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is spreading
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CAVEDOG ENTERTAINMENT *
PRESENTS...

TO0TAL

HILATIO
The New Landscape Of War

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

Extensive mulﬂplayer
and intemet support.

“...a lock to become the new king of

i CHallenging landsapas. } , real-time strategy games...”
metal wurlds. and linore! ;s -COMPUTER GAME ENTERTAINMENT

“...the level of detail is astounding...

it'll be the envy of every kid on the block...”
-PC GAMER

“...true 3D engine lifts the game

into new territory...”
COMPUTER GAMES STRATEGY PLUS

“...TOTAL ANNIHILATION has the
potential to do for real-time strategy what

QUAKE did for first-person shooters ...”
-COMPUTER & NET PLAYER

AVAILABLE NOW!
Total Annihilation strategy guide from GW Press.

COMING SOON!
Total Annihilation Add-On Pack featuring
all-new maps, missions, and units.

s

i 50 m;slnns. over 150 uni including a ;
ull host of land, sea, and alr forces. [ <aveda j“‘

EATEFTAINMENT
www.cavedog.com
A GT INTERACTIVE COMPANY

Omfllummmmmi.lnc Al rights reserved, Created and Published by Cavedog Entertainment, a dhision of
by GT Interactive Soltware Corp. Cavedog Entertainment ™and Total

ition™ are nI he. GT™ 5a mmmmﬁ‘llqmun Trars -
muﬂmmmmwmn g ol Microsaft C Nl other
Irademarks ane the property of iheir respective comparies.
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ing forces into
-D segments.
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' Tank battalions that respond
to real 3-D terrain.

¢ Defend your coastline
o0 from invasion.

Bénib?rd the enemy
- from the safety of the sea.
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No Other Golf Game

New TVCam™ captures your best shots from absolutely anywhere on the course.

Tee off with Jack on bheautiful courses all
over the world. New 3D golfers - made
with a breathtaking 2000 polygons -
are the most lifelike and realistic ever
seen in a golf game. Pro golfers were
motion-captured to create incredibly
accurate swings.

And, going 3D means you can position
the camera anywhere, at any angle on
the course to make shots and watch
replays. You can even line up putts at
ground level for precise aiming.

Of course, this is still Jack’s game and

10 Courses included plus over
100 more available FREE via the
Internet! Jack Nicklaus 5 offers

New for Jack Nicklaus 5 - Lake
Las Vegas, Ireland’s Mt. Juliet,
and the exotic Hualalai of Hawaii.

he's waiting to tee off with you. An
all-new Al engine powers challenging
computer opponents who will try their
best to beat you on the links.

Even better, now you can play
uneven and sidehill lies. If you hit
a bad shot, you decide whether
to declare your ball unplayable
and where to take the drop.

Jack may be the greatest golfer
of all time, but this is still the
game that humbles all players.

$10 _
Rebate/Upgrade!
For owners qu’
Jack Nu:ldau gy

LY
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Praise for Jack Nicklaus®

Yokokokok — Computer Gaming World ~ “...impressive..."— GOLFWEEK

Grip It & Rip It. New
eter gives you
‘g?; igﬁ feel of phe sw&ng.
Traditional 2-Click an
3-Click meters are also
included for you to
choose from.

ing Pin Flags. Pin
fﬁzzl;lr?d poles a{éitllralu;]‘s;
in the directio
" he wind to allow for
e precise aming
" our approach ShOts
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sqn Your Own Course
Design ful course designer

I
The powe bort custom

ou im
E::p%ics and create your

favorite courses.

gpecial Laptop
* V[;rsion included!

A <]
NICIK< L _Aa\llsS =

dJack Nicklaus

Aeme AWM Sroduciions

Available wherever
you buy software or .
rectly call }

il 7744 1 i

Packed with
new features!

NEW 10 courses! More than any
other golf game including Lake Las
Vegas, Ireland’s Mt. Juliet and the
exotic Hualalai.

NEW Grip it and Rip it. The new
MouseMeter™ gives you the real
feel of the swing or choose from
either the 2-Click or 3-Click
standard meters.

NEW Gary McCord. Hear the sharp
and often hilarious commentary of
this renowned CBS sportscaster.

