut you can’t always trust them.

DECEMBER 1997

play is split between two locales: the
academy grounds, where you interact
with your fellow cadels and your instruc-
tors, and the starship simulator. This is a
replica of a Constitution-class (for exam-
ple, the ULS.S. Enterprise) bridge, as
scen at the beginning of The Wrath of
Khan.

You clon't choase where to go on the
academy grounds; rather, you view full-
motion video sequences that include
breaks in which you choose where to
take the discussion. Its these decisions
that causc the conversations to branch,
anly in the game, for example, two of
the eadets under vour command nearly
come to blows. Whether or not you
break up the fight, the tone you use
when eonfronting the eadets, and whom
you choose to blame can have effects
not Un|’\' on [uture events
and decisions in the game,
but also on your crews per-
fornmance ratings,

Similar conversational
interactions take place over
the bridge viewscreen as
you work your way through
the neardy 30 academy mis-
sions. As the game progress-
¢s, anumber of storics
unlold. Dealing with your
crew may nol seem all that
exciling, even when thal
crew inchides an Andorian
and a Vulean, but things gel
more inleresting when you
discover a conspiracy afool
at the Academy. (Yes, the
“conspiracy within lhe
Starfleet ranks” plot is pret-
ty hackneyed at this point,
but its a Star Trek staple,
and its handled with some
aplomb here.) You'll also



encounter a number of
stories ninning through
your simulation missions,
including rencgade
Klingons, aliens with
delusions of godhood,
and sun-endangering
space creatures, The mis-
sion tree branches
depending on your deci-
sions, and the game has
multiple endings.

Theres a wealth of
full-motion video on the
game’ five CDs, Inter-
play filmed actors in
Starfleet uniforms and then composited
them into computer-rendered back-
grounds, This is very convineing, for the
most part. The alien makeup was super-
vised by Michael Westmore, the artist
who does the makeup for the current
Star Trek serivs.

“The acting, unfortunately, is very
inconsistent. Walter Koenig and George
Takei do a nice job as instructors Chekov

and Sulu, and, for the most part, Peter

DIPLOMACY BY PHASER Sometimes you'll
have lo disable an antagonistic ship before
they'll agree to talk.

TACTICAL DISPLAY The full-screen tactical

I DAMAGE CONTROL

[ SHE C'NOT TAKE IT, SIR The damage-control screen is vilal during combat; you can alter repair priori-
lies to protect vital systems.

Kluge is pretty convineing as lead char-
acter David Forester. William Shatner
pops upin the game from time to time
as Admiral Kirk; he hasn't been convine-
ing in that role since the second Trek
film, and the self-caricature continues
here. The rest of the acting varies wildly,
ranging from “as good as the TV show”
to “so, you did plays in high school, ¢h?”
Its unfortunate that bad acting pops up
as often as il does, because the story —
penned by Dan Greenberg,
Scott Bennie, and Rusty Buchert,
with additional input from a
number of other writers (includ-
ing Treknovelist Diane
Carey)—is pretly immersive,
until someone starls delivering
lines with all the emotive range
of a supermaodel.

WARP FACTOR 15?7

Your actual missions lake
place on the starship bridge sim-
ulator. You boldly go where no
man has gone before while sit-
ting in the caplain
chair of the bridge sim,
which can be config-
ured Lo sirmulate a vari-
ely of starship classes.
Paramount has a mile
against blowing up the
Enterprise (never mind
how many times the
ship’ been destroyed in
the movies and series);
setling the space mis-
sions around a simulat-
ed bridge not only skirts
this restriction, but it
also makes it plausible

display
includes a bit of artistic license, but it puts all the vital
information in one place.

to replay missions

DECEMBER 1997

FLEET ACADEM

STA

All the major bridge stations are mod-
cled and are fully functional. These
include the helm and navigation con- ,
soles, as well as science, library compult-
er, engineering, and communications
stations, For the mos! part, you sit in the
captain’ chair, directing the ship and
jumping to the various other stations
when necessary.

Simulator missions vary from pure
space combat o puzzles and diplomacy
runs where no shots will be fired. There’s
almost always decision making involved,
and communicalion choices can make
the difference in whether the mission
turns hostile.

"The best thing about the missions is
their open-endedness. In games like X-
WING, there’s usually a certain chain of
events that must be exeeuted in a partic-
ular sequence to win the mission. Here,
not only are things fairly free form (yvou
can decide for yoursell which system to
warp to when you have mulliple goals,
for example), but there’ often more than
one way to skin a mission. My personal
favorite is a mission later in the game
that you probably couldwin by going in
with phasers blazing, but where alittle
ereative conversation can result in victo-
ry in a classic Jim Kirk fashion—you're
able to confuse a sentient computer into
self-destructing. Missions such as this
truly capture the flavor of Star Trek.

l |nf()r|1!|‘|;lh:|_\-', when it does come
down to combat, the Star Trek flavor is
overwhehned by a lieavy seasoning of
Wine Commvannir.The original plan
for this game was o develop a starship
simulator in which the action would take
place with the flavor of the television
series —an almost battleship- or subma-
rine-like combat pace. Somewhere along

CGW
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CRUSADERS

STUDIOS, INC.

www.crusaderstudios.com
(888) 744-4C51 (4274)

You won't find this kind of history in any book. We've taken gaming

one step further. Why merely re-enact or re-create battles, when

you can mastermind an entire historical naval saga? In full

command of the economy, military and strategy, inmetse yourself
in the history you create.
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With a 3D combat éngine you View a floating 360% panorama Rule the waves, forge the steel
don'tjust see explosions — and engage in ship-ta-ship and eam the medals.
you experience them. confrontations. :

GREYHOUNDS
OF THE!SEA'

DESIGNED FOR
Winpows 95/NT

When it’s this real @ ot
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ll S IIDI a game w0y It’s war. ©1997 Erusaders Stodias, inc. Al Rights Reserved
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DIRECT HIT When engaging a Bird-of-Prey in

multiplayer mode, try to take out its cloaking
device first.

the line it was decided that the gameplay
would be better with faster-paced com-
bat; the fact that the game would be mar-
ketable to a wider audience that way very
likely played into the decision as well

Sowhat you end up with is space
combat with a seriously fighterlike bent.
While you can play the game from the
command chair and jump from station
to station to access peripheral functions,
you'll probably want to choose the full-
screen tactical view, as it gives you all the
vital information and access to the shipss
functions from a single screen.

The biggest problem here is lack of sit-
uational awareness. The main viewscreen
and the tactical sereen view in enly one
direction —straight ahead. This means
vou'll have to use the ELre-style radar
(shouldn't that be sensors?) readout to
bring an enemy into your sights. It also
means that you won't be able to take
advantage of rear-firing photon torpedoes
when you'e flying Klingon ships in multi-
player mode. The developers say that pre-
vious Interplay Trek games did have side
and rear views, but thal many users gol
confused about which direction they
were looking, (Sad, isn't it?)

This wouldn’t be as big a problem if
the external views present in beta ver-
sions (and splashed all over the game
box) were present here. But, due to tech-
nical difficulties, they were pulled from
the game before release.

The good news is that the external
camera will return in the first patch, and
the side- and rear-view issue may he
addressed as well, Still, given the lengthy
delays in releasing this product, Interplay
should have bit the bullet and waited
another month to fix the external view
problems before shipping the product.
Its time developers stopped relying on

}1

the panacea of patches to get
their games right.

SHARED SPACE
In addition to the main story-

line, there’s also a quick-mission
ereator that lets you create battles
between up to eight starships. In
this modle, most of the ships in the
game are available for you to pilot.
Ostensibly because the battles
lake place in the starship simula-
tor, you'll still see the FFederation-
style bridge, even when you'te at
the helm of a Romulan Bird-of-
rey ora Klingon D7-A.

Its here that you can get a feel for the

“flight models” of the various ships. Hand-
ling and capabilitics vary dramatically. The
K
great weapons load, but handles like a pig.

lingon Supercruiser, for instance, has a

Battling Khan
Over Kali

Ithough STARFLEET ACADEMY
Adnesn't support Internet play; it
works very well over the Net
using the Kali IPX emulator. Just pop
over to www.kali.net and download
the latest version of Kali, then fork
over the $20 shareware fee to dis-
able the utility’s time limit. Although
it may seem annoying to spend
more just to get Internet capability,
Kali works with almost all network-
capable games, and the registration
fee includes free upgrades for life.
| played a number of STRFLEET
Acapemy games over Kali (check out
the “Flight" server to find other
STRFLEET Acapeny players) and found
that fag was minimal. In addition,
STARFLEET AcADEmY supporls dynamic
entry, so players can join and leave
games at will.

STARFLEET ACADEMY * REVIEW N

Where the individual ships really come
into play, though, is in multiplayer action.
There are four levels of Nea-Anarchy
(deathmatch) play, cach with various lim-
itations on Lhe sizes of ships you can
choose. In addition, Galactic War puts
you in a race between the Federation and
Klingons to colonize opponents’ planets
by transporting ground crews down to the
surface. Finally, the Net Profit game lets
you do PRIVATEER-style missions, trans-
porting items and seanning planets for
profit, which you can then use to buy bet-
ter ships. You can play it purely economic,
or you can try o use your might to attack
opponents before they grow wealthy
enough to be a real threal.

The developers deserve kudos for
including more than just deathmatch
games here — Net Profit is a blast if you
have time for a long session. But a rasp-
herry goes to the corporate folks at
Interplay who apparently decided to
leave TCP/IP support out in their own
game of Nel Profil. (Interplay likely
wants to prevent free play so the game
can be offered on the $2Mhour Engage
service,) Luckily, the game works very
well over the Intemet using Kali,

WOULD CYRANO JONES BUY IT?

Overall, STARFLEET ACADEMY is a
mixed bag. Good writing is hampered by
inconsistent acting. Superb graphics (in
both 21D and Direet3D versions) are bal-
anced bya erippled view system. Access lo
the multiplayer features is hampered by the
lack of direct support for Intemet play.

Ifyou're a Trek fan, though, and you
can get over the very unstarshiplike pace
of combat, you'll likely find this game
worth beaming up —alter you take it back
tostardock to get the patch. %

P APPEAL: Star Trek fans who don't
mind a little creative license in space
combat.

rProS: Good writing; excellent
graphics and sound; missions are true
to the Star Trek mythos; intriguing
multiplayer options.

PCOMS: Arcade-style space combat;
no side, rear, or
external views;
Some very poor
acting; no built-in
Internet play; steep
hard-drive require-
ments.
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REVIEW ¢ FLIGHT SIMULATOR 98

By Denny Atkin

icrosoft’s FLIGHT
SIMULATOR hias been
around in one form or
another for nearly two
decades —SubLogic
introduced the first ver-
sion for the Apple 11
way back in 1979, As
more and more mod-
ern features have been
grafted on to what, in this industry, is
Pleistocene code, the old classic has
started to show its age. Last year’s
release, FLGHT SIMULATOR for

and mip-map-
ping. These com-
bine to eliminate
the severe ter-
rain blockiness
in the previous
version. 1 he
new effects
cause the
ground to appear blur-
ry at low altitudes, but
its significantly better looking than the
“giant pixel” effect. Ifyou dont have a 3D
card, the sim uses a software filtering tech-

.
TEMEISIIC = 18,8 o088

BARE BONES To get a good frame rate without
2 3D card, you'll have to tum the detail down.

Windows 95, was a disappointment for

/e many due to its poor performance on

Price: $59.95

System Requirements:
Pentium 90 (P133 or
better recommended),
Windows 95, 8MB
RAM (16MB recom
mended), 100MB hard-
disk space, SVGA
graphics, mouse; sup-
ports Wind 15
compatible

sound cards.
Multiplayer Support:
Modem, Direct
Connect, Internet
(2-8 players)
Designer: Bruce
ATTWICK
Publisher: Microsoft
] ond, WA

Ret

(206) 882-8080
www.microsoft.com
Reader Service #: 342

even the fastest hardware systems.

Now Microsoft is back with a new
version that delivers a desperately need-
ed performance boost—if you have the
right hardware, FLIGHT SIMULATOR 98
brings Direct31) and multiplayer sup-
port, better flight modeling, and mumer-
ous new airporls o the party. Unfor-
tunately, it also carries forward some
baggage from carlier releases.,

SPEEDY 3D

By far the most signilicant upgrade is
support for 3D graphics cards. Using the
Direet 3D APL FLIGHT SIMULATOR 98
supports virtually all the constimer 30
cards available today. With a full-featured
3D card, you'll be treated to 65,000 colors
(versus 256 will wout), Couraud .“.h:l[ll'ng,

CoW
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nique that also produces more real-
istic-looking lerrain al low altitudes.

With 3D active, planes and
buildings look better, and the
“shimmering” elfect in the distance
is eliminated. Also, clouds gain a bit
of transparency, and foggy condi-
tions are eetily realistic.

Like most Direct3D) games,
speed and graphics quality will
vary dramatically, depending on
the board and drivers you're
using. By far the most consistent-
Iy good performance was on a P166
equipped with a Diamond Monster 3D

-3D0’s the Charm

The Venerable Classic Gets [
Graphics and Handling Updates

RINGS A BELL For the first time, FugHT SiMuLATOR includes
a helicopter—the Bell 206.

card based on the 3Dfx

Voadoo chipset. Running the simulator
at 800x600 in 3D mode with the latest
drivers from 3DIx, screen updates
ranged from a minimum of about 15
frames per second in the city to over 30
fps in open country. The STB Velocity
128, based on the Riva 1285 chipset,
showed performance thal rivaled that
ol the Monster 3D,

Mid- and bottom-range 31 cards
didn’t fare nearly as well. Running in 3D
maode on an ATTAll-in-Wonder, bused
on the Rage 11 chipsel, | was able to gel
the better-looking graphics of the 3D
maode, but the frame rate on a P166
ranged from 8 to [4fps — nearly identical
to the speed running without a 3D card.

A Diamond

NEW PANELING The new hi-res panels look fantastic at 800x600
or above, bul al lower resolutions some numbers are so blurred
as to be unreadable.

Stealth 2000
Pro, based on
the S3 Virge
DX, fared even
worse, giving
slower perfor-
mance in 30D
made than 2D,
| also tried the
simulation on a
Pentivim [
equipped with a
PowerVR
PCX2-based
board,
Although the
graphics were
speedy, special



effects such as fog didn't
work properly on this hoard,
Unfortunately, those
without 3D hardware will
find the simulation even
slower than FLiGHT Siv 95,
Ona Pentium 133, ranning
at 6405400 resolution with
detail and scenery density
dropped to medium, frame
rates varied from 6fps to
12fps—slow enough to
make controlling the plane
very difficult at times. To
getup to asmoother 14fps
average, | had to turn all the graphics
options down to minimum settings.

MANUFACTURER CERTIFIED
IFlying is much easier in Fuiciir Siv

98. Part of this is duc to the increased

frame rate when running ona 3D

SHOOTING THE BRIDGE Multiplayer support via the
Internet Gaming Zone has been added, but there's
not much to do other than chase each other

wanl a set of rudder pedals or a joystick
with a "twist” axis before attempling to
fly this with the flight model realism
turned up —its much more difficult to
control than military helicopters such
as the Longbow. I've only flown fixed
wing aircraft in real life, so | can't judge

FLIGHT SIMULATOR 98 * REVIEW

personally, but a real helicopter pilot I
falked to was fairly impressed with the
Bells realisin,

PLACES TO GO, PEOPLE TO SEE
Fricht Sist 98 has more than 10
times the number of airports as its pre-

decessor, with more than 3,000 pre-
sent in this version. The majority of
U.S. airports are modeled, so you're
likely to be able to fly from your home
airport, whether thats Buchanan in
Concord, California, or Hattiesburg-
Laurel Regional in Mississippi. You'll
also find major airports from around
the world present, so you can fly into
Rio, London, or Moscow, if you
choose. In all, there are more than 45
new cities modeled, and all the expan-
sion scenery (except the rcccnl!y
released Southern California disc) is
now included.

card —smoother graphics
make for much better con-
trollability. But most of the
aircralt have seen flight
madel updates as well. In
fact, the new Cessna 1828
and Learjet 45 models are
certified by the actual air-
craft manufacturers. The
planes are no longer as
squirrelly and pitch-sensi-
tive as in previous releases,
In addition to the classic
Cessna Skylane IS2RRG,
there§ now a fixed-gear
1825 based on the model
Cessna has recently
resumed manufacturing,
The Learjet 45 replaces the
carlier model simulated in
IFLicHT Sim 95, The
Boeing 737-400, Iixtra
3008, Schweizer 2-32
sailplane, and Sopwith
Camel return; improve-
ments with these vary, with
the Extras flight modeling
dramatically improved,
while the Sopwith Camels
overly tame responsiveness
is seemingly unchanged.
I'or the first time,
FLIGHT SIMULATOR now
includes a helicopler, the
Bell 2068 JetRanger. This
cralt is quite challenging
to learn to fly, and you'll

P Manuz

LIGHT Siv 98 dispenses completely

with paper documentation, including

only a tiny booklet with six pages of

installation instructions and a number
of sectional maps. Microsoft has finished its
transition to an online manual in the form of
help files—a very bad move.

If you've flown every version of FLiGHT
SimuLator For the past few years, this may
not be that big an annoyance for you. But
for most users—those new to FLGHT SiM-
uLAoR, those who skipped a version or two,
or PC pilots who are ready to stop sightsee-
ing and learn about how to fly using VORs
and ILS systems—the online documentation
is likely to prove frustrating. It's not that it's
incomplete—in fact, most sections are very
thorough. The problem is that there’s so
much information to work your way through
if you're really interested in leaming how to
fly. properly that you'll be bleary eyed long
before you get your virtual Private Pilot cer-
tificate. Also, despite the ability to use the
help system’s search capabilities, it's often
much mare difficult to locate information
than it would be with an indexed paper
manual to fiip through.

Printing the manual isn't really a viable
option, as it's formatted for screen view-
ing, and the resulting pile of single-sided
printouts would be even more difficult to

search for information. I'm sure Microsoft
has plenty of research that shows that
most of its users don’t crack paper manu-
als, and for some products, such as Word
or Monster Truck Madness, this is a valid
point. But a serious simulation deserves a
serious manual, especially when that prod-
uct retails for around $70 and comes from
a company with the resources of
Microsoft. If Microsoft is convinced that
many users wouldn't use paper documen-
tation, they should offer a free paper man-
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__Flight School

1 cerurs when lwnuﬂﬂ u

Mmund a1 le mj- ua:rrnw‘n-r.
condtiony, 3 wing mu usls o u\c same lnl:.nl angla of
attack Pdots controd o ¥tk with the &

A wiall is an asrodynamic phinomancn—a has nothing 16 da wih
an siplane’s engine. Glders, huge sidiners, jot fghters, and
prop-driven, genaral sdalion trunery 32 41all whan thes wings
reach » specdc anghe of sitack—not becaute thew engwes fales,

Anatomy of a Stall

Up 12 a point, inereaking the angle of aftack incrasses tha amount
of 1% & wang produces. Eventually, howssr, ain fiowing over the top
of thi wang €an na lengir hlawlhnmqi condour sad il begn to
gu—nm nﬂh! an-u oveT rocky in 3 siream, AL this poind, called

Metsl 14 deops suddanty, arvd The wing
|!li!!

Every wing has 3 specse eritical angia of Miack, and @ aways
135 5t that ancle Mot gensral smation wrcrad have wings with =

ual by mail as an option for registered
users, as they used to do for Word users
who desired WordBasic documentation.
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It not only sets a new standard in flight simulation, but

goes well beyond anything out there. Introducing Sierra

this experience so completely. Here, you’ll find the

broad strokes and the fine touches. You’ll choose from

Jet. At the other end of the

runway are 29 cities and over
3,000 airports, each rendered

in exacting detail. All major

- Ty
Dyng@rmux



rivers, forests and canyons are afforded such 7

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

rendered with lifelike realism. You’ll hear from Air

Traffic Control and other pilots, and learn to

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

videos. This is Pro Pilot: The Complete Flight Simulator.

Both a statement of what a flight sim should be

today, and the promise of what one can be tomorrow. é S I. E/ R RTA®

© 1997 Sierra On-Line, Inc. All rights reserved. @ and ™ designate trademarks of, or licensed 1o Sierra On-Line, Inc. www.sierra.com/propilot
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WHAT DOES “MERCY”
SOUND LIKE IN RUSSIAN?

Introducing EF2000 V2.0.
The world’s best flight sim just got a whole lot better.

PC Gamer says that EF2000 has “everything you could hope for in a high-tech flight
sim: realism, playability and stellar graphics.” That's why they named it Editor’s Choice.
It's also why it was named 1996 Sim of the Year by Computer Gaming World. But we
knew you wanted more. And EF2000 V2.0 delivers.

Russia has invaded Norway, and it's up to you and NATO's next-generation EF2000

fighter to stop them. Fully compatible with Windows 95 and 3Dfx and
Rendition accelerators, V2.0's incredible detail brings combat to life,
and death. Follow the tactical mission planner and dive into one of
16 different combat scenarios. Or go up against true flesh and blood
via multi-player or head-to-head network play. And if that's not
enough, construct your own air-to-air combat against 32 different
aircraft so you can prove once and for all who's the best.

EF2000 V2.0. It's not a sequel, it's reality.

R %. '
L W /i et www.did.com INFOGRAMES

CIRCLE READER SERVICE #28B




You'll find the scenery and elevations
have improved for the most part. The
Rockies and the Grand Canyon look
greal, but the mountains around
Sedona, Arizona, are pretty poor,
Considering that the entire US. and
muich of the rest of the world is mad-
eled, it’ pretty impressive,

Navigation aids such as VORs and
NDBs are available, so you can use the
included sectional maps for IFR flights.
VOR ranges have been made more
realistic, although some long-range
VORs didn't seem to have enough
range. A number of new advenlures,
challenges, and situations have been
added, such as stunt-flying down the
Las Vegas strip, for those who prefer
structured goals in their flying.

Multiplayer capability has returned to
Fuicr Smaursror. (Older versions hiad
direct-serial connection capability, but
that feature disappeared long ago, along
with the WWI game and built-in
airplane designer.) You can connect via
modem, network, Intemet, or the
Internet Caming Zone to take flight with

other players. Playing on the Zone is very
smooth, but I'm not sure how much use
this will see after the novelly wears off.
Despite the addition of a virtual cackpit,
the view system isn't good enough for
formation flying, and chasing unarmed
aireraft around cities gets old alter a
while. Air racing is oul, since its loo casy

to cheat (such features as
pausing and changing air-
craft are enabled in mulli-
player flight). If Microsoft
had put the simple WWI
combat game back in o
this version ar added an
organized air race or acro-
batics mode, the value of
multiplayer would have
increased dramatically.
Other new features
inchide support for force-
feedback joysticks
(effeets on a Sidewinder
Force Feedback Pro and
Cl Foree X were
impressive, although the
runway bumps were

FLIGHT SIMULATOR 98 * REVIEW

severely exaggerated), higher-resolution
instrument panels, and numerous new
digital sounds.

Older add-on instrument panels aren’t
compatible with FucHr S 98, but the
new format will allow easier panel cus-
lomization and bundling of pancls with
aireraft files. A converter for Flight Shop
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LOOSE WINDOWS You can “undock” any of the sim's windows
and arrange and resize them independently; under Windows 98
or NT, you can even drag them to separate monitors.

Iy .

Whisther iﬁfmme of yod¥
NASCAR ok recoil of your Chaiil ‘
ThunderSeat lets you blast off to a'new

level of realism.

i, the

>

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

Marc Spiwak
POPULAR ELECTRONICS

“I could actually FEEL the punch of
the afterburner!™
Ed Dille, ELECTRONIC GAMES

OPTIONAL SIDE CONSOLES
Put your favorite joystick controls and mouse at
a convenient position. Add a keyboard holder

and you have the perfect setup for both flight
simulation and office work.

Shake Rattle and Roll
for as little as $159.95!

For a FREE CATALOGUE CALL

1. 800+ 8-THUNDER

ThunderSeat Technologies
17835 Sky Park Circle - Suite C

Irvine, CA 92614-6106

714 - 851-1230 Fax: 714 -851-1185

CIRCLE READER SERVICE #161



I you can See it, you can
be it — when you're an ATI
XPERTC@Play™

* Unequaled 3D features and powerful
acceleration for immersive 3D that
blows away game consoles
* High performance 3D, 2D, MPEG-2/
DVD ready video with big screen
TV-out display in one card
* Brute force 3D horsepower with
setup engine texture cache,
edge anti-aliasing, texture with
decompression and more:
-].2 million triangles/second
-5 million textured pixels/second
* Optimized for MMX processors
for full screen, full motion
MPEG-2 playback
* Balanced performance for the
_ best in Direct 3D, DirectDraw
~ and DOS gaming
*»Up to 8MB of high performance
) SGRAM for 1280 x 1024 fully
s textured 3D resolution
e * KPERT@Play supports the
' }award-winninq ATI-TV add on
‘capd - the best TV tuner and
@pture card | |
§FORMULA T andgs
- FREE
www.atitech.cl
905) 882-2600

FEATURE JPERTGPLy  Creative 30 Blagter Diamond Momber 30 (WIS
(RAGEP :

PROJ (Varite 1000) (30F)
Triangle Setup Engine . L] _—
AXE Testure Cache .

B ek g
s o

.
°
.
.
Teature Decompravion .
[
]
[
L]

Kipha Bending/Tog
10 Meceleration

Ready foe UVD Playback

Tree {okour Videa im any Hode

KILLER 3D PERFORMANCE'

™

—

1 Copyrinht 1997, ATH Technologles IIEKATL, XPERTGPlay, ATI-TV, and 30 RAGE PR are trademarks and/or registered tradematks of ATl Technologies fnc.

Allother company and/or product names are trademarks and/ar regisrered trademarks of their respective mamufatturers. Features, performante, and i 4 £
specifications may vary by operating emvironment and are sublect 1o change without notice. Products may not be as exacily shown, 130 WinBench 97, ow 0“ ee d J .
on a P11 266 Mha, SIZK cacke, SIMB SORAM, PCI bus at 640x480x16bpp@75He. 2 Sereen shot examples from FORMULA 1, FORMULA Vis the ereation of b . P
PSYGRONIS. Terracide is a registered trademark of Eidos nteractive. CIRCLE READER SERVICE #1086



 VIRTUAL WORLD Virtual cockpits have been added,
but sans working instruments. Panning is too slow
to be useful in multiplayer formation flying; a pad-
lock would have been nice.

planes should be available by the time you read this,
and FLIGHT SIM 95 scenery files should work withoul

cation,

MISSING LINKS

While there are many nolable improvements here,
there are other areas that should have been ad
before a major release. The st problems are the
lack of air traffic control (ATC) simulation and of
other intelligent aircraft. ATC is vital when you're real-
ly trying to leam all the p es a private pilot
must follow. (Canned ATC luded in the adven-
ture files, but not nonmal flying.) Some airports do
have other planes t: ffand landing, and they're
somewhat smarter now—at least they won't faxi
througl you However, what m i
like is re-creation of the crow,
pattems of airports like DF

nt. ,\ml

there are some new quirks When you play

multiplayer on a system wil )x card, the
chat window doe.

tem’s poke

you wanl lo chat with your Mid-Air Virtual Fieality Control
Revolutionary Solid-State Sensor Technology
Most Precision Control On The Market

()\LI"I]I though, this is a worthwhile update for

Ficim Sim-
ans who Flight Simulator fans

st 31 cards.  looking for 3D card support or more
With real competi- ~ Places to fly. BONUS
tion on the way Wide variety of airports and
from Sierra and scenery areas; realistic flight model-
ing; great performance with a good
3D card; amazing third-party support.

: Terrible - i |NGRAM
franw rate without : f
a 3D card; no air '
traffic control out- b e
side of adven- (L » o T
tures; multiplayer \ }J}\Q%F‘;{
mode needs some E DISTRIBUTING
X structure. A
s throne. For more information, visit CyberStuff Corp. at:
www.cyberstuff.com
CIRCLE READER SERVICE #144
SEE US AT COMDEX BOOTH# M536
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THE ANSWER T0 WORLD PEACE IS TO DIVERT ALL HUMAN CONFLICY AWAY FROM REALITY BY LOGGING ON TO HEAT.NET NOW™!

\ - ] CONTENTS OF BOX.-
This box makes it easy to play against live competition on the 1) HEAT™ CD (allows X |
; : o you to log on to HEAT.NET, where you can
HEATNET internet game network--more importantly, it is the bus on play almost all of your multi-player PC CD-ROM titles. incl di
the road to world peace! CyberDiversion Theory says, if we divert Quake}* WarCraft lI™and Scud: Industrial Evolutio l'l“m e
humankind's primal aggressive urges away from reality and onto the  2) 0%3;1 molnﬂjs' premium membership (earn frequent plgye)r points
internet, we can end real-life violence and i Pele in tournaments, gain access to the | ;
s create lasting peacell 3) Intemet access from M| e latest games)
CYBERBULLETS CAUSE NO PAINIL 4) exclusive HEAT games, includi
es, including ™ AL ™
and Net ﬁghler“‘ga "f%%ﬁg‘om- Alien Race; .

5) HEAT Tshin (show your soiidaﬁty-ﬁmf..ﬁ'ﬁmvemgml)
1S ALIFE SAVED ON EARTHIT ot e ).,
'HEAT IS THE ANSWER/

available al thege and other hne retalers g @
1 b Al offer At

o

Scud: Industrial Evolution

et

DoegtOrorre s 3 v of Vs

£ 19017 Syl Mot e, HEAT, VEAT NET, Nt Fighter andd A P i Gty e Gt oo ivo ™ o Uln 5
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Xk k9 REVIEW ¢ FIGHTERS ANTHOLOGY

¥y m

Jet Deja Vu

The US Navy FicHTERS Series Resurfaces for the Last Time—Really!
by Denny Atkin
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Price: $54.95
Minimum System
Reqguirements: Pentium
90, Windows 95, 16MB
RAM, 74MB hard-disk
space, 4x CD-ROM,
SVGA graphics, DirectX-
compatible sound card;
joystick

recommended.
Multiplayer Support:
Direct Connect, modem,
network (2-8 players),
Internet (2-4 players)
Designers: Andre
Gagnon and

Brent Iverson
Publisher: Jane's
Combat Simulations
San Francisco, CA
(800) 245-4525
WwWw.janes.ea.com
Reader Service #: 345

yreaction,
when | heard
that G
ANTHOLOGY
wis lo be yet
another game
based on the
creaky US
NAvY
Fermens
(USNI¥) engine, could best be
deseribed as apathy. With seven
titles (USNIF, ATT, and various
expansion packs and “Cold” ver-
sions), “variation” was starting to
smack of “rehash,” especially
alter ATT COLD was relensed
sans any r-'ignifir;ml new features.
Surprisingly, though, I found
that the improvements in Janes
new FCHIERS ANTHOLOCY
made his series worl h visiling

one more lime. Along with all

the missions, aircraft, termain areas, and
multimedia reference materials from US
NAvw Ftci s 97 and AT Coln,
FicHrs ANTHOLOGY adds 28 new air-
craft, a number of new combat theaters,
and enhanced multiplayer support.

FAMILIAR SURROUNDINGS

Make no mistake: At its heart this
game isn't much different from the
three-year-old US Nawy Ficiers. The
graphics engine has scen a little perfor-
mance luning, but compared
to the 3D-card visuals of
todkay’s sims, it looks positively
anliquated.

Instruments and flight
mocdels are still very basic as
well. NGRS ANTTOLOGY
doesn'Lattempl o replicate the
cockpits and systems of 100+
individual aireraft. Instead, it
uses it full-sereen, out-the-
canopy display with small pop-
up MIDs (multifunction dis-
plays) for radar, systems, navi-
gation, largeting, and raclar

CGW
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waming functions. These work well for air-
craftlike the 1-22A Lightning, bul theye
out of place and too powerful when you're
flying a elassic A-1 Skyraider or MiG-17.
“The sim’s [light modeling is of medi-
um fidelity. Although there are some
maneuvers in which the planes don't
react properly (especially during land-
ing), the lumdling during combat is con-
vincing enough — stalls (normal and
aceelerated), spins, energy bleeding, and
other cffects are modeled. And while

THUD RIDGE The inclusion of the F-105 Thud helps
flesh out user-created Vietnam missions.

HEADS UP The sim includes no instrument panels, relying instead on pop-up MFDs for radar and
other readouts.

some aspects of the flight models are
simplified, the various aireraft do exhibit
the proper relative performance (an 116
will tum cireles around an F-4 Phantom,
for instance). This level of realism won't
satisfy the hard-care sim pilot, but its
plausible enough so that it won't teach
new [light sim pilots any bad habits.

"The game’s six scripled campaigns
and the individual missions come from
USNE, ATF, and their respective expan-
sion dises. You'll need to use the Quick

and Pro Mission builders to ereate mis-
sions in order to utilize the new planes
and combat arenas.

WHAT'S NEW

"The most intrigning aspect of
I1C RS ANTHOLOGY is the amazing
varicty of flyable airerafl. Its highly
unlikely that you'll ever see stanck-alone
simulations of such aireraft as the
American A-l Skymider, Swedish
Drakken and Viggen, Taiwanese 1DIY
Ching-Kuo, Isracli Kfir, or Chinese J-71%
MiG-2 clone — but you can fly them
here. You can use the mission builders to
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REVIEW ¢ FIGHTERS ANTHOLOGY

create a flight of F-105 Thunderchicfs
escorted by F-4E Phantoms, and pit them
against MiG-17s and MiCG-2Is over North
Vietnam. I'ly an Argentine Super Etendard
with Mirage [l escorts against British Sea
Harriers and Buccaneers over the Falkland
Islands. Or re-create past and future con-
flicts in such hot wp()h as Pakistan and
“Taiwan, with 8

do this, you stock your airbase at the begin-
ning of the game with up o six different
plane types, usually a mixture of fighters
and bombers. ach time you're shot down,
you can then choose another aircraft from
your home aitbase — as long as the base
hasn't been destroyed. Ifit has, you're stuck
flying the plane you're in, so you'd better
take care of il.

fighters rnging You can land at
from the 1104 any friendly base
Starfighter to the to reanm and
enhanced Su-35 refuel,

[lanker. The If all your
variely of planes planes are shol
here lets you re- down bul your
creale virually airbase is still
any air contlict active, you don't
from 1960 1o the have to sit back
near future, GROUNDED If you lose all your planes in the while the rest of

"The real fun Airbase Attack module, you can drive this

comes from
using these
planes in multiplayer mode. Like its prede-
cessors, FICHTIRS ANTHOLOCY supporls
multiplayer in Quick Missions as well asin
both user-created and buill-in Single
Missions. Both cooperative and antagonis-
tie play are available. "The variety of planes
and relatively simple interface make this a
greal sim lo use lo inlioduce gamers lo
multiplayer flight sims. You can handicap
simply by plane choice —the expert can
lake, say, a litlle A-37 Tiweet, while the new-
bie flies the powerful I™-22 Raptor.

mobile AA platform.

BASE PLAYER

"The biggest addition to the game is the
new Airbase Attack mode. Available only in
multiplayer, this mode pits two teams of up
to four players against each other. Your goal
is to take out the enemy pilots’ .Jtr]m:.\ 'Tn

SPAD AND TWEET Fly the technologically primitive A-1
Skyraider and A-37 Dragonly for a real ground-attack
challenge.

CGW DECEMBER 1507

the players fight
it out. You can
man a mobile
air-defense platform, a tank-like vehicle
you can drive around and use to shoot
guns and SAMSs at enemy air targels as
they pass near your field,

"lo make it easier to find other players,
Janes has set up a matchmaking service on
its Web sile al www janes.ea.com. Al press
time, it just provides basic chat and the abil-
ity to launch FiGHIERS ANTHIOLOGY after
you've gathered your player group. Janes
plansto add support for kill boards and
other statistics as the arca matures.