NEW Lifelike 3D golfers modeled
using the most advanced motion-
capture technology for incredibly
accurate swings.

NEW Artificially Intelligent
computer golfers challenge you
on the links. Play against opponents
who will try to beat you every
time you tee up.

NEW TVCam™ lets you position
the camera anywhere on the
course to aim, play and watch
your shots.

NEW The course designer is more
powerful than ever. Import your
own graphics and design custom
courses,

NEW Find friends and other
players on-line to play against
with Accolade’s new Game
Matching Service.

NEW Game physics now allow
for uneven and hillside lies as
well as ball drop feature,

NEW Fly-bys and detailed
commentary help your strategy
on every hole.
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ENTERTAINMENT

WL ELZZARDO.COM

= Unigue ALEN SPECIES
Whether you command the
nomadic Terrans, mysterious
Protoss, or voracious Zerg,

you must devise tolally unique
strategies 1o master the
specialized units, abilities

and technologies ef each.

. ”

THE ONLY ALLIES

UnEpuALED
! CamemcGn E0TOR
Construct individual

‘.INT'EN.EE INTEANET ComPETITION mlss’oﬂs or en“re

Challenge the world with FREE* campaigns with unrivaled
access to Blizzard Battle.net:” Up to options and ease.

8 player Internet support including *
worldwide player rankings, .

-

tournaments and challenge ladders.



Ihrs wireah
Marinbeg
L=

5 war

Frossas

Hara vt
oty 10

-
. .

‘F(EVUI.I.I'I"IQNHRYFPEI:’!HL 'EI-=:=E|:TE
Real-time light sourcing, true line of sight and
an advanced franslucency engine combine for
. unparalleled visual and tactical realism.

JULTIFLE THEATERS OoF BaATTLE

Engage in a,deadly mix of space combat, 3
planetary assault and covert base infiltration. . .
Command Ghost Espionage Agents, Protosgy ¢
High Templars, and Zerg Dnﬂlars as vuu seek
(1] conquer the ga|axy . . TFrea access to Batte.net requires access to the Intamet. Player is mpma-m foran applicable Intarnet Iees.
- . StarCratt and Battle.net ane trademarks and Blmn:l is a reg idson & .lssodalos Inc. .
Q1997 Bhzzard E All nights res:
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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, DYD 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!

Longbow FX

Don’t miss the arcade fun. Buy

Intense 3D Voodoo now from

Intense 3D Voodoo
delivers arcade-quality
3D graphics on your PC.

your local computer retailer!

INTERGRAPH

COMPUTER SYSTEMS

N GAD\@! www.intergraph.com

.!llll"

d the Intesgraph logn ae agls‘c e tranemarks and Intense 30 and the intense 30 Voodon logo are trademarks o
mark of Elsctronic Arts. Jan u.lre istered trademark of Jane's Information Grop, Lid. us: ed under ficenze. Mo of Delphine Sottware international. TUROK is
subsidary of Gelden Books Family Entertainment. Acclaim i a regestered rademark o 301x logo, Vieedoo Graphics and
Vo009 Rush are rademarks or?Dln.rm'. 2, Inc. Windows is a registered trademark of Microsolt Corporation, Other brands and ¢ ré trademarks of their respective owners.
Capyrigt 1997 Intergraph Corporanon, Huntsvile, AL 35634-0001. MC 970660 9:97

Electronic Ants i5 a registered trademark and

CIRCLE READER SERVICE #072



O

% — THE CURS




Presenting the long-awaited third installment in LucasArts’ classic adventure series, Monkey Island. With features like 30-
plus hours of gameplay, 8,000 lines of hilarious dialogue, oodles of challenging puzzles, high-resolution graphics, film-

quality animation and a few surprise celebrity voices. Not to mention vegetarfan cannibals and a guy named Snugglecakes.

So get ready to embark on a rollicking, swashbuckling graphic adventure where the scagulls have better {
; \ﬁ:

B3 10 AT
aim than the pirates, and the sharpest weapon is your wit. Fer Windews 95 CD-ROM

Check out the playable demo in sclect magazines or download it from our Web site at www.lucasarts.com €S

© 1987 Lucashuts Entertzinment Company. Al Rights Reserved. The Curse of Monkey Island is a trademark of LucasAnts Entertalnment Campany. The LucasAris lage Is a registered trademark of Lucastilm Lid.. nsed snder autharization.
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The #1 Computer Game Magazine

ey

ou’'ve waited long ». _,
Yenough. Can the godfa- o
ther of flight-sims

deliver an experience you A% 4
can’t refuse? Simulations ‘
Editor Denny Atkin

speaks with

the designers

and pilots who

have been integral to
the five-year project.
He even got to log
some airtime to
test the game’s
physics modeling,
avionics, graphics,
and performance. If
you've been waiting
for the ultimate
fighter sim, don’t
miss this preview!

»
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Ultimate Game
Machine Part Il

Did you slap a Nine Inch Nails sticker
on your CPU just o cover up thal
embarrassing "486" label? Have no

fear: We'll try to free you from the

bondage of lechnological obsolescence
without draining your wallet. This month we test nine
off-the-shelf systems
under $2,500 to see
which ones are the
best for gamers.

| cards to separate the

| 3D Showdown

24 Cards Rated

It's high noon at the 3D-card corral. The chipslingers
have galhered for the specs shootoul. “Dueling
Dave" Salvator and Loyd “Lefty” Case, the local mar-

shals, have q

rounded up the latest

quick and the dead.




P SNEAK PREVIEWS

EX Populous: Third Coming »
EIN Journeyman Project3 8
K3 Air Warrior 3D «

HARDWARE

News: 3D Ironworks, Hardware Pipeline

v

A ThrustMaster Rage 3D Gamepad
Il NetGear
il ThrustMaster Driving Wheel
A Saitek PC-Dash b
D GAMER’S EDGE
EETD Twinsen's Odyssey »
EEX} Dark Reign
EEd Imperialism
B0 Achtung Spitfire
BT Scorpia’s Tale:
The Space Bar
&l CG Tips!
) COLUMNS
Bzl Johnny Wilson Core Gamers and More Gamers
A Loyd Case DirectX Issues
EIE Eliiott Chin Do Stories Matter in Action Games?
EZZ] Dennis McCauley “Psst...Wanna Get Small?"
E&  Jeff Green Obsessions of an AGe oF Empires Addict
Denny Atkin Year-End Review of Flight Sims
Ezld Martin Cirulis What'’s the Deal With...Fortune Telling?
P DEPARTMENTS
BT Onthe CGROM  What's on the CD and How to Use It
2 CG-Online What to Look For on the Web
K Letters Our Readers Speak Out
1 READ.ME News, Views, and the Latest Releases
Top 100 Readers Rate the Top Games
] Hall of Fame Greatest Games of All Time
Ezil Coming Next Month A Preview of the February CGW

Holiday Gift Checklist Page 72

m REVIEWS Index and Introduction
'

Hexen I

Shadows of the Empire
Shadow Warrior
Take No Prisoners
Virtua Fighter 2 _
Pro Pinball: Timeshock! §
Resident Evil

ADVENTURE/ROLE-PLAYING

] Fallout
(] Riven

iF16

STRATEGY/WARGAMES i

Panzer General Il
Age of Empires
Gettysburg

Total Annihilation
7th Legion
Incubation
Conquest Earth
Man of War
Prelude to Waterloo
War, Inc.
Buccaneer

B Smart Games
Challenge 2

HEEEERE

EE

274
281}
285
203]
302}
304

Age of Empires

JANUARY 1338 CGW




THE NEW BREED OF WARRIOR.

NEVER BEFORE HAS A COMBAT SIM TRANSPORTED

¥OU TO A UNIVERSE S0 CONVIWCING. A B1sT

CENTURY PILOTING EXPERIENCE SO INTEMSE, ITS

CHARACTER-BASED MISSIONS COME FRIGHTENINGLY

CLOSE YO REALITY. MULTIPLAYER COMBAT $0

UNRELENTING, A GLOBAL INTERNET SERVER : |

TRACKS WAR STATISTICS, WINS AND CASUALTIES. (ACorriarortssr st e : W ror e kgl e o