ONE MORE TIME

"Typical of Janc titles, the manual is top-
noleh, with 334 pages of information cov-
ering the game, the aircraft, and basic com-
bat manenvers. In addition, the title
lllclll(!L.\ a S{.'C{]lltl disc that contains all the
mullimedia reference mate-
ral from the eadier titles in
the series. This dise can also
be used to launch the game
once its been installed, soif
you have two computers al
home, you need only one
copy of the game.

Is FIGHTERS ANTHOLOGY
worthil? [fyou have all the
previous fitles in the series,
theres nol a lot new here,
unless you plan lo use the
online matchmaking service
or the multiplayer Airbase
Assault mode, Il you missed
anyorall of the previous

Sky Warriors Lite

One of the new aircraft in FigHiErs
AniiHoioey is Chuck Lischer's SIAl-
Marchetti SE260, which performs
aerobatics at air shows while sport-
ing Jane's colors. If you want to take
air combat out of the realm of radar
and missiles and into pure airman-
ship, this is the plane to choose.
Just set up a head-to-head game
with each player flying an SF260
armed with a centerling gun pod.
Presto: You have a fairly good simu-
lation of what it's like to fly in such
real-life air combat experiences as
Sky Warriors or Air Combat USA (the
latter actually fiies SE260s), You
don't get to feel the g's, but you
also don't have to spend $700.

games in the series, however, and you don't
mind a somewhat simplified sim, youTe
likely to find plenty of entertainment value
here. But you may be disappointed to pay
full retail price (a $15 rebate is available if
yousend in a previous title in the series) for
an all-in-one package with relatively minor
updates. If only the developers had includ-
ed some new built-in missions lo take
advantage of the new aircraft and combat
theaters, or perhaps updated the graphics
engine to support 3D cards, the purchasing
decision would be casicr to make. &

HOW SWEDE IT IS FIGHTERS ANTHOLOGY
allows you to fly jets like the Saab
Drakken and Viggen for the first time.

FAPPEAL: New sim players; USNF
series fans looking for enhanced
multiplayer capabilities; aviation
huffs.

FPROS: More flyable aircraft than
any other sim; easy multiplayer
setup and matehmakmg. accessillle
to beginners;
superh manual,

»COMS: Dated
graphics; no
new missions;
no instrument
panels.
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* Proprietary ultra high-speed differential scan
conversion graphics engine

* Native 3Dfx™ texture mapping and effects

* Powerful mission creator/editor

» Highly realistic carrier operations

= Detailed printed;‘online documentation
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* Authentic avionics and fli
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by Charlotte Panther

eve beensubjected
to many TS
clones over the
years. Most are con-
signied to the CD-
ROM junk drawer
after just a few
weeks. There are
notable exceptions,
stich as Sega’ Baku
Baku, which still makes me skip appoint-
ments and miss deadlines, Its fitting, then,
that SegaSoft, a division of the same com-

pany, has released a new puzzle game thats
addiclive enough to threaten Baku Bakus
place of honor on my hard drive.

GRID CLEANER

The premise of LOSE YOUR MARBI ES
is simple: Clear your grid before your
opponent clears his, by lining up sume-
colored marbles in a“pitch” line. "Three
or four matching marbles placed togeth-
erwill disappear. Five marbles of the
same color will not only disappear, they'll
also dump a load on your opponent.

While voure moving columns back and
forth, marbles will constantly drop onto

NO FREEWAY BYPASS If you dally in getting rid
of your marbles, resign yourself to gridlock.

your grid. Allow a cohimn to fill up and
you'llhave no leverage to maneuver. Then,
the only way to match up marbles is to use
the Rollover move: Hit the space bar, and
the marble on the far right-hand side will
jump over to the far left, pushing all the
other marbles one place ever. The averall

LOSE YOUR MARBLES * REVIEW % % % X J

S'marhelous :

Lose Your Marbles in More Ways Than One With This TETaIS Clone

r ¥
"‘% -ﬁ‘m{k\_\mJ}

ROLLOVER BEETHOVEN By using the Rollover move, player 2 (on the right) can line
up the green marbles, thus matching the Marble Counter,

effect is fuid and very compelitive for two-

player play.

NO DIRT IN MY SANDBOX

The five game boards progress from
sandbox (easy) to hardwood oor, all
playable at three different skill levels. In
single-player mode, you nust beat your Al
opponent in five rounds, after which you
enter a bonus rourdd. If you suceessfully
complete this puzzle, you'l
receive bonus marbles, Bonus
marbles consist of three different
types: Refugees, which dump
imemovable stone marbles on
vour opponent; Chains, which set

which change the entire row to
malch the color of the Marble
Counter (the colored marble in
the center of your sereen),

The Marble Counter also
determines the number of mar-
bles that you dump upon your
opponent. As your game improves, you'l
begin to set off chain reactions— lining up
rows of same-colored marbles in advance,
so that they fall into place automatically.

In the multiplaver game, which can be
played by LAN or with two players on one
keyboard, you can start on any of the five

up chain reactions; and Columns,

gameboards. There are no bonus rounds
here, but you will receive bors miarbles,
While its challenging to beat the computer,
there’s nothing quite like the feeling of sub-
jecting a friend to marble gridlock.

The only downsicle I encountered was
anoccasional glitch in the background
music: At the final level, the music stopped,
without my altering the options. Another
time, Level One was without music, even
though the options indlicated that it should
be at full volume, "This was reclified, howey-
er, by exiting and re-enlering the game,

But thisis a small price to pay for what is
othenwise a first-rate puzzle game. [fyou

can combine stralegic thinking with fast
reflex-action, this is for you, Bul walch
out—those shiny, little colored balls may
not be the only marbles you lose! &

Price: $19.99
Minimum System
Requirements: PGO,
8MB RAM, 5MB hard-
disk space, SVGA

PAPPEAL: Tetais fans looking for a
classic puzzle with fast multiplayer

action. graphics, Windows 95,
PPROS: Fast-paced and more 2x CD-ROM, Windows-
addictive than compatible sound card.
even Baxu Baxu, Multiplayer Support:
PCONS: Some E ﬁ\i }p!ayers (Hotseat or
occasional ]
s Publisher: SegaSoft

gm‘"“ ‘"';" Redwood City, CA

£cHrom (888) SEGASOFT
music.

www.segasoft.com
Reader Service #: 340
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/ Meticulous turn-based combat system
lets you target Specific body parts to
wound, cripple, or kill as you see fit,

Catippg,

» China attacks Alaska oer
drops of oil in the world.
orce, but it will be ten years
I_“ a desperate maneuver, . gy er 5o mini-quests with multiple
ighboring countries in solutions take you through devastated
Wastelands such as Rag Scorpion dens,
Junktown, and the Brotherhood of Stgel,

o Iy ES R
B N

A

Victims don't just perish they get cut in
__half, melt into a pile of goo, and explode
like a blood Sausage into ch

b il b nd Interplay

g ductiods. All righls reserved, Falloul, ké:’m :
'W::ejﬂ::mﬂf .'mﬁfa,r Productioss. Al ighs restrved. Hisﬂws@ﬂ:
 isaregistererafemrk of irosulEororalon Al rigts reserved.
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Price: $49.95
Minimum System
Requirements:
Pentium 90, Win 85,
16MB RAM, 2x CD-
ROM (4x recom-
mended), 130MB
hard-disk space, 1MB
local bus video card,
mouse, Windows 95-
compatible sound
card,

Multiplayer Suppork:
14.4 baud modem,
serial (2 players),
LAN (8 players),
Internet (4 players).
Designer: Auran
Publisher: Activision
Santa Monica, CA
(800) 477-3650
www.aclivision.com

Reader Service #: 343

REVIEW * DARK REIGN

Pushing the
Envelope

Dar Reian Comes Close to Dethroning Commanp & CONQUER

by Martin E. Cirulis

y now, [ would suspect
that, unless you've been
kept on the Dark Side of

by little gray aliens, you
have heard some talk
about the flood of
CommanD & CONQUER
clones that has drowned

the shelves of every soft-
ware store in the country. Nol being a
company Lo miss oul on i good thing,
Activision has obviously worked hard
to bring us DARK REIGN, a game des-
tined to be a very close contender for
the top of the genre. While in the end,
this real-time shigfest just fails to rise
above its origins, it nevertheless

offers the best bang lor the buck in
recent memory.

“REBEL SCUM!"

DR takes place in a fashionably dark
future that resembles a fascist theme
park. The human galaxy is a tableau of
perfect order and perfect horror— per-
fect, that s, excepl for one tiny,

Multi-Player Setup
Niliantes  Handieap
o0
e (B

& Delant
Default

Beloull L

Gredins

GRAB SOME FRIENDS This partial view of the multiplayer
setup screen shows the more robust multiplayer options in

Dark REIGN.

CcowW

the Moon for the last year

"io. BAME NAME
Mexin’s Game
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WHAT REIGN? Dark ReiGn represents several improvements over C&C, but strongly

cleaves lo the genre's formula.

insignificant group of rebels known as
the I'reedom Guard, who are trying to
cause lrouble on one imperial world
after another, As hefits the advanced
planning of totalitarianism, this rebel
movement is

e

nipped in the bud
when Imperial
warships destroy
the rebel Messiah

Hormal

and the entire
world beneath
lim. But would-
n'tyou know it,
things never
seemn Lo go right
for any Imperial

Selert Map

Thiee Rigs

entity, and a rebel
ship containing a
time machine, of
all things, drifts

soan

through space,
wailing to be

found by rebel forces —which turn oul
1o be vou. If you can prove yoursclf a
master-class lactician (by winning a
series of simulated battles), the probe
will transport you back in time to save
the Messiah and end the Imperial
tyranny.

So basically, we have yet another
premise for you to be clicking on vari-
ous units from an overhead map, and
sending them off to do or die —and
initially, this looks as if that’s all you're
in for. We've seen it belore: twao differ-
ent sides, cosmetically different build-
ings, two sets of directly analogous
units, a series of discrete missions that
can be played from either side while
tuking you through a melodramatic
storyline. When you couple all this
with a hip interface, solid SVGA
graphies and a bug-free implementa-
tion, it comes oul as a slick, yet un-
original, game.
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Damage
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MADE TO ORDER The many good features of Dark Reicy include excellent terrain
effects, a very slick interface, and customizable Al.

And while it is an unoriginal game out
of the box, there is more to DARK REIGN
if you are willing lo put in a little time
and effort.

ith the recent rush of
titles in the C&C mold, it
has become apparent
that the genre has
evolved from its origins somewhat,
and that what was acceptable (or
even admirable) a year and a half ago
just isn't good enough anymore,

The first major development
involves terrain. No longer is it
enough for terrain to be a pretty rug
ta drive your units over, with the
occasional impassable icon. Games
like Enemy Namons, and, in a more
primitive form, KKND, began to intro-
duce the concepts of altitude and
cover into the formula. Now it's pretty
much a given that top-line games like
DARK RelGN, TOrAL ANNIHILATION, OF
Conauest EartH make allowances for
dltitude, ground cover, and line of
sight in one way or another. Even the
passing of night and day is being
madeled in games like Dark CoLony
and Outrost2. In fact, things have
progressed so far that | suspect Dank
Reign will represent the pinnacle of 2D

PANDORA’'S TOOLBOX

The first thing you'll notice is that the

termin here is not just for cosmetics, Of
late, there has been a trend in the real-

terrain in the genre. There just
doesn't seem to be anywhere
else to go, unless you switch to
a full 3D engine.

Another absolute requirement
seems to be a waypoint system
of some kind or another. It will
no longer cut it to force gamers
to watch their units pick their
way across deadly battlefields at
the whim of some dizzy move-
ment Al, which treals deadly
defensive turrets like rock gar-
dens. Now you have to be able
to move units, either singly or in
a set formation, exactly where
and how you want them to go.

And finally, if you are planning to
throw your design into the real-time
ring, it seems you must be prepared
to include some kind of map and
scenario editor. Thanks to the ground
broken by WARCRarT II, gamers know
that they deserve to be able to create
their own baltles after paying their
bucks for the game. If these real-
time wargames are going to live on

ity wetn Hypaninap G|
s Mo Prrpertina & fom it
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DARK REIGN ¢ REVIEW

lime genre Lo try and make lemain more
than SVCA-graphics wallpaper; and

DR, unlike many others, manages to
bring things closc to the level of a“seri-
ous” wargame. There are seven levels of
altitude, and slopes that run from gentle
to clifflike, with corresponding effects on
movement and line of sight. The combat
engine even factors in relative altitude to
weapon ranges. When you combine this
will lerrain types — forests and rough
ground that allect movement and sight-
ing—you starl to come close to a realis-
lic combat environment. In fact, the only
drawback to the terrin engine is that 2D
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effects just aren’t enough to convey what
is going on! Many gamers may have
trouble interpreting the level changes
through the sometimes too-subtle slope
shadings.

“The units, while not stunningly origi-
nal, have some nice twists, and the com-
bal engine itself gives players an

unprecedented level of control. While a
tank is basically a tank and a fool soldicr
is a loot soldier, DR differentiates

: The New Real-time Standard

8000

1 e Vo Sptem

b

WHAT DOES IT TAKE? With the bar now raised, games
need scenario editors, better interfaces, and more terrain
influences to stay alive in this crowded field.

hard drives past their somewhat lim-
ited campaign games, then it's going
1o be through multiplayer baltles over
a steady supply of new battlefields,
or through a host of downloadable
single-player challenges, a la Doom
wads and WCII maps.

All'in all, you're going to need a lot
of features to be taken seriously in
the real-time world.

CoW
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REVIEW ¢ DARK REIGN

between dilferent modes of
mavement, and gives more
trivial units important abilitics,
such as being able lo disguise
themselves or burrow under-
ground to hide. Also, once you
starl amassing these units,
there is a smooth and simple
interface that allows you lo
send them along any intricate
path you might need, cither
for keeping them out of trou
ble or for rigging a multi-
pronged simultancous attack
through a system of graphic
waypainls. If this isn't enough
control for you, then you can
open up the Als of the individ-
ual units and tailor them to
your tastes in terms of when to

retreat, how doggedly o follow WHOLE NEW WORLDS Dark Reicn shines with a very flexible editor that lets you practically

heir orders, and how far to
purstic enemy units.

"These things alone would be enough to
put DRin front of the crowd by a head, but
where the shoulders and torso become
apparent is the rest of the material
Activision has included with this game.
The temain-and-scenario editor is one of
the most robust | have seen inany
wargame since the glory days of SSG. And
il you get tired of building your own wars,
there is even a pair of deep-code editors for
both the Units and their Als (though only
experienced gamers should muddle with
these files, unless you derive a great deal of
pleasure from reinstalling everything when
you muck it all up). Quite literally, il you're

A BIT TOO REPETITIVE Where Dark Reicn falls
down is in its units’ arcade-like firing rales and the
surprisingly dry scenario design.

willing to spend the time, you could make
DR into just about any kind of wargame
you wanted. Ifyou like to tinker, then this
toolkil could he more fun than even the
WarCrar 1l editor,

create new games using the existing engine.

The bow on this package is a solid
mnultiplayer suite, which is both adapt-
able and reflects most of the hard-
leamed lessons of enline gaming, This is
far more game than we usually get.

MAXIMUM CLONEAGE

Given all the things Activision was
willin ig Lo give gamers with this p:l(‘k:lg[‘._
its a shame they didn't give this game a
little more eredit. Here and there DR is
sabotaged by a seeming fear of drifting
too far away from “The C&C Formula.”
For instance, while the units and termain
should allow for numerous subtle and
realistic effects, these are almost com-
pletely negated by the ridieulously fast
fire-rate of most units, While it certainly
provides lols of fast, pretty explosions,
one has to wonder if it was worth shoot-
ing so many good ideas in the fool just lo
please an alleged demographic of “short-
altention-span gamers.”

“The scenarios themselves, although

detailed and quite long, seem to stick need-

lessly to the type of battles we are so famil-
iar with in this type of game. They are so
cautious Ural [ was amazed to find out the
kind of hattlefields that were possible using
the editors, beeause there was so little of
this potential revealed in the actual pack-
aged battles. While it may have been loo
much o ask that the designers get away
fronn the: tedivm of the “harvest, build, and
buy a fairy limited varicly of weapons in
bulk” formmla, certainly they didn't have o

CGW DECEMBER 1097

stick with it to the point that it undenmined
the great things about this game.

Despite all that Dark Rete offers, it
seems thal every time j-nu gel going and
starl enjoying it, you slam into some artifi-
cial limit or drawn-out scenario that
throws the word “clone” in your face.
While this is barely a problem if you love
the fonmula, it may be more of an issue if
you are gelting tired of paying to play what
is, essentially, the same game over and
aver again. Determining whether or nol
this game is for you comes down lo one
simple question: “Do you have room in
your heart (and wallet) for more C&C?”

[f the answer s yes, then DAk REICN is
the best money you could spend in the
genie so far Butif you can't find an answer
¢uite so positive, then perhaps you should
pass this one by, or at least be prepared 1o
putina bitof effort to bring out all the orig-
inality this game has to offer. %

PAPPEAL: Real-time strategy
gamers who want to play the current
hest in real-time gaming.

PPROS: The hest of the C&C clones
so far. Excellent terrain effects;
some nice gimmicks; slick interface;
excellent scenario and map editors.
PCOMNS: e
Excessive arcade
fire rate under-
mines combat (
engine; unin-

spired scenarios b
and battlefields. “A.IE

)
DR



| BOI‘IS YeltS1 dies.

KGB | makes

Peoria man

disappear.

game are. automatically ol
assigned to one of eight ©
Russian factions, *
ranging from Nationalists - g
and Reformers to the
Mafia and KGB.

W
e,

P uE Ve ey

Politika is Tom Clancy's *‘I
first poimcaf game
unigue for its relevance 1

{ 1o current geopolitical
\< -‘“’@ events, its timeliness and. @
o lFi - exceptmnal raallsm l

Am——

Plot with your allies =
betray your enemies— m
even eavesdrop on ,1!
other players! nJ

n.qmv ;{h.mﬁ nnrr__

'{ Includes FREE, unlimited tu'
]z!“ Internet play. Polish your :
. skills to winthe Politika
wppEmeE. championship tournament,
_Ciiiesklly Which includes many levels
; of prizes and an excitlng

grand prize for the wmner

|, InPoltika, the ultimate
¢ goalis to seize political

k . control of one of the !
most powerful nations i
in the world-Russia. ‘-f]E

It's all about* |

thr;—) (:]cune t_‘r,day \/ou \Ném.

L/ WWW.REDSTORM.COM

CIRCLE READER SERVICE #160

©1997 Red Storm Entertainment Inc. All rights reserved.
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“Warlords Al not only blows away the immediate

fantasy-based competition, but other strategic “For this gaming series, third
wargames as well.” -PC Games s acharm!” ~PC Cimee

ARLORDST

CN OF hE’R‘OES‘“"” et

“Warlords I1T pushes the envelope forward for turn-based games
—especially for internet play.” —Computer Gaming World

Unique simultancous movement modc forup to S Test your strategies with mose than 80 different Strugglt against ccmpu!cr opponents whose Al
players in mwltiplayer games reveals each players  animated cseatvres and wassiors, plus countless  monitors your every tendency and plots elaborate
actions in real time. spells, abilities and rewards over multiple terrains,  strategics agatost you and your allics.

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

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

www.wARLDRDS3.cOM

CIRCLE READER SERVICE #2934
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Price: 545

Minimum System
Requirements: 486/33
(Pentium 90 or better
recommended), 8MB
RAM, 7MB hard-disk
space, Windows 3.1 or
better, SVGA graphics,
2x CD-ROM

drive, mouse.
Macintash: 68040 or
better (including Power
PC), 8MB RAM, 7MB
hard-disk space,
System 7.1 or better,
13-inch monitor, 2x
CD-ROM drive.
Multiplayer Support:
Internet (2-8 players),
email (2 players); sup-
ports PC vs. Mac play.
Designer: Big Time
Software

Publisher: The Avalon
Hill Game Company
Baltimore, MD

(800) 999-3222
www.avalonhill.com
www.higtimesoftware.com
Reader Service {f: 346

* Kk kK4 REVIEW * ACHTUNG SPITFIRE

Avalon Hill's

Finest Hour

This Battle of Britain Mixes Real-time Strategy
With Turn-based Tactics

by Robin G. Kim

n the summer of 1940, the scem-
ingly unstoppable Cerman war
machine set its sighl.t; on
England, precipitating the first
battle in history lo be fought
entirely in the air. 'The Battle of
Britain had begun. Iighting at an
exhausting pace against desper-
ute adds, the determined pilots of
the RAI held the line — barely —
until Hitler was finally forced to shelve
his plans for invasion.

ACHTUNG SPITFIRE focuses on Lhis
epic conflict, merging the turn-based air
combat of its predecessor, OVER THE
REICH, with a new strategic component.
‘I'he Battle of Britain is played out in real-
time over a map of southeast England
and can be fought from cither the British
or Cerman side.

WE SHALL NEVER SURRENDER

As the British, you simply must fend
off the German bombers as best you
can. Radar stations and ground
abservers will usually warn you of
incoming raids, but their information is
unreliable. You often won't know until
it is too late whether an enemy forma-

CCwW

Each member of your squadron is rated for experience and such
attributes as keen eyesigh_l, good marksmanship, and even cow-
ardice (a tendency to abort missions because of “engine trouble”).
All squad members have noticeable effects on combat, and most
will improve over time, lending a strong role-playing aspect to the &
game. Moreover; unlike the generic Al drones in some games, these (===
men have names (which you can alter) and faces, which enhances your emaotional stake in their success. At the tour's
conclusion, you can continue their exploits by carrying them forward into Over THE ReicH,

DECEMBER 1397

THE GALLANT FEW As the British, you
ings. The real-time strategic movement

tion comprises bombers on a real mis-
sion or consists only of fighters hoping
you'll be foolish enough to engage. You
must decide carefully, because you
never have enough pilots and planes to
deal with all situations. Interceptions
involve manually guiding your fighters
from their airfield to the enemy, usual-
ly striving to attack from out of the sun

Right-click or

hift-elick over

afrfiald to land
Altitude

deploy fighters and respond to enemy sight-
pauses whenever anything significant occurs.

(this direction changes throughout the
day) to gain the advantage of surprise.
Between flights, your fighters must
undergo considerable downtime to refil

and repair. Overcommit your forces
against one raid and you may well find
voursell with no planes ready lo defend
against the raids that immediately follow.
“Try to intercept too many incursions and

Keen
Eyes

] F/0 Owen

Ready
WW

By

Ready
LAYt

0O
NS+ Sk
Bl B



your pilots will quickly become too
exhausted to continue,

Playing the Luftwaffe side is no picnic,

either. "To pave the way for Operation
Sealion, the invasion of England, you
must suppress RAF Fighter Command,
interdict supply ships, and damage infra-
structure in several locations. You com-
mand a mixed force of fighters, medium
hambers, and dive bombers, and decide
when and

even cockpit visibility— you can't fight
what you can'l see,

ACHTUNG SPITFIRES game engine
hoasts some major improvements. The
designers tweaked initiative determina-
tion so that its less likely you'll be forced
to move before a bandit you'e trying to
follow. Negative g-effects are now
accounted for, causing cutouls in the
carbureted cnglnts of early British fight-

» e ers—a disad-

where o vanlage thal
attack Do Cerman

you orga- pilots, with
nize large, their fuel-
heavily injecled
escorted engines, often
assaults or exploited in
doyou't ; ! real life. The
oo B WINDOW ON THE WORLD WAR Whie you can't un et b
swhelin them full-screen (even with a 3Dix card), the archival ;o yp1 e
British war footage is a nice use of multimedia. implementa-

defenses with a swarm of smaller simul-
taneous raids? How many bombers
should you hold in reserve to exploit the
occasions when most British fighters are
likely to be on the ground refueling? Is it
best to expend resources trying to blind
the RAI Fighter Command by taking
out its radar towers, or should you con-
centrate instead on the targels necessary
for victory?

LET EVERY MAN DO HIS DUTY
Strategic dilemmas aside, the heart of
ACHTUNG SPITFIRE is its tactical air-
combal system. You maneuver aircralt
ane at a time across a seralling overhead
map using a highly intuitive interface,
With just a few mouse clicks during the
course of a four-second turn, you can
specify any combination of moves a

plane and pilot could physically perform.

And you can tailor the complexity of the
game through a variety of skill levels.
Unfortunately, only the highest adds the
third dimension—altitude — to the
equation, making it the only choice for
those secking a truly realistic simulation
of air combat,

The flight model
underlying the move-
ment system is both
detailed and historical-
lv accurate. Different

tion allows impossibly high negative g
loads in a few circumstances; the obvi-
ous way around this trivial shortcoming
is simply to avoid pushing more than -4
g5, regardless of what the game permits,
Finally, vertical maneuvering is imuch
more realistic than that of OVER THE:
REICH, boosting the effectiveness of
many real-world lactics such as high yo-
yos. As a thoughtful gesture to those
who own the predecessor, the S
CD includes a patch that retrofits Reicn
with these flight-model enhancements.

Excellent gunnery and damage mod-
els coupled with authentic digitized

sound effects and nicely rendered graph-

ics help draw you into the intense aerial
battles. The Alis outstanding, com-
pelling you to think ahead on every
move. Between combats, period music,
black-and-white film footage, and digi-
tized speech in French, German, or
English (with a British accent, of course)
contribute further to SPrrFIRES immer-
sive atmosphere.

A new play-by-email mode comple-
ments the two-player hotseat and multi-

ACHTUNG SPITFIRE * REVIEW

Ragratlably a few bugs managed to sneak
into AcHTung SpiTrRe along with all the new
features. Tours of duty occasionally end pre-
maturely, and planes that have completed refit-
ting sometimes remain unready for missions.
However, these problems were caught and
fixed less than a week after the game hit store
shelves; the patch can be downloaded from
www.higtimesoftware.com.

player Internet options supported by the
earlier game, but all are usable with only
set-piece dogfights — forget about head-
to-head campaigns.

As an early-war version of OVER THE
REICH, ACHTUNG SPITFIRE is a worthy
successor. The dozens of new planes and
flight-model improvements alone make
itamust have for fans of the previous
game. The slrategy clements introduced
in the Battle of Britain campaign
engine— possibly the best treatment of
that tumning point in WWII ever brought
lo a compuler screen —are just icing on
the cake. As ironic as itis that the
wargame part of the battle is played in
realtime while the flight sim is tum-
based, the two complement each other
well. For any gamer fascinated by the
complexilies of many-on-many ait-com-
bat tactics, or the Battle of Britain in par-
ticular, ACHTUNG SPITFIRES blend of
depth, variety, and long-term replavabili-
ly is sure to please. &

plane types vary widely
in lerms of speed,
turning ability, roll
rates, climb rates, and

STEP-BY-STEP DOGFIGHTING Though turn-based, the
combat engine does a surprisingly good job of capturing
the fluid nature of air warfare.

PAPPEAL: Strategy gamers and
flight-sim fans interested in multiair-
craft tactics during the Battle of
Britain.

PPROS: Highly realistic tactical air
combat; entertaining strategy sub-
game; great Al, atmosphere, sound
effects, and graphics.

PCOMS: Minor
bugs (already fixed
in the patch); com-
hat missions and
tours of duty
incompatible with
the multiplayer
motdes.
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Just when you got the hang of

SN SID MEITER'S

CIV]]JIZATION ]| we went out and

ntroducing CIV Il Fantastic Worlds," an add-on set of fantasy-based scenarios for you to conquer.

Dinosaurs and dragons. Monsters and elves. Enter tools. Sure, you’ll face the same intense level
the realm of Fantastic Worlds: the of strategic challenge and complexity of
0 Civilization 11, but the scenarios
o ol will be literally out of this world.
: W From imperiled Atlantis to fabled Camelot,
y from planet Mars to your own magical
dream up and create your i ‘m: and mythical world, Fantastic Worlds
own scenarios using a rich art e~ will take you far beyond civilization

Civilization Il add-on where magic and

imagination rule in more than 15
new fantasy and sci-fi scenarios.

Best of all, now you can also

portfolio and a set of 8 custom scenario creation as you’ve known it.

Critics are raving about Civilization II:

“GAME OF THE YEAR” “Ye e e K"

~TIME ”H;{-‘J:’f‘.’l". PO Gamer, Neat Genertion, ( 'ruupmfr.l' Gaming World, (0 Srulegy Plus

| CIVILIZAT

TROUVATIAL)

g- e '._.I

CIV 11 Fantastic Worlds requires
Civilization Il to play.
Available for Windows.

Visit your local retailer or call 1-Boo-6 GA[I!E i
day or night (U.5. or Canada).

INCLUDES CIV- 1] SCENARJO EDITING TOOLS
“*.& OVER 15 NEW FANTASTIC SCENARIQS"



A Fine Gonquest

SSIand Frog City Deliver a

Fresh Game of Continental Conquest and Diplomacy

by Tim Carter

he knockoff is a time-hon-
ored element of the com-
puter gaming industry.
Look at any successful
product, from CIVILIZATION
1o WARCRAFT to DoOM,
and you'll see literally
dozens of shoddy, poorly
thought-out imitations hid-
ing behind them.

"Thus, when my editor called with the
assignment for IMPERIALISM, | was at
first quite suspicious. Sure, its from SSI,
a company | generally respect, but
many of SSIs PANZER GENERAL sequels
failed to capture the spirit of the origi-
nal, and IMPERIALISM at first glance
looks a lot like a quickie imitation of
CviLizaioN 1.

Its unusual for me to be so happy
about being so wrong, but IMPERIALISM
displays the three most

Unlike most world-domination strat-
egy games, IMPERIALISM does a good
job of madeling international diploma-
ey and trade. Moreover, trade and
diplomacy are important. In many
strategy games, diplomacy consists
simply of keeping your opponents
happy until you're ready to kill them;
here you must build effective econom-

IMPERIALISM ¢ REVIEW 7 % % J

| particularly liked the way the designers
use the games structure, rather than artifi-
cial conditions, to make the game mare
challenging, IMPERIALISM is blessed with as
good an Al as [ have seen in a compuler
game, but, all other things being equal, a
human epponent will still win relatively
casily. Many games make all things
unequal by allowing the computer to cheat
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ic and political rela-
tionships based on
trade and diplomacy
just to survive. And
you can flourish con-
siderably without fir-
ing a shot, as it is pos-
sible — crucial, actu-
ally—to bring minor
countries into your
empire through non-
vialent means.

important attributes of a
great game: Its unique,
challenging, and fun. And

' S - i Hustiens A ik i
its much too addictive to be ¥ i "_..';::1. macy ra:rlc: tl‘.:\iclei comdb[at does occur, and it is resolved in a
consigned to the darkand | ™ gls i et separate tactical module.
steamy pits of knackoff - : % s
purgatory. ?}:M "’3;;;?‘*

AGE OF INDUSTRY
IMPERIALISM takes place
during the industrial revolu-
tion, with both random and
historical games covering
from the Napoleonic wars to
World War I. Don't confuse [ {#5% %
imperialism with colonial- ~ PE=5
ism, though. This is a strate- i A,
gy game of great power poli- |57
tics, and it concentrateson |
conflict up close, not across
the entire globe. A typical
historical scenario will
center on Europe, from

STORM THE

GATES Although ImperiaLism emphasizes diplo-

6 .

Price: $49.99
Minimum System
Requirements:
Pentium 75, Windows
95, 16MB RAM, 80MB
hard-disk space, 2x CD-
ROM, 1MB SVGA card;
supporls Sound
Blaster-compatible
sound cards.

Mac 0S: Power PC,
System 7.5.3 or later.
Multiplayer Support:
Modem (2 players),
LAN (7 players).
Designer: Frog City
Publisher: SSI

England in the northwest
to the Ottoman Turks in
the southeast,

WELL-OILED MACHINE Much of the game takes place on the strategic map, where you locate
Tesources; move prospectors, engineers, and defenses; and create trade routes.

Sunnyvale, CA

(800) 234-3088
www.imperialism.com
Reader Service #: 347
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the tap symbol and the mana symbols ane trodemiarks of Wizards of Ihe Coast, Ine, MICROPROSE 5 o tradkemin of MacroProse Software, Inc. Froducod undor Beunse from Wizands of the Coast, Inc. All other tademarks an

THE CRITICS AGREE

“MicroProse's game offers weeks
to months of gameplay.”
Computer Gaming World, June '97

% ek

“Magic: The Gathering is just what
the Samite Healer ordered.”
Computer Games Strategy Plus, June '97

7 % Ak

“Maglc: The Gathering Is a near-perfect
translation of the card game."
PC Magazine, June '97

e o ok A

*.hard-core gamers will
appreciate the flexibility offered in
the computer version."”
Newsweek, April '97
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QI TEE BN ANESWALKERS™

Introducing the most complete arsenal for
playing Magic™ over the Internet.

The stakes have been raised and the battle lines broadened.
Now it's time to face your greatest challenge in the most

competitive Magic environment on Earth.

The Original Magic...Only Better

o flylag vrobld res Sann
sk,

T purpesa af ety most fs b dmpide
wespek, Sewamy e filleel veitly mates,

bty it I, St ar [ This special edition of Magic: The Gathering® for the PC includes

seltly ihimgs besi Teft wmpeoa,

the original game, plus built-in Internet multiplayer, new cards

you can't get anywhere else, and an enhanced interface.

Multiplayer Over The Internet

With Manal.ink™, the complete Internet online system for Magic,
you can wield your magic against human opponents around

the world. Chat, taunt, beg and mock with multiple ways of

Fhistrive n,.s..g. W
¥ty way full of fire mwd emoke s i 4 ) .1 )
By e wdtshikn communicating with your opponent inside and outside the Duel.
1 Ehiwidirstarnn with Ngphoving. 1 e ——

i hetrf i, Wiktesshlp Vawn
New Cards-A Powerful New Expansion!

Enjoy all the power of enhancing your game with 80 new cards '

from Legends® and The Dark®. And, if you already own Magic:

h ) ’ The Gathering, for the PC you'll get a $15 rebate for a major
f 1 ‘ savings.So, get what it takes to reign supreme on the battle-
, field of the mighty Planeswalkers. Because this time, it's the
" _ R vy world you're playing with.

The Fommtziy sl giopd.
g oy i 1t 3 giniere fur
o conburics, but valy the
¥ pigvwns Livew i yrcrer.
?, )

Avallable on Windows® 95,
Visit your local retaller or call
e 1-800-695-GAME day or night

Ialf (romnded up) 16 you snd had U.S. or Canada),
[reunded de=n} o targe credture { )
J oF plaver.

Sare sy Bomuhees e e howndi of
R Thvaah, baying 1p herd their prey inso
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REVIEW ¢ IMPERIALISM

or by giving it huge advantages in materiel,
money, or whatever.

I'or the most part, IMPERIALISM puls
youmloa lig__;hl situation by having you
experience the problems that arise from
the struggles of great powers. [f you are
ata disadvantage, its usually through
something subtle, like diplomatic isola-
tion, rather than a decreased cash flow:
The result is a tightly run eontest, partic-
ularly at the higher levels of difficulty,
that should give even jaded professionals
arun for their money.

GAME MECHANICS

Gamers looking for a beer-and-
pretzels-type game may want to look
elsewhere: IMPERIALISM is complicat-
ed. A careful reading of the manual is
necessary, and even then you'll likely
have to play a few complete games to
masler the system.