RAW COMBAT S0 BRUTAL. ONLY THE PRODUCERS COMFRONT AM ENTIRE ARHY OF GEARS. CREATE YOUR OWN CHARACTER, AND UUSE WEAPONS FOR SPECIALIZED TASKS:
STRIDERS, AIRCRAFT, INFANTRY AND PLAY VIA LAN/INTERMET AS WINS AND  ATTACK OUT-OF-SIGHT GEARS WITH
EVEN LANDSHIPS: DEPLOY YOUR WING-  CASUALTIES IMPACT THE FRONT LINES  LASER-GUIDED MORTARS; DESTROY
CouLd DEPLOY IT, HEAVY GEAR. UNLEASH THE MEN AND CALL IN FOR AIR SUPPORT. ON A PERSISTENT ONLINE BATTLE-MAP,  ELECTROMIC SYSTEMS WITH RAILGUNS.

OF THE #/1-SELLING, 3-D SIMULATOR OF ALL TIME

WARRIOR WITHIN.

O 1597 DAIAN PO . INC. AMD TARGET CAPES. AB. BASLD ON THE BEAVY GLAR™ UNINERSE CREATED A0 OWNED BT GREAN POR S, INC, ACTINLEVON I3 A BEGIRRERTD TRADDWARL OF ACTIVISION, TNC. © ROR7 ACTIVIGTOW, INC. ALL RIGHTS RESURYER, ALL QTHER IRADDRARLE MO0 TRADE NAMES ARE PROPERUIES OF THELR RESPOCHIVD Owetas




NEH BREED

COMING SOON
ON WMWINDOWS®OS CD-ROM

OFFICIAL
HE&W
EEnR

UNIVERSE

HHW.ACTIVISION.COH

ACTIVISION,




WHEN YOU'RE
- WON'T BE THINKING,

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

Microsoft

Where do you want to go today?’



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

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

on razor accurate GPS data. Your view will shift in anticipation of the curves
ahead. Your pulse will rev at digitally sampled engine sounds and Bob Varsha's track-side

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 140mrn AT LAGUNA SECA YOU |
"WOW. wHAT A GREAT I GAME.”

\ % A% i : ]
fﬁumﬂw m‘:hu mawdﬂlﬁTmthvu'ﬁmu, !)f‘ws.‘nm umLSpummd mmhmihmahm
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AMNCIENT TREASURES.
AN AGE-OLD MYSTERY.

THE onLy THING mMissinG
IS YOUR SOUL.

X4

- www.southpeak.corr



\ SOUTHPEAK"
2 INTERACTIVE

The first PC CD-ROM game featur-
ing Video Reality,™ the all-immersive .
technology that puts you in the game.

ViDeo neaLiT¥o

| | u
/CIRCLE REA,%RISER YICE #29;:?



ON THE CG-ROM

Juicy Demos

With 14 Playable Game Demos and Four Full Games,
There’s Something For Everyone on This Month's CD

ou want some? We've gol

plenty! As this issue was

going to press we
received a bumper crop of good
game demos fo keep you busy
over the holidays. And we have
some extras that may interesl you.
For starters, you'll find our 1997
Article Index, which lists all of our
1997 articles—reviews (with rat-
ings), features, previews, strate-
gies, and hardware—by issue. The
indexes have been saved in tab-
delimited files, allowing you to
open and sort them in whatever spreadsheet or word processor
program you choose.

If you're puzzling over Twinsen's QDYSSEY, OUr SiX Save games
will push you past the toughest puzzles.

For the aspiring Lees and McClellans, there's a demo of CiviL
War Generats 2, with a special Ultimate Civil War contest (co-
sponsored by CGW) to go along with il. The Grand Prize is the
chance to be sent on a VIP tour to a U.S. Civil War reenact:
ment, The winner will also have their piclure in Sierra/
Impressions’ next wargame.

Contest Dates: The contest siarts on January 5, 1998, and
qoes on for three weeks. Registration begins December 1, 1997;
go to www.gamespot.com/promos/civilwar, or check your
mailbox to see if you've been drafted already. Contest is limited to
the first 500 entrants.

How To Use the Disc

The CD is Auloplay enabled and should begin when you load it into the
CD-ROM drive. Othenwise, select Run from the Program Manager in
Windows 3.x, or Start Menu in Windows 95, and type D:\RUN-ME (where
D is the lefter of your CD-ROM drive) to run it from the CD. You may type
DAINSTALL to create a CGW program group on your Windows desklop
for future use. Many demos require the disc to be in the drive lo run;
therefore, we recommend installing the demos from our disc.

CGwW JANUARY 1938

CLOSE COMBAT: A BRIDGE TOO FAR Take charge of

yellow-bellied soldiers in this sequel.

* Eidos UK rtonsousy datesanped e Tovs ecss Il demo
o this menth's CGROM, You wil need to ehangs the system
date on your PC 10 play Whe demo, This needs to be done

* BEFORE attempting to run the demo, Select Setings >
Gontrol Panel from yolr Start Button. Doubls click on the
Time/Date icon and move the dale back to Seplember. Once you
have finished playing the demo, please remember to sef the date
back o the correct manth. This procedure will need to be car-
ried out each ime your wish ta fun the damo, Eldos apologizes
for this inconvenience. Il you desire a solution Lo this problem
without tha need to carry out the date change each time, please
see below. Eidas has set up a phone number 10 supply further
detalls: (415) 547-1262.

Running the Demo o play Ihe demo double-click en the TombZ.EXE in the Tomb2 directory on the CD. You will now be
taken Lo he SetUp menu. check that he options are set as you wish and proceed to the game. These setlings will be saved
and the next lime you run Tomb2 EXE you will be taken straight info Ihe game, so pleasa be sure thal Ihe options you choosa
are Ihe corfect ones.

Eeek, I've already run the demo before changing the datel There ar two Soluions. Eiher follow the instructions
bedow in the section “Obtaining a patch to resolve the problem™ of you will need to delete the TR entry from your registry.

TOMB RAIDER II' Stop drooling over
the new ponytail and see how well you
play as Lara.

WARNING: EDITING THE REGISTRY IS FOR ADVANCED USERS ONLY! IMPROPER EDITING CAN CAUSE PERMANENT
DAMAGE TO YOUR WIKDOWS 95 SETUP! PROCEED WITH EXTREME CAUTION! Please contact Eidos Interactive at
(415) 547-1262 if you have any doubts as to using this method. Eidos Interactive and Computer Gaming World can-
not accept any responsibility for any problems caused by Incomrect Registry changes.

Obtalning a palch to resolve the problem Il you prefer nol fo have lo change the system dale, Eidos can email you
a small patch, This is also avallable at from our FTP Site. To receive the file by emall, please send email o
techsuppa@eidos,com with the subject heading CGWTR2. Please ensure thal you use Ihis exact subject heading. You miy
also oblain this patch from Eidos’ Web site. Using your Web browser go to www.eidos] i Ihi htmi
Piease download the file *lomblix EXE". This file, when run in accordance with the instructions, will allew you to run the Tows
Raner I dema without the need 1o change the date each time you play it.




ON THE CG-ROM

STEEL PANTHERS III The scale may be
different from earfier Steew Panthers, but i
the online database will steer you clear of - LB A o
battlefield headaches. ULTIMATE CIVIL WAR GENERAL CONTEST
See how well you do in the demo and
enter the contest to get the chance to
reenact a battle.

JOINT STRIKE FIGHTER Strap yourself
into an X-35 and admire the view in
Eidos' graphically stunning sim.

DARK EARTH Learn all about the Light and Dark while hurling
mighty French insults in this new adventure game.

JANUARY CG-ROM TITLES

TITLE PLATFORM DIRECTORY EXECUTABLE
L Ry R 4 Smart Games Challenge 2 Win/35 PC2_DEMD pe2_demo.exe
SUB CULTURE Your mission is to rescue a class of geology Close Comhat W5 CCABTF msabtf.exe
students—not an easy task when you're only one-inch tall. Dark Earth ) DKEDEMO Setup.exe
Entrepreneur Wa5 ENTREPRE setup.exe
Incubation W35 INCDEMD Incubati.exe
Joint Strike Fighter Wwas JSF launch.exe
. Man of War DOS/W95 MANOFWAR mowdemo.exe
Nuclear Strike Wwas NUKEPC nstkrdem.exe
Steel _Panthars ] DOSIWE5S SP3_DEMO install.exe
Sub Culture W35 SUBCULTU sccgwdem.exe
‘Tomb Raider Il W95 TOMB2 tomh2.exe
The Ultimate Civil War Was CIVWAR setup.exe
Worms 2 W95 WORMS2 setup.exe
 Zork Grand Inquisitor was ZGI_DEM setup.exe
 Twinsen's Save Games  DOS/W95 TWINSENS
— The Zork Trilogy &
) ' S  Undiscovered Underground DOS ZORKS
ZORK GRAND INQUISITOR Play and appreciate the -_.-mhf Article Indax any 97INDEX
pure Zorkitude of this demo. e e 3