In my opinion, this is a good thing,
"The games complexity is neither mind-

resource. i\-lililalr_\-‘ units move between
provinces or sea zones, (lupcmling on
their type. Natural resources must trav-
el over your internal transporlation net-
work or overseas via traders.

HOW TO RUN AN EMPIRE

T be successtul you have to build an
economy that functions smoothly and
provides you with the finished goods nec-
essary 1o fund large diplomatic and mili-
fary efforts, As few countries are blessed
with all of the necessary resources, you
will have to trade with the outside world
o get what you need.

Ina typical tum you might hegin by
giving orders to your railroad system, per-
haps reducing the amount of timber it car-
ries in order to make more room for coal
and iron. You might then order a prospec-
lor fo investigate a mountainous square for
resources, direct a miner to upgmdc a
mine, and have a farmer improve the effi-
ciency of your food supply.

fumiture, railroads, ships, or newer and
better industrial facilities.

After attending to your industry, you
might reallocate trade priorities. You can
offer goads for sale and make bids on
goods from other powers, major or
minor. Using diplomacy, you can guar-
antee the supply of vital resources by
engineering trade concessions and by
ensuring that supplying countries
rermain [riendly. Ultimately, you should
be able to entice minor powers to join
your empire, although this takes a lot of
time, trade, and money.

Having finished all of the peacetul
aspects of imperial management, you
may wanl to move an army to any of
your bordering provinees that look
weak or o a colony that is threatened
by another great power. If you are at
war, you might decide to invade an
enemy terrilory,

Combat is played out on a tactical
map. The compuler is surprisingly able
in tactical combat, particularly
on the defensive. On the high
seas you can fight battles, con-
duct commerce raiding, block-

ade key ports, or launch
amphibious invasions,

TRIAL BY FIRE
Unlike games such as Civ or

MOO, IMPERIALISM puls you in
the thick of things from the word
go. At the start of most games

you have minimal industry, a
weak military, and little cash o
expend on diplomacy. You're
constantly forced to balance the
production of consumer goods,
which raises cash through trade,
against the improvement of
infrastructure. The computer
opponents won't stand for the
sorl of peacenik industrial

THESE CITY WALLS IMperiaLish, though obviously reminiscent of Crviizanon I, requires industri- — growth that brings winning
al production, trade, and diplomacy to achieve conquest.

less nor ledious. Rather, it stems from the
range of options available and the many
connections between political, econom-
ic, and military action.

Most of the action takes place on the
main strategic map. Economic unils,
such as engineers, miners, and
prospectors, work on individhal
squares, cach of which contains a dif-
ferent ype of termin and, frequently, a

CcowW DECEMBER 1897

“Then you might switch to your
induslry screen, controlled through
vour capital city. Here, you build and
improve industries and allocate your
work force to various tasks. Most raw
materials must be converted to pro-
cessed goods and then converted again
to finished goods. For instance, timber
fed to your mills will make lumber,
which then can be used to build

resulls in CIVILIZATION or

MOO. If you don’t build a
decent army and navy, you will soon face
a horde of opportunistic opponents look-
ing for an casy kil

Al of this means that the game can be

incredibly tense. Toward the end you
may find yourself with an abundance of
resources and enough military might to
actually win wars against the other pow-
ers, but for most of the game you'll pinch
vour pennies and listen to the constant
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X-COM: APOCALYPSE
the mpost addictive [and still good for youwo)
~heat the crap out of aliens- strategy games
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ACECPROSE. [
WwWWwW.microprose.com Es s
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Mnn}' years after the great con-

flict, much has changed on Yavaun.

Humans, raluctant colonists, are
now part of the cultural diversity
of this alien world.

WAR WIND™ I1: Human DNsLAuGHT
offers new, larger vehicular and
mechanized units. All-new maps
with improved terrain graphics.
Streamlined game play in building
and promoting your units. All this,
plus the unpredictable human
element, makes WAR WIND Il

much more than just a sequel.

It's a whole new game.

WINDOWS® 35 CD-ROM
WWWWARWIND.COM
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To Order: Visit your retailer
or call 1-800-234-3088
(USA & Canada) with

Visa or MasterCard.

A MINDSCAPE® COMPANY
War Wind is a trademark of Strategic Simulations, Inc. ©1997 Strategic Simulations, Inc., a Mindscape Company. All rights reserved. Windows is a registered trademark of Microsoit Corporation.
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Provinces: 16 . E amance
Military: Awesonme ¥ W war [ enpire
Industry: Awesome |
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HISTORY 101 One of the more fun aspects of ImperiLisM is its historical scenarios,
which cover various conflicts from the Napoleonic era to World War |.

pleas of various ministers for additional mop Lhe floor with the remaining pow-

spending and development. ers, but it to 1e lime for the gam
As with many domination titles, the to end, even when the outcome was

endgame can lake longer than neces- obvious. This is typical lor the genre,

sary. If I made it into the but at least here you get the option to

empire intact, | generally was able advance to another scenario i you

You've shot down MiGs over Iraq!
You've won the Indy 500,
the Super Bowl and the World Series!

BUT

Do You have what it takes to save a
Human Life?

VIDIUS

a simulation

www.ism-interactive.com

For more information about ISM and our products, call us at
(410) 560-0973. Copyright @1997 by ISM, Inc., 201 Padonia
Road Wesl, Suite 200, Timonium, MD 21093. All rights

PC
CD-ROM

reserved. Open Hearl is a trademark of ISM, Inc.

CIRCLE READER

IMPERIALISM ¢ REVIEW

achieve two-thirds of the conditions
for victory.

| suspeet that IMPERIALISM will be a
bit much for some people. There’s an
awful lot to do each turn, and it may take
many turns before you re
of great power. If you don't
alliance early you probably won't survive
the first few tums, but i )
wrong power you won't survive the mid-
dle game, For those up to the challenge,
though, IMPERIALISM provides one of the
most salisfying gaming experiences I've
had in a long time. %

PAPPEAL: Strategy gamers who
enjoy deep, complex games of poli-
tics and economics.

PPROS: Great politics; diplomacy
and trade incredibly well-developed;
tons of options;

tense gameplay.

PCONS: Very
complex; takes
too long to finish
after the actual
contest is over;
uneven graphics.

STRATEGY/WARGAMES




IF GUNS FAIL, BRING IN DOGS.

IF DOGS FAIL, BRING IN TEAR GAS.

[F TEAR GAS FAILS,

BRING IN HELICOPTERS.

Download the demo at www.sierra.com/swat2.
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www.panzergeneral.com

“The New

ANZER GENERAL® II. More than

a sequel. An entire generation
beyond anything yet see__ﬁ in -s_fraf'e‘-"
gy games. And seeing r's'-"b'elieving.
Witness the LIVING BATTLEFIELD,” a _new_ﬁ_.._??._{
standard for strategy game artwork."'_‘l;_.' '
Featuring the heightened realism
 of hand-rendered maps — thirty

painstakingly crafted battlefields
that are faithful to the real ones
of WWII — the LIVING BATTLEFIELD
also showcases detailed BD;rendered
combat units with six facings.
Of course, this beauty is beyond
skin deep. The phenomenal game
play of the second generation
PANZER GENERAL game engine is truly -

A\ THE LIVING BATTLEFIELD SERIES

features the enhanced realism of %

hand-crafted maps and photo-realistic

3D-rendered combat units.
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Price: $49.95
Minimum System
Requirements: Pentium
60, Windows 95, 16MB
RAM, 2x CD-ROM
drive, SVGA-graphics
card; supports
Windows 95-compatible
sound cards.
Multiplayer Support:
Modem, Serial (2 play-
ers), LAN, Internet
(2-6 players).
Designer: Dynamix
Publisher: Sierra
Online

Bellevue, WA

(800) 757-7707
www.sierra.com
Reader Service #: 344

REVIEW ¢ OUTPOST 2: DIVIDED DESTINY

Sierra Clears the Ourpost Name
With a Complete—and Finished—Sequel

by Martin E. Girulis

here was a time when the
name OUTrosT brought
either shudders or gales of
laughter from most com-
puter gamers, depending
on whether they were in the
group who had wasted
money on the title or the
group who hadn’l. One has
to give Sierm credit for
some serious chutzpah for bringing out a
sequel to a game that only recently was
knocked out of first place in the “Most
Bungled Game” category by Take 25
BarteCruiser 3000. Despite my per-
sonal feelings toward the original game,
when the glossy box for Outrost 2:
DivipED DESTINY crossed my desk, |
took a deep breath, repeated my*1 will
be impartial” mantra a few times, and
cautiously installed this born-again strat-
egy game. I'm not sure whether il was
because of this game§ ancestry or ils
combination of gaming styles, but
Ourrost 2 has elicited more contradic-
tory reactions from me than any other
game in recent memory.

TIMES CHANGE

My initial reaction lo this game was
“Oh, great, another C&C clone witha
bad name stuck on it.” However, as |
got a bit further into the documentation
and background, | realized that this
reaction might be a little unfair,
Ourrost 2 actually moves into the
real-time combat world (as opposed lo
the real-time simulation of the original
game) with some skill and intelligence.
The premise for the game is that the last
survivors of the asteroid-blasted arth
have come lo live on a brutal, rocky
world named New Terra, While this
harsh, Mars-like world may have been
the anly choice, human beings don't
necessarily have to take the hand nature
Tas dealt them. Two distinet camps
arise out of this ugly predicament: the

CcowW
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Terraformers, centered at base camp
Fdlen, who believe New Terra should live
up loits name as quickly as possible —at
any price; and a group who believe that
the time for humanity to ravage nature
has ended, and that mankind should
adapt to the new world, instead of the
other way around.

Now this is truly an interesting conflict
for asci-li game, While T am nol quile sure
if people would be willing to start a shoot-
ing war over an argument like this when
there are only a few hundred humans left
in the universe, the game does have the air
of serions science fiction, and il seems o
hark back to Kim Stanley Robinson’s Mars
trilogy, in which Teraformers and
Environmentalists were locked in a strug-
gle for the future of a world.

Unfortunately, as I began to play
through the two campaigns, | was disap-
pointed to find this potentially rich back-
drop reduced lo a conflict in which the

"lerraformers accidentally release a virus

that breaks down the entire surface of
New Terra. "The campaigns become a
race (against both time and the other

, =

side) to identify the problem and then
find a way 1o build a starship to escape.
"This is an interesting premise for con-
flict, but nowhere near as interesting as it
could have been. Instead of deciding the
fate of a world and the philosophical direc-
tion of our entire };{'.-ccim, vou spcn(i most
of your time rushing around like someone
15 minutes late for a dental appointment.

GUNS AND BUTTER

But my disappointment edged back
toward pleasure when the full impact of
the game’ mechanics made itself
known. Instead of chucking out every-
thing except the name QUTPOST and
just creating another Build-a-base, Build-
an-army clone, the designers bravely
tried to retain as much of what was good
aboul the original game as possible,
while still delivering solid real-time com-
bat. Yes, you do build up armies of vehi-
cles that destroy each other in graphical-
ly satisfying ways, but the whole base-
building portion of the game is much
more intrinsic lo the scenarios than is the
norm for the genre,

BIG-CITY WELCOME Qurrost 2 shares a city-management aspect with its predecessor.
In addition to real-time combat, there is plenty of realistic colony management.



THE LIVING PLANET A good sci-fi story provides the
backdrop for Outpost 2. You have to fight your rival
colonists and stem the planet's own hostile overtures.

In OurrposT 2, building up your infra-
structure isn't casy orwacky. To be suceess-
ful, you have to take care of your people
and deal with the harsh realities of your dis-
integrating world. It doesn't take long to
realize that its You vs. Them vs. New Terra,
Instead of just creating workers at the click
of a button, you have to ereate an environ-
ment in which people are comfortable
enough to live and ereate families. Fyven as
the world suffers falling meteors, voleanic
eruptions, carthquakes, and tomadoes, you
have to shuttle materials from your mines
toyour smelters, allocate personnel from
one vital facility to another, train scientists
and workers, and be prepared lo evaicuate
and leave everything at a moments notice.
“The designers were also careful to keep
the combat systems and weapons consis-
tent with the harsh realitics of the game,
“There are no cool attack choppers or rock-
ctartillery in this game; instead, both the
tech and the weapons have a very realistic,

GOOD NIGHT This game has a dynam-
ic feel, with active volcanoes changing
the face of the planet, and day and
night cycles adding 1o the sense of pas-
sage of time.

OUTPOST 2: DIVIDED DESTINY ¢« REVIEW

ad hoc feel. You have o
do battle with becfed-
up laser rangefinders
;IT'[(I (}\"(!I'I]ﬂ“"(m!(]
microwave gencrators
until you lave the
resources to create ded-
icated weapons sys-
tems, which still look
like they have been
designed by MIT
instead of the Pentagon.
Another nice touch is
the ability to put differ-
ent lurrets on the same
type of chassis, thus
giving you aceess (o
low, medium, and high
curability weapon platforms. You can use
the right turret for the individual job you
have inmind. Plus, many
of these weapon systems
are designed to be used
in comjunction with cach
other for maximum
effect, leading to a very
realistic combined-arms
approach.

"The terrain is also
well done. While nol
particularly diverse,
maps are huge in com-
parison to other games
of this type, and the
presence of erupling
voleanoes, which can
spew lakes of lava or
spread waves of disinte-
gration virus, makes for a nice dynamic
atmosphere. Also included is a eycle of
day and night, and a light radius for vehi-
cles that adds o the sense of realism,
"There’s nothing like turning the lights
off on your attack squad and watching
them creep through the darkness
toward the unwary enemy.

Of course, the downsicle to all this
nice detail is the fact that just as von
gel the hang of it all, the game is pret-
ty much over,

A GOOD START, BUT...

‘The single greatest problem in
Ourrost 2 is thal there just isn't
enough of it. Both campaigns consist
of only 12 missions, and, while they
lend to be long beease of the slow and
detailed growtl rate of your base, the
time spent doesn't L“.\'&lClI}-' give you

your money’s worth. The scenarios are
often artificially limited by the creeping
virus premise. While it makes for an
excellent nail-biter time threat carly on, |
found myself disappointed that it wasn'ta
menace (o be conquered, so that the
game could move on to a variely of situa-
tions. Running away is hardly the complex
tactical and moral conflict the game ini-
tially promises.

Long-term play is bolstered somewhat
by the games nice multiplayer suite and
by support on Sicrra’s own battle.net-like
online gaming service,

Ourost Zis an excellent attempt to
resurrect this franchise, but once again it
seems that limited vision has damaged
another promising Siena product. There
was enough depth in the premise and
enough room in the design lo ereate an

LIFE'S TOO SHORT This game doesn't live up to its
potential. Outpost 2 is too short of a game, and it ends
just when you start to have real fun.

epic wargaming experience, one that
could have left even the classic Covyann
& Conpurrin the dust. . but instead, it
seems we have to settle for simply a good,
but shorl, game. &

»APPEAL: Strategy fans looking for
a more realistic sci-fi wargame; origi-
nal Ourpost buyers who felt cheated
and are still looking to get their
money’s worth.

PPROS: Deep real-time wargame
with a hard edge of science fiction;
some nice attention to realism in a
genre that usually
skimps on it.

PCOMS: Too damn
short; game short-

changes its poten-

tial with scenarios

of limited imagina-

tion and detail.
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Price: 529.95
Minimum System
Requirements:
Pentium75 (P100 recom-
mended), 8MB RAM
(32MB recommended),
Win 95 or MS DOS 5.0,
30MB hard-drive space,
SVGA graphics, 4x CD-
ROM, Sound Blaster-
compatible sound
cards, mouse.
Multiplayer Support:
Modem (2 players), LAN,
Internet (2-8 players).
Designer: Synergistic
Publisher:

Sierra On-Line, Inc.
Bellevue, WA

(800) 767-7707 (sales)
www.sierra.com
Reader Service #: 348

REVIEW ¢+ BIRTHRIGHT: THE GORGON'S ALLIANCE

Still Birth?

Sierra’s First AD&D Venture Tries To Be Everything, But Can't

by Gavin Hachiya Wasserman

h, for a Quest! Smite the
foes. Unite the realm.
Triumph over the malevo-
lent hordes of the avatar of
evil. Sound familiar? Sierras
BirrHricHT: The
GORCON'S ALLIANCE hopes
to renew our hunger for all
things medieval and fantas-
tic, and to usher in a new
generation of Advanced Dungeons &
Dragons games, Combining a jumble of
strategy and role-plaving elements
(including tum-based grand strategy, real-
time wargaming, and first-person dun-
geon romps), Sierras game challenges
players to manage and marshal the forces
of one of the 34 kingdoms squabbling
over the fallen empire of Anuire,

Each warring power is governed by a
regent of ancient lineage, and the blood
flowing through these men and women
is rich with mystical power. Unfor-
tunately for them, the same divine
birthright that fucls their quest for glory
also makes them the natural prey of the

Corgon, an ancient creature whose
power and cormipting influence are only
matched by his hunger for blood.

TREAD LIGHTLY

Faxciled? Ready to take on evil in all its
many forms?

Hold on a minute. GORGON'S
Atpiance ambitiously tries to meld two
games, keeping as close to its AD&D
roots as possible, while lunting that
familiar sweet spot in strategy gamers
that keeps them up and blinking into the
gray of dawn, Unfortunately, despile its
greal pnlcnli;!l, BIRTHRIGHT doesn't
quite get it all right.

The adventuring part of the game is
intuitive enough. Anyone who’s been in
front of a computer in the last few vears
will feel right at home exploring castles,
haunted temples, and dank dungeons
with a HEXEN/QUAKE-lype, first-person
view. You run, jump, duck, slide leftand
right, andl, yes, push buttons and apen

CcowW
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CLUTTERED KINGDOM BirthricHT is @ game with equal parts role-playing and strategy.
It is incredibly complicated, and it's not for the micro-management challenged.

seerel doors galore, Picking up items,
however, requires a little bit of mouse dex-
terity as well as excellent powers of obser-
vation. ILis very difficult to point and click
on tiny objects such as rings and keys that
arc just barely visible on the floor.

The exploration is fun. Hunling scerct
passages and fabulous magic ilems is a
game in itsell. Puzzles of finding keys,
blundlering through illusionary walls, and
dodging traps are pretty much familiar
features, With no time limit, its casy to
get caught up in trying to find every litlle
object (everything from potions to
wooden plates). [t would be pack-rat
heaven if you could just pay no attention
to the ather party members staring stern-
Iy at you cach time vou turn around and
swilch directions. All they do is trail vou
as if they were pixelated lemmings.
They'lHiterally follow you over a lilf.

Al least, until you enter into combat.
Instead of eloning Hixe for scamlessly
integrated exploration and combat,
Sierra tried to stay true to the AD&D
dice-cominated combat system. When
the party encounters monsters, music
begins and the game goes completely
awry. Whereas one minute ago you had

complete contiol of mnb]lil'\-' and actions,
sudelenly you're a passenger with the less
than thrilling position of choosing
between general attack types. The com-
hatants (lemmings, et al.) swing their
weapons again and again, making grunl-
ing noises and elinking sounds. Afler the
initial novelly wears off, it becomes
apparent that there is no arcade leel, no
reflexes are necessary, and no excilement
is generaled. Combat is wholly a fune-
tion of to-hit percentages and <|;:|n;1;;c
potential.

Unfortunately, while friends at a
Fritos-littered table can make percent
ages interesting to themselves (*Yessssl A
natural 20! Didya see it?”), the spastic
acrobics of the computer combatants are
merely a poorly-disauised means to an
end: Just kill the monsters and keep look-
ing for stufl. And given that you don't
start with weak characters, (you can hire
Oth level and higher warriors), most of
the monsters in the adventures are just
speed bumps on the road to loot.

COMMANDING CONQUERORS
In contrast, the strategy part of the
game is neither casy nor quick, even a
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“Bugs” or Quirks
in the Kingtom

1 Units on the map aren’t too
m hright when you try to tell
them where to move. Unless a unit
has a perfectly unobstructed,
straight path to its destination, it
will probahly hlunder off in the
wrong direction. Aim a unit at a
southwestern province and it may
head first south, then southeast,
then stop when it runs into a neutral
territory it can’t cross.

Some adventure scenarios

m involve passing into different
dungean levels, during which time
the game resets your marching
orders to the default and cancels all
your memorized spells. Also, if you
clear one level of the scenario,
move to another level, and then
come hack, you'll find the entire
level reset, with all the dead mon-
sters alive again, all the doors
closed, and all the treasure chests
refilled with the exact same items
you plundered just a moment ago
(finding two Rods of Resurrection
just isn’t right).

3 In the adventure combats,

w mages, wands of fire (or frost),
and necklaces of missiles are practi-
cally useless. A mage’s fireball will
not kill even a single guard. On the
other hand, in tactical combat, the
same mage can cast fireballs at a
whole squad of elite infantry and
cut.down at least half of them,
Likewise, priests’ Tum Undead
power hardly phases zombies and
skeletons in dungeons, but saves
the day on the battlefield, when all
elsa falls against those undead.

While Fighters are practically

m unstoppable in adventure com-
hat, they lose out in strategic com-
hat. Guard your favorite warrior well;
he may be able to single-handedly
slay entire legions of heavily armed
ogres in a dungeon, but could falter
against raw recruits.

5 If you get 4:1 numerical supe-

m riority in the strategic combat,
you win the hattle. If you muster
four weak archer. groups against the
Gorgon, the hig bad hoy has'to turn
tail and fiee, even though he could
singlehandedly finish them all off
like chicken strips.

REVIEW ¢ BIRTHRIGHT: THE GORGON'S ALLIANCE

the easiest setting. The game can be
plaved at three levels of complexity; Basic,
Advanced, and Ixpert. The printed man-
ual is sparse, and most of the real info is
insicle the game’s help function. Liven the
Basic game is not very intuitive, For
instance, you can unl_\' move unils inlo
vour terrilories, vour allies” territories, or
the territories of those regents upon

whom you've declared war (in this, and
only this, turn). Thus,
blitzkriegs are a tactic
uscd only on formerly
friendly countries,
because the others
have lo get engraved
invitations before you
can slarl moving
troops into their yards.
Luckily, the game has
three excellent tutorial
scenarios, one for
each complexity level.
They are quick, clear,
and informative. Skip
them at your own
peril. However, once
you've done them all,
there’ no point in
playing anything but Expert level.

Once you've mastered the art of col-
Iccling laxes, paying wages, and crealing
haldings (which provide income and
regency points — basically political/
magic power), you can get down lo the
nitty-gritty of development, diplomacy,
and destruction. Here’s where
GORGON'S ALLIANCE shows ils best
face. With so many opponents, the game
is always in flux, and the map rearranges
itself as kingdoms are expunged or mini-
empires are unified.

"The diplomacy is very simple to leam.
Its merely a series of demands balanced
by bribes. You want a relatively powerful
neighbor to look the other way while you
cross her borders to stomp a weaker neu-
tral kingdom? No problem, so long as
you've gol the gold and regency Lo spare,
And if reason and bribes fail, there’s always
the well-dlone assassination.

The real-time tactical combat is
more interesting to watch than the
adventure battles. Surprisingly, you
lave more control over individual units
in vast armies than you have over four
characters in a dungeon. The main
sereen’s graphics show units clashing,
sptri]s; ﬂ.-lshin_z;_ and hodies f.-lliiug, but

L= DECEMBER 897

the actual control takes place on the
panel to the right of the screen. The
panel reminds me a bil too much of tic-
tac-toe: The battlefield is divided into

three rows of squares, and unils move
horizontally and vertically. As with
adventure combal, its just a means lo
an end, and you wouldn't want to play it
for its own sake. There is a quick com-
bat option, bu, like most every game,

DUELING PERCENTAGES Despite the ostensible role-playing
elements, the adventures are really just dice-rolling affairs,
with little chance to build up characters or to role-play.

vou're gambling with your armies by
using this option.

Hard-core fans of AD&D will find
things lo really like in GORGON'S

ALLIANCE, whether it be the chance to play

powerful heroes in the Birthright cam-
paign or just the opportunity to explore the
well-designed castles and dungeons,
Casual strategy gamers, though, will find
the immense micro-management dannt-
ing, the RPG adventures cumbersome,
and the payoffs limited. &

PAPPEAL: AD&D strategy or
role-playing fans who want to
sample the Birthright universe
and aren’t afraid to dabble in
alternate-genre gameplay.

PPROS: Good diplomacy and espi-
onage options; cool items and explo-
ration in adventures.

FCOMS: Low production values;
combat that is poorly-disguised
dice rolling;
daunting
micro-manage-
ment; AD&D
rules not
consistently
reproduced;
some bugs.
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SCORPIA ADVENTURE/RPG

Bottoms Up

Steve Meretsky’s THE Space BAr IS Tough,
Funny—and a Little Bit Disappointing

8| cingacop,evena
company cop, is no
easy job. Just ask
the flatfoot in
Steve Meretskys
new adventure

| game, THE SpACE:

H Bar. As Alias

g8 Node, cmployed

by the owners of
Armpit VI, you're after a notorious crimi-
nal who’s been traced to the Thirsty
"lentacle (the “space bar” of the title). 'To
make matters worse, this crook is a
shapeshifter who could be almost anyone
in the bar. And just o add some icing on
the cake, he kidnaps your partner, Maksh,
and threatens dire consequences if you
don't break off the investigation.

Of course, you proceed anyway,
keeping your eyes peeled for anything
unusual and checking out the patrons in

casual conversation. Alias has a special

BAR FLIES Some of the patrons of the watering hole known as The Space Bar are nat the kind
you want to bring home to mother.

ability, emp-tel (empathic telepathy),
that allows him to get inside the mind of
whomever hes talking (o and relive a
recent event in that beings life.

‘These flashbacks make up most of
the game. Each segment is a self-con-
tained sequence, with numerous puzzles
to solve. Successful completion of a
flashback yields important pieces of
information, which are used in various
ways back in the bar. For instance, Alias
might work a deal —“You tell me what |
need to know, and I'll tell you what you
need to know” —or abtain an item
based on what he learned from the other
creature’s min.

Not everything is done in flashbacks;
there are several important actions that
need to be accomplished in and around
the bar, not the least of which is simply
staying alive. So the game is a combina-
tion of present and past, and while items

have importance, information is even

L
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more important. Reading up
on the varions alien races is -
critical to winning the game, along with
what you learn in the flashbacks.

COME HERE OFTEN?

Interacting with others is simple. You
enter a close-up view of a character, then
click on him to begin a conversation. This
brings up a menu of choices of what to
ask or do, and you proceed from there.

Moving around is equally simple.
Direction arrows point out the ways you
can go, and clicking sends you there. The
view is a full 360 degrees, but movement
is more as it was in RippiR: You don't goa
step at Lime, but, rather, glide forward to a
predetermined point, and stop.

For storing inventory items, receiving
messages, reviewing clues, and so on,
Alias has his Personal Digital Assistant,
or PDA. This is a computerlike device
that sits at the bottom of the screen, and
can be brought up any time
by touching it with the cursor.
The PDA holds all the items
picked up during the game (all
of the aliens in the flashbacks
have a similar device for use
in those segments). The PDA
can display a complete anno-
tated map of the area, show-
ing your current position
(except in the mine mazc).
The PDA also keeps a record
of the important things
learned during the flashbacks,
as well as capies of voice mes-
sages Alias receives through-
out the game. Its also used to
save or restore games, change
the volume of the sound and
music, or alter the brightness
of the screen. 'These contrals

CceW
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THE SPACE BAR's

concept is
refreshingly
novel, it
wasn’t used
to best effect

here. ’ ’

T

Price: $39.95

Minimum System
Requirements: P75,
Windows 95, 16MB RAM,
16-bit SVGA graphics, 4x
CD-ROM drive, 8-hit
Windows 95 Direct X-
compatible sound card,
Microsoft-compatible
keyboard and mouse
Macintosh requirements:
Power PC 6100, System
7.5, 4x CD-ROM drive,
16MB RAM, color manitor.
Multiplayer Support:
None.

Designer: Steve Meretsky
Publisher: SegaSoft
Redwood City, CA

(415) 508-2800
www.segasoft.com
Reader Service #: 349
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are available at all times,
through both the PDA and
several predefined hot keys.

Happily, I had no technical
problems with THE SpAcE
Bak. The game installed fine
lillll ran l)l_'I'IL‘CtI‘\'{]n Il'l_\" 5_\'5-
tem. There were no crashes,
nor did | come across any
bugs. Everything performed
as smoothly as it was sup-
posed to, Something the
game doesn't have, however,
is lext subtitles. You really
need asound card and the
ability to hear well to play this
one. While there are a few
text boxes now and then, all the impor-
tant parts are cither spoken or are related
through sound effects.

(REAL)TIME COP

I the matter of actual gameplay, Tt
SiAGE Ba is nol for the novice, nor for
anyone who is easily ageravated. This
adventure is tnugll. obseure (sometimes
needlessly so), and has too much real-
time action i il.

The game as a whole has a time limit:

You must discover the eriminal before he

can board a shuttle leaving at a certain
hour. Ofitself, that isn't a problem, but
wilh so much to do in the game, you
begin to feel the lime pressure carly on,
Iverything eats up the clock, especially
real-world actions in the bar. There hard-
ly scems time enough ta do everything

BOATLOAD OF TROUBLE One of the game's flashbacks will put you
on a boat ride on the planet U'Bleek with the aplly named Trisecks,
an alien species with three genders,

that needs to be done in order to make it
suceessfully to the end. That is, il you
plan to make it there without a good deal
ol restoring,

Some of the flashbacks have real-
time segments as well — the Bartender
and Deven-7 sequences, in particular,
The Barlender sequence is especially
unforgiving: In two different places,
even one wasted move will require a
testore. In the Deven flashback, in
which you put together a business deal,
I'm nol even certain you can do all the
research and negotiations necessary
without running out of time,

Also, the game isn't as non-linear as it
would appear, Some things must be
done early, or you could be prevented
from finishing the game later on. This
happened to me when [ solved the
Deven flashback late in the game; noth-
ing ever came of it afterwards. Chatling
with him didn’t um up what it was sup-
posed o, and in tumn, this meant that
time passed but the game didn'l
advance. Eventually, T went back to an
carly save and replayed about two thirds

of the game, being sure to complete that

flashback at the first opportunity.
Daing so brought about the correct
response from Deven.

“loo much in the game
depends upon foreknowledge:
You have to know ahead of
time what needs to be

done. That requires sav-

ing f:m‘!y, workii g
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things eut through trial
and error, then rf_'slnring
to do it over without any
wasted moves, This is
nol greal puzzle design,

THE Seack B is
billed as an adventure,
and that’s what it is; it
isn'ta real mystery or
detective game. You
don't collect a bunch of
clues and analyze them
to determine the guilty
party. While you per-
form residuc printing
of abjects and voice-
printing of suspects,
these actions don’t mean much. What
you learn in the [ashbacks (except in
one instance) has nothing to do with
the criminal.

Somelime during the game, you
receive a video disk from someane that
shows you the criminal morphing into
his current form, and near the end, you
experience a short but eritical flashback
in the mind of the shifter himself,
which points the way to uncovering
him. While, of course, you had to play
the rest of the game to reach this point,
none of that could be called detective
work in the true sense, This was some-
what disappointing.

NO CIGAR

Overall, THE SPACE BAR is a game
that just misses the mark. While the
concept is refreshingly novel, it wasn't
used to best effect here. A difficult
adventure is always weleome, but too
many puzzles in THE SPACE BAR are
cither abscure or require trial-and-error
plus restoring to solve them properly.
The real-time aspeet puts an additional
burden on the player.

Coming as it does from Steve
Merelsky, THE Spack. Bar has some
genuinely humorous touches, but it isn't
as amusing as, for instance, his earlier
SUPERHERO LEAGUE OF HOBOKEN,
Much of the games social satire and par-
ady are often overdone and overlong,
"This one is best for those with a high tol-
erance for frustration. %
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ELLIOTT CHIN _ ACTION

Surfing for Action

Online Action Gaming Is Finally Growing Up

don’t mind admitting
that I haven't played
many online action
games, because there
are hardly any good ones
available. There is one
single-player game that
has made a fantastic
transition lo the online
world — QuakE— but

aside from that, there haven't been loo
many good action games to attracl
twitch fans onto
the Internet. That
could soon
change as some
of the best online
games ['ve seen
in recent months
getready to open
their gates lo
action fans all
across he
Intemnel.

Why should you
carcaboutthese | cover important.
games? Three
reasons. One finally brings social inter-
action, not just L‘h.'llting via I_\f]:-iug. into
online gaming; another is a spin-oll of a
hugely successful real-time strategy fran-
chise; and the last one brings 3D accel-
cration onto the Intemnel.

INTO THE FIRE

FIRETEAM is an online-only game
that deserves a lot more attention than
its been getting, It the launch title for
Multitude, a new company devoted to
multiplayer gaming, which was formed
by Edward Lerner and Art Min, both
formerly of Looking Glass Tech-
nologies. Art Min, who has worked on
SystEM SHOCK and STRIKE FORCE
CEnTAuRE TERRA NOVA, is the project
leader on FIRETEAM,

FIRETEAM is 2 lhn:c—ql larters, isomel-
ric shooter that was designed to be a
multiplayer game with cooperative play,
bite-sized 15-minute games, persistent
characters, and powerful customizabili-
ty. It will be immediately familiar o any
action fan who has played SynpicaTs
or CRUSADER

TIME TO PLAY FRIENDLY
What makes this game special is that
itis a feam game —and that it has the

FACEOFF Among FireTean's many cool features is realistic
line-of-sight, which makes facing and ducking in and out of

apprapriate technologies to really make
team play and player interaction work,
Says M{n,"'lbnmph}' is the essence
of FIRETEAM. There aren’lany games
on the Internet that emphasize
team play. “Team sports
are some of the most popu-
lar activities in society. The
social interaction and the
shared experience are just the
beginnings of why team play is
cool. Our technology is
Collaborative Play. Our early testers
just can't gel enough of the whole
experience. We've built our entire
game from the ground up on this idea
of Collaborative Play. Working logeth-
erina team, in a ‘hostile” situation,

against other teams in
a virlual environ-
ment—that is a greal
gaming experience.”
In FIRETEAM, you play a single, persis-
tent character (the game will record your
wins and stats), and you ally with your

‘ ‘ There

friends or find new teammates in a

pregame lobby. Once you've set your haven’t
teams, you enter an arena to plny avari-

ely of different multiplayer games, from b een too

caplure the flag to a game that

Multitude calls Gunball. Says Min, “Its Many gOOd
combat football. You pick up a ball and action

your job is o score. You want people to

prolect you while you try to score. The 9 ames to
sther team is trying to take vou ont, and

R R R attract

il you die, you diop the ball.”
What makes FIRETEAM a truly multi-

twitch fans

player team game is thal you can com-

municate with your teammates through onto the
microphone headsets, which are bun- I
n n
dled with the game, When you play, you ternet,
can shout orders, give updates, or beg but that
for help. You can also taunt your ene-
could soon

mies over the headsets in more a per-
sonal manner than you ever could by

change. ”

typing. The headsets really make
FIRETEAM 2 social activity. You can't play

the game any other way, and [ don't
think I'd want to.
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EDITING AND OTHER FEATURES

Aside from its familiar gameplay,
clean graphics, and unique coopera- vice,” adds Min,
tive and social elements, FIRETEAM
has an editor that will allow gamers to
build their own levels and objects.
Says Min, “You can build your own
lllill']!s il]]d creale _\01“’ OWN SCenarios.
It will most likely be released after the
game; it is unclear if it'll
be a free/shareware/
commercial product.
We'll see the demand
and go from there.”