JAMUARY 1538 CCGwW



5 ‘ hen the evil sorcerer

Balkoth threatens the peaceful
people of Urak with death and
destruction, brave heroes with
magical powers must rise up to

_ ; stop the reign of terror and
6 MQ 54 ical races defear the forces of tyranny. In
Lords of Magic, the successor to the popular Lords of the

as you explore the land of Uf,u‘li;

. ief o
you'll battle in dark and mysreriou

Realm 11, you enter a fantasy world where good and evil
SR 4 & caves, castles and dungeons

fight for primacy against a mystical backdrop of wizards,

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

Building on the dramaric features that
made Lords of the Realm Il a break-
through in strategy gaming, Lords of
Magic combines turn-based exploration
and resource management with real-
time combar. Join forces with others
(up to six players can compete on a
LAN or over the Interner) or marshal
your forces to take on Balkoth and his Barbarian allies alone.
You'll command up to Eighty creawres, including elves,
vampires, skeletons, and gargoyles, as you defear evil and save
the realm. Wielding the forces of magic
through spells and artifacts of power,
you can take multiple paths to victory:
more choices, more outcomes, and
unlimited replayability.

Lords of Magic features a true 3-D
game map, with 16 bit SVGA
Graphics and a powerful map .
editor that puts you in contfolia-
of terrin height, topography, 3
and rexure, S,

= Impressions

TR ormna Ovo-Lonme, fog o i TR ezt tromemunbs o, on hoemsed 1o Siea Dnebme, Inc, Bellovee, WA 38007
WS Potert Mo s 520040, 5425130 5300507 Obwer US. and Tavuign putents pendiog. All rights seseaad, 007 103000



cp 1nside your _
zard Tower sorcerers
actice their secrer

Ts To conjure magical
catures and Train

w acolyres

select one of cighr
cities to be the center
of your empire
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when you confront «
the enemy forces of

in your library wizards
will research spells ro
overpower your enemies




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

If you're looking for the
fastest news and reviews in
gaming, turn to the experts
at GameSpol. 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.gamespot.
com/january.

cCcwW

CG ONLINE

CGW’s Home
on the Weh

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

o Designer Diaries

Have you ever wondered whal's going on behind the scenes while
those much-anticipaled games are in development? GameSpor's latest
Designer Diaries lollow Whe progress of game designers Jane Jensen,
embarking on her third GagrieL KhegHr game for Sierra
On:Line, and Tim Schafer currenlly working on Grim Fanoanco for
LucasArts. There's also ION Storm’s Anacurong, Slerra's QUEST FoR
GLory, Dracon Fire, Accolade’s Jack MickLaus 5, Activision's Daak ReiGn
and Zorx Granp Inaursitoa, and more!

o Sirategy Guides

GameSpol stralegy guides are unofficial game handbooks
stocked with secrets and step-by-step inslructions on how to
defeal each level of your favorile game. Our stralegy guides
unlock those unlapped hours of gameplay to help you get
more [un for your buck. Here are four recent examples:

Dark Reign Need some help with Activision's new real-lime
sirategy game? Allow Desslock to give you a hand through
all the missions for both the Freedom Guard and the
Imperium and provide insighl for all the troops and unils in
the game.

Riven The sequel o the best-selling game Myst is [inally
here and GameSpol's guide has everything you need to help
you through those mind-boggling puzzles.

Jedi Knight Jeoi Knignr lets you use the Force to fight
your foes, but you may need more than the Force lo get

JANUARY 1008

you through the game. GameSpol's Jeol KNicHT quide can
help you along your way with lips and hints and all the
secret codes.

Tomb Raider 11 It's time to pull your gear out of the closet
and go on another adventure with Lara Croft. Her quest is
qoing to be long and hard and it looks like she might need
some assistance. Check out GameSpol for the answers Lo all
your Lara questions.