Multitude also plans to
join with movie compa-
nies to create custom
themes based on popular
movies, and place them
online for download. !
. .,
“They can play games
that they can relate to.
Watch the movie, then
play it. Think about if
people could play an
online Star Wars or Star Trek or
Schwarzenegger movie, And its not
static; the movie game will be up for a

lew weeks and then another hiot
movic will have its game on the ser-

One of the other game features
Multitude is including in I'IRIETIEAM s
the ability to leave markers, For
instance, you can tell your leammales

lo rendezvous al flag 2, Anyone who
has played multiplayer DIABLO can

EDITOR'S DAY Multitude has plans for a robust editor that
will allow them to create levels and themes for download in
conjunction with big-budget movies.

altest to how difficult it is to give direc-
tions in a dungeon, where position is
relative, but Firieav makes it easy

with absolute markers as well as a
minimap in the screen comer.

At this moment, Multitude hasn't
vet decided on an economic model,
nor do they know with which gaming
services they Il partner, though theyll
probably have their own gaming ser-
vice (a la battle.nel) to cunlplcmcnl
their online strategy. What they do
know is that FIRETEAM will be a
retail product that you can pur-
chase at stores. Inside will be
the game, headset, and several
months of free gaming on the
Fireriam gaming service. Afler
those few months are up, you
can then start p;l_\'l’ng to p[a}',
though whether the fee will be
monthly, daily, or hourly is unde-
cided, as yel.

But don't just take my word for
it. You can see for yoursell how
fun FIRETEAM is when Multitude
starts beta testing in November.
Visit their Web site al Www,
multitude.com for more informa-
tion. The final game has a tentative
ship date of early 1998. %

Survival of the Fittest

Conauer: SoLe Survivor, a spin-off of the C&C
strategy line, and Tanarus, a 3D-accelerated tank
game from Sony.

As the name suggests, SoLE SurvivoR is a pure action
game in which
you assume the
guise of one
C&C unit, run
around a variety
of maps, gather
power-ups to
soup up your
vehicle, and
blast all your
enemies until
you are the last one standing. Since we last visited the
subject in our February cover story, Westwood has been
refining the gameplay and stability of the game.

Beta tests are winding down for this game, but | man-
aged to jump on and play a few rounds. It's a fast game
that features a continuous cycle of dying, respawning,
and wreaking havoc. There is no pretense of strategy,

T he other two online games of note are Commanp &

= DECEMBER 1597

though you will employ whatever strategies you normally
use in action games. You won't be able to camp near
power-ups, though, because they respawn at random
locations throughout the game world (this was premedi-
tated). The final product is nearing completion, and
should be in stores by Christmas. Pricing is still to be
determined, though you will buy the game at retail. To
play, you'll connect to Westwood Chat. However,
Westwood is falking to several gaming services about
hosting SoLe Survivor games. For more information on
the game, visit their Web site at www.westwood.com.

Sony Interactive's Tanarus is a title that |'ve only
played briefly. It's a messy killfest, much like the
Namco arcade game Torxyo WaRs, in which you blast at
enemy tanks and maneuver around different terrain.

The game supports the 3Dfx Voodoo chipset for
some nice graphics that are a marked improvement over
the usual online fare. The game also has day and night
missions and a variety of different locales to play within,
including snow and urban terrain.

For more on this game and an opportunity to beta test,
visit Sony’s site at www.sonygames.com. Pricing should
be available on its Web site by the time you read this.
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It's: a Dynamix® first-Sopwith Camels in
cyberspace. Multiplayer doglighting action
featuring internet and LAN support with up to
eight players and 1wo player head-to-head modem

piay.

Fly over a dozen types of single missions for
quick action or select Campaign play to
experience the full historical impact of
Red Baron® I1. Flyfor Britain, France, the U.S.
or. Germany. Progress from a lowly wingman to
squadron commander, earning rank, prestige
and betlcr aircraft on 1hc way.

Dynamix’s revolutionary new 35pace™2.0 engine
lea\)s ahead of the competition with unmatched

realism in terrain modelling, stunning graphics
and the most advanced flight models ever brought
to the home computer.

‘e's cunning, dcadly, cgousncal and totally ruthlcss-—the most famous, and feared, fighter pilot that ever lwed
Now he’s your: ultimate opponent. A

The Baron is backl

CONTENT RATED BY
ESREB

An epic achievement over three years.in the making, Red Baron® 11 is the most richly detailed, all-encompassi
ever to ?xplod(’ on the sri’eeﬂ—antl atrue seqm:l to the Iegcndmy Red Baron®. Froma multitude of 1er-direc




..yet
another
classic.”

‘The skills, tactics and personalities ol historical and
on-historical pilots are recreated with unbelievable
- realism by Dynamix's new ACE Al"™ system. As you

attempt to take out a computer-driven opponent,
* your only complaint may be that the AT is too good!

“Red Baron® II will make thousands of Aces
happy this winter.” — Hardcore Gamer

Edit existing missions or customize one of your
own with the Dynamix Mission Builder™. From
within historical settings, you control everythin

from objectives and flight plans to plane typesanc
pilots, assuring a nearly limitless variety of missions.

“Open cockpit, pre-radar, crash-n-burn dogfighting at it’s
best - a simulation well worth the prolonged wait...”
— Game Briefs

Customize the look, colors and insignias of your
planes in the Plane Paintshop. Use provided patterns
and palettes or import your own custom artwork
from any standard paint program.

U e Fpter Spndre L3
Sarin b Fighins Sepunirm
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DENNIS MCCAULEY °

Begs Santa for His Christmas Goodies

car Santa: The
Cliristmas season is
here once again, and
I'm hoping you'l
show a little more hol-
idlay spirit than you
did last year. Look, I'm
sorry | gave bad
reviews to some of the

games you left in peo-
ples stockings, but if you're going to cut
cheesy distribution deals to unload
turkeys like Bic; HURT BASEBALL and
UNNECESSARY ROUCHNESS, it comes
with the territory. After all, I do have an
obligation to CGW readers.

Okay, so maybe the red nose and fal
boy jokes were a little heavy-handed. But
no more bad games in my stocking, eh?
Frankly, I'd rather have coal. On the
other hand, if anthracite happens lo be
in short supply this year, there are a few

goodies I'd just love to find under my
tree on Christmas moming,

FEEL THE FORCE

Aightjolly old elf like you knows
how much fun a force feedback joystick
could be to a sports gamer. Although
product support is limited right now,
gamers should expect to see foree feed-
back options built into just about every-
thing in 1998. Visions of sugar plums
dance in my head when | imagine the
sharp crack of white ash on cowhide in a
baseball sim, or the lovely thwack of the
sweel spol in a goll game, Racing sims
will quickly climb aboard the force feed-
back bandwagon, and look for football
games to follow suil, Imagine a helmet-
removing blindside lackle, as the sensa-
tion of the hit rises through your hand
while the graphics and sound play oul
simultaneously. Although it probably

MADDEN XMAS Mapoen NFL 98 is at the top of most sports gamers’ w

be as good as first promised?

won't fit in my
stocking, Santa, I'm pretly impressed
wilh Microsofts new Sidewinder Pro
model, but I'l gladly settle fora CH
lorce I'X.

Anew video aceelerator would be
nice too, even though the expected 3D
explosion in sports gaming has been
more like a popgun so far. Over at the
Ilves” Workshop they understand that

1998 will be the year that 3D video really

begins to dominate the scene. Gamers
who don't have a card that supporls one
of the leading chipsets will be missing
the best sights in the new games, and will
even be shut out on some titles that
absolutely demand 3D, like MicrosorT
BasenaLL 3D, Santa, a 3DM-based card
waould give me support for a broad range
of games, but if youe in that cutting-
edge mood, ['d really like a card based
on the new Voodoo Rush chipset.

Since we're
talking hardware,
dare | mention
the “U” word? As
in“upgrade”?
Like so many
other sports
gamers, ['ve
found (to my dis-
may) that the
Pentium 133 that
looked so hot just
last year is ready
for retirement.
Standing pat
with my present
system will leave
me oul in the
cold with the lat-
est sports titles by
the end of 1995,
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Making a List

Our Naughty-but-Nice Sports Columnist Shamelessly

‘ ‘ Dear

Santa: No
more bad
games in

my stock-
ing, eh?
Frankly, I'd
rather have

coal. , ’




DENNIS MCCAULEY

MAY THE FORCE BE WITH ME Looking for a good gift for
CGW's Sports Editor? How about Microsoft's cool new Force

Feedback joystick?

At best I'll be running the new stuff with
much of the detail toggled off. A
Pentium Il sure would look fine next to
the usual socks and fruitcake in the pre-
sent pile. | know its asking a lot, M.
Kringle, sir, but I've been good. I've gol-
ten my reviews in by deadline. I've
backed up my hard drive. I've even
avoided taking cheap shots at console
gamers (mostly). | know you're a Dickens
fan, 50 to use the immortal words of
Oliver Tist, you'll know I'm referring to
CPU horsepower when | say, “Please, sir,
May | have some more?”

BUY ME THAT

Not to be greedy, Santa, but all that
new hardware withoul some cool sporls
games to play would be worse than man-
aging a team of reindeer withoul flea
powder. So you'll understand my humble
request for FA Sports’ Mapnex NFL
98. You and | both know it looks to be
the season’s best football game. You
know its the first Win 95 version in the
MADDEN franchise. You know that it
blew the doors off every other gridiron
game al [£3, You know that Madden
University has been enhanced, and that
the game will have more sim elements
than its arcade predecessors. And you
know sports gamers can't wait lo try it.

You'll also understand that [ absolutely
need (that’s right — need) MicrOSOFT
BastsaLL 3D. After all, this is the first

t big sports title from Gates & Co since

FuLL Courr Press debuted to mixed
reviews in 1996. Add the historical signif-
icance of being the first sports title that
mandates 3D hardware support, and the
hizarre/cool effect of having players

CowW
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faces scanned onto
their polygonal bod-
ics, and this onc
looks like a must-
have, Right, Santa?

And gee, since its
better lo give than to
receive, can | send a
few presents to some
friends in the busi-
ness? lor Accolade,
how about gilt-wrap-
pingaclue? |
thought the LEGENDS design team had
things together with an extra year to
work on the game. Did someone there
really expect that sports gamers — the
most demanding crowd there is—would
accepl a buggy, mouseless Win 95 prod-
uct thatlooks and feels like a so-so
arcade game? Was the cross-cra hype all
Accolade really had fo offer? If so, they
didn’t even get that right. The older era
uniforms aren't accurate, for one thing,
For another, missed field goals in 1968
gave the opposing team possession at
the 20 yard line, not the line of scrim-
mage. As one of the gaming journalists
who contributed in good faith to the pre-
release excitement, I'm doubly disap-
pointed at the LECENDS debacle,

For designer Ric Neil and the rest of
the MADDEN crew at EA Sports, how

el 10 | ;

L

§ 0} | Sl e L 2O

about some good project scheduling
software? Last | heard, MADDEN 985
release had been pushed from October
back lo January, and then back to
October again— but without some of
the promised new features. I'm dying to
see the final product, but [ can’t help
thinking back to 1995, when MaDDEN
slipped completely into vaporware, So,
Santa, do whatever you can to help the
MADDEN Leam stay on schedule,

St. Nick, can you stuff a graphics
experts resume in MicroLeague game
designer Dave Holt’s stocking? Dave’s an
innovative designer who makes some of
the best stat games in the business, but
his products always fall just short on
looks. His game engines deserve to shine
behind some snazzy 3D graphics.

For Clay Dreslough at Infinite
Monkey Systems, how about a big, fat
contract, Santa? | hear he’s been shop-
ping his clever BasenaLL MocuL design
around to the big boys. FA Sports hasn't
bitten yet, but theyre mulling it over, as is
at least one other major publisher.
MoGUL is a great game, Santa, and
deserves more support than Infinite
Monkey can give it from the spare bed-
room at the Dreslough Ranch.

Well, that’s it for now, Santa. I'll be
sure to leave the PC on for you. And lay
off the Christmas cookies, eh, tubby? %

CHRISTMAS JEER Lecenns 98 had everyone—including CGW's editors—drooling in
anticipation for more than a year. Now that it's out, they're frothing at the mouth over
the game’s many disappointments.
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The latest from -
" Gary Grigsby and Keith o
. Brors, STEEL PANTHERS IiI lets T

you'fight larger tactical battles using.

' the same easy-to-use interface featured in/

STEEL PANTHERS I & 1L This. brilliant tactical wargame includes

6 campaigns and over 40 scenarios. Engage in brigade-size battles
-~ from virtually every major historical conflict from 1939 to date,

- plushypothetical battles; siich as NATO 1998 and Holy War 1999!

New 200 yards-per-hex and platoon-size units allow you to‘control

entlre brigades — even divisions! Get key reinforcements
. during gameplay, And be assured of limitless armored
conflict withithe improved Random Scenario
Generator, which includes more powerful
scenario editing features!
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~ DOS CD-ROM
'www.ssionl‘i_ne.tom-

To order: Visit your retailer
or call 1-800-234-3088 with
Visa/MC (North America only).
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The ground trembles
Flames erupt...Smo
and nitro fill the air..

In eight seconds, yo
machine swallows
the strip whole:

“a blurred quarter mi
of screaming speed
and the smell of
burning rubber!

| _’ § @ 20 unique cars on 20 unigue tracks.
" @ Dozens of customizable components to twes

@ 32 telemetry and time card data points are
recorded to analyze your performance.

@ Accurate physics including realistic engine
model, suspension, tires and collisions.

® Replay and save your best races and crashe

@ Compete in a single race, event, or endure .
entire seasan.

" Multi-player support over modem and LAN.

powered by
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Our Fearless Simulations

always enjoy it when Interactive Magic will become a com-
industry pundits make pre-  petitive player in the flight-sim market

dictions for the coming when they release their next simulation,
year. It funtoread imagi-  leamning from the mistakes they made in
| native prognoslications [ :

| about the future of com- |

puting. Of course, its even |

more fun to stuff the

columns aside for a year,

4 come back and see how
many predictions they botched, and get a
good laugh at your colleagues” expense.

So that it can never be said that I'm not
willing to risk humiliation in front of mare
than 200,000 readers, I've decided to join
the elite ranks of such amazing visionaries
as Nostradamus, Camnac the Magni-
ficent, and Jeanne Dixon and offer my
own predictions for what simulation
gamers can expect over the coming year,

Editor Gets Crystal Ballsy

NO MORE MR. NICE GUY Frustrated that Microsoft would have the gall to put ‘

Cumpulitiun
should force sim
developers to wait

until a game is

! ﬁ ﬁ FALCON

4.0 and Rep
Baron IT will
ship—surely
the fifth and
sixth signs of

the coming

Apocalypse. y @

SOFT FUTURES multiplayer support in FuehT SmuLAoR 88 without including combat, one of the

Norld War 11 sims will make a strong many thurd pany add on producers will create a hack to add combat functionality.
comeback, eclipsing jet simulations in — —_ .
popularity (once pilots newer Lo flight IF-22's design. There was a lot that was fully cooked before releasing it onto the
sims discover the joy of dogfighting at done very well in I--22, such as the crowded flight-sim market, which will
close range). The first real Korean War supeth campaign generator, but the be a welcome relief for those of s tired
simulations will please many aviation installation difficulties, superficial graph-  of waiting months for a patch before
buffs, but they'e likely to remain a niche ics problems, and pauses on some sys- truly enjoying a sim.
product. The next big bandwagon willbe  tems caused many gamers not to notice. DID5 F-22 ADF/TAW combo and
Vietnam War sims, after game company With the wealth of sims that will be MicroProse’s I'aLcon 4.0 will both see
markeling weenies notice the interest in available next year, gamers will no longer  limited use by an increasingly budget-

Virgin/Eagle Interactives PHANTOMACE.  tolerate buggy initial releases.

-Prane has been fauded by many of its users
as the most realistic civilian flight sim around.
(See www.x-plane.com for details.) But with
primitive terrain graphics and a high price, the
sim-has remained a niche product. In 1998 developer
Laminar Research is expected to release a version that
merges X-PLANE'S detailed instrumentation and flight
dynamics with the Digital Image Design's impressive F-
22 ADF graphics engine. Best of all, this version should
sell for well under the current version's $199 price tag.

ON THE RADAR

conscious LS. Air Force interested in
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DENNY ATKIN

their systems simulation accuracy and
networking capabilities, Potential USAF
interest in F-22 ADF/TAW has already
been written up in respected industry
journal Aviation Week and Space
Teehnology. DID has received expert
input from Col. Richard T: Reynolds, a
2l-year USAF veleran and author of
Heart of the Storm, a fascinating look at
the genesis of the air campaign against
Irag. MicroProse has again enlisted the
advice of F-16 instructor Pete Bonnani,
who recently gave Cilman Louie a ride
in the back seat of an F-16D to clearly
illustrate the points he felt needed fine-
tuning in FaLcon 4.0,

Iidos” ConprveD Kivt will finally go
live early in the year, and the online sim’s
histarical World War Il scenarios will be
so popular that mainstays AIR Warrior 11
and WarsirDs will follow suit with similar
selups, at least as an option, The AIR
WarrIOR gang will surprise everyone
willi 3D support that will finally bring
their game’s engine into the "90s.

Microsofts FIGHER Ack: will initially
seduce pilots from the other online sims
with its low; flat-rate pricing. The other
providers will be forced to adopt new pric-
ing models, and by the end of 1998 hourly
fees for online sims will be a memory:

The “Electronic Battleficld,” which
will allow users of multiple simila-
tions—air and ground —lo fight in the
same battle, will be announced yet again
in 1998, This time it will really go live,
but not before mid-1999.

One of the strongest
players in jet-combat
simulations next year
will be a little company
based in Redmond,
Washington. Herek a
hint: They prabably
wiole your compulers
operaling system.

The wives of 238
hard-core flight simmers will file for
divorce, the Thunderseat-equipped, six-
monitor Thrustmaster F-16 cockpils in
the basement being the last straw. Nearly
100 of these men will eventually notice,

THE HARD GUESSES

With new games shipping with
DirectX 5, which isn't as vicious about
trashing your system’ video drivers as ear-
lier versions, Windows 95 game installa-
tion won't be as big a headache as it has
been. However, it will probably be
DirectX 7 or so before game installation
becomes as painless as it was finally get-
ting to be in MS-DOS before Microsoft
put the kibosh on that operating system.
(Which will be about the time that
Microsoft decides to move the home
market to Windows N'T; but that isn't like-
Iy to happen until the year 2000 or s0)

As more sims begin lo incorporate
force-feedback support and more gamers
getachance lo try force-leedback joysticks,
the technology will become a must-have
item for serious sim players. You'll even see
force-feedback support in some sims where

THE HOLY GRAIL Yes, Facon 4.0 will ship in 1998. Really. Well, we hope so, anyway.
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it not really appropriate, such as when the
real plane has fully fly-by-wire controls that
don't provide any feedback in reality.

The 3Dfx Voadoo chipset and its 1998
follow-on will continue to dominate the
“serious gamer” market, despite the pres-
ence of worthy competitors such as the
NVIDIA Riva 128 chip. 3D early per-
formance lead, the number of games
wrillen directly to support the boards
Clide API, and its strong support for
OpenGL will help it maintain the lead.

Direct3D will eventually win the 3D
graphics APl war, despite the strength of
OpenGL as an alternative. Sim devel-
opers won't want fo risk supporting
OpenGL exclusively when support for
the APl isn't universal among consumer
3D cards. Ironically, by the time
Microsoft gets through updating
Direct3D to appease developers frustrat-
ed with its convoluted programming
requirements, it may not look that much
different from OpenCL anyway.

THE REAL WORLD

FaLcon 4.0 and Rep BAron 11 will
ship—surely the fifth and sixth signs of
the coming Apocalypse. Once
EuroPEAN AIR WAR follows, sim pilots
will find themselves without long-term
titles to look forward to for the first ime
in years. Despondent, some will discon-
nect their joysticks, go upstairs, and sec if
the wife and kids still live there. Others
will refuse to buy the completed games,
deny their existence on store shelves, and
continue posting messages to the
Internet asking when they'll finally ship.

I'll dig this column up this time next
year, check my success record on these
predictions, and decide to write next
Decembers column on formation flying
in FLIGHT SIMULATOR 99. %
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Unique Gift laeas for Would-be Conquerors

o you often feel that
finding a gift for the
Caesar or Rommel in
your home leaves you
trapped in an endless
hexerid? Since Elliott

Chinand | have

already made our
holiday suggestions
for strategy/war
games on the computer (see the Holiday
Hot 100), here are some alternate gift
ideas, including boardgames, films, and
books; some of them might even get

nongamers imvolved in the fun.

BOARDGAMES FOR PEOPLE
WHO HATE BOARDGAMES
1. We the People

The American Revolution is generally
given short shrift in wargaming, ironical-
ly because its perceived as loo political,
So, designer Mark Herman (GRreal
BATTLES OF ALEXANDER) decided to
integrate the politi-
cal aspects with the
military conflict.
Instead of the cus-
tomary dizzying
array of rules (and
endless rules excep-
tions), We the
Peopleis played pri-
marily with cards —
there are only a
handful of card-
board leaders and
troops on the board
al any lime, which keeps things simple,

Fach player, in turn, plays a single
card (seven cards are dealt out each
turn, signifying one year of the war),
and each card plaved allows vou to
move a leader (with his troops), place
political control markers in the various

colonies, plalr:t: reinforcements, or

TERRY COLEMAN °

cause an cvent to oceur. Events range
from the momentous signing of the
Declaration of Independence and/or
gaining French aid, to various minor
historical oceurrences.

Excepl in rare cases in which George
Washington is captured by the British,
the only way to win the game is lo con-
trol a majority of colonies. Thus, battles
are fought for political control, rather
than for the 19th-century goal of
destroying the enemy on the battle-
field —which makes you think like vour
historical counterpart. The game plays a
lot like a modern version of Go, with the
added benefit that you know the history.

We the People abounds with nice
touches. Benedict Amold is one of the best
leaders for the Americans, but do you uti-
lize him, knowing that the British might
hold the Treason card? As the British, can
yourisk sending Comwallis on a sweep
through the southem colonies, knowing
that the infamous “Swamp Fox™ may lic in
wait for him?
When the game is
tight, can you
afford not lo send
Washington on a
last-ditch winter
offensive, hoping
he might gain an
edge in battle as he
did histerically in
"Trenton? This is
simply one of the
most elegant and
replayable designs
in any gaming medium, suilable for any-
one—even IK}]]g&II'l 1ET5.

Avalon Hill, $39.95

www.avalonhill.com

2. Rise of the Luflwalfe
Tired of card games? This one is not

only unique, it isn't a collectible card

P-Rah |

game. Aircraft from
WWII are rated

according to historical =Y

altributes, which are then translated to
card play. Performance of a fighter, for
example, is measured by how many
cards you can hold in your hand.
Horsepower determines how many
cards you may redraw at the end of your
turn, and each plane is also rated for
how many bursts it may fire in a turn,
whether it has afterburners, and so forth.
While playing single dogfights is fine,
the game really comes alive in the cam-
paigns, which introduce bombing and
strafing runs, along with secret options
for each mis-
sion. The
add-on pack,
ighth Air
Force, intro-
duces jets,
and is more
focused on
the air war

STRATEGY/WARGAMES

over
Germany. Fach game can be learned in
minutes and is wonderful for introducing
someone to the hobby:.
GMT Games, $25
www.gmtgames.com

3. Settlers of Catan

This German design was a huge hit at
CenCon this year; the tournament
reportedly drew more than 100 people,
including a large percentage of women.
Basically, this is a trading game reminis-
cent of Pit, in which you trade various
commodities (lumber, brick, ele.) in
order to build towns and roads. The twist
is that the puzzle-cut board pieces allow
for a different starting setup with each
new game, a rarity for a boardgame. As
with all multiplayer games, diplomatic
skills are often more important than

DECEMBER 1297 cewW
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TERRY COLEMAN

board position or dice rolls—especially
in the advanced game, where you may
interfere with other players” plans more
directly. There are several add-ons,
including a privateer module, but the
nrigin:ﬂ game remains the most simple
and addictive,

Imported through Mayfair

Games, $40

www.coolsites.com

(for the Mayfair Games U.S. version)

www.die-siedlers.com

(for the original German version)

4. Quebec 1759
[fyou've ever played Stratego, you'll
be instantly comfortable with this game.

The wooden blocks used in the game lo
represent military units face toward you,

so that your opponent doesn't know
exactly who he is facing, much less how

Epic Battles
On Screen

The Seven Samurai
Kurosawa's mas-
terpiece is far bet-
ter than The
Magnificent Seven. 1
Spartacus

This taught
Kubrick how to do &
epics, like 2007: A 15
Space Odyssey. |
Lawrence of

Arabia

Get the newly restored director's
cut and crank it up.

The Givil War

Ken Burns' opus is the definitive
histarical documentary.

Aliens

It may be sci-fi, but James
Cameron definitely nailed the
Marine attitude.

The Longest Day

It's nearly the longest movie, but
it's still a fine ride.

Star Wars Trilogy

Watch the first two (no Ewoks),
then play Wing Commanper Il
Henry V

Agincourt is grittier in the
Kenneth Branagh version.
Gettyshurg

Overproduced, with uneven act-
ing, but great battle scenes.
Excalibur

Magic & maces, plus |'ve always
fancied Guinevere as a brunette.

taken, and

many casual- T{e})c_(
ties you've % 1 759

vice versa.

"The action
focuses on the
climactic bal-
tle on the
Plains of
Abraham, which decided the French and
Indian War. Simple battle resolution
reflects 18th-century tactics pretty well,
especially considering the game was
released 20 years ago. It takes just min-
utes to learn and is playable in around a
hour—what more could you ask for? [f
you like the game, Columbia is one of
the few boardgame companies still
doing reasonable business: Sam Grant,
its wooden-block game on the Civil War,
just shipped a couple of months ago
(though it is a bit more complex than
Quebec 1759,

Columbia Games, $36

www.columhiagames.com

5. Junta

This tongue-in-cheek view of a ficli-
tious banana republic is one of the most
raucous multiplayer games ever. The
mechanics are incredibly simple: Who-
ever is elected Fl Presidente divides
yearly funds and doles out offices lotally
at his discretion; everyone is a general,
admiral, or political keeper of the faith
(witha gun). Fach turn cngcndnrx a
great deal of grumbling, political
maneuvering, and even assassinations
between the haves and have-nots.
Eventually, there is a coup attempt, and
amidst much posturing and rolling of
dice, the reigning President cither sur-
vives or is ousted (and the losers are
generally shot, to
reappear as a
“cousin,” so that
no one is ever real-
ly out of the
game).

While there is
some structure to
the game, rules
lawyers are at a

huge disadvantage.
Players may
change allegiance at the drop of a hat,
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Bedtime Reading
for Wargamers

The Definitive Wargames
Handbonk
Wargaming icon Jim
Dunnigan's show and
tell of game design;
The Civil War
Shelby Foote's three-
volume set elucidates
and enterfains.
Miracle at' Midway
This is a very readable volume and
goes well with PACIFIC GENERAL.

The Art of Wargaming

Peter Perla puts it all in perspective;
great anecdotes.

Batties of the Great
Commanders

Anthony Livesey offers a coffee-table
book that really works.

Red Storm Rising

Tom Clancy's tale of WWIII; they used
Harpoon to play out the battles.
Fighter

Len Deighton's Battle of Britain is so
vivid it reads like fiction.

How to Make War

Jim Dunnigan and Austin Bay pull no
punches in this best-seller.

The Face of Battle

If you haven't read any John Keegan,
start here.

The Killer Angels

Gettysburg comes alive in this Pulitzer
Prize-winner by Michael Shaara.

and, as with all multiplayer games, anyone
obviously in the lead is a big target. Oh,
ves, there is a point to the game: Whoever
can get away from the island republic with
the most in his Swiss bank account wins;
most people, however, simply play Junta
for the sheer chaos factor.

West End Games, $35

Keep in mind that while computer
gaimes are fun, they aren't quite
as .‘inci.’il a5 ]]]:]}"ing H| hn:lrdg.‘lll'lc
with a group of friends or rela-
tives — especially since the holi-
days are the most likely time for
nongamers to show an interest in
our peculiar hobby: If you do
look to purchase some of the
games listed above, whenever
possible, please support your
local hobby store. Who knows?
You might even make a gaming
contact. Happy holidays! %
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It’s the sequel

to the 1996

Strategy Game

the Year.

And it's got

more firepower

than ever.

Use your head.

Don't leave any=

thing standing.

And don’t take

anyone alive.




Your Source for Ruthless Strategies, Tips, Cheats, and Hacks

Betraval In Antara

Our Walkthrough Wizard Gives You a Roadmap of Anlara

by Petra Schlunk

. ETRAYAL IN ANTARA is such a huge game that we could

:':_- spend forever just discussing all the side quests. Instead,

& wee going to cut right to the chase. As in all role-playing

o/ games, you'll make the best progress by doing everything
you can, selling everything you find, and speaking to every-
' one you mect. [f you're an item hoarder, don't bother. Go

: " ahead and use any potions and weapon enhancements
W hcn you find them (and you'll find plenty). Buy lots of senwater to
see your gang through combats, and never adventure without basic
provisions (such as shovels and rope).

Chapter One

Go southwest to Briala. You'll have a fight as you leave town and
Kaelyn then joins you. Speak with Scott in Aspreza’s Inn. "o end the
chapter, go to the Escobar Estate in Panizo,

Chapter Two

The mage Finch is in a canyon north of Midova. He wants some

Chailan Tea, In Midova, speak with the man in the inn, Paclo at
the imports store, and Antoni the banker. Return to speak with
Paolo after seven days. Then speak with Antoni. You must find
Enkudi (along the road between Ligano and Sortiga), who gives
you gems to pay his debt.

ANTARA AAA MAP Enter this canyon near the road to Ligano to get
nearer to Ticoro in Chapter Two.
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Give Antoni the gems and get the tea from Paclo. Give Finch the tea.
l'ind the canyon in the mountains northwest of Panizo (just north of the
road to Ligano). Pass through the canyon and head north along the river to
reach Waterfork. Follow the road and enter Ticoro to end the chapter.

UNLY THE SHADOW KNOWS Henne's Shadow Inn is the only place
you can rest in Ticoro.

Chapter Four
aelyn will leave you for now. Pay the merchant for infor-
Hmaﬂnn at the crossroads hetween Ticoro and Vamesse.
Head north of Vamesse and through 2 mountain pass to
reach Isten, In Isten, speak with the gossipy old lady to
leam about a theater performance. East of town, open the
head chest (north of the road) to get theater tickets.

North of Isten Is the theater. Give the tickets to the box
office agent and enter the theater. Speak with Maria to
Ieam ahout Simon. Go to the Temple of Henne in Durst.
Speak with the girl in the right pew to hear about the
Revered Hand (Fellich Mar).

Speak with Fellich outside Ticoro to learn that Simon Is
in Ravenne. Visit Simon’s house there and find a note. Go
to Levosche and find Simon standing in the middle of
town. Speak to him to learn that the Shepherd’s
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WALKTHROUGH: BETRAYAL IN ANTARA

Chapter Three

This chapter takes place within Ticoro.
The only place you can rest is Henne’s
Shadow Inn in the southeast quadrant of
town. Talk to the innkeeper, then to Scott (in
the inn), and then to the innkeeper to get a
room here.

In the southeast comner of town a man
complains that his ware-
houses nearby have been
broken into; you can
inspect their locks. Talk to
Lord Caverlon (near the
door by the outer south-
west corner of the plaza)
and show him Gregor’s
medallion, Speak with
Lord Sheffield on the south
side of the plaza, Visit
Henne’s Tabernacle in the
north of the plaza and
speak with the priest. Goto

DAD COMPASS

Knights Promise [nn in the
northeast and speak with Selana; show her
the medallion.

Speak with the guard in the gatehouse on
the north side of town, After you leave,
Kaelyn will mention that she noticed a hole
in the ceiling. I'ind the rampart gate a little
to the west and try to open it.

On the cast side of town is an unlabeled
shop called Keys and Bolts. Talk to the
owner. Talk to the man standing in the

Headquarters is in a cave northeast of
Ticoro and that you need a talisman to
open this cave. He has
huried his talisman in
his garden in Ravenne.
Click on Simon's
garden in Ravenne (no
shovel required) to get
the medallion, then
examine it.
Head north of Ticoro
to the cave and click on
the stone door. Use the
medallion on the close-
up view and examine
the stafi. These symbols NEED DIRECTIO
are the stops for the

southeast corner of town. Return to the
locksmith to get the rampart key:. Use the
key on the keyhole by the rampart gate and
go upstairs, heading cast toward the gate-
house. You will be told when you are near
the gatehouse. Facing east, look on the

brick floor for a tiny, gray hole on the right.

Click on the hole to overhear a conversa-

The parly arrow shows where to look for

Kaelyn's father in Chapter Five.

tion. Go o the Green and the White Inn
and talk to the seated man. Return to
Henne’s Shadow Inn and click on the
innkeeper to end Chapter Three.

Chapter Five

Kaelyn and Raal are traveling together
and must find Kaclyn’s father. Head toward
Darvi and enter the woods to its north. Iind
the shack and click on it to get a letter.

Right-Left-Right combination. Open the
toor to end the chapter.

NS? In Chapter Four, this merchant tells you
where to go first.
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GAMER’S EDGE

Feeling
Betrayed?

Try These Tips

Treasure
Chests

ockpicks can disarm trapped

chests, but always save first,

as traps are triggered regu-
larly—even by an expert lockpicker.
To solve the lever chest riddles,
make notes of all proper names,
including those revealed when you

examine ohjects.

Healing

uy and collect enough food

so your party can rest often.

Resting in inns restores
characters to full health (and is
free in Briala). If someone is inca-
pacitated, you must rest a long
time. There is no miracle cure
(short of reloading the game from
an earlier save), although a circlet

of Senaedrin will cut a party mem-

her's healing time in half.

WE'LL KEEP THE LIGHT ON FOR YOU The
Spitting Lion Inn in Briala lets your party
rest for free.

CGwW
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WALKTHROUGH: BETRAYAL IN ANTARA

SWAMP THING Enter the guarded shack in
the swamp north of Torlith to end Chapter Six.

While you're in the woods see the wraiths and a note to Birge in Imazi. Give these
items to Birge and click on the hole in the
ground nearby. Visit Chee in the Montari

cave east of Sortiga. Return to Birge and

Go to Tordith and head north along the
(avoid them; you can't fight them yet) and river to meet some men near a shack in the
encounter the Fur Father. swamp. Give them the potions and then enter
Iind the cave in the mountains north of the the shack to end Chapter Six.
woods. Head north through the woods until
you find a lake. Then cut east looking for a

small cave in a clump of trees wedged

speak with him to get a letter.
Chapter Seven

Kaelyn and Raal must find William and
Aren. Near Grandeur, meet a'TrKaa who

Return ta Lokath and show him Birge’s
letter, Get the letter and take it to Kahleth
between the lake and the mountains. Enter in the camp just south of town. You must
this and find Kaelyn’ father. Speak with him
and give him your weapons to get them

enchanted. Kill the five groups with wraiths in

now take some swamp-walking polions lo hands you a note saying thal your pals are in
some men southeast

ol Darvi.

Darvi. Unfortunately, they're nat there.

SU]IIL‘L’)IIL‘ in I‘.’lli:\'l illltl some-

Chapter Eight

the woods nearby. Then speak with Kaelyn’s
father to end the chapter.

Chapter Six

Aren and William are in the cave and their
first goal is to find the Shepherd Leader. Explore
the passages to the east and find the lever chest
asking about a Grrrif warrior (answer. malkere).
“lake the lantem from the chest and head east lo
the mosaic on a locked door. Click on the door
and then use the lantem on the sconce to the
left to illuminate the mosaic. Press the highlight-
ed buttons to apen the door.

Find the Shepherd Leader in the northeast;
after this encounter and the following
episodes, you can leave the cave to the east,
Now you must track down some mercenarics.
Head cast. In Ganath, talk to the inn’ propri-
etor. If you drink some Halders Brew before
wrestling him, he will refer you to Lokath in
Chath to lear mare about joining the merce-
naries. You can find some Halders Brew in an
empty house in Bakril,

In Choth, talk to Lakath in front of the
inn, and he'll send you to deliver 14 rations

ou start this chapter in Breland. Buy fidali leaves from a
shop here. Go lo Havesly, speak with everyone, and explore
the llghthouse. In a tavem In Nathby, talk to Poul; in this
town's shipyard, speak with Gaptain Tyee.
In Beluckre, buy some Iatty meat from the inn. Speak with Misha in the brothel.

Then talk with the man In the local shop. Give him fidall leaves, senwater, and the fatty

meal. Give the sencream to Misha 1o get Gregor's key.

In Knightridge, speak with the innkeeper and then visit the local artist and his sub-
Ject nearhy. Also, stock up, here and in
Nathhy, on whetstones, rope, shovels, and
other important items; you will need them

in Chapter Nine.
o to Havesly and speak with Lord

Sheffield. Give Gregor's Key lo the

local Innkeeper. Read Gregor's jour-
nal, Leave the inn and head
toward Sheffleld’s castle to end
the chapter.

e

UP AGAINST A WALL You'll find Finch standing by a
canyon north of Midova,
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THROUGH: BETRAYAL IN ANTARA

ENDGAME Open the chest to the left in the workshop to find in
on the right.

one else in Camille will provide clues to

William and Aren’s movements. You must now

cross the river lo the west. You can pay 100
burlas to cross the northem bridge or yon can
join two hearts (one in Fastbank, one in
Camille) to cross for free.

In Everton, a girl will tell you that William
is going to Antara and is waiting with two
others at the mountain pass. Head toward
the mountain pass east of Isten and speak
with William and Aren, avoiding the merce-
naries nearby.

Buy some ope and oil in Isten and com-
bine them to make three explosive flasks. Use
these [lasks on the three mercenary groups (in
the 3D-world view). Follow your friends to
Antara, where Raal will leave the party. Fnter
the capital to end the chapter.

Chapter Nine

In the castle, find a cellar key and anote in
a chesl upstairs. Downstairs, use the key on
the keyhole by the cast grate lo access the ecl-
lar, Speak with Lord Sheffield and Selana in
the cellar, learning that you must find
Sheffields mage, Bryce.

Leave the castle, If you are understocked

on rope, shovels, ele., hop a coach lo

CowW

Knightridge, stocking up there and in Nathby.

“Take the Knightridge coachi to Dumali and

walk back to Havesly:

Iinter the cave to the west behind
Sheffields castle, Use rope to cross the pits
(keep your cantrol panel unlocked). You will
find more rope along the way After traversing
several cavelike areas, you will reach Bryce
and his workshop.

Iinter the workshop, talk with the injured
Bryce, and read the journal. From the
chest on the left, place the following into
the cauldron on the right: hardening fluid,
talicor powder, TrKaa feather, nudberries,
and senwater; then you can relax as the
ending cinematics begin. %

Using Objects

Combat 101

Iways sneak up on enemies

and adjust your combat tac-

tics as needed. Early on,
gang up on one opponent at a time
(their loot is important). Later, use
Aren’s spells. Unseeing Eye is use-
ful in early chapters, Lightning Bolt
and other damage spells become
important in Chapters Three and

Four, and Armorlight (prevents dam-

age) is essential in Chapter Six and

afterward. Finally, always keep your
stuff in good repair and use potions
in comhat to improve your skills
and to restore health and stamina
as needed. (For more specific com-
bat advice, see last month’s

Gamer’s Edge.)

NEED A SPARK IN COMBAT? Lightning Bolt
is one of your most useful spells for damag-
ing enemies

bject usage varies by situation. Double-click to use potions and books. Click

whetstones and other items over objects they are meant to affect. Equip

items by clicking them over your character’s figure in the inventory. To use

ohjects in the 3D-world view, click on them, then on the gauntlet under the inventory,

and then on the target. Use objects with nonplayer characters hy moving the object

from your inventory to theirs.
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Pacific General

How To Achieve a Miracle at Midway

by Marc Dultz

hen the curtain rose on 1942, the Japanese Empire

| had—in a stunning series of air, land, and naval
allacks— conquered much of the territories dotting
the central and southwestern Pacific Ocean, The
Imperial Japanese Navy and Army—in a series of
boldly executed amphibious assaults — had success-
fully invaded the Philippines, Malaya, Siam, the

Dutch East Indies, Singapore, Hong Kong, Guam, and Wake Island,

and were greedily eyeing lands beyond. By midyear, Japanese forces
were poised to assail both India and Australia, two important mem-
ber nations of the British Commaonwealth, and the specter of a
Japanese invasion of the continental United States became a fright-
ening possibility.

To remove any polential counterstrike by the lax Allies, the
Japanese had launched a preemptive carricr-born aerial bombard-
mient against both the Philippines and the Hawaiian Islands, which
laid to waste much of the American surface fleet moored in Pearl
Harbor, as well as several hundred land-based combat aircraft neatly
parked at nearby airficlds. The Allies, hard-pressed to respond until
sufficient forees could again be brought 10 bear, had little choice but
to remain on the defensive throughout the early stages of the war. 'lo
stymie any further Japanese expansion plans, American forces

PRELUDE TO BATTLE Japanese and American air forces (shown above) con-
verge to deliver the fatal hammer blows. As the aerial storm gathers in intensi-
ty, so too does the action below. The strategic map to the right shows initial
dispositions for each side’s naval forces.

DECEMBER 1997

braced themselves for the next onslanght, coupling whatever mili-
tary assets were at hand with invaluable information obtained from
Japanese radio messages intereepted and broken by the Magic
decoding device.

Their determination and resolve proved decisive, Within a yeark
time, the fortunes of war would radically shift; this time irreversibly
swinging in favor of the Allics. Tivo battles —one waged in the skies
near the tiny istand of Midway; the other, in the tropical swamps and
jungles of Guadalcanal — would forever aller the balance of power in
the Pacific. The outcome of these climactic engagements would set the
tone and momentum of military operations for the rest of the conflict.

“I'his months article deals with ways to achieve a decisive victory
in the Midway scenario of PACIFIC GENERAL. Next month, we'll gl
down and dirty on the island of Gualdaleanal, one of the most bitter-
ly contested campaigns of WWIL

Midway

As the U.S. player, you are hard-pressed to repeat what your his-
torical counterpart achieved. I'irst, the preliminary victory point
score is lopsided, weighing heavily in favor of the Japanese player
(US: 0, Japanese: 356). Second, you have just 10 tums to locate,
intereepl, and, mostimportantly, sink at least four of the five
Japanese aireraft carriers, which are protected by a sereen of power-
ful warships and several squadions of capable enemy fighters. Third,
be mindful of the fact that the Japanese player is charged with oceu-
pying Midway; therefore, you must prevent his naval forces from
moving adjacent to the island, while simultancously minimizing

your own losses.
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Go West,

Young Man

The U.S. player must remain
aggressive, using his air and
maval forees in the most effi-
cient manner possible to
effect a quick and decisive
victory over the combined
Japanese air and naval
onslaught. "o suceeed, you
must first defeat, in detail, the
massive Japanese air force

SAFETY IN NUMBERS Solo aircraft carriers may be able to
defend themselves better than their historical counterparts,
but they're still vulnerable to critical hits. Group your carriers
together in a single task force and surround them with plen-

ty of smaller craft for AA defense.

Fortunately, there are several miligating
factors working in your favor. The island of
Midway is, for all intents and purposes, an
unsinkable aireraft carrier, able to service and
repair both naval- and land-based combat air-
craft, Therefore, if vou can draw the eneniys
forces within range of the islands air base, you
should be able to increase your own air unils
effectiveness — landing, replenishing, and
qunching air units to continue the battle in as
few as two turns, The Japanese player, on the
other hand, must either sail his aircralt carriers
closer to Midway — further into hann’s way —
or fly his planes back to his awaiting aireraft
carriers, in all probability located a tum or two
outside each airerafts movement range.

You also control more fighter aireraft than
the Japanese plaver (13-9), many of which are
excellent machines able to thwart the nimble
Zero. If you can deliver the first blow— elimi-
nating, severely weakening, or surrounding
several Japanese fighters — your forces arc all
the more likely to destroy the remaining
Japanese fighter units coming lo the aid of
their brethren. Finally, your two PBY Catalina
aircralt possess a spotling range of six hexes,
thereby making them ideal reconnaissance
aireraft. Your opponent, no doubl, realizes
their value as well, and will seck to eliminate
them in eamest before they have the opportu-
nily o locate his units and consequently upset
his battle plans. As you'll soon see, this, loo,
can work to your advantage.

CGW

heading toward Midway, and
thereby eliminate the threals
pased lo your laclical aircrafl
and surface fleet, Therealler,
you musl turn your altention

to the Japanese fleet before it

can reach Midway or allempt
lo retire to the northwest quadrant of the map.
Therefore, the enemys air and naval forces
must be lured into battle, surrounded,
attacked, and pursued before they can disen-
gage and withdraw (you must do this well
before the time limit expires).

Begin by immediately redeploying vour
contingent of land-based aircraft 1o the north-
west, linking up with your carrier-hased air-
craft, and thereby forming the southern seg-
mient of your soon-lo-be-constructed wall of
aireraft. Next, move all of your carrier-based
fighters several hexes to the wesl, lining them
up along a vertical axis in the “27” hex row:
Release the three F4F Wildeat squadrons fly-
ing CAP over your carriers, sending them lo
teinforce your aerial armada, Place your dive
bombers and torpedo planes behind your wall
of fighters, out of reach of the enemy lighters
but close enough to
the enemy’s surface
fleet to deal them a
mortal blow on the
following turns.

Place one PBY

Catalina at hex

bait to lure several Japanese Zeros away from
the rest of their air force.

Move the second Catalina southeast, near
vour redeployed land-based aireraft, ‘The sec-
ond Catalina will be used Lo help locate the
Japanese carriers after they inevitably um tail
and head for home. When the Zeros discover
the first Catalina, they will have, at most, two
opporluniies o attack it; bul they don't possess
the movement range lo surround it. Chanees
are, the Catalina will survive the encounter,
providing important information regarding the
disposition of the nearby Japanese aireraft.
Afterward, it can then be withdrawn to the cast
until such time that it, too, can be used to help
locate the Japanese fleet. Don't worry about
the Japanese scout plane lurking just to the cast
of your naval squadrons, For now, it serves as
bait, allowing the Japanese player to fix your
fleets position and drawing additional enemy
aircraft into the trap.

Consolidation Can
Save the Nation

Consolidate the Yorkiown Battle Group
(Task Force 16) with the Linterprise and
Homet Battle Groups (Task Force [7). Place
the carriers together in a light formation,
sereening Lheir position with cruisers and
destroyers placed several hexes lo the west,
On subsequent turns, move all of your naval
forces on a westerly course behind your air
units, ready to recover and replenish return-
ing exhausted units. Move your submarine
due west, sereening the island in the unlikely
event that the Japanese head south then cast
toward Midway. Bear in mind that sub-

marines can now move atop or below the

YORKTOHN

3th FAF Hildcat

Stranpgth: 10

coordinate “20,21," Fuel 51
firo: 6

well ahead of your

own air fleet but

not too far forward
as fo bring about ils
early demise. This

PBY will be used as
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AIRBORNE EXPRESS Some aircraft carriers are capable of accom- ‘
modating up to seven air units. Critical hits can affect not only a
ship's movement capability, but also the number of aircraft it can
safely store below deck.
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surface, rading speed for stealth
and striking power.

As the battle unfolds, concen-
trate on destroying the Japanese
fighter aircraft, then their cruisers
and destroyers, and, finally, their
tactical bombers and carriers.
Since capital ships, inclucling car-
riers, can be struck by eritical his,
il may be wiser to simultaneously
allack several carriers instead of
finishing them off, one by one.
Ciritical hits can, among other
things, drastically reduce the cari-
er’s movement allowance, permit-
ting other aircraft to cateh up with
the fleeing vessel. Whenever pos-
sible, fly one of your aircraft (even
those that have fired) into the
sane hex as the enemy carriers,
“T'his prevents the carrier from
recovering their own aircraft
unless they move to a new loca-
tion, linally, even aircraft carriers
can inflict damage upon other
ships, including carriers. [f all else
fails, move one of your carriers
adjacent to his and blaze away.

Although this is unrealistic, vou

should be pleasantly surprised by
the results.
Don't bother purchasing new

air units, since they arrive on
Midway, far removed from the
action oceurring to the wesl, In
similar fashion, it doesn’t pay to
replace returning battered fighters
unless they're still sorely needed at
the front. After all, units automati-
cally receive replacements
between scenarios. Instead, hus-
band those valuable prestige
points, since theyll come in handy
further into the campaign.

When you mass for the attack
on the Japanese carriers, use your
Tactical bombers first o soften up
the target, then use the lorpedo
planes o finish them off.
Fortunately, its far too carly in the
war for the Japanese kamikaze sui-
cide aircraft to respond in kind. %

CowW
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None But the Brave

merican and' Japanese air forces mix it up in the skies near Midway. Navy F4F
AWHdcats initially flying/CAP are ordered to join up with otheraircraft already

heading westward from the carrier groups. Instead of probing.the airspace
beyond, they loiter along a north-south axis until land-based aircraft, dispatched from
Midway, can form the southern'shoulder of the Immense air armada.

The trap (shown below), baited with a single PBY, Iures several nearby AGM Zeros
further eastward.
This ambush
strips the .
Japanese bomber
squadrons of
fighter protection.
Meanwhile, the
PBY has a fair to
moderate chance
of surviving the
air attack and can |
then be with-
drawn until'it's
safe 1o return.

Instead of retir-
ing to safety,
Japanese
bombers and torpedo planes will attempt to' home in on their reconnaissance aircraft.
They will then attempt to penetrate the American aerial screen.-only t0.meet their swift
demise. The reconnaissance aircraft can be'dealt with later on, once the U.S. fighters
are free to roam at will.

On the second American turn (shown at bottom), the feeding:frenzy begins: Both
Marine and Navy Wildcats take up positions ahead of the hapless Zeros, while the less
lethal but sturdier P-40'Warhawks get in their licks on the flanks. The Warhawks
possess a slightly higher air defense value than the Wildcats, and-are therefore:less
susceptible to enemy air-to-air fire during the inevitable Japanese counterattack.

On turn three, alreraft are brought up along both flanks, surrounding the remaining
Japanese air squadrons. Once their fighter escorts go down, the Japanese tac bombers
have no place to go. Don't be afraid to use your own bombers.-PBY: Catalinas, land tac
bombers to surround the enemy’s tac bombers; thereby preventing them from:fleeing
the scene until your fighters:are free to resume their mauling.
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Extreme Assault

Fart Two of Our Walkthrough Rockels You Past the Final Levels

by Gordon Goble

ast month, in the November issue of
CGW, we provided hints and walk-
throughs for the more difficult or
interesting missions of EXTREME
AsSAULT first two operations. ‘This

month, we return Lo the game with

some mission walkthroughs for

Operations 3,4, 5, and 6.

OPERATION 3 MISSION 2

Literally dozens of upgrades and power-ups
wait in the opening loading bay, hidden in
crates, barrels, trucks, and spiders. That said,
don't expose too many of them too soon,
because they all have a limited life span —if
vou don’t pick them up or can’t fit any more

on board, they pull an annoying disappearing

'SHAKE 1T, BABY Go straight for the center of this |rksuma earth mover in thls tha f nal m|ssinn of Operatlon 3.

acl, Leave some behind so you can retumn in
Mission 9 to reload.

Shoot out an air duct al the back of the bay to
exit, then deal with the maze of passageways and
all of their naughty little inhabitants. When you
finally do get the “Mission Successful” message,
you'll be outside. Ignore the message, turmn 145
degrees to your right, then venture back inside
and chomp away on those power-ups.

OPERATION 3 MISSION 3

Check beneath the deck of your aireraft
carrier for power-ups. Snateh them up, then
watch the skies. Ifyou happen lo spot a large
airbus approaching from over the water, shoot
atit, and then head infand to the canyon for a
heaping helping of hospitality.

DECEMBER 199/
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OPERATION 3 MISSION 4
Harmless native village or lerrifying
death trap? You just know it’s going 1o be the
latter, but don't let your lust for destruction
screw up your day. You see, fiendishly
placed smack dab in the center of things
are the three hostages you seck. If you use
too much firepower, you could kill them
instead of save them, so work the perime-
ters of the village and draw the enemy ont,

Then go in for the rescue.

OPERATION 3 FINAL MISSION

Did I hear someone say “This sucks?” Well,
yes it does, and if your armament is low, the
final mission of Operation 3 will undoubtedly
take repeated attempls and hours of your
valuable lime,

The only way I've
found to defeat the
titanic tunnel digger is
by throwing cvery-
thing you've got right
atits heart: the center
and most fortified tar-
gel. Of course, while
you're bealing away at
it, it'll be firing back al
you and moving ever
forward.

Start by launching all
your big guns [rom a
safe distance, then
whillle away with your
laser cannon and fire-
flash. Alter your eleva-
tion lo keep your own
damage to a minimum,
and rearm from the
supply of upgrades
direetly behind yon.

T

Remember, the faster




WALKTHROUGH: EXTREME ASSAULT

you strike, the less chance you have of

becoming an Al 1-23 pancake.

OPERATION 4 MISSION 9

Use stealth in your T1 tank. Approach the
first room cautiously and eradicate as many
targels as possible from the cover of the
entrance corridor. Tanks and powerful gun
emplacements are crammed over on the left
side of the room, but you can remove half of
them without exposing vourself. Make a quick
dash to the exit corridor and charge o the
end, eliminating the tank shooting at you from
the next rom.
Now you can backtrack to the original
room, get under cover, and do away with the 00:00
remaining largets before scooping up some SCORE 0426165 = e

valuable power-ups. Head back 1o Room 2 DEFEND; THE WERARONS. TRAANSRORTERI:

’ GUN IT DOWN The gun emplacements at the end of this valley (Operation 5, Mission 2) must ‘

) . be remaoved before they see your transport. Work quickly. f
Mission successful, sy A AN ST NI I S e MU i i S bbb

and, from the cover of the corridor, shool out

the two generators with vour razor gun.

you accelerate o the tunnel at the end, all the — as possible. Unlike the earlier emplace-
OPERATION 5 MISSION 2 while launching missiles at the oncoming ments, these last few guns will lock on and
Iscorting the AH-23 will require at least choppers. Al the end of the valley, liftand turn - paste your transport chopper if given half a
one Smart Bomb or Thunderbolt, Take off sharply to the left to take out the last gun chance. Monitor your radar elosely as the
immediately, ahead of the transport copter, emplacement. transport arrives, and eliminate any
and dive into the valley to the right. Hit the “Tien quickly and fire your heavy-duty choppers or fixed guns that seem to be
deck and hug the valley floor for protection as sas many fixed guns registering hits.

OPEHATIBN 6 copters from behind cover

hefore moving back out front
I\}IIQQION 9 and blasting the launchers
The AH-23 must blow its way into a'huge ahove the ground-level force field. From here
fortress; guerrilla tactics are once again the key to you must use the cover of the building itself to selectively
success. Stay low and sprint into the blind spot inside shoot all the guns and launchers. Eventually, just the top
the right arch. Turn and pick off the enemy heli- generator remains. Once it's gone, the door is open.
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WALKTHROUGH:

\SLOREQ647115
fORATAESS DEFENSESI

BE VERY, VERY QUIET Stealth rules. Pop in and out from the cover of the building itself to fight

your way through Operation 6, Mission 2.

OPERATION 5 MISSION 9
Back to the Sioux AH-23 again. Burst from
the entry tunnel and head for either of the two
lower-level garages. Using the partial cover
provided, you can take out most of the enemy
helicopters and tanks with the razor gun —
and don't forget that propane tank:
explosions (nudge, nudge). Fly to the second
garage for more shields, take out the remain-
g visible targets, and then get out in the
open to clean off the rest of the small fries,
You'll now have an unobstructed line of fire
to the boss UFQ). There’s a cache of weapon
and shield power-ups located in a hidden
to ane side of the entry tunnel. You'l
/ last ounce of bug repellant you've
got Lo finish this guy off.

OPERATION 6
MISSION.6
Welcome to the moth-
crlode. Immediately tum
right at the beginning of
the mission (so you don't
get creamed by the power
station’s defenses), then
hang a quick left. Fly full

steam ahead for one block, then take
another right. See that

entrance ramp? Use it

and stock up. &

GANIER’S EDGE

OPERATION 6
EINA] MISSION

This is it—the granddaddy of
them all, the Full Meal Deal, the
Big Kahuna. Close-guarter fight-
ing with this monstrosity will
hring ahout your instant demise,
so hug the canyon walls and
keep out of radar range. Go for
those end turrets first, then use
powerful stand-off weapons to
sanitize all the mothership’s
defenses hefore entering
through the top access portal
and dealing the death hlow.

Congratulations. There’s not
much to do now but sit hack and
revel in the pyrotechnics,

B

MOTHERLODE Deep

inside the mothership

resides this hunk of

malevolent machinery.

Destroy it in the final mission of

the final operation and it's game over.
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Su-27

Flanker 1.0

Making Missiles Work in Realistic Simulations

by Tom “KC" Basham

his is the second installment
inour“Rules of Engage-
menl” series, which will

explore both beginer and
advanced air-combat theo-
ries, This month we look at
1he theories behind missile
combat, and then apply
those theories to SSIs Su-27
I ANKER 1.5,

Contrary to popular opinion, missile
combat isn't a long-range, push-butlon,

one-shot, one-kill affair. This misperception

has been reinforced by footage from the T0O CLOSE FOR COMFORT If you were {o fire a missile at this range, you'd take damage Whouthe

Culf War and by computer games that rhond detorstad.
have vastly oversimplified missile liunch

procedures. Very few sims on the market

today actually contain realistic missile performance. Sowhen you
encounter a simulation such as SU-27 FLANKER or BACKTO BAGHDAD —
twosims that feature very realistic missile models — youTe likely to be sur-
prised by how hard itis to score a hil,

Home on the Range
Understanding missile range is vital to employing them —and
evading them — properly. Some flight sims give missiles ridiculously
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long ranges; others sharten range well below the publicly released fig-
ures. Unfortunately, the topic of missile range isn't quite that cut-and-
dried. A missiles combat range is highly variable, dependent upon sev-
eral faclors, including the airspeed and altitude of the launcher plus
the airspeed, altitude, and heading of the target.

"o evaluate missile performance, we have lo establish some form
of baseline. "This baseline, called kinematic range, specifies how far
the missile can fly before decelerating below Mach 1.0). Missiles, being




STRATEGY & TIiPS: SU-27 FLANKER 1.5

is pretly much
meaningless
unless the
launching alti-
tude is specilied,
Second, you
must consider
how far the tar-
get travels while
the missile is in
flight. Re-
member those
math problems

about different

trains leaving

different cities?

ON TARGET A close-in missile shot can be almost impossible to evade, as
this F-15 learns.

necessarily limiled insize and weight, carry a
finite amount of fuel. Typically, the missile
engine igniles, aceelerates the missile o lop
speed, then runs out of fuel. The missile basi-
cally glides (albeit at very high speed) the rest
of the way to the larget. Since the missile con-
forms to the same physical tum-rate and turn-
radius laws as aircrafl, it needs enough air-
speed to outmaneuver the target when it gets
there. Moving at least Mach 10 should give
the missile ample energy to complete the
interceplion endgame.

Now, lets examine the factors influencing
range. First, nissile range increases with altitude,
roughly doubling with every 20,000 feet or so. In
other words, a missile fired at 20,000 feet will fly
twice as far as the same missile fired at sea level.
Amissile fired at 40,000 feet will have roughly
four times the range of one fired at sea level. For
missiles fired at higher or lower targets, the range
is basically tied to the median altitude between
the launcher and the target. Therefore, citing an
AMBRAAMS range as 20, 30, or 40 nautical miles

Although less
militaristic, those math exercises describe the
same hasic problem involved in missile opera-
tions. For example, say a missile with a 20nm
range is fired al a target 15 nautical miles
away; however, the targel is running away al
maximum speed. The missile will fly the
intended 15nm only to find the target has
moved some distance beyon. If the target
has sufficient speed to cover Snm during the
time the missile covers 15nm, the target suc-
cesshully escapes. The missiles effective
range, therefore, is reduced.

Conversely, if the target is heading directly
toward the missile, it will cover part of the
range itself. While the missile flies, say, 20nm
directly toward the target, the target flies
maybe Snm directly toward the missile. Under
these cireumslances, the missiles effective
range is extended lo 25nm.

"Ihird, the airspeed of the launching plat-
form directly affects the missiles effective
range. The missile begins ilts flight at roughly
the same speed as the launcher, aceelerates fo

The Su-27 keeps the missile off its wing, pulling high g's as the missile nears.

Close Gounts

in Warheads

deally, missiles would strike their tar-

gets dead center every time. In the

real world, though, this doesn't usual-
ly happen. As one industry insider put it,
“They're called MISS-iles instead of HIT
iles for a reason!” Generally, a missile
makes a series of course corrections en
route to its target, trying to keep the tar-
get in its forward field of view. The target,
meanwhile, will usually be trying to evade
the missile. The target may also employ
electronic countermeasures (ECM) to con-
fuse the missile. ECM doesn’t usually
cause missiles to veer off in the wrong
direction; rather, it causes the missile to
misjudge the target's position and to miss
by a slightly greater distance.

Consequently, a missile is designed

explode when it detects that it has gotten
as close to the farget as it is going fo
get. Missile warheads are designed from
a variety of materials designed to damage
targets in the immediate vicinity. Some
warheads basically propel a cloud of
shrapnel into the air, others fire an
expanding ring of iron rods. Although
some warhead types are more effective
against certain types of targets, they all
use the same principle: Increase the
lethal area around the missile until it
intersects the target.

. GANIER’S ENCE
GANER’S EDGE
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SU-27 FLAN

USING R-73 MISSILES FOR OFF-
BORESIGHT ATTACKS

Il First, switch to SHLEM (helmet-mount-
ed sight) mode.

F4 Padlock your target. Acquire a radar or
EOS lock on the target.

K1 Fire! The R-73 allows you to take out
targets that are well out of your plane of
flight.

maximum speed, then decelerates after the fucl
runs out. The missile’s average speed (and there-
fore how far it flies in a given amount of time)
varies depending on its initial speed. The faster
the initial speed, the quicker the missile reaches
and maintains maximum speed, and the greater
its average speed for the total time of flight.
Increasing speed before launching a missile,
therefore, extends the missile’ useful range.

Energy

As mentioned earlier, missiles follow the
same turn-rate and turn-radius rules as the
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aircraft they attack. Sub-
sequently, a missile with more
speed has more maneuvering
energy. The farther a missile has
to fly, the less energy it will have
available for maneuvering when
it reaches the target, since it
decelerates as it flies. And the
missile’s being able to maneuver
during the endgame is crucial,
because targets rarely fly straight
and level.

Al maximum raugt.',t}lc mis-
sile may easily run down a slow
bomber tha’s lumbering in a
gentle, 2g turn; however, it proba-
bly can't catch a nimble fighter pulling a 9g
break turn. Just because the target is within
the missile’s range doesn’t mean the missile
can actually intercept the target when it gets
there. The moral of the story: Always mini-
mize range-to-target as much as is practical
before launching the weapon.

Missile designers assume the missile needs
to be able to pull three to four limes the targel’s
g-load; that is, if the target can pull 9gs, the
missile needs a 27g to 36g capability. A missile
with extremely high-g abilities subsequently
offers numcrous benefits. First, the missile can
engage high-g targets at a longer range.
Secondly, and possibly more important, the
missile can pull substantially more g5 early in
the encounter, letting it engage targets farther
off the launchers nose.

This “over-the-shoulder” capability of mis-
siles like the R-73 in Su-27 FLANKER gives
pilots the ability to engage targels that would
normally be safely out of the way. Equipped
with such modern weapons, fighters in situa-
tions that in the past would have been classi-
fied as "neutral” or even “defensive” can now
maintain “offensive” postures. The old adage,
“[f hes pointed at you then he’ offensive; if he’s
pointed away from you then he's defensive”
doesn't hold true in the world of over-the-
shoulder missiles,

Keep these concepts in mind as you go
into a missile fight and you'll be far better
equipped to know when you'll be able to
score a hit. On the following pages are some
specific lips an applying these concepts to
SSIs SU-27 FLANKER.
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SU-27 FLANKER I.5

ange to the targetis a
R primary factor in deter-
mining a missile’s

chances of hitting. The farther
the missile flies, the less energy
it has. Even potent missiles like
the AIM-120 AMBAAM and the
R-77 (AA-12) Adder face range
limitations. As a general rule, the

chance the missile will hit.

closer the target, the greater the ILQSE

Missile Combat in Su-27 FLankeg

padlock view to keep an eye on the target.

e
L —— g

SIGHT, LOSE THE FIGHT Use the

The Right Range

How close is close enough? Keep in mind
that missiles have minimum ranges, so you
can get too close. Missile warheads are
designed with a fairly large “lethal radius.” To
ensure the launching aircraft isn't accidentally
caught in that blast, missiles have to fly some
distance before the warhead can be armed.
This distance is known as the minimum

The AIM-120:

L ike other military hardware devel-

oped in the past two decades, the

AIM-120 AMRAAM medium-range-
missile program had to resolve some
problems while the media smothered it
with criticism. When the dust settled,
though, the AIM-120 emerged as a
more-than-worthy successor to the oft-
maligned AIM-7 Sparrow.
~ The AIM-120 entered service a little
too late to participate in the 1991 Gulf
War, but it has seen combat. Five AlM-
120s have been fired in
anger, four of which it
their targets (including
one American aircraft in
a tragic friendly-fire
engagement). The first,
fired in December 1991
from an F-16D, inter-
cepted an Iragi Min25 '

launch range. The target must be
al least that far away from the
launcher, or the launcher risks taking damage
when the missile detonates.

Obviously, restricting missiles to their mini-
mum launch ranges seriously underutilizes
them. As a rule, therefore, minimize launch
range as much as practical before firing, but
don’t miss your chance to get the first shot in

Deadly Accuvate

1992, missed its target in the Iraqi _
Northern No-Fly Zone. Later that same
month, an F-16C downed an Iraqi MiG-23
with an AMBAAM, also in the Northern
No-Fly Zone. Later, in April 1994, an F-
16C downed a Serbian Super Galeb aver
Bosnia with an AIM-120, Tragically, an F-
16C shot down a US Army UH-60 with an
AMRAAM in June 1984, 5
Including the friendly-fire. engauemem
the AMRAAM has scored four for five
agalnst a vanew of targets, under a variety
of circumstances. By
comparison, of six
AIM-7s fired at
Libyan and Iranian
targets between
and 1989,

hit its target. So if
AMRAAMs seem

surprisingly accurate
in flight simulations,

operatingin the
Southern No-Fly Zone.
The second, fired froj
an F15C in Jani
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LAST RITES An [-15 is about to receive
a brand new R-73 up the tail pipe.

it's not necessarily a
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SU-27 FLANKER 1.5 I GAMEH’S m

I BULLS-EYE Let a missile get foo close, and |

this could happen to you.

your effort to get closer. Use the
larget/weapon range scale along the left side
of the HUD to judge when to fire.

Remember to use the SHLEM (helmet-
mounted sight) mode in conjunction with
the R-73 (AA-11) Archer missile. Using
SHLEM to target high-aspect-angle targets
coupled with the R-73's off-boresight
attack capability lets you engage targets
that could not be attacked with conven-
tional missile systems.

On the Defensive
On the defensive side of the equation,
evading inbound missiles is one of the
most difficult—and crucial—aspects of aer-
ial combat. Remember that the missile is
generally making course corrections
throughout its flight, homing in on your
position. The missile seeker has a certain
field of vision. The seeker, mounted on
gimbals, can move and steer its field of
view around the sky. The key to defeating
an inbound missile, therefore, is to maneu-
ver beyond the gimbals’ limits and subse-
quently outside the missile’s field of view.
Accomplishing this is no easy task. To
begin with, you must be
aware of an inbound mis-
sile (either from a cockpit
warning indicator or a
radio call from your wing-
man). Next, you must
ascerlain the bearing to
the missile; if you don't
know where the missile is
coming from, you can't
evade it. If you know that
the missile has been fired
from ils maximum range, g
simply turn 180 degrees
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and run away at maximum
speed. Otherwise, turn your air-
craft to position the missile at
either your 3 or 9 o'clock posi-
tion, directly off one of your
wings. Continue a gentle turn
in the same direction, pulling
just enough g to keep the mis-
sile position off your wing.

As the missile gets closer,
engage your electronic counter-
measures (ECM) gear and begin
dumping chaff and flares.
Generally, | don't waste time try-
ing to ascertain if the missile is
a heat seeker or radar-guided; |
just dump both chaff and flares like mad. By
this time you should visually acquire the
missile, which shouldn’t be too hard if it's
leaving a smoke trail. Hopefully the counter-
measures will spoof the missile into detonat-
ing harmlessly behind you.

If the missile keeps homing in, you're in
for the hard part. Keep the g-load fairly low,
maintaining a gentle turn until the missile
gets close. How close? Obviously, you want
to be outside the warhead's lethal radius, but
close enough that a sudden maneuver puts
you outside the seeker's gimbal limits. When
you see the missile bearing down, wait.
When it starts to get close, wait some more.
When you cannot stand it any longer, make a
maximum-q turn toward the missile, creating
the highest possible aspect angle between
you and il. If you time the break turn right,
you'll fly out of the seeker's field of view. If
you're unlucky, the missile will track you for
the rest of your simulated life. %

RT!GHT SHOT This is too close to use a missile; switch to guns.w

— I S—— |
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GAMER’S EDGE

| ADVENTURE/RPG HINTS

] ell, we'e hitting the
Christmas rush season, and
I hope we'll be seeing some
good games Lhis year. We
sure could use a few, espe-
cially RPCs. While we wait
to see what Santa has in

store, though, keep the questions coming on
those older games —just make sure to
enclose that self-addressed stamped enve-

lope if you want a response.

Diablo

There isn't much that’s puzzling aboul
the game, bul some players have trouble
with the big finale. Diablo is very suscepti-
ble to Holy Bolts. So, after opening the
door to Diablo’s room, just go partway
toward it, and start chucking the Bolts in
there; they affect only him. When you get a
hit, duck back into the two-lever room and
around a wall, and wait. |
shortly (grin).

le'll be with you

This way, you gel him out and don'l
have to fight all the friends he has with him

Betrayal in Antara
You may find that: Anara crashes when youl try to
go from Chapter Eight to.Chapter Nine. It apparently.
has something to do with certain actions back in
Chapter Five. The only way around this s to obtain
the patch (www.sierra.com).

CGwW

Daggerfall
A lot of people

write to me about

prablems with

Iycanthropy. It's not

a great state to be in,

and you're hetter off avoid-

ing it entirely by restoring the game if a werec Gl
you. For those already afflicted, there’s not much you can do about it. To stay
healthy, you'll just have to go hunting now and then, and wait until the werewolf
hunters show up with their proposition (sometime in the year following your infec-
tion). Even if you're not a mage type, look in your spellbook for a special spell
that allows for the werecritter, .p—ansfnm'talinn at your discretion (many players
don’t notice this one). :

in the room. You just have to worry about

killing him before he gets you

Shivers II

The bees in the closel of Burts Trailer
can be a problem. You won't be able to do
much aboul them until after you've man:
aged to get down into the mines, which first
requires a fair amount of work in the gas
station (and a few other places, too). Onee
in the mines, you'll find what you need to
get rid of the bees.