Total Annihilation Could this be the surprise hit of the
year? If you've had a chance to check out GT Interative’s new
real-time strategy game, you already know how challenging it
can be. Lel GameSpol be your guide,

Rane of Empires Microsoft ventures into the real-lime slrate-
qy market with a game thal is sure to sland out from the
crowd. Bul just because it's from Microsoft, don't expect
their tech support people to help you through the game.
GameSpot comes to the rescue with another strategy guide.



® Demos

GameSpot has the most thorough and
reqularly updated game demo libraries on the Web.
This month’s demos include Davtona USA Dewuxe,
Links LS 1998 Eomon, 3D Utra PivgatL: THe Lost
Conminen, Pro Piveact Tiveswock!, and many more!

@ Computer
Gaming Worid

Turn to CGW Online for news, reviews, slrategy articles,
and behind-the-scenes fealures on hundreds of top com-
puter games. Because of our joint venlure with GameSpol,
you'll also see some arlicles posted online before they're in
print! In addition, be sure to walch out for a major new
hardware section by Loyd Case, entilled the Ullimate Game
Machine, & joint venture from CGW and GameSpal. If you
haven't already bookmarkad our page, be sure to add
www.computergaming.com lo your collection.

JANUARY 1998

CG ONLINE

S you read through your issue of CGW each month,
Awatch lor the CG Onling bug, which poinis lo a relat-

ed onling arficle at www.computergaming.com.
It you're inlerested in taking part in our discussions about
gaming, check out the CGW Forums on ZDNef at
www.zdnet.com or www.chatnow.com, CGIY reviewer
and columnist Dennis
McCauley and CGW Sysop
Arlan Levitan host engoing
discussions on ZONe('s
Community Center,

® Special Features

Some publicalions appear to write previews of
games based upon information that is available
everywhere else. Al GameSpol, we like to have
hands-on experience with the game before writing a
preview, so that we can give you a deeper look at
what the newes! lilles are all about. Here is a sam-
pling from this month;

Loros oF Macic Preview

Impressions is known for creating entertaining and
challenging strategy games. GameSpol was Ihe first
to cover Impressions’ latest title, Loros oF Masic, with
an in-depth preview, providing everything you need to
know about this upcoming game.

Toms Bainer 1l Preview

Will the alluring Lara Croft be enough to tempt
fans of Toms Rainer back to play the sequel, or is
Tows Ramer Il just more of the same? Find out for
yourself in GameSpol's exclusive look al Eidos’
much-anticipated game.

Zork Grano Inquisiton Preview

It might not sound like fun playing a Frobozz
Electric Perma-Suck salesman, bul in the zany
world of Zoax il sure can be. Check oul GameSpol's
firsthand look at the next title in Activision’s long-
running ZoRK serigs.
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DAMEN “DEMON" RUSH
SPECIALTY: COVERT OPERATIONS

www.vigilance.com
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‘,..an action/combat game that’s
hght years ahead of the com etition.” '
ZDNet i

AVAILABLE NOW!
J

¢ 3D acceleration for 3Dfx
and Rendition and others

“...real gameplay.” '
¢, ..sharp 3D engine that loo

could stand toe to toe with Qu plus MMX.
PC Gamer . Brilliant 640 x 480 Super
}_ £ " VGA resolution.

/ + .» Compelling story. Solve
* + " baffling puzzles to
_“ . advance between levels.
¢ Smooth 3D combat with
7‘{“\" “ TruFIow‘“ technology.

*"'18 different horrific

SUDDENLY, THE WALLS GA
CRASHING DOWN AND
ALL HELL BROKE LOOSE.

“below and in your face!

4 * DeathiMatch battle for u

' to 8 players in 4
challenging levels via the
Internet or LAN.

% fut-scenes merge the
' game’s 13 levels

‘ ,  seamlessly while
' ~  immersing you ever mor:
B | deeply into the
g/ compelling story.