Discworld II

Having a little trouble convincing the
sheep double to do some work? A picture
(or three) is worth a thousand words.
('.('.Iling those, however, is another matter.
You'll have to eut down on your ironing
and hang 10 first. This is a sticky situalion
(or ought to be).

Shadows Over Riva

After you deal with the pirates in Riva, you
may find that not much seems to be going
on. This happened to me while replaying the
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Scnrnla s Mail

Don't Fall on Your Dagger! Scorpia’s Here To Chase Those Shivers Away!

ps a few chunks out of

game; foreknowledge can be dangerous
somelimes. In any case, visit the home of a
pirate or two and the action should start to
pick up pretty quickly in a short while,

Fable

While this game isn't especially difficult, it
docs have tricky spots. One is just at the point
where you drop down tovisit the I'ngulfed
Fortress, You have a conversation with some
seahorses, and at the end of it, one of them
should give you an item. Ifyou don't receive it,
restore the game and try the conversation again
(vou'll most likely have to save before jumping
in, as the scahorses show up pretty quickly).
Without the item, you won't be able to finish
this section (or the game, for that matter). %

P Reach Scorpia at

Emalli  scorpla@scarpla.com

Internat: Scorpia’s Domaln at
wWww.scorpia.com

U.S. Mail:(enclose a SASE if you live in the LL.S.)

Scorpia, PO, Box 338
Gracie Station
New York, NY 10028
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PaciFic GENERAL
In a departure of sorts, a victory point
system has been implemented in
PaciFic GEnERaL that tabulates the
score and vulcome of each scenario.
The revised system caleulates victory
based upon the turn-by-tumn ownership
of certain key objectives while factoring
in the number and type of casualties
each side has inflicted and suffered. A
decisive victory is achieved if your final
victory point tally equals or exceeds a 3:2
ratio over your opponent’ score.
Likewise, marginal victories are atlained
if your victory point score melts to a pul-
try 5:4 ratio, while lower ratios are con-
sidered an outright defeat.

Even though you may be able to fulfill
the requisite objectives set out at the sce-
narios
inceplion,
it is entire-
ly possible
to relin-
quisha
decisive

victory or

potentially concede defeat if your losses far
outweigh the results you've achieved on
the battlefield. As an all-important sec-
ondar_v objective, you must continually
strive lo eliminate as many enemy combat
units as possible while minimizing your
own losses, especially higher-value naval
and air units and core formations.

Front Page Sporrts:
BasesaLL Pro "98
OUR TOP SIX TIPS

1. Don’t throw anything but strikes.
Unlike real baseball players, the computer
players won't swing at anything out of the
strike zone, even when you're ahead in the
count and it should be swinging defensively at
borderline pitches.

2. Don’t hother trying to throw out
hasestealers. [lven when the ball heats the
runner to the bag by four steps the computer
player will be
safe. Throwing
the ball makes
you vulnerable o
possible throwing
errors: Swallow
hard, ignore the
runner, and focus
on getting the
batter out.

3. Don’t try
to field manually.
The interface is clumsy
and awkward; the com-
puter player will run
around the bases while
you struggle to get the
ball out of your glove.

4. Don’t keep so-so fielders on the
field late in a close game when
you're letting the computer do your
fielding. FPS: BasepaLL PRO 98 sports a
fielding model that has Gold Glove-winning

centerfielder Steve Finley not charging a slow
roller to center— thereby allowing a slow run-
ner lo score from first—so you're going to
need your best gloves to make sure errors
don’t compound gaffes made by the bone-
headed Al

5. Don’t make trades with other
league players hased on a pending
trade with a computer-controlled
team. While putting a player on the trad-
ing block may draw offers from other
teams, the computer GMs may inexplicably
decide against fol-
lowing through
and kill the trade
(they'll even offer
and kill the same
trade every day for
the duration of the
season). So wail
before pulling the
trigger on other
trades that depend
on your getling a player
from a computer team.

6. Don't expect
All-Stars to perform
as they do in real
life. Statsin this game
frequently bear little resemblance to a player’s
ability in the real world. If Tony Gwynn is
barely hitting 200 (it will happen), don't feel
guilty about benching, trading, or demoting
him — chances are, he won'l make a come-

back. — Robert Coffey

cowW

Vieat PupPET
o the annoying controls make MiAT
PuprET too tedious for you? Try typing in

any of the following codes for a little relief:

e ~ingesth = Full health

o ~ingestw = Full ammo

* ~ingeste = liull energy

e ~jngesta = Full ammo and energy

® ~hoom = Sets off small explosion

® ~ dansmarthomb = Kills enemies on screen
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 Simulations/Space

FLiaT Sim 95/Pro ConTROLLER
ne of the worst omissions in
MICROSOFT FLIGHT SIMULATOR

FOR WINDOWS 95 (and Fricir

SvurAror 98, for that matter) was
the lack of air traffic control (AT'C).
One of the most innovative add-ons

o mom

yet for the venerable civilian simula-
tor addresses just that problem, and

adds a multiplayer element to boot.
The Squawkbox system, by Jason

Crooms, gives FLIGHT SIMULATOR 95
full ATC by connecting to an Intemet
server. On the other side of the connec-
tion are a group of users rnning
Grooms’ PRO CONTROLLER, an air traf-
fic control sim. On a good night there

F

Pro CONTROLLER

NE1243G (1)
13

THO(117.40)

are enough controllers
active that you can fly a
controlled flight from LA,
to Chicago. You won'l
aclually see other aircralt,
but you can communicate
with other players using
Squawkbox. For more
information, see the PrO
ConrroLLER home page
at www.netxn.com/

~ jgrooms/atc and
AVSIME Squawkbox
page al WWW.
avsim.com/pages/
squawk.htm.

Wipeout XL
?&}gﬂosix’ new 3D racing game certainly
isn't Irying o be a serious racing sim, so for
even more mayhem, try the following codes;

At the title screen, type
RUSH = Silly ships

At the main menu, type
XTEAM = Enable Piranha team
XCLASS - IEnable Phantom class
XTRACK = All tracks

Pause the game during a race and
then type

PSYMEGA = Infinite weapons
PSYPROTECT = Infinite encrgy
PSYTICKER = Infinite time
PSYRAPID = Machine gun
FRAMERATE = Display frame rate

DECEMBER 1397
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- Puzzles/Classics

GuBBLE :

1. The different fasteners Gubble has to
remove take different amounts of time lo
unfasten. Pulling a nail with a hammer is
almost instantaneous, but drilling a rivet
tikes a few seconds, You've got to take those
extra seconds into account when planning
your path and your timing,

2. You can avoid most of the monsters sim-
ply by flying above them or planting a tool in
their path. What you really have to watch out
[or are the land mines, especially when Gubble
is moving at high speed and precise timing is
rcquimd in order lo execute a tum,

3. Gubble can not only hover, but he can
also move while flying. Hovering is enough
o repel a monster, but you're making the

game harder than it has to be if you don't fly
from place to place.

4. "The worst thing you can do is accidentally
drop a lol you still need in such a way as o trap
amonster in a tight dead end. "The monster will
starl pacing back and forth quickly, and if the
distance is short enough, it can be impossible to
pick the lool up again without getting knocked
off when the monster completes its circuit.

3. Tum off the sound. The frenetic music
and garbled alien speech encourage you to
approach GUBBLE as an every-second-counts
action game when its actually a puzzle game,
Ignore the timer, put on some relaxing jazz, and
think your way through each level. Would you
do a crossword puzzle holding a stopwatch and
listening to The Flight of the Bumblebee?

CewW
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3D Interactive
Aceess Software, Inc.
Acclaim

Acclaim

Acclaim

Accolade

Accolade

ACT Laboratory Ltd.
Aclivision

Aclivision

Activision

Aclivision

Aclivision

AMD Professional Gamers' League

ATET

ATl Technologies
Avalon Hill Game Company
Banclai

Berkeley Systems
Berkelev Systems
Berkeley Systems
Bethesda Softworks
Bethesda Softworks
Blue Byte Software
Bungie Software
CH Products
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Compuler Express
CoolShiff Inc.
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Cryo Interactive Entertaimment

CUCMBlizzard Entertainment
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Monster 3D/Diamond 3D Audio
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[flectronic Arts
[Electronic Arts
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IPalcon - Northwest
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Gateway 2000

NBA Live 18
Nuclear Strike
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‘The Golf Pro
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Deestination Big Screen PC/TV

Craphic Simulations Corporation Korea

GT Interactive Software
G Interactive Software
GT Interactive Software
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Interactive Magic
Interactive Magic
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Interplay Productions, Inc.
Interplay Productions, Inc.
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Interplay Productions, Inc.
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Intense 3D
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LucasArts Entetainment Company 'The Cumse of Monkey Island

Lueas’rts Entertainment Company Jedi Knight

LucasArts Entertainment Company Outlaws

LurcasAts Enterainment Company Shadows of the Fmpire

Lucasrts Entertainment Company X-Wing vs. TIE Fighter

MadCatz
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Sl e ProbucT INFoRMATION

IT'S AS EASY AS 1,2,3

1. Fillin your name and address and check off
your answers 1o Ihe seven research questions.

2. Circle the numbers on the card thal correspond 1o

the ads or articles you'd like more information about. Ihe advertiser free of charge.

3. The literature will be mailed to you from |

CIRCLE FOR FREE INFORMATION

001 002

1. Wha is the highes! level of education thal
you compleled? (Check ane only)
1. L] Some High Schoal or less
02. [ Graduated High School
03. O Some College or Technical school
04, O Graduated College
05. [J Post Graduate school

2. Campuler currently owned is:
(Check al that apph)
1. O 1BM compatibla {Intel standard)
(2. 0 Macintosh

03.0) Amiga

04, (1 Dedicated game machine

05. 0 None

3. 1 Intel, whia! leval? (Check one anly)
01. ] Power PC

(2.0 Pentium (586)
03. 0 486
04.00386
05.00286

4 IJaBnu awn (or plan o buy In next 6 months)
4 CD-ROM? {Check one only)
01,0 Own

(2. 7 Plan to buy (6 months)

010 011
035

386

S, How often do you usually buy computer games?
(Check ane only)

01.] Once a wee

02,01 Once every two 10 thres weeks

03. O Once a month

04. C] Once every two o three months

05. O Once every lour to six months

06. [ Once a year

6. Where are you most likely to purchase games?

(Check all that apply)
01, O Independent computer store 04. (] Computer store chain
02. 0 Gonsumer clectronic store  05. (] Direct lrom vendar
03. ] Mass merchandising store  06. [ Mail order

7. Whal is your (and albers in househald) favorile lypa
olga mul.’ {Check ane in each column)
Yoursell Other 1 Other 2
01. Strategy
02. War/Military
03. Role Playing
04. Brain Teasers
 Gard
06. Sport
07. Action/Arcade
08. Educational
09 Adventure

Void after March 31, 1988

017
042
067 070 0N
092 096
117 118 119 120 121
140 141 142 143 144 145 146
167 168 168 170 171
192 193 194 195
217
242
267
292
37
342
367
392

020 021
046

400

CGW 12/97-4

o

Title Telephone

Company Name

Address
A A

Gty State | Zip

[

4. [ Please send me a one-year {12-issue) subscription to Computer Gaming World for $27.94
(LS. price); all other countries add $16.00 for additional postage.

In a Hurry? Fax This Card To: 609-829-0692



FOR QUICKER RESPONSE . “ I l ”
FAX TO | %
(609) 823-0692

BUSINESS REPLY MAIL

FIRST-CLASS MAIL PERMIT NO. 816 RIVERTON, NJ

POSTAGE WILL BE PAID BY ADDRESSEE

i

PO BOX 10126
RIVERTON, NJ 08076-8626

”]lll'llll”lll'lIIIIIIIIIIIIIIIIIIIIIIII”HIIIIII

NO POSTAGE
NECESSARY

UNITED STATES




PFREE

85

1153
100
196
166

Y

150)
§
95

125
108
104
208
114
96

97

2

138
98

254
112

256
170
153

198
294
294
160}
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MGM/UA Interactive
MGMMUA Interactive
Micron Electronics, Inc,
MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

Microsoft

Microsoft

Microsoft

Microsoft

Microsoft

Microsoft

Mindscape

MindSpring

Netizen Islanids
Novalogic

Novalogic, Inc.
Novalogic, Inc.

Ocean of America
ORIGIN Systems, Ine.
ORIGIN Systems, Ine.
ORIGIN Systems, Inc,
Panasonic Interactive Media
Panasonic Interactive Media

Piranha Interactive Publishing

Playmates Interactive Entertainment

Psyemosis

Psygnosis

QuickShot Technology, Tne.
SmartGarnes

Red Orb Entertainment
Red Orb Entertainment
Red Orb Entertainment
Red Orb Entertainment
Red Stonn Entertainment
Saitek

Saitek

Sega Entertainment

Sega Lintertainment

Sega lintertainment

Sega Soft

Sega Soft

Sega Soft

Sega Soft

ADVERTISER INDEX

War Game

Returm Fire 11
Millennia

Tth Legion

Civ [l/Fantastic Worlds
Dark Earth

Faleon 4.0

Magic: The Cathering
Worms 2
X-COMApocalypse
Age of Empires

Cart Precision Race
Close Combat

Foree Feedback #2
Gamepad

Sidewinder
ChessMaster
MindSpring

Netizen Ishands
Comimnanche 3
Ammoured st 2

122 Raptor
EF2000V20
Dungeon Keeper
Longbow2

Wing Conmander Propheey
Forced Alliance

Pastal

dead RECKONING
Adrenix

G Police
ShipWreckers

3d Striker/Sound Force 650
Puzzle Challenge 2
"T'ake No Prisoners
“The Journeyman Project 3
Warlords [

Warlords [11

Politica

PC Dash

X36

Daytona

Manx'T'T'

NBA Live 95

Flesh Feast

Heat

Lose Your Marbles

Seu

AH-405
302
4007

1617
35-39
G465
74
205
145

460-46]
156
353
434
198
+43
378

194-195
176-177
C8
236-237
254-255
426
929
5544
317

420

324
§4-55
5253
39583949
30-31
397

321

292
162-163
159
160-161
307309
352353
214

20-327

147

161
123

202

Sierra On-Line

Sicrm On-Line

Sierra On-Line

Sierra On-Line

Sierra On-Line

Sierra On-Line

Sierra On-Line

Sierm On-Line

Sierra On-Line

Sierra On-Line

Siema On-Line

Sierra On-Line

Siema On-Line

Sierra OneLine

Sir-Tech

Sir-Tech

Sir-T'ech

Sony Interactive Studios America
Sony Interactive Studios America
SouthPeak Interactive
SouthPeak Interactive

Strategic Simulations

Strategic Simulations, Ine.
Strategic Simulations, Inc.
Strategic Simulations, Inc.
Strategic Simulations, Ine,

Take 2 Interactive

Talonsoft

Techmedia Computer Systems
The Laral Group

THO

ThunderSeat Techmologies

UBI Soft, Inc.

Ubi Soft, Inc.

Virgin Interactive Entertainment
Virgin Inferactive Entertainment
Virgin Interactive Enterdainment
Virgin Interactive Entertainment
Virgin Interactive Entertainment
Virgin Interactive Entertainment
WizardWorks, Inc.
WizardWorks, Inc.
WizardWorks, Inc.

72D Lquip
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PRODUCT
Civil War Cenerals
Football 95
Half Life
Hell Fire
Lords of Magie
Nascar2
Outpost 11
I’ro Pilot
Betrayal in Antara
Red Baron2
Skiing
SODA
Swat 2
Trophy Rivers
Armed & Delirious
Excalibur
Vinus
Jet Moto
Twisted Metal 2
Men in Black
Temuiin
Pacific General
Panzer General 1l
Steel Panthers 3
Warhanmmer
Warwind 11
Jet Fighter 11
st Front
3D Zone Master
Nintendo Peripherals
Iax Imperia
ThunderSeal
Game Theatre 64
Subenlture
Blade Runner

Broken Sword

360361
154485
779
200201
4143
340341
334335
376-377
476477
429-432
26-27
94.95
H0-411
354-355
13

453

475

193

191

50

1819
470
42413
135
+4()
408
417,419
108-109
240

277280
304305
22773

107

Lands of Lore: Cuardians of Destiny - 65-69

Resident kil

Sabie Ace

Tone Rebellion
Chasm: The Rift
Real Pool

Wanton Destruction

[quip
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Strap on the pads. Reality is just a stutter step away. W com/fh S Ts NOT JUST A GAME.
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Ordering Games by Pnone

o Lyes) Sioras

S TR

don’t always hava WIERANIES

your louiing for or tg gxert Adyice 3 Joll

nggil, Tasg ,H#“/ HIAEES Ty 50098

r*_ur!dJJJ JJJ _,,ﬁrwnﬁ CHSA|ESIENIE
in i payss of Lomuier bzming

Morlds V] Jr.r.Jdr yilly

Cd'’s stay snug in
case, even when
held upside down !

*12.95

Thick neoprene case, double stitched
zipper. Holds 12 CD’s in NON-
SCRATCH sleeves. CD’s won't fall out
when held upside down. Make check
payable to Coolboy Inc., PO 32313, PB
Gardens, Fl, 33420. Include $3.95 for
S&H, plus $1 per extra case. Order

online at: http://www.coolboy.com

CIRCLE READER SERVICE #081

Please write to: Computer Gaming World,
P.O. Box 57167, Boulder, CO 80322-7167.
Include your mailing label from a recent
issue or call 1-800-827-4450 for faster
service. Please allow up to 60 days for
change of address to take place.




CHIPS &BITSINc.

0B 234 DEPT 10947 ROCHESTER, VT 05767
INT'L 802-767-3033 FAX 802-767-3382

or call 1-800-699 4263

Source Code 10947

COMPUTER GAMES: STRATEGY
e Reueast Prict Tmt Augast Pree T Ruurast Prct Tin Aot Pince
050 0198 §35  Dark Reign Futre War NOW S48 M Gaihrnp BattlemapehOW 836 Soldiers af War 0288 543
#30 ARAnr Baron NOW 834 Dark Reign MP 1 NOW £20  MAX NOW 8§22 Spaceward Ho! 4 NOW 524
th Legion NOW $39  Deadlock 2 147 86 MAX2 0298 548  Speed Tribes 0498 348
DE&D Birthright NOW 827  Dominion NOW 540 Magic Spells of Anct NOW 528 Star Command NOW  $40
dmiral Ancient Ships 0288 46 Dune 2 NOW S22 Magicithe Gathering NOW $37  Star General NOW 543
dvancd Civilization  NOW  $39 Dungeon Keeper NOW $46  Mass Destruction NOW 538 Star Nations 06/9B  S46
ge of Empires NOW 46 Empecor Fadng Suns NOW 529 Master of Orion NOW 519 Starcraft Cxpangion 1297 530
gents of Justice 1197 S48 Empireobthe Ants 0398 S43  Masterof Orion2  NOW $24  Stars NOW 538
HX-1 NOW 847 Enemy Nations NOW 529  Mechcommander 0298 S48 Starship Troopers NOW S48
18 Rising 1997 S46  Evolution NOW $40  Mission Nexus Prime 1297 §48  Steel Legions 147 542
rmy Men 0398 546 Exploration NOW $19  Netstorm NOW $48  Stratnsphare 0298 546
&G KOW $29  Fxtreme Tacties 12/87 848 Mew Order 04/98 548  Submaring Titans  05/M8 $44
& G 2: Therium Sun0A/B8 S48 Fallen Haven HOW 830  Outpost2? NOW 837 Syndicate Wars HNOW 846
& C Covrt Opriions NOW 822 Fantasy General NOW 534 Plague HOW  £42  Theme Hospital HOW  §42
& C Gold W35 NOW 840  Fragile Allagiance NOW 846  Ragged Earth 0198 834 Tycho Rising HOW 544
& CRAAhermath NOW 822 Freazy 12/87 844 ReachforStas 2 0298 848 Ultimate Civ 2 NOW 548
& CRACnter Strke NOW 821 Galactic Mirage NOW $41  Rebellion 187 852 Uprising 11797 548
& C Red Alent NOW S48  Heist 0298 $44  Return Fire NOW 837 WHamane 2 Dik Omin 1187 543
& C Sola Survwor 1197 528 Heroes MER 2 NOW 535  Rising Lands NOW $44  WarBreeds NOW S48
aesar 2 NOW 528 Heroes MBI 2 Ex Pk NOW 525 SWAT2 HOW %48 WarGames U298 546
apitalism Plus NOW 543 Heroes MBM W35 NOW $19 Semper Fi HNOW 546 Warcratt 2 oW 537
ave Wars HOW $33  Hidden Wars NOW S48 Senlient NOW  $40  Warlords 2 Dix HOW S0
eitic Tales HNOW 534 Histary of World NOW 539 Sentinel Rieturng 03/96 $45  Warlords 3 NOW 539
2 Fanasy Worlss 11797 §27  Imperialism NOW 537 Semlers 2 NOW $33  Warwing 2 1147 §34
lization 2 HOW 836 Imperiom Gatactiea NOW $32  Senlers 2 Gold NOW $38  Wisdom of tha Kings NOW S$46
Ivillzation 2 Scen NOW $26  Incubation NOW $44  SevenKingdoms 02758 $48  Woaden Ship Iron MnROW  §39
tllization Network  HOW 825 Infinity War 12/57 S4B Shamersd Nations 1157 S46  Worms 2 11757 $39
lay Wardare 1297 $45  Japped Allance?  NOW S48 Siege 1187 $48  X-Com Apocalypse  NOW 541
forid Dle NOW $29 Jutland ROW $19  SimCity 2000 Spec EANOW 840 X-Com Tere fom Deep HOW 519
oW 842 KKND Exirema iOW %38 SimGity 2000 Nt NOW $47  X-Com UFO Defense  NOW $19
reature NOwW 34 Lords Reaim 2 KOW £33 SimGity 3000 1187 £84  X-Fire 01/98 S48
ark Cotony NOW $43  Lords Realm 2 Exp PRNOW 828 SimSafan 1297 84 2 HOW %15

COMPUTER GAMES: WAR

rhtung Spitfie NOW S40  Battiegrnd Mid East 0508 $42  Great Bamis Alexndr  NOW $40  Panzerninr 0398 S42
s NOW $19  Batlegrd Sniioh  HOW $30  GriBtils of Hannibal 1187 S48 Preiuds 1o Watetina  NOW 545
frika Karps. 0428 842 Battlegrnd Waterlos  NOW 832 Harpoon 97 NOW $44  Sid Meiars Gomysheg HOW  S46
ge of Sail NOW £42  CincPac Midway NOW %28  Mapoleon in Russia  NOW $42  Smiingran ROW $39
ide dz Camp NOW $45  Civil War Generals  NOW 348 Over the Reich HOW $38  Seel Panthers 2 now 27
ide de Camp 2 1287 844  Close Combai 2 NOW %46 PTO2 KOW S$34  Tank Resistance 2024 NOW 839
merican Cril War  NOW 845 Close Combat W85 NOW 838  Pacilic General HOW S35  Thind Reich NOW 429
attle of Buige 0388 8542  D-Day Amerlnvades NOW 538 Pacific Tide NOW 8§45 Tigerson Prowi2  NOW 842
alliegnd Antietam  NOW S21  Dosve Battis of WWII NOW 543 Panthers in Shadows NOW $42  VVictory Bundle  NOW 528
attlegrnd Byl Run  NOW 542 East Front NOW §42  Panzer Commander 0698 S$45  War Collsge KOowW S19
attiegrnd Gettysbrg NOW 532 Fifth Fleet NOW $39  Panzer General 2 NOW $42  Warlnc NOW 846

BOARD GAMES

2 O0'Clack High NOW $23  Army Heanlang NOW $36  Geronimo NOW §32  Quebee 1759 now  §22
SL Beyond Valor  MNOW 533 Asis & Allies HOW $35  Go NOW §22  Rall Raran RowW $19
5L Gung Ho NOW 838 ARACentral Powr  NOW $30  Grand Prix HOW $13  Ras noW 824
SL Holiow Legion  NOW $19  Battletech 4th Ed NOW $18  Great Warat Sea NOW $32 sk nOW 827
5L Jatkosota NOW S$10  BatileTech Comp. NOW %31 Hannital NOW 832 Robo Rally NOW 833
SL Kamptgpe 2 now s27 Forgtn War ~ NOW 842 Harpoon Box Set NOW $41  Sam Grant now 538
8L Last Hurrah NOW 814 Balles of Waterloo  NOW 533 History of the World  NOW 827 Samurai Swords nNOW 535
SL Leathemneck  NOW 80 Blue & Gray NOW S25  Hobbit Adventure  HOW S$20  Scrabble Dix now 539
SL Paraticopar NOW 515 Britannia HOW $19  (Invasion Norway NOW §30  Settlers of Catan NOW 530
SL Yanks NOW §27  Car Wars Deluxe NOW 521 [ronsides NOW 528  Space Chess 30 KOW 535
5L Solo Rules NOW 529 Conlization NOW 529  Jema KOW 538  Star Flget Battles ROW 525
Cross 5 Apnls HOW 526 Celonial Diptemicy  NOW 342 Knightmare Chess  NOW 513 Strategoe ROW 514
cross Ihe Suel NOW 513  Daysof DecisionZ HOW 3542 Krieg! NOW 532  Te«as Revolution nowW 518
dv Civilization NOW 525 Decision in France  NOW  §15  Lionheart NOW 535 The'ds NOW §23
gv Squad Leader  NOW 538 Deluxe Diplomacy  NOW 342 Lunch Money HNOW 315 Thirg Reich How $19
dv Third Reich NOW $38  Dia Hange NOW $55  Magic Reaim NOW §23  Titan: The Arena L
ge of Renaisance  NOW $42  Empire Builder NOW §25  Mystical Circla HOW $35  Warof 1812 NOW 539
ir Baron NOW 527  Field Command NOW 530 Pain Doctor HOW $25  Wethe Peopls now 529
amn oW 515 Fields of Glary NOW $13  Panzoerhliz HOW $19  World War One oW 51
ncient Empires NOW 828 Fire in the East NOW 858 Power Lunch HOW $13 World in Flame Dix  NOW 390
HINT BOOKS
g8 of Empire NOW $16  Dungeon Keeper NOW $13  Miciosolt Space Sim NOW 83 Sid Meiers Gettysbug NOW  $18
gents of Justice  11/87 §$16  Eanhsiege 3 11/87 8§16 Might & Magic 6 HOW %16 SimCity 3000 197 16
‘ade Runnar 1297 $18  Elcer Scrolis 2 HOW 513 Myst 2: Riven NOW S16  Starcrall NOW 316
v 2 Adv Strategies  NOW 513 Fallout NOW 516 Myth 1197 S§16  Steel Panthers 3 1487 §16
ilizalion 2 NOW S16 Heavy Gear NOW S18 Pax Imperia 2 NOW  S16 Tomb Raidar 2 ner s |
urse of Monkey Isle NOW  $16 Hoxen 7 HOW S16  Populous 3 /87 $16  Uiima Onting NOW  $16
ark Forces 205G HOW  S16 MS Flight Sim 98 HNOW $18 Ouake 2 1297 S18  Lnreal HNOW  $16 [
ark Reign NOW $16  Mask of Eternity 1287 $16  Ouest for Glory & NOW $16  War Wind 2 1147 S16
ealh Trap Dungeon HOW S16 Mechwarrior 3 1147 $16  Rebellion HOW 516 Warlords 3 NOW  £16
escent 2 NOW 514 Microsoft Flight Sim SNOW 8 Red Baron 2 HOW 516  Xewing vs Tia Fightr  NOW  $16
ablo NOW  S16 Mu‘.msu" Galt NOW 58 SWAT2 1197 516 ZorkNemesis NOw 5!3
__ COMPUTER GAMES: ARCADE | | COMPUTER GAMES: TRADITIONAL |
) U Pbll Créep Nght NOW 836 MEDZ. NOW 338 Boggie NOW $28 Pietionary HOW $38
DU Pbll Lost Cnint NOW  §35  Magic Aimageddon  HOW 844 Bridge Deluxe 2 NOW $29  Pawer Ghess 98 197 845
J Ultra Pinball NOW 529  Ouerboard 1187 344 Chessmaster 5500 NOW $37  Shanghal Double PackNOW 528
aiis of Steel W35 NOW 332 Pinball Addiclion 197 525 Clue NOW £28  Shanghai Dynasty 1297 &40
2avs Btthd L1l Thgs NOW  $19 Pro Pinball NOW $37  FinFin HOW 54 Shanghail 98 12187 830
Imbarman NOW 525 Pro Pinball TimesheckNOW  $26  LEGO Sea Challenge 01/98 S$44  Simpsons Vil Spring NOW  §42
/5 & Buthd Clig Dries NOW 819 Psyhadek 197 S44  Lego Island HOW $39  Sorry 197 528
iciie 1/A7 $44 Purz 3-0 NOW $28  Mnty Pythn Holy Gl NOW  $29  Virtual Paol 2 NOW 535
rachen Zor NOW 544 Vinua Squad 2 1187 $39  Maty Pythn Mag Lite NOW  S45  You Dt Know Jack 3 NOW  $28
wmy Zero 1797 842 WAWF Wrestling 3D 12/97 S48 Mnty Pythns Wst Tm NOW 532 You Dnt Kiwe Jek Spriow  §31
ogger 11/87 838 Youngblood 11/87 8§47  Monopoly Star Wars NOW 848 You Dnt Knw Jk MvieshOW 539

15T CHIFS & BI1S INC

CIRCLE READER SERVICE #0088

'TOTAL ANNIHILATION' Fully articulated 30 units,
buildings and terrain, Over 150 units and 25 missions
per side in single player campaign, plus full multiplayer
support. Complex water units such as alrcralt carriers,
floating factorles and amphiblous tanks that drive into
and under water.

GT Interactive (Strategy)

Release Date: NOW PC CD $47

'LOADS OF MAGIC' In a fantasy world where magic Is
common, trouble [urks. Dark Lord Balkolh's glant war
machine is wreaking havoe, You must stop his reign of
lerror, using real-time combat on true 3D lerrain. Play
alone or wilh 5 Iriends over a network or modem

Slerra (Strateg R
He!aass Date: NOW PC CD $47

‘STARCRAFT' You must pather your resources 10
accomplish your goals, either freadom or galactic dom-
ination. Play 30 dilferent missions in space, on planets,
within installations. Scenario and map editor allows
you {0 create your own campaigns

Blizzard (Strateg
Release ﬁlale' H{V PC CD $47

'MYTH' is a tactical level game of fantasy warfare, with
unprecedented realism and detail. Seasons change
during the course of the game, affecting tactical deci-
sions. Real 3D terrain, dynamic lighting, and tricky
artificial intelligence

Bungie {Sirata;m

Release Date: NOW PC CD $44

‘MAN OF WAR" Failhfully re-enacls an Admiral's lite

at sea circa 1765-1815 using actual batlles and strate-

gies. Contains 12 histarically accurate scenarios, large

scale lleet action, and revolutionary real-time 30 first
1500 perspeclive.

Erlr in (War)

Re nasa Daln' NOW PC CD $41

'PANZER GEMERAL II' contains enhanced mullimedia
footage and scenario brielings. Also, all new cam-
paigns, play some from the Allied side. New interaclive
terrain reflects batlle damage. Multiplayer support

88l (War
Release Date: NOW PC CD $42

'SAMURAI SWORDS' Wage war in the tradition
of the valiant samurai warrior! Collect income as
a reward for provincial conquest. Form a mutual
bond of layalty with an enemy warlord to further

your cause,
Milton Bradley (Board Game)
Release Dale; NOW BG $35

'EURDPEAN AIR WAR' Pilot 20 authentically modaled
fighter planes Irom the American, British and German
forces. Play In single mission, career or multiplayer
modes.Includes virlual cockpits, llight flilm, radio
communication and great sound and visual elfects
Microprose (Simulation)

Release Date: NOW PC CD $45

'PAX IMPERIA 2' Control every aspect of a civilization
economics, research, espionage, exploration and
diplomacy. Build a lfuel uf lnruhly warships or
nuietly establiskh . the universe is
YOUuIS o conguer.

THO (Strategy)

Release Date: 01/98 PC CD $48

'POPULOUS:THE THIRD COMING' Large strategies can
be planned and enacted from fully playable global view.
Various terrain varieties{mountains, oceans, aerial
views) impose different challenges on your warriors as
you lead them Into batle.

Electronic Arts Stralagv%

Release Date: NOW PG CD $45

'STEEL PANTHERS IlI' Command multinational forces
while auxiliary units enhance your core command.
Includes weapon and unit information for 20 World War
Il era and 40 post WWII era countries. Comes with 6
full campaigns and over 40 individual scenarios
Mindscape [Warl

Release Date: 11/87 PC CD $43
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*IF16 Fighting Falcon® contains an easy lo use quick
start mode as well as detailed missions and campaigns.
Jump into combat and experience incredible graphics
and high energy explosions wilhout ever opening
the manual,
Interaclive Magic tSlmuIaHun&
Release Date: NOW PC CD $4

‘RED BARON 1I' You will become immersed in World

War | and the career of the brave young men who pilot

the flying machines in the dangerous dawn of aviation.

Engage in deadly dog fights, strale an enemy agro-
drome as you ling up your nemesis in your sights.

Sierra (Simulation)

Release Dale: NOW PC CD $47

‘TOMB RAIDER 2' Lara’s back, and beller than ever,
with new moves, a new underwater environment and a
whole new arsenal. Explora huge, exotic platform-
based 30 environments around the world, solve puz-

zles and kill baddies.
Eidos {ncllung
Release Date: 11/97 PC CD $4

‘DARK FORCES JEDI KNIGHT' In this lonp awaited
sequel to Dark Forces, you battle a multitude of ene-
mies and discover the secrets of the lost Jedi burial
ground. Master light saber combat and harness an
arsenal of firepower. Develop your force powers and
become a Jedi Knight or a dark Jedi. All new 30 envi-

ronments and characters.
LucasArts {nclinng
Release Date: NOW PC CD $5

‘OUAKE I’ Ouake was just foreplay. Now comes Ouake
I1. Includes larger, mission based levels, superior artili-
cial intelligence, and wicked mulliplayér capabilities.
Experience smoother 16 bit graphics and real-time

lighting eflects.
Actlvision {ﬁcllun%
Release Date: 11/37 PC CD §5

‘MADDEN FOOTBALL 98° This years updale contains a
new response-adjusting Al lo keep you on your toes.
Play in all 30 3D rendered stadiums, trade and creata
players. Made more realistic with 10 real NFL penalties
and commentary.
Electronic Arls (Sporls
Release Dale: NOW PC CD $4

'JOYSWITCH' Now you can jump from joystick to
joyslick, game to game with the speed and ease of
turning a switch. No more reaching behind your com-
puter to Swap joyslick cables on the game port.
Joyswitch does it all.
Lead Pursuil (Hardware
Release Date: NOW PC $4;

*CH RACING SYSTEM' Become a road warrior with the
system that was bullt for speed and durabllity. System
comes complele with a high-performance racing wheel
with 160 degree range of motion, four push buttons
and foot pedals for acceleration and braking,
CH Products Hardwareg
Release Date: NOW PC $8

‘CH GAMESTICK 14’ The comiortable base is equipped
with 14 functions, a slide throtile, rim controls, two
direclional pads and patented gimbal. Designed for
both left and right hml:lﬂ:l Amers.
Products (Hardware
Re!aasn Date: NOW PC §6

‘CABIN FEVER:SNOWBOUND' How about a weekend
stuck in a cabin with nothing to do but play strip poker
with 3 gorgeous women? Advanced poker engine and

hilarious story elements
Art Worx (Adult
Release Date: NOW PC CD $3

‘CRYSTAL FANTASY' Venture through the cave of lust
and find the secrel crystal. Interact wilh the sexiest
young jewels of the MacDaddy harem. Take snap-
shots of the girls and play with them in your own

private portfolio.
MacDadd nduug
Release Date: NOW PC CD $2

Jeciio
Tme Rrutast Proce
10th Pianet 11497 S48
GBBI Hunter Killer ~ NOW  S46
AH-64D Longhow 2 NOW 846
AHX-1 NOW 847
ATF 68 NOW  §48
Aces: ¥-Fighters 147 840
Across Desert 1941 0698 348

Alr Cmb Nvy Flis 7 NOW $45
Alr Warrior 2 ROW 543
Anarchy 0288 N
Andretti Racing 187 %45
Armared Fist 2 KOW  $46
Army Air Corps 42 0698 348

CART Preision Hatcing NOW S48
Comanche 3 ROW  $39
Confitmad Kil 197 846
Conquest of the Skias11/97  $48
Daytona LSA Dix NOW 842
Deep Six 0398 546
EF 2000V 2 NOW  §45
Bugriders 12797 §40
Carmageddon NOW 545
Chromolorm 197 $46
Crusader:No Regeet  NOW 534
D-Day 99 NOW 38
Daikatana eE 549
Dark Frees Jedi Knght NOW  $53
Dark Vengeance V9§45
Dead Unity 04798 545
Death Trap Dungeon 11787 S48
30 Ultra Mimi Golt.~ NOW 842
ABG Mndy Nght Fh 5811/87 845
Al Star Basehall 88 NOW 844

Bass Mstrs Cissc Pro 0498 842

British Open Golf — NOW 8§24
FIFA Roadt Weld Cp QBNOW 346
FIFA Soccer 97 HOW 845
FPS Baseball 88 HNOW 528
FPS Football 98 NOW 529
FPS Goll Burdle NOW 548
FP3 Skiing NOW 547

30 Magic Accelerator NOW $126

Altc ACSSS Spher Sys NOW $152
Assassin 30 Contlie  NOW  §59
Assassn 30 Wingman NOW  $39

Audio Ref 30A Spkrs NOW $172
GH F16 Combatstick  NOW  $60
CH F16 Fignterstick  NOW $100
GH Fright Stick Pro  NOW 850
GH Force FX NOW $129

COMPUTER GAMES: SIMULATION

Tmo Roast Prec T Rruiase Pract
Eanthsizge 3 1187 548 Heawy Gear ROW S48
F-15 1187 $48  Interstate 77 NOW 846
F-18 Agressor NOW &88  J Fghtr Lghtning Stk 1187 843
F-22 ADF 11497 848 Jel Fighlur 3 NOW 335
F-22 Lightning 2 NOW 826  Jel Fighter FIl Bum 1187 §46
F-22 Raplor NOW 546  Joint Shrike Fighter  NOW 544
A 18 Korea 10/97 §43 M1 Tank Platoon 2 06/98  §52
FA 18 Harnet 3 HOW 544 MS Hight Sim 98 NOW  §52
Falcon 3.0 NOW 516 MW Mercenaries NOW  $28
Falcon 4.0 0498 552 MW Mercenaries 30INOW S48
Faleon Gold NOW  $29  ManxTT NOW 542
Foming Flen Bek Bgod NOW  $26  Mech 2 Batlepack  NOW 8§48
Flgnt Unlimiteg 2 NOW  $44  MechWarrior 3 0698 852
Frying Cosps Gold -~ NOW 48 Mig Alley 1A7 §46
Fiying Nightmares 2 1197 $42  Need for Speed 2 SE NOW 544
Fiying Saucar NOW £46  Owtlaw Racers 0398 533
Fiying Tigers 0998 $48  Privatear 2 SE 1147 $39
Formuia 1 CE NOW $44  Rediine 1207 846
Gluder Wars 01/98 532 5U-27 Flanker 2 1"ar 3
Harner 2020 HNOW 543  SabrAce HOW 342
COMPUTER GAMES: ACTION
Mreams NOW S48 Henen 2 HOow  $52
Duke Hukm 30 AtomeNOW 529 Jungle Bols 187 538
Excalibur 2555 NOW S48 Mageslayer HOW  $39
Fallen NOW 341 Pastal NOW  S4p
Flesh Feast 0298 S48 Profiteer 0398 $45
Freslancer 187 S44 Ouake NOW 542
G-Patice NOW S44  Ouake Mssn Pk 1-2ea NOW $29
Gatherer 0298 542 Quake 2 1197 8§52
Half Lite NOW S48 Resident Evil NOW 842
Hammer Strike 04m8 545 Shadoe Warrior HOW 847
COMPUTER GAMES: SPORTS
FPS Tiophy Bass Rwrs NOW 8 & Links LS Oakind His NOW $18
Gone Fishin' NOW S29 Links LS Valderrama NOW 518
Hardball § HOW 46 Links LS Valhalla how 519
Heroes of [ran Grid ~ NOW §44 M5 Baseball 30 NOW 8§45
Hooves Thundes KOW S35 NBA Aclion 98 HOw §42
Jack Nicklays Goll 5 1187 545 NBA Live 98 HOW 3545
Kick O 87 KOW 544 NCAA Football 98 NOW  $45
Legends of FB 88 NOW 538 NFL QB Club 98 NOW  Sa2
Links L5 98 NOW - §33 NHL Breakaway 99 NOW 342
Links LS Cng Ctry Clb NOW 319 HNHL Hockey 98 NOW 545
Links LS Davis Love  NOW 525 NHL Power Play 98 NOW  §34
COMPUTER GAMES: HARDWARE
CH Mach 3 Joystick  NOW 525 Grawis Y-Cable Adpte NOW 510
CH PG Gamipad NOW 519 Grv Gep/Gm Pad Adpt HOW $19
GH Pro Pedals NOW 880  Labie C5700 Spkrs  HOW 834
CH Pro Throtie NOW $102  Lablc LGS 2612 SpkrshOW $112
CH Throtle NOW £65  Liech Cyberman 2  ROW 892
CH Virtual Pitot Pro. NOW 875 Ltech WingMn WasriorNOW 885
Diamnd 30 2000 2MBNOW $110 M5 Sidewinder Pro NOW 844

Gravis GrlP Contells  NOW 885
Gravis GrlP Pad 2 Pk NOW 824

MS Side
MS Sidwinder Pro PadNOW

inder FF ProNOW $159

338

$19
$22
§29
$16
S40
516
519
$29
$32
$24
$16

$9
§44
$39
$36
$48
$40
£26
LEL]
44
524
$39
§36
$29
§29
$19
$42
s40
519
519
s34
534
$29

GH Game Gara 3 Amo NOW 8§28 Grawis Grp Sind Alne KOW 369 Sound Blaster 64 Gl NOW 5189
GH Jane's Comht S;ckhOW 8§68 Grawis PC Gampd Pro KOW 826 Sound Blaster 64 Val NOW 5148
COMPUTER GAMES: ADULT
101 Sex Positions— NOW  $24  Erotic Playground — NOW §9 Oriental Diaries NOw
2069 Oriental Sex ~ HOW 850  Face Jam NOW $27  Onental Syndrame  NOW
Adult Image Lib 2+ NOW 325 Fantascenes HOW $38  Othr Side Chelsea  NOW
Asia X HOW $29  Fantascenes 3 NOW $39  Oul Of Love NOw
Asian Paradise NOW 539 From AsiawfLove  NOW $15  Oulpost 69 NOW
Asian Pearls 3 HOW $24  Fun House NOW  $24  Pandor. ARAN'S NOW
Asian Silk NOW 516 Girlteiend Donna HOW %49 Pandora's Poker How
Astans in Woddnd  NOW 539 Glamar Girls 3 NOW  $19  Passion Poker NOW
Bangkak Nights HOW 519 Hawaii HOW $16  Peap Show 2 NOW
Bankok Beauties NOW $19 wie  NOW  $15  Peeping Tom NOW
Hlack Book NOW 534 NOW 325 Penatration HOW
Black Foxes NOW $28  Hunp Hunks NOW £21  Phone Sex NOW
Busty Babes 4 HOW £33  Jade Patace NOW 519 Platinum SixPack  HOW
Car Was! MOW 836 Japan Interacinve NOW 546 Poker Party HOW
Celebnity I'Iud-s HOW S26  Japanese Pearls NOW $19  Forno Poker oW
Christy In the Wild ~ NOW  §14 Kama Sutra NOW  §24 Coliection  NOW
CyberXpetlence NOW $29  LaBiue Gin & NOW  s22 Investigatar  ROW
Deep Thet Girls 5 NOW 526 La Blue Grl Scrn NOW 8§23 Private Pisr Park NOW
Deep Thit Gris 4P NOW 849 Latex NOW 844 Private Plsr Park 2 NOW
Dirty Debitmt 6 Pk NOW  $44  Latin Lust HOW 824 Private Prison NOw
Diva X Arfana NOW $39  Lingerie Models NOW S19 Racguelle in Wik NOW
Diva X NJ NOW 539 Made In Japan NOW S$16  Rodney Hubber NOW
Diva X Rebecca NOW $30  Main Street USA NOW $19  Homsolt Six Pack  NOW
Domin-A-Trix NOW 510 Manhunt NOW 518 Romsolt Six Pk 2 oW
Damin-A-Trix 2 NOW 524 Max Domintn Pk NOW  $32  Room for Rent NOW
Deeam Machine 2 NOW  $49 Max Sex 6 Pack NOW $36  Ropes & Chains NOwW
Duke Serew'em NOW 546 Mapga Plx NOW 821 Samurat Parvert NOW
Eite Amer Mdls 4 NOW  $19  Men In Mation NOW £33  Samurai Pervert2  NOW
Elte College Girls 2 NOW 824 Mysteria HNOW $35  Scissors N Stones  NOW
Elita Euro Mdls 3 HOW 819 Mystigue Qent 2~ NOW 519 Secr Treas Japan  NOW
Eiite Euro Mudls 4 NOW $18  Neurodancer NOW §32  SelectaPel HOw
Elte Models 3 NOW 519 Hew Machine G Pk NOW 542 SelectaPet 2 NOW
Elte Models 4 now  §19 Nightwateh Int 3 NOW 546 Sex Caste NOW
Eros 3 NOW  $24 Driental Aztion NOW 5§19 SexTV2 NOW

524
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X-Wng V Tie Fghtar

Ting Riuast Pr
Sand Warriors NOW &
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s

L

¥

T ¥
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x5 NOW £
€D for Quake HOW €
Dpem loa NOW &
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PGA Tour Class Crs 1 NOW &
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PGA Tour Pro W33 ROW 5
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TM F22 Pro NOW $t
TM™ Game Card HOW &

TA Millnm 30 Incple HOW €
TM Nascar Racog WHINOW §1
T Phazer Pad HOW §
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Verbal Commander  NOW 3

3

Yamaha SB3 300  NOW

Sex With Jena Now
SexThe Game nNow
Sewy Six Pack HOw
Seymote Six Pack  NOW
Shaved Pink HOW
Shock The Game HOW
Sorority Sluts NOW
Space Sirens 2 NOW
Superstars of Porn NOW
Sushi Bar Giris NOwW

dish Eralica HOW

d Beauties
Time Warp
Tokyo Nightlife
Tokyo Hymphs
Triple Penetration
Twin Angels 2
Uimate Tokyo
Uttra Siots

Uitra Vinen

VCA G-Pack
Valantine's Day
Venus 5

Village Goliection

Virtual Golden Eye ~ NOW
Virtual Sex 2 HoW
Virtual Sex Shoot ~ NOW
Virlual Top Model ~ NOW
Virtual Valene 2 NOW
Virtual Veronica
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COMPUTER GAMES ﬁDUENTURE

Tine

Rruast

20 Lgues Under Sea 1197

Tth Guest 2 WG
7th Guost W5
Abe's Ddysee

Aden Ouest

Adrenix Crisss

Earth

in Dark Trilogy
d and Delingus
s Canl

B avts Butthg Virt St

1"ar
How
Now
0198
0198
0398
Now
.0 W

Atitast Prct Tine Rivrase Prict

Fighting Fantasy 11497 %30 Oin Tomb Mid King  ROW 528
Galapagos NOW $45  Rama NOW 576
Hunter Huntod W5 NOW  $45  Raedguard HOW 854
Jowrneyman Projet 3 01798 848 Respect Inc 03498 545
Kings Quest 8 1207 S48 Return to Krondor  02/88 845
Last Express NOW 839 Reverence 43
Leisure Suit Larry 7 NOW  $48  Ripper 8§48
Lst Fis Shrlk Hims 2 W 842 Rivers of Dawn &
$38  SCARAB 33

24 SPOR 846
§52  Sec s
§50  Secret of Blac 6
52 HOW 548

Time
Starship Tinanie

Miirase

nNow

Str Tric Sert Vien Fry 12097

Super Stardust
Surreal
Temujin

TimeLapse Anc Givil
Jimry (et Tima NOW

A

Titani
Tma
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Twinsen's Oayssuy
Ubik

Wip Or Brain
ehellion

How
How
HNOW
HOW

NOW
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www.cdmag.com;/chips.html
or call 1-800-699-4263

Source Code 10947

‘THE CURSE OF MONKEY ISLAND" includes all of the
elements that made the series great but with a more
highly stylized, hi-resolution look. Through an Intuitive
interface players pick up and use objects and talk 10
various characters throughout the game.

Lucasarts (Adventure)

Release Date: 11/97 PC CD $39

‘OF LIGHT AND DARKMESS' Once every thousand
years, gales open between the waking world and the
realms of dream time, offering opportunities to those
who dare, to save humanity from extinction. Now is the
lime to slop catastrophes that could usher in a thou-
sand years ol darkness

HHE CURSEOR

NOW $29  Dbsidlan 335 S Versailly 4|
Black Dahlia NOW 348 Ouersedr 554 Swege of Stormhaven 1V98 348 Vituoso NOW 534 IHI‘;?;,::B Bna';l:.pla }gglpc CD $48
Blade Runner 1147 8§53 Pandora Directive NOW S46  Space Bar NOW M Warcratt Lord of Cins 1137 546
Byzantine NOW &4 t Games 1197 S48 Space Qiest 3000  NOW 545 Wheel of Time NOW 846
Dark Camelot 0308 S48  Phantasmagoria?  NOW 554 Star Trek Voyager 1197 S48 Youa Stories now s1@ | ‘MYST 2' will provide an exploration experience
Dark Eaith NOW 846 Planettall Was 0198 $44  Star TrkJddg At Cell NOW $38  Zombievitie now $40 | through a naw world filled with 7,000 images, over an
Dark Hall 0308 $44  Police Ouest 5 SWAT NOW S28  Star Tk Judge Rites  NOW $14 Zork: Gd Inquisitor NOW 548 hour of animation and original music, requiring acute
Dark Side of Moon 1997 S48 5 af Fear rmw 547 '-“,nr llk’il! Fit Aract an 556  JotkNemesis NOW 529 i;ki”;og“dwﬂnn‘l
| r I rouerouni veniure
CI]NIPUTEH ROLE PLAYING | | Release Date: NOW PC CD $52
Al ot Daven 548 Star Tral NOW 829
: A0 Star Tk Final Unity  NDW 832 'BALDUR'S GATE' s set in the legendary Forgolten
NOW S19 Stoneheep NOW 520 ! Realms campaign world, Uses a transparent interface
15 0198 §49 dsof Hetoss 1098 §45 | AN gameplay that uses a real-time modification of the
4 187 S48 Now 515 ADD rules system. There are over 60 monsters to fight,
46 HOW $39  Uitima 8 Pagan NOW $15 you control a party of six each with unigue abilities
L2 0293 843 Uttima Onling NOW 553 and personas.
Now §37 0298 $18  Mims Atk ShadwRia NOW §35  Ultima Undrid 18 2NOW 515 Interplay (Rolepla Ing
DieBytheSuod  NOW S1B 0198 242 NOW $48  Wiardry B 0458 $4 Release Date: 11 C CD $48
Dragon Lore 2 NOW §38 HOW 834 & 0388 £43  Wizardry Gob

‘DEFIANCE" You are a test pilot for an awesome new
weapon when suddenly il Is no longer a test. First

PEN/PAPER ROLE PLAYING GAMES

|

ADSD Core Rulos Conspiracy X HOW 520 GURPS Mecha ROW 815  FuneQuest 4nFd.  HOW §19 | person combal simulator, four levels of firepower,
ADED Cmbt Tact Cyberpunk 2020 NUw §17 GLRPS Robols NOW 814 Senzar Kow £ missiles and auxiliary weapons, Twin beam laserlok
ADED DM Guide Catest! Di NOW 55 GURPS Space KOW 814 Skyrealms Jorune  NOW  S17 firing systam.
AD&D Monstr Mnl Celestl Dice M NOW 5 GURPSVehices  NOW SI6  SuWusRewsed  Now 26 | Avalon HIll (Action
ADBD Piayer Halik Dice Plute NOW S5 Heavy Gear NOW 25 Toun Delure now $16 Release Date: NOW PC CD $40
ADED Skl & Par Hid NOW 817 Tog HOwW 825
AD&D Speil & Mo In Hon HOW 825 Traveller how s24 ‘SHADOWRUN' In the world of 2053, magic has
ADAD DM Screen Macross 2 oW S11 VampreClanBks  NOW S10 returned and elves, dwarfs, orks, and trolls have
AD&D Sea De HOW 521 Vampre Hunlers H - NOW  §10 assumed their true forms, with megacorporations in
ADAD Warld Bldr NOW 513 Vampire Dark Age  NOW 524 charge. When they want something dong they come to
ADLD Tala Comet NOW 512 Vampire 2nd Ed, HNOW  $24 you. You might be a decker, street samural or a magl-

bedo Mutation NOW 30 Vampire Playr Gde  NOW $19 cian. Whalever you are, you will need all the power you
Albedo Bonus Pek Nephilim NOW %18 Vampire Dice Set  NOW S5 o make a shad i
Ass Magica 4th Ed Fading .‘;Lnx HOW 522 HNighlspavm HOW $16  Warhammr Fanisy — NOW $19 FASA (P/P Roleplayin
Bloodshadows GURPS Aliens HOW S14 O Gods And Men  NOW 822 Werewoll Tibe Bk NOW $10 Release Dale: dl RPG 520
Bubiblegum Crisls GURPS Autoduel NOW  $15 Once Upona Tane  HOW 514 Werewol! NOW 824
Call ot Gttt GURPS Dinasaurs — NOW 515 Paltadion Fantasy — HOW 820 Werewoll Dice 8¢t NOW 85 ‘MAGIC THE GATHERING 5TH EDITION' This deck con-
Cthubhy Live GURPS Comp NOW 518 Parandia Filth Ed, HOW 820 Wichcralt NOW 820 tains 60 tradable game cards, randomly assorted, plus a
Castle Fatken GURPS Camp 11 HOW 518 Pendragon A Ed. NOW S19  Wild Dik Gypsies  NOW 813 il book. Each player must Ih.'!\lE a deck_This dclt'k may
Champions 41h Ed GURPS Ruleboak ~ NOW $20  Rints HOW 21 Workd of Darkness NOW 816 1

he enhanced wath more cands sold in booster packs,
Wizards of the Coasl (Card game)
Release Date: NOW CG §7

GURPS Gobiling Weaith

1 Dice Set

nOW 824
KOW 85

Chan, HOwW §11

o

g
pling Sem

BTech B A now  s2 oW NOW 52 St Teek Bovster now "BREATH OF FIRE 1II' Irnmcn_sa cnwmnmgntslalluw E
Battiatech B NOW 52 How NOW 52 St Trek NG EP now 52 viewpoint rotation lo reveal hidden pathways, items, =
Battistech NOW 58 NOW ST StarTRNG Hieck  NOW 52 sac_rats and powerups. Find tha secret of the ]:_llagun &=
DeomTreeper SO i 4 MTG Mirage S0 S5 Midale Earth 50 NOW 59 Star Trek Startes NOW 58 shur[es D! h_ar.oma an apprentice to fearn magic and Ja.f
Dr\WnoBooster  NOW 82 AMTG Tompest @P $2 Mony Pythen NOW 9 St ek TNGSD  NOW  §7 special abililies =
Dr Who Starter NOW  £8  MTG Tempest S0 S8 Monty Pythan HOW  $3 St Wars BP NOW 52 Capcom HD’BPIE Inlﬂ
Groat Dahmnuti NOW 85 MTG Visions HOW  $2 Mylhes BP HOW 53 Star Wars SD Now st | Release Date: 1/98 PSX §52
Heresy S0 HOW 86 MTG Weatharlight  NOW  $2  0On the Erige BP NOW  S1 Tank Commander  NOW 58
Niuminati BP NOW 82 MagicHomelands  MOW  §1 Onthe Edge 50 NOW  $3 K-Files Booster NOW 52 'MAGIC KNIGHT RAYEARTH' Three Japanese school-
Huminati SO NOW S8  MagicFalenEmp  NOW  $1  Rape Umba BP HOW  $2  X-Files Staner NOW 59 girls must save a Princess to restore peace 10 the land.
SEGA SATURN Breathtaking animation with over 90 minutes of audio.
When you falk to characters in the game, they reply!
Ace Combat 2 NOW §46 NOW 848 Atbert Ddyssey NOW $52  Madden Fbal 97 NOW $48 Working Designs (Roleplaying)
AquiProphecy 0298 549 NOW $46 AT s NOW 848 Release Date: NO lIl' $52
lade 542 | §44 NOW 834 NOW 51
s4d 54 HOW $52 M 088 862 'HEAT INTERNET GAME NETWORK' allows people to
NOW SI6  NBA Action 98 oW 549 play their lavorite moltiplayer PG games over the inter-
HOW §52  NBA Live 98 $46 nel. Provides the lastes! gameplay achievable over the
HEA Live ‘8 HOW  $49 oW 546 interngt. Includes G-month pre-paid membership
NFL Gamit Day 98 HOW 846 NOW  $44 Segasolt
NHL Face OIf 98 : NOW 842 Nascar 88 HOW  S46 Release Date: NOW PC CD $27
NHL Fowerplay '98  NOW 544 U.uMug‘ICunllu.l NOW 840 Ragcers Megamix 0258 £40
Grand Thett Auto Nightmre Creature  NOW 546 Darkstalkers 3 1197 840 Raly NOW 36
Here's Atventires Qi Warld NOW $44  Enemy Zero 197 540 RayMan2 HOW 854 'BATTLESPIRE' takes place in the rich fantasy setting ol
Jet Mota 2 Ogre Battie NOW $50  FIFA Soccer 98 NOW 546 Residont Evl HOW 544 Bethesda's award-winning Elder Scrolls serles.
Lost Vikings 2 FOA Tour 95 NOW $46  Fighters Megamix  NOW 552 Hetum ool the Apes HOW 550 Brilliantly detailed 30 enviranments, fram sinister dun-
Last World Pamdemoniim 2 NOW $45  Horo's Adventures  NOW  S42  Sentingl Relurns 0398 549 geons to towering castles, with unprecedented interac-
MOK Ray Starm NOW $46  Hoxen JOW 549 Shining Hoyy Atk HOW S46 tivity. Unique character design system, with unrivaled
" i 0188 8§52 Lost Vikings 2 Sanic R 1407 852 power to custom-build the exact type of hero you want
MA7 S48 Lunacy VMY Racing NOW  §46 Bethesda IHUIB Ia iﬂg&
1287 §$46  Lunar Director Cul Witua Racing HOW 829 Release Dai! CD $49
NOW S Madden FB 95 Wi 187 §4 E

e Socer'9d

53, MG and Discover accepted LW[‘ERS UNDER 5200 SAME AS CASH, COD 58. Price ility, olfer subject to ch;rue .||. amy ime., Release schedules | Ovet
i shipping times are approi i vare ordars may IJ‘I‘I:I\ hnn\l Shipping ani ling | tves replaced with F,Q“"
s3me product. All tinal. C aid 01 3 per order, por shipmant, and par lern basis, The * vu onier h.n & per order Dick $208 30
placed and the © m" charge is charged on e shipmant™ charge ks chatged onca for each shipme & make 1o you. Each United 5 ander will ,ﬂ Shig i ﬁ 00 HT]
with tl\e Now. 1997 I‘iiur[nlllfn suppl ne, last) of Compuler Games Shrate Pius Magazine, for which $10.00 of the order cost will be atiocated Per [1am £2 00 &

nelude a 12-manth subiscription stasting v

7 CHIPS

CIRCIF READER SERVICE #DER




*DIAMONE:

800-228-

MYTH
Bungie

81 The first fully

¥ multimetric, realtime
{ 1 factical warfore
strategy gome. This
masierpicce of epic
battle depicis the
e Cormoge of the
battlefield in all

N its savage glory.

Win '95 #47797

Call to Order Mon - Fri 9:00 am -10:00 pm EST

CUSTOMER SERVICE, CALL (978)443-6125 Mon - Fri Yam - 5pm EST

7449Ask For

WIIVE LABS=BLUE BYTEsKENSINGTON=LOGITECH*MATROX*NUMBER ININE*MCM=ORIGIN=SYMANTE

WESTERN DIGITAL=VIEWSO

AR, INC,
nteractive Magic
laleome to the

arld of heavy
irepower and

i ance. You
bre the CEC ond
“ommander-in-Chiel
I's up to you lo
rommantd your
corporation...and

t's armies.
in ‘95 #48303

IANA ROUGE
idos

loin Playboy's Miss
Wpril, 1994 - Gillion
lanner - in live action
video and discaver
pxolic environments,
untusy, humor and
1ot sensuality in

he sexiesl computer
ume on the market!

Win ‘95 #48710

EAST FRONT
- Talonso!
kot Stort as company
[ commander in the
4 cpic batiles in mother
Russian and wark your
way up the ranks,
Play scenarios preset
by an All-Star Jwgn
team, or create
M your own usin
the scenario editor|
Win ‘95 #46944

MB 1l
idos
Search for the
Dogger of Xian

ith the unstoppable
ara Croft, han
Tomb Raider Il
Cambines the ¢l
jameplay of Tomb
Raider with new ™.
noves, weapaons,
uzzles and morel [
Win ‘95 #48394"

MEN IN BLACK
SouthPeak
Be:}ome an MIB agent
in this exciling new
ccnon/cdvenﬂure \‘3 7
ame based on the
lockbuster movie: &7
Men In Black! Choose
from the three main
characters lo bolile
aliens in three new
Men In Black missions!

Win ‘95 #48661

___TEX MURPHY

- OVERSEER

Access

Experience the mos
exciling nleractive
mystery yel, featuring
Hellywood talents
Michael York and
Rebecce Broussard in
the first entertainmant
soltware designed
for DVD.

Win ‘95 #48647

.

3 ATLRIIY AN

views, this adrenalin
illed game of annihi-
ation from the devel
bpers of Hexen I, is o
new woy to ploy 3D
action-shooters. 24MB
RAM recommended
Win '95 #48239

MuJl
SouthPeak
ours of challenging
ome ploy awail
brou in the Stevenson

reasures, navigule
hreugh beautitul,
lavish sels and interoct
ith live characters
Win '95 #44360

INCUBATION

ME IS RUNNING OUT
Blue Byte
Turn-based, laclical
“Boifle Isle” game. '
Features o vast orray g ’
of weaponry and

lorious realtime

D animalions. lead
a platoon of spaca
marines, protect the
colony and facilitate
evacuation|

Win ‘95 #48302

45011 Algebea Smant CD iR Ry v A Ry e e
2 Think & Talk French ALy T SR e | )
wiWare Hama . . - . - .36
24741 Fronch Nawl 3 RATAR R AR RS 1
45101 GRE aenly 30

29
48

39954 Math Blayet In Seorch of Spol .
26775 Piano Discovery Soltware
44522 Piano Discovery System. ., .,
45323 Procice Makes Perloct Frar
47563 Punt Purt Trovels Thiu Time
A2BB8 Searn Bullder for the SAT/ACT
A7074 Sesama SneanPreschoal Dolune
47075 Sesams StraatTaddlar Daluse . .
47140 Selat Syvtem Explater CO

A&7 59 Spanish Mowl .
34938 Tromure MathStarm|

43438 3D landicope.. : T [RONPEH i 51
43924 Alpho's Homo Desigs 51
47642 American Gieet CroateCard Gal a2

AB082Z Amunican Greet Creafocars
47193 Best Home Plony by Sunset
41820 Emergency Room

45090 Fomily Album Craglor
43428 Fomily Tree Maker Deluxe
32619 Health Bundle . . ok P
46738 MoswiCook Delure €D, 38
39879 Micro CookBook ST %?

\

el \,e?m.‘.

5 u;na?

ary .ﬁam‘&

38189 Ardennes Offunaive
45077 Asmored Fist 2 NEW
20955 Adantis NEW,

21040 Atamic Bomberman

38614 Broind!

A2747 rullrhrln ) Clnu ima Saloan 40
46047 Cormogeddon -
AD97Y Chesshotes 33
A5075 Comanche I, a9
J4696 Commond & Conguer IBM €D : 28
42883 Command & ConguerCoverl, . ..o ouenas 23
A5347 Commond & Conquur.ﬂuil Alull R T L
47290 Commont&Conquer; CounlerStike ., .\, ... 22
AS477 Conguast of Mow Workd Deloxe ., | ‘ 52
48403 Constructor NEW ‘ can el
45825 Creoluras 5 : 7 “ e L]
34302 Dotk Farces : 21
41002 Derk Seed |l ALl
41941 Deathtap Dungean L Ay 18
41585 Doscont to Undermouritain NEW. .. _ .. a8
41025 Dragan Dice . A8
35232 Dvogon's Lakr 1: Time me NEW a4

41588 Duke © m D I8
26281 Duke Nunm 3[) P

60'2\?

.57?7 .
AS4A3 Eradl
45253 FIFA S
42075 Fontory Gane

41453 Micro Kikchen:Taste of Hie % 4
44495 Mooy - . f 2% ).
37348 Mulimedio Workoul 2y .;M&?
4B170 PC Toolkit . , . . S} S5 17885 Flying Corh.
46163 Quicken Dolure . o, &6 41508 Flying Nighimares 2 NEW

45808 \"luu| Home 30 . 1 ... 51 3945 Gabriol Knight Il a2
45093 +Sonoma Good (.uulmq- 38 48103 Hardboll § Enhonced 20
A7579 Herces of MightaMagie 2 Expans 27
42540 Hind CD R s
w‘" 3'1 GAMES 27938 Hallpwosd Magul A0
2 45371 Hoyla Canine Collaction ; 30
42072 20 Worgoma Clossics. 1 g 22 43407 Hoyle's Classic Card Gamas g e 25

47478 3.0 Ulrg Mini Golf . 42 41170 1d Anthalagy . . i
48240 ADAD:Boldur's Gate  NEW . 125 39513 Incredible Machine 3.0 20
38164 Advanced Civilization 42 40443 IndyCar Racing It e 50
45105 Age of Sail . .. el 43 45019 Infacam Maerpincas . 7 1
AZ746 Alien Trilogy 40 37204 Jathghter 11 1M CD - . 25
44417 Archimedoan Dynasty .26 21045 Jethighter lll: Mission Disk 28

N DEC 1697 PAGE 1

ELUD PRELUDE TO
R TO E WATERLOO
b Talonsoft
éfThn award-winning
i o histar s returns

“wilh the twin batlles
Ligny ond Gualre
ras preceding the
pic struggle o
EWValerloo. Eas
i o play, diffieult
S 20 g0 masler!

in ‘95 #46943

DEFIANCE
Avalen Hill
Mavigate through

13 levels of intense
clion, ollocking
sreatures thal want
our bload, 3D
kiccelaration for 3Dk
anc an epic movie at__
he conclusion, shauld™
hou ever make ... f

Win ‘95 #48244

Walis
47128 Marble I}-:‘ CD i
40234 Mastor of C-mr t: Antaros
44409 MechWattiar 2 Mereanaries .. oo oo a0 27

AB016 Matal & Lace/Knights of Xentar a4
A1264 Might & Magie Trilogy . . Y 24
0670 Mancpaly 209
37158 Monty Python's Complete W .28
47570 Muzzle Velocity . 2%
FPD8 Mg R T Tl e 23
A5 ihmOTD TR, & 1 v s o oo a4
ABZ53Marsy By NOHIWEA, » 1 v s e oeseese e 28
42342 Power Dolls.’, .29
40859 Prince of Persio Coflachion . . , 0
45064 Privateer Il The Dﬂ(ﬂ-nmg . . a9
39200 Pyzzle Power. . . . .. 34

38445 Quoke IBMCD ., . e A i aa ey
44930 GuakeMi .
45222 Gu‘!! for

36893 5'3nci|:ap i g SN 31
386425 Swip Poker Pro Vel I a0
36819 TV Guide Crosswerds < 10
AT1B5 The Law Eu,:rm: 4 X o A
38595 Third Reich CD. : Ly 41
47800 Time Wardars . . e 27
47533 Tianic Adventure Out of Time. . SRR 42
44240 Tamb Roider 1BM CD L pLaLL 43
39473 Tarin's Passage ! ; A 25
8497 Towet At
434133 Train Enginser DL|UM: il 41
44964 Traphy Bass 2 |18M CO 8 4B

A7750 Traphy Bass 2: Morhern Lakes 20

48436 You Dan' Ko Jock X000 1

A6288 1.70GB EIDE Fatad 12M35 44B0RPM

39348 455 Anpod || w/ Sarial Cable
34338 AHA-15208 Single FSCSI2

47314 AllnWander AMB

4497 | BigPecture Video Kit 33.6Voice

40715 CH Fe

A0BO2 C

iy 02400 165

1¢|ﬁv Dynomite 128/ Videa AMB PCL
'5.? EIDE-ATIZ VP Kil 15A w/ coble

AAB0B EIDEVL VP Kit 15A w/ o

20(1.‘:‘2 EayPt

46447 EasyP

Roodor 20007 248i , |
Smuripagn J000F , |
ammor PCMCIA Interal

A2146 Gravis GriP Gar
A2408 Grovis Grip Fighting !
A6755 Gravis Grip w/ Triple Play 01
A6075 Intellimouse Win%3 Serinl&P52
47793 Millennivm 1 BMB NEW




ik

',- orlds searching

or her family. Sens
GComes nonsense

| mostly error] to
kave her beloved kin.
in ‘95 #47960

FLIGHT
SIMULATOR ‘98
Microsoft

With a glebal

flight models, Flight
Simulater ‘98 is as

1 real asitgetsl $10
pgrade rebate for

Fh t Simulator user

database of scenery,
B | citports and pilokiested

W‘n ‘95 448174

sl

SYalEMoe CARDINALs A

R A
Blue Byte
.oakmg‘ fora ?’uod
adrenaline rush?

This game gives
nlenty of intense
action] Featurns

@ highly-advanced
lengine thot delivers
neredible 3D
graphics - accelerator]
icard nat nocessary!

Win ‘95 #48250

G-FORCE PLUS
Suncom
Go fram land to air
in a snap with Gfarce
Plus! This full-sized
flight yoke is also a
realistic-feeling racing
heell Sturdy design
lensures thot you won't
take a spill and the'
ergonomic feel keeps
you plormg for hours!
PC Only #39225

A t{,ﬁh
BN
Launchaoard i2

UNCHBOARD2.0
Darwin Keyboards
lﬂunch Web sites and

pl:mhun: slraight

‘rom your funetion

oysl The inluifive
intarfoce mokes

programming .s:rnpie

ave onetouch
ccess ta the web

ites and opplications

yyou use most!
Win ‘95 #47666

F-16
Interactive Magic
From the crealors of
iApache, Hind, and
Tornado comes if-16,
he flight sim that's
perfect for any air
bvarrior! You'll lon
¥or your Gesuil wilﬂ
neredibly reolisti
hweapons syslems
and cockpit. /
Win ‘95 #40468

AP recision

acing reclity!
apture all the
kpeed, thrills and
ompetition of
acing an

nuckle excitement!

ppen-wheel race corl
U L e T Lo FSSRiStiap in light for white

Win ‘95 #48703

E-I 5 TALON
uncom
12 programmable fire
buttons and builtin
memory. 4 sels of
Functions for each fire
button for a total of
148 commands. Talon
ramambars your
groguumrned fire
ultens even after your B!
Eomputer is lurned offl Y

PC Only #39876

spAXTOReSUNCOMe M

Hel)

BEYOND TIME
DreamCatcher
Step through the
galewoy inlo o 3D
q vorld o ﬁuules in
this graphic adventure!
Firhd clues, and worlds
will open 10
But, h%ewure?A dark
myslery lies beyond.
Someone, somewhere.,
killing time.
Win ‘95 #48704

FALLOUT
lnler{luy
lAn unknown,
dangerous world is
all that remains affer
uclear war, You must
ombatl mutants,
gangs,radilation and
more, as you choose
from different types
of weapons uncr
attack skills
Win ‘95 #20969

TARFLEET

Interplay
The first and only
multi-pleyer Stor Trek

R aclion/f QF!‘ simulator!
Fly the Starship
Enterprise through 27
missions of incredible
realism as you engage
N enemy ships rendered
realtime 3D|

Win ‘95 CD 34278

ombine the action
f realtime with the

P
enerator ond B0
ifferent heroes, 3
crectures, and warriors
keep botles fresh. Y
Win ‘95 #48249

GAMESTICK 14
CH Products
Ambidexlrous design
o suit any gomer!
fe The ergnnamrcuily
| igned base and
hun le will keep you
comfortable for hours
of vigorous game play.
Fourleen funclions
to kick butt in ony
% me you choosel
¢ Only #48055

[four computer has
been infected by o
virus and you need fo
journay 1o the core of
our machine to kil i
he Virus will nuke the 8
imouse, keyboard;
cnythlng to keep you
oul, Just be glod Virus
s only o game...

Win ‘95 #47963

LINKS LS 1998

Access

The world's most

aword-winning golf
3 " simulotor is now

" faster and better than

ever with “loak
head rendering“and
tunningly beautiful

1998 Edition  woter reflections.
Win ‘95 #47695

44024 MowneMan §6 3840

36562 Natvrel Keybocid o Windaws .
48165 Niro 3D 4MB 44 B 20/30

44298 NolebookTV PCMCIAZ

TV Tuner. .

47234 Ovarcive TEOMHZMMY Pant, + 1+ 1 vrs e e s
48477 P2 Procesior J00MHz w/MMX NEW |
47638 FCMCIA Audio Card 16bit w/Midi, . . .

A5805 Pentivm Pro. 200MHz w,
46228 Righteous 3D . ... ..
2944 SFX PC GomePad .

4604) ScanMan Colar 2000, .

45410 Sidewinder 3D PRO lay:

48558 Sidewinder Farce Feedbul\?;a
A7AST Sound Blaver AWESS Golo ] £

44329 Space Ovb 350
A2043 Sportiter 33.6 External

42084 Sporrster 334 INTERNAL
Fax/Mo
47766 Sportider 56K In Voica F/M
44130 Spedtiter Yoice 33.6EXTERNAL
4346352 Sportster Yoice 33.6INTERNAL
48173 Sporfsher Winmodem 33,4, . ., .,

47164 Sportiter

SeK 1

23301 SteclthaD 240012 FCI
30825 Thrustmaster ACM Gam

35104 Thiveimaster F-IOFLCS .. oou vl

44189 Throstmaster F-22 Pra .

/Fan .

stick.

AMB

S R

41348 Thrusimoster Formula T2 PC. |
47443 Thrustmaster Millenium 3D Ince  NEW
48024 Thrustmaster Rage  NEW

29843 Thrustmoer Rudder Padols 1BM

.a?B-m Thrustmaster X-Fighter
45974 Wavelores DESOXG Do

¢ TGS for FICS
WICS Markil 1BM

ughtarked

AS409 1 1th Haue CD PREORDER

47002 8881 Hunter/Kitlor
46017 A-10 Cuba
43083 Aaren v, Ruth

45254 Advanced Tact Fighters Geld

35157 Air Warrior Il

41534 Al Unser Je Arcada Racing

19144 Apache
46445 Boku Boku
47556 Bally of Steal NEW

AB&&4 Bays Tournament LISA '97

44152 Barleship
44949 Birthright. : ;
44358 Black Dohlic NEW

48635 flade Runner NEW, . ... Ry
47871 Blood Omen:legocy of Koin, . .

48514 Boggle . . .. . -
47529 Broin Food Games

47098 Britith Open Goli CD . . ... .. 42
48169 Cobin Fever: Snowbound . ... .. .. 9
47640 Copitalism Plus o . . ad
42735 Chaos Overlords CO . R Sysy Yo7, 21
41849 Chessmaster 5000 €O ... .. 26
43903 Close Combat CO . . ... .. ... |
48342 Clasa Combar: Bridge Toa Far 2.0 NEW | 48
43581 Command & Canquer CD . Ll 27
44560 Conquest of the Skies CD . | Can i dS
46350 Caral Mot Extrarne | . | | oinltin g b Lo B
A7923 Cronturos g $7ifn AAREE B
44561 Crow: City of Angels CD. 39

45{12;5 F!.uc af.k&oo\ery Island

43300 Dinblo . . 4 .0 ¢4 24 ui il

44137 Die Hard Trilogy CD. . 3

48341 Dilbert Dasktop Games NEW. ... . AR
47091 Dominian NEW. . = )
41022 Doom I: Holl an Earth CD. ... .. . . A
21026 Dragan Lera Il . ; 41
35231 Dragon's Lair 1t an 4t 24
45055 Dungoan Keeper PR P
47908 EaithSiego 3 CD R e 48
41027 Eatthworm Jim CD ., 5 e 0
44583 Ecuotica 2 . . . . ol o S, 47
A7514 Endriainment P\rl Pu-x,v E 1. %
48122 £-22 Roptor  NEW . 47
44125 F/A1B Hornot 1 P 44
LB04Y FIFA: Road to Wrld CLp QE NEW ......,.45
46171 FF Sports: Footboll '98 CD NEW , auadl

46855 Foble €O 0., et hae LI D
34272 Folcon  NEW. AT -
47350 Fallen Hoven. ... o vvvneeivrrnnn,
47801 Fighter Sgeodion PREORDER .
£7053 Fischer's Erotic Encyclopadia . . ., .
46076 Flight Sim; Expomion Pock CD,
44584 Formula 1 [Paygnosis) CD . . via e
44511 Go¥f Covrses: Mavna Kea CD | R -

45610 Grand Slom '97CD. ., .0y vyrsreynes 44
45889 Great Bafles of A'uurdzr L i A6
AB099 Gubble | . . | O L
45895 Hordbell & PREORDER L e a7
45497 Harpoon '97 €O , AL T L = 7
47882 Heavy Geor NEW ., ... PEr s 47
470893 Hoxen I, SRS T i U

44354 1D4: Irldawndunw Duy D, .49
473851F22:1.0.... ..

47551 Impericlism ,
44311 Interslate 76, .
47106 Inforsiate ‘77 NEW.
46446 Jock Nicklous 4, .

'. 7

. 46928 MochWarrior 2. B Pack . v xi

41149 Microleague: Baseball D1 .
| 44454 Menster rn&Mariuucn o

AB106 Jock Micklaus § NEW 47
27422 Kick OF '97 0
A7 155 Krush Kill N Del'm, 30
41123 Lemmings Ponthall 5 . 24
47695 Links LS 1998 Edifon % = .44
26076 Longbow 2 NEW, X ARy |
468344 Lardy of the Realm: Suoga Pack. ... HE st |
48280 Lose Your Marbles |

44229 MIA2 Tank Abroms . Cavita it
48070 Modden NFL'9B NEW. . ......o0viei.. 45

45862 Magic:The Gathering BatleMege €0 L. .. . v 40
37926 Mogic:The Gathering W95 CD .

47741 Mﬁthﬁw ‘2iharcanarias ADFX

41145 Phortal Kambar il

4B0AT "Wt Rocars SEEE

44549 NASCAR | W25 CD

44564 NBA Jom Extrema CD

4BO72 NCAA Foatball '98 1998 NEW.
45682 NFL Lagands of Foathall'98
47930 MHL '98

800-228-

Order MonFri 9:00am - 10:00pm EST and SatSun 9:00am - 6:00pm EST
Call For All Your Computing Needs

443-6125 Mon - Fri Ram-5pm EST
To Fox your order dial: (978) 443-5645

CUSTOMER SERVICE, CALL (978)

or mail your arder with a check to:

COMPUTER Eipress 31 Union Avenve, Sudbury, MA 01776

Complete on-line catalog with over 5000
software and hardware titles.

41844 Hypopledo, .10 srasaraeaves 27 Mo surchorge is added to credit cord orders. .PO's, wire transfers, personal and cashiers checks

LTI N accopled..Some items are not relurnable. Refurns require outherizalion # and are subject 1o 15%
restocking lee. Al ilems offered for sale ore subj er.r to uvuduhlldz Me are not mspnnslbln for kypograph.
44 jenl prrors. Shipping and handling chorges ::pr_\\-r Woarldwide shi

without notice. *If you find & pr crf‘ Computer Exp
us the od ond we will beat the

0
CIRCLE READER SER\F[GE #080

IVEN B
roderbund _l{ I \ E N
he sequsl fo Myst SR

nromises o be I”“ THE SEQUEL TO MYAT
kas enthralling. - "
Prepare yourself,

this task won't

as eayy. Alluring
imusic and sound
joffects draw you in,
but beware, nathing in
Riven is as it seems...
Win ‘95 #45891 yyondn

46961 Meed for Spﬂd 0.
AB44] MefWar .. .. e
44502 Meverhood CD
ASB92 Obyidian .. ..vuus
44403 Outlows WRSCD | | alasialaa e
41464 PRA Bowling €D . . . T e
22228 PGA Tour Pro . ... ..
AZAES POD s vdaawaans .
45235 Pacilic General CD. .. .. ..
43057 Panzor Genaral 1 CO NEW.,.......
AB4B2 Pax Imperio:Eminent Domain .. .. .. . .
34773 PiFell, Mayan Advantirs CD
44946 ProPilot CO - NEW
47886 Guoto 2 PREORDER . .

48345 Rutidert il . A el b k' a R
43383 Five & Fule: A E-n::ruCD e Mo ks Iyl
L LA o D s .

41232 Rood Resh CD. . . . .

48241 Sabre Ace NEW |
45140 Scraomer 2 WS

/4 44 em

B

ViI5A
EEEER

ppingl.All prices are subj Iloc ange
ress that is currently ssld anywher lass, show
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MGPX166 Featuring:

e & » & & o & & & o @& »

Media On™

Game Exireme

Intel 166MHz Pentium® Processor with MMX™ Technology
Intel AN430TX Motherboard with 512K cache & USB
16 MB EDO DIMM / 1.44MB Floppy

3 GB EIDE Hard Drive

S3VIRGE 3D w/4MB EDO RAM (METABYTE GIA 3D)
Yamaha Sound on board

16X CDROM

104 Win85 Keyboard & Mouse

Diamond Supra 33.6 voice Modem

Mini-ATX CASE with 235 Watt Power Supply
Microsoft windows 95 & McAfee VirusScan

Monitor Sold Separately

MGPX200 Featuring:

Intel 200MHz Pentium® Processor with MMX™ Technology
Intel AN430TX Motherboard with 512K cache & USB

32 MB EDO DIMM / 1.44MB Floppy

3 GB EIDE Hard Drive

S3 VIRGE 3D with 4MB EDO RAM

Yamaha Sound on board

16X CDROM

Diamond Supra 33.6 voice Modem

104 Win95 Keyboard & Mouse

Mini-ATX CASE with 235 Watt Power Supply
Microsoft windows 95 & McAfee VS Scan
Monitor Sold Separately

Intel 233MHz Pentium® Processor w/MMX™ add $125

$ 1,199

Note, Intel Inside Logo and Penlium are registered trademarks and MMX is a lrademark of Intel Corporation. All other names are properties
of Iheir respeclive corporalions. Price and specilicalions are subject to change withoul notice. Not responsibla for typographic errors. Good

only while supplies last,




Media On™ Graphic Extreme

MEPX200 Featuring: Expert Il Featuring:

Intel 200MHz Pentium® Processor with MMX™ Technology Intel 233MHz Pentium® Il Processor

e Intel AN430TX Motherboard with 512K cache & USB Intel PT440FX Motherboard

s 32 MB EDO DIMM / 1.44MB Floppy 32 MB EDO RAM/ 1.44MB Floppy

e 4.5 GB Ultra Wide SCSI w/UW SCSI Controller 4.5 GB Ultra Wide SCSI w/UW SCSI Controller

o 3D Video w/ 4MB RAM MATROX 3D with 4MB EDO RAM

¢ Yamaha Sound on board Yamaha Sound on board

e 16X SCSICDROM 16X SCSI CDROM
100MB SCSlinternal ZIP Drive Miamond Supra 33.6 voice Modem
Diamond Supra 33.6 voice Modem 104 Win95 Keyboard & Mouse $2 309
104 Win95 Keyboard & Mouse Mini-ATX CASE with 235 Watt Power Supply ~ ~ £
Mini-ATX CASE with 235 Watt Power Supply Microsoft windows 95 & McAfee Virus Scan
Microsoft windows 95 & McAfee VS Scan

* @& & & & % o o ® 0 @

. PA iiinited Warranty /2 years Labor
T@ O all: 888 U-‘GAM E-IT (838—-842'6343) : pentium-||

CIRCLE READER SERVICE #102




T“E B“MP"TER GAMINE P"I.I. A MONTHLY SURVEY OF CGW SUBSCRIBERS

gamers and game publishers can benefit from your feedback.

TOP ACTION GAMES

1 Quake Pack 2: Dissolution of Eternity id Soflvarc/Rogue
2 Quake Pack 1: Scourge of Armagun id Soltware/Rilual

0.03

'3/ Duke Nukem 3D 3D Realms 832
4 Tomh Raider Eidos 8.30
|5 Crusader: No Remorse EAIOrigin 812
/6 Quake id Software 8.01
/The Need for Speed SE. EA 7.99

8 l:nlsader' No Regret EA _ 7.81
{8 MDK = Playmales/Shiny 7.62
10 Interstate '76 Activision 7.54

TOP CLASSIC/PUZZLE GAMES

COMPANY
‘Berkeley Syslems

'Ynn' Don't Know Jack Il

You Don't Know Jack Berkeley Sysiems 8.19

'3 You Don’t Know Jack Mavies ~ Berleley Systems 7.98
You Don't Know Jack Spnns Berkeley Systems .90

' Power Chess Sierra 7.33
Incredible Toons Sierra 7.20
 Slerra Poker. Sierra 6.6

| 8 Mind Grind Wicroforum £.89
‘9 Monopoly Virgin/Westwood 6.85

10 Baku Baku Sega 598

TOP SPORTS GAMES

1’ Links LS Access!

2 NASCAR 2 Sierra 8.25
13 NHL 97 EA Sports 814
4 NBA Live 97 EA Sporls 8.05
‘5 (Grand Prix 2 EA Sparts 8.02
6 Jack Nicklaus 4 Accolade 7.80
7 Tipleplay 98 (EA Snors .67
i 8 NASCAR Racing Sierra 7.58
8 Tripleplay 97 EA Sports 7.50
10 NHL Hockey 96 EA Sporis 7.49

TOP ROLE-PLAYING GAMES

ach month, 2,000 CGW subscribers are selected at random to rate 100 computer games. The results of that poll are combined with the results of
previous months to yield a cumulative average for the best plays in gaming. If you receive a ballot, please return it with your ralings so that other

TOP ADVENTURE GAMES

1 Gahriel Knight 2 Slerra

2 Pandora Directive Access 8.21
'3 Rama 3 " Siera. 7.85
4 The Neverhood Dreamworks 7.69
5 Realms of the Haunting Interplay. 7.65
6 Spycraft Aclivision 7.54
7 Full Throttle LucasArts 747
8 Circle of Blood Virgin 746
|8 Leisure Suit Larry 7 Siarma 7.31
10 Zork Nemesis Activision 7.22

TDP SIMULATION/SPACE COMBAT GAMES

COMPANY
- EAIDrigin

i WEng commanderw

2 AH-64 Longbow EA/Origin 8.12

'3 MechWarrior 2 . Aclivision 8
MechWarrior 2: Mercenaries Activision 8.1

U.5. Marine Fighters S EATE 187

6 Silent Hunter S8l 7.86
EF2000 AT Ocean 7.65

S 8 686(1) Hunter/Killer EAlJane’s 7.63
/9 U.S. Navy Fighters: EA 7.5

10 Advanced Tactical Fighters EA 747

__ TOP STRATEGY GAMES
Heroes Il Price of Loyalty

Wew World Compuling:

WarCraft 1l Expansion Dlsk Blizzard 8.86

Red Alert Virgin/Westwood 8.78

WarCraft Il Blizzard 8.78

5 Heroes Il - New World Compuling B.74

6 Civilization Il MicroProse 872
‘7 Red Alert: Counterstrike Virgin/Westwood: 839

L 8 C&C: Covert Operations Virgin/Westwood 827

'9 Command & Conguer VirginWestwood 820

10 Civilization 2: Scenarios MicroProse 8.19

TOP WARGAMES

1 Diabla: Blizzard

2 Daguerfall Bethesda 7.44
3 Anvil of Dawn New World Computing 715
4 Albion Blue Byle 6,13
5

6

7
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1 Steel Panthers Il Campaign Disk S8
2 Steel Panthers Campaign Disk S5I
3 Steel Panthers Il |
4 Steel Panthers Ssl
5 Battleground: Bull Run TalonSalt
6 Battleground: Shiloh TalonSoft
7 Battleground: Antietam TalonSoft
8 Tigers on the Prowl Il HPS
9 Battleground: Waterloo TalonSaft
10 Battleground: Napoleon In Russia TalonSoft

8.67
B.44
8.40
816
.14
797
791
(.15
7.73




TOP 100 GAMES

GAME COMPARY TYPE  SCORE GAME COMPANY TYPE  SCORE
¥ 1 Quake Pack 2: Dissolution of Eternity id Software/Rogue AG 906 51. The Neverhood Dreamworks AD
2 Quake Pack 1: Scourge of Armagon id Software/Ritual AC 9.03 52 Tripleplay 98 EA Sports Sp
7 3 Heroes Il Price of Loyalty New World Computing. ST 9,01 53 EF2000 Ocean Sl
4  WarCraft Il Expansion Disk Blizzard ST 8.86 Realms of the Haunting Interplay AD
5 Red Alert Virgin/Westwood ST 878 55..688(1) Hunter/Killer EA/dane’s sl
WarCraft Il Blizard ST 8.78 X-COM Apocalypse MicroProse ST 63
v 7 Steel Panthers Il Campaign Disk S5l WG 876 57 MDK Playmates/Shiny AC 762
Fc 8 Diahlo Blizzard RP 875 58 Jagged Alliance: Deadly Games Sir-Tech ST 7.58
9 Heroes Il New World Computing ST 8.74 NASCAR Racing Sierra SPRNNESE
10 Civilization Il MicroProse ST 8.72 60 LU.S. Navy Fighters EA Sl 7.57
11 Steel Panthers Campalgn Disk Sl WG 867 61 Battleground: Gettysburg TalonSoft WG  7.5%
A 12 Links LS Access SR 8.66 62 Interstate '76 Activision AC 7.54
13 Steel Panthers Ii S8l WG 844 Spycraft Activision AD  T7.54
Y 14 You Don't Know Jack Il Berkeley Systems CP 8.43 64 Lords of the Realm Il Sierra ST 7.51
15 Steel Panthers SSi WG 840 65 Tripleplay 97 EA Sports SP 7.50
16 Red Alert: Counterstrike Virgin/Westwood ST 8.39 66 NHL Hockey 96 EA Sports SP 7.49
¥ 17 Wing Commander IV EA/Origin Sl 8.36 67 Advanced Tactical Fighters EA Sl 1.47
18 Duke Nukem 3D 3D Realms AC 8.32 Full Throttle LucasArts AD 7.47
19 Tomb Raider Eidos AC 8.30 68 Circle of Blood Virgin AD 746
20 C&C: Covert Operations Virgin/Westwood ST 8.27 70 The Need for Speed EA AC 7.45
21 Command & Conquer Virgin/Westwood ST 826 71 Daggerfall Bethesda RP 7.4
22 NASCAR 2 Sierra SP 8.25 Fantasy General Ssl ST 7.44
X 23 Gabriel Knight 2 Sierra D 823 73 NBA Live 96 EA Sports SP 1 7.43
24 Pandora Directive Access AD 8.21 74 FPS Football Pro '97 Sierra SP 7.42
25 Civilization 2: Scenarios MicroProse 5T 819 X-Wing vs. TIE Fighter LugasArts Sl 7.42
You Don't Know Jack Berkeley Systems cP 819 76 CivNet MicroProse ST 7.41
271 Battleground: Bull Run TalonSott WG 8.16 FPS Foothall Pro '96 Sierra SP 7.4
28 Battleground: Shiloh TalonSoft WG 814 78 Leisure Suit Larry 7 Sierra AD 7.37
NHL 87 EA Sports SP 814 79 PGA Tour Golf 486 EA Sports SP 736
30 AH-64 Longhow EA/Origin Sl 8.12 80 Decisive Battles of WW II: Ardennes SSI/SSG WG 733
Crusader: No Remorse EA/Qrigin AC. 812 Power Chess Sierra CRHT33
32 MechWarrior 2 Activision Sl 8.1 Tony LaRussa 3 Stormfront Studios SP 7.33
MechWarrior 2: Mercenaries Activision Sl 81 83 Comanche 3 NovalLogic S 7.30
34 Dungeon Keeper EA/Bullfrog ST 8.06 Robert E. Lee: Civil War General Sierra WG 7.30
35 NBA Live 97 EA Sports SP 805 85 Privateer 2 EA/Origin S 7.28
36 Grand Prix 2 MicroProse SP 8.02 86 F-22 Lightning Il MNovalogic Sl 7.26
37 Quake id Software AC 8.1 BT FIFA 97 EA Sports SP 724
38 The Need for Speed SE EA AC 7.99 Theme Hospital EA/Bullfrog ST 7.24
39 You Don’t Know Jack Movies Berkeley Systems cP 798 89 Flying Corps Empire | 7.23
40 Battleground: Antietam TalonSoft WG  7.97 Magic The Gathering MicroProse ST 7.23
41 Tigers on the Prowl I HPS / We - 7.91 Pra Pinhall Empire AC 7.23
42 You Don’t Know Jack Sports Berkeley Systems CP 7.90 92 Lighthouse Sierra AD 7.22
43 Heroes of Might & Magic New World Computing: ST 7.87 Zork Nemesis Activision RIS ]
U.S. Marine Fighters EA Sl 7.87 94 Incredihle Toons Sierra CP 7.20
45 Silent Hunter S8l SI 7.86 System Shock EA AC 7.20
46 Rama Sierra AD 7.85 96 Descent Il Interplay AC 7.18
47 Crusader: No Regret EA/Ongin AC 7.81 Last Express Broderbund AD  7.18
48 Jack Nicklaus 4 Accolade SPESLS7.80 98 Age of Rifles Campaign Disk Ssl WG 717
49 Battleground: Waterloo TalonSoft WG 7.75 99 Virtual Pool Interplay SP 76
50 Battleground: Napoleon in Russia TalonSoft WG 7.73 100 M.A.X. Interplay ST 7.15

Games on unnumbered lines are tiad with game on line above. ¢ = Top game of type. Blue = New Game, AD = Adventure, RP = Role-Playing, S| = Simulation/Space Combat,
ST = Stralegy, WG = Wargame, AC = Aclion, SP = Sporls, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of Fame.
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HALL OF FAME

.4 velcome to the Cooperstown of Computer Games. Here

" you’ll find, raised upon pedestals, the games that broke

the records, established the henchmarks, and held gamers in
delighted trances for hours untold.

It L T e

TIE Fighter

LucasArts, 1994
ver since George Lucas opened our eyes to
a galaxy far, far, away, the Star Wars saga of
the small Rebellion struggling against a
merciless Empire has captured our collective i |mag|
nation. The story has been fleshed oul in successive years by baoks, more movies,
and, yes, computer games. While several games have attempted lo transplant us into
the fiery battles of the Star Wars universe, none was more successful than TIE
FigHter. Project leaders Lawrence Holland and Edward Kilham designed the game
wilh an authentic Star Wars atmosphere, a superb storyline that expanded on the evil
Empire, and a rousing space simulator. Players discovered whal it was like to be a TIE
Fighter pilat who projected the Empire’s power with progressively advanced fighler-
craft. You could even fly escort for the dreaded Dark Jedi himsell, Darth Vader.

TIE Fister had excellent graphics for its time and nicely animated cut-scenes, but
whal made lhis game greal, asice from ils almosphere, was the gameplay. You could
choose lo fly up to five different Imperial spacecraft in the extensive Campaign Game,
which pilted you against X-Wings, Frigales, and myriad Rebel craft in a host of pro-
gressively difficult missions, These missions were challenging and logical, fitting nice-
Iy into the storyling, and the enemy craft were inteligent, tough foes. Above all, TIE
FigHTER Was immensely fun o play. There are few space sim games with a combina-
lion of great gameplay, plot, and atmosphere, but TIE FigHTer stands out even among
this elite company. For a true Star Wars
experience, there is only one game wor-

Their Finest Hour
LucasArts, 1989

he re-creation of the Battle of Britain in
Trem Fest Hour set standards thal
many of today’s sims still don't reach.
Even though it didn't even feature lhree- dlmen .
sional aircraft (they were pre-rendered from various angles), it provided a level of “you
are there" immersion that many new, lechnically accurale sims can't re-creale. The
sim’s well-designed missions and realistic aircraft performance (for its day) took you
back 40 years—whether you were batlling Bf-109s over the English Channel or diving
through thick ack-ack in a Stula as you closed in on a British airfield.

The game's dynamic campaign gave you a chance to aller the oulcome of the
Battle of Britain, either through superior performance in the Luftwaffe or poor flying in
the Brilish Fighter Command. The game’s mission edilor lel you creale and share
missions (which kept the game fresh), and the inlight camera feature let you record
your missions and relive your glory—or agonize over your defeals.

In 1990 the game was CGW's Action Game of the Year, and it garnered the high-
est reader ratings of any game in the magazine's history up to thal point. Designer
Larry Holland went on to create Secrer Weapons o THE Lurtwarre in 1991, which built
on the Finest Hour engine, but which wasn't quite as historically immersive.
Unfortunately for flight sim fans, he then went on o design X-WinG and its sequels, a
series so popular that his retum to the flight simulation arena anytime soon is unlikely.

thy of the Emperor’s favor: TIE FigHiER.

_:,ﬁ.:_;ffductees Prior to 1989

LTBm;E cuess (Interplay Productions, 1988)

*F-19 Sreaum Ficuter (MicroProse, 1988)
Llimvsnunu Tue Turning Point (SSI, 1986)
. Kampraruppe (Strategic Simulations, 1985)
' Mech Bricape (Strategic Simulations, 1985)
*Hlam & Maaic (New World Computing, 1986)
E. (Electronic Arts, 1983)
Ham s Pirates! (MicroProse, 1987)
Ssmcm (Maxis, 1987)
i Sm!lﬂ.lm (Electronic Arts, 1986)
!_T arD’s TaLe (Electronic Arts, 1985)
* Umma 11 (Origin Systems, 1983)
 Uirima IV (Origin Systems, 1985)

\\hn IN'Russia (Strategic Simulations, 1984)

i errmun (Interplay Productions, 1986)
m.nnmr (Sir-Tech Software, 1981)

anc [Infocom 1981)

==

s

2 ~ Modern Inductess
ALoNE IN THE DARK Master oF ORion
(I-Motion, 1992) (MicroProse, 1993)
BETRAYAL AT KRONDOR Panzer GENERAL
(Dynamix, 1993) (SSI,1994)
Day oF THE TENTACLE Ren Baron

(LucasArts, 1993)

Doom

(id Software, 1993)

Farcon 3.0

(Spectrum HoloByte, 1991)

FronT Pace Sports FooteaLL Pro
(Dynamix, 1993)

GunsHip

(MicroProse, 1989)

Harpoon

(Three-Sixty Pacific, 1989)
King’s Quest V

(Sierra On-Line, 1990)

LEmmINGS
(Psygnosis, 1991)

Links 386 Pro
(Access Software, 1992)

M-1 Tank Pratoon
(MicroProse, 1989)

Master oF Macic
(MicroProse, 1994)
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(Dynamix, 1990)

Sip Meier’s CiviLizaTion
(MicroProse, 1991)

Sio Meier’s RaiLroan Tycoon
(MicroProse, 1990)

Tue Secrer oF MonkeY IsLanD
(LucasArts, 1990)

Tuer Finest Hour
(LucasArts, 1989)

Tie FiGHTER
(LucasArts, 1994)

Utnima VI
(Origin Systems, 1990)

Uinima UnperwoRLD
(Origin Systems, 1992)

Wing Commanoer 1, I, & 1l
(Origin Systems, 1990-91)

Worrenstein 3-D
(id Software, 1992)

X-Com
(MicroProse, 1994)
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REVIEWS
: Abe’s Odd
f Machlne Part I I Buicineefsee

ant the best machme you can buy for $2,5007 Next month we'll

test a slew of powerful new PCs to see which delivers the best iF-16
bang for the buck. We'll rate machines from Micron, Compag, Dell, Sabre Ace
Falcon Northwest, Packard-Bell, IBM, Hewlett-Packard, and more. Panzer General Il
ntl ' S s
Gentlemen, start your propellers Total Annihilation
= "4 Incubation
3D Graphics Gards Rated Conquest Earth
Man 0’ War
Lasl issue we rated 8 new 3D graphics cards and described 10 more I Prelude to Waterloo
that hadn’t released yet. Since then, 12 new boards have come crash- War Inc.
ing down on our tech editors’ heads. Next month, they'll test and rate parts You Don’t Know
. from-Asus;-ATI>Canopus, Creative Labs, Diamond, Elsa, Intergraph, Jazz, %55 Jack lll/Jack TV

Plus lots more!

(Subject to change if somebody goes berzerk
or gels a girlfriend.)

Ma tmx_. and Sierra.

> JANUARY ISSUE ON SALE DECEMBER 211!
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MARTIN CIRULIS

Whats the Deal
ith...Game

eviews?

couple of weeks
ago, | found
myself in calm
debate with an
erstwhile col-
league over the
nature of this
wacky world of game reviewing.
Specifically, we were wresting over
ihe eternal question; What makes for
a bad review? By this, we mean a
review that is "bad” as in a job poor-
ly done by the reviewer, as opposed
{0 a job poorly done by the game
designer. A one-star review of a
game is slill “good" if the game is
really a one-star game. While nothing
much was resolved, the discussion
did manage o boil down to a single
issue that might be actually relevant;
How much of a game review should
be about concrete facts, and how
much is jusl a matter of opinion?

Superficially, this seems like a hair-
splitting kind of issue, but if you take
a moment to think about it, the enlire
accountability of gaming mags—not
to mention the individual writers—
hangs on it. It's an issue that's black
and white and gray all over.

There can be no doubt that review-
ers have their awn opinions, and how
a game strikes you is a matter of per-
sonal taste in many ways. Taste is a
wonclerful thing, but often it leaves a
little logic to be desired; and so, while
the reviewer's personal opinion is
always a parl of a review, il has to be

mitigated by some universally
agreed-upon frame of reference.
Personal {aste is not enough lo base
an entire review upon. A bad inter-
face is a bad interface, regardless of
how you “feel" about a game.

The problem with chalking up a
“bad"” review to simple opinion is that
opinion is too slippery for anybody to
gel a handle on. Glossing over any

b 44 u here

hard facts or denying a firm frame of
reference leaves the consumer pay-
ing for a lot of pages of ads and
words that have no more critical rele-
vance than asking your bulcher or
mailman if they think you should buy
DasaerFALL or MigHT anp Magic VI,
“It's just my opinion” might be good
enough for nutty columns like this
one, but reviews need to contain a it-
lle more real information.

Some sort of expertise, no matter
how flimsy, has to be the frame by

which a review is judged—experience

with the industry, with software and
games in general, or with the subject
matter of the game. Whether a review
is "Right" or "Wrong" is not an issue
of its star rating. The gray area of per-
sonal opinion can account for the
fact thal one reviewer thought M.AX.
was worth 3.5 stars, and another
gave it 4. On the other hand, the
sane among us can safely agree that
any reviewer giving BC3000 4.5 stars
is slightly mistaken. A very good
review of a very lousy game is a prob-
lem of fact, not opinion.

I a reviewer personally thinks the
potential of BC3000 is worth the
price of admission, then they are
more than welcome lo menlion it in
the body of a review. But alongside of
that, you have to mention that the
game doesn't work out of the box,
and thal installing the first generation
of patches is only slightly less difficult
than fixing the Mir space station. The
reader can then decide what's more
important to them. Hell, | loved play-
ing MacHisveLL wilh friends, bul that
toesn't mean | should have ignored
ils weak Al, daled graphics, and
dryer-than-average combat model
when reviewing il.

Downgrading a game's rating due
to personal issues Is also a problem.
Is it relevant to dock DingLo poinis
for not being enough of an RPG,
even though it was obviously meant
to be more like Rosut than Utimaa?

Should Panzer GeneraL be punished

for not being a rigorously realistic
VWWII battlefield simulation, when it
was obviously designed as a beer-
and-prefzels wargame? Again, these
“facts” can, and should, be men-
tioned in the body of a review, but
when it comes down to the dreaded
rating, a reviewer's opinion on such
matters has to come second, behind
the reality of the game in front of
him. The reviewer may have wanted
fo talk to townspeople, or have yet
another hard-core WWII recreation,
but ¢'est fa vie. The real issue is this:
Is the game doing whal il was
meant to do?

It goes without saying that rating
systems of any kind are Lhe bane ol
any well-thought-out critique, but
the fact is, we are stuck with them
because readers want them. So
when the sublle balance of fact and
opinion in @ game review comes
down to some inane percentage or
number of icons, it's more impor-
tant than ever to give the consumer
something they can hang onto. In
return, the consumer has fo
respect the reviewer as well by aclu-
ally reading an article and under-
standing where the rating is com-
ing from. If there is still a problem
after carefully reading the piece and
taking into account the “half-star
give or fake” taste rule, then the
real argument over the review's
accuracy can begin. &

Computer Gaming World (ISSN 0744-8657) is published monthly by Zi-Davis, Ine. One Park Avenue, New York, NY 10016, Subscription rate is $27.97 for a one-year subscription (12 issues). Canada and all other
countries add $16.00 for surface mail. Postmaster: Send address changes 1o Computer Gaming World, P.0. Bax 57167, Boulder, CO B0328-7167. Canadian GST registration number is 89371 0442 RI. Canada Post
International Pub's Mail Product (Canada Distribution) Sales Agreement No. 1058649, Periodicals postage paid at New York, NY 10016 and additional malling offices. Printed in the U.5.A.
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