YOUR ENEMY IS PART
BIOLOGICAL, PART MECHANICAL | 1
AND 100% KILLER! ‘ o NE

TLE YOU WANT,
IT'S BATTLE YOU'LL GET:

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

TEEN

: Hastings, Musicland, Staples and Target Stores. W

© 1997 Visceral Productions, . n Fra - : -

A DIVISION OF AVALON HILL GAME COMPANY Visit our web site; www.avalonhill.com Trademars cted s popaies of
4517 Harford Road, Baltimore, MD 21214-3192 (0] 3 Ca“ 1'800"999'3222 Defiance is a lrademark of Visceral

410-254-9200 CIRCLE READER SERVICE #187 Productions and Logicware, Inc.



Who's Who

in the Computer
Gaming UniverseZ

Are You a Core Member of the Gaming Elite?

ne of the most common questions that I'm asked is,
“What's the biggesl difference in Computer Gaming World
prior to and after the Ziff-Davis acquisition?” My initial an-
swer is, “You mean outside of bigger circulation, more
pages, and a bigger editorial staff? Not much!" Then, |
usually ga into a litany of positives that ZD brings to the
fable. High atop that list is research. ZD believes that suc-
cessful publications know the pulse of their largel audi-
ence. So, we constanily commission studies to examine and reexamine those
farget audiences. The more we know about our readers and potential readers,
the better we can construct a magazine that will both entertain and serve that
universe of readers,

Earlier this year, we commissioned a third-party research company to find
out the size of the core gaming universe. The company selected 16,000 PC-
owning households from the Polk National Database. Each household was

Computer Game Players

Casual
27.2 million
Novice

No
Card/Adventure/Puzzle
23

AOL

3.4 per year
MysT

Myst

15

Core

Est. Population
Rate Themselves As
Give Advice?

Expert

Games Preferred

Percent Playing Games Online
Internet Service Provider
Games: Bought Regularly

Last Game Bought

Game Planned ‘to Buy

Games in Library

40
Not AOL

Quake
42

sent a screening questionnaire designed to find computer gamers. From the
responses to the screening questionnaire, 1,700 gamers were selected to
answer an eight-page survey. The survey was conducted blind with no refer-
ence to ZD publications or Ziff-Davis itsell. The research company certifies
that the resulls can be weighted to the overall U.S. population.

The sludy discovered that out of 41 million US households with personal
compulers, 78 percent—or 32 million households—have games installed.
Sounds like a big audience, doesn't it? Of course, the study then discovered
that there is a great disparity between levels of gamers. The chart on this

4.48 million
Give heavily
Adventure/Action/RPG
24 per year

X-Wing vs: TIE FiGHTER

JOHNNY WILSON

CY \ - .'. ..

page lists some of the most
glaring differences.

EXPLANATION

Notice that the number of core computer gamers accounts for only 14
percent of the total gaming population. Yet, when you figure out the buying
power, they account for 54 percent of the total market. This means that if
you fit into the core gamer category, you are important to software publish-
ers for two reasons. First, your own purchases amount to the majority of
the market (roughly $810 million of the $1.4 billion dollars worth of PC
games sold in 1996). Second, your heavy rate of advice impacis the other
46 percent, Historically, software publishers who have tried to leapfrog core
gamers and go directly to the mass-market have failed. Some games, like
the enigmalic Mvst, have been able to reach the mass market without really
trying, but they are extremely rare,

Notice thal the casual gamer likes card
games and puzzle games in which you get in
and gel out quickly (and no one gets hurt).
Adventure probably comes up as a tribute to
Mvsr, since the puzzles are the primary form of
interaction. Yet, the core gamer loves adventure,
action, and role-playing games—genres in
which the top-rated games require a significant
time commitment. This may explain why 22 per-
cent of core gamers surveyed said that they play
11 hours per week or more and only 9 percent
of casual gamers made that claim. Computer
gaming is a hobby that requires a time commit:
ment; if you play more than 11 hours per week,
you're part of the hard-core gamers within the
core gaming community.

The good news from this study is that more people than ever before are
playing computer games. The sobering news is that most of these new
gamers are casual gamers who do not have the same interests as our loyal
readers. The hopeful sign is that core gamers, like our readers, give advice,
and there is still an opportunily to draft new blood into the genetic pool for
future opponents.

Compuler gaming is a growing hobby, but it's also a changing hobby.
Where do you fit in the gaming elite? %

JANUARY 1993 CGW
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S®'onavisunlly dazzling, real-time
na grand scale first began. now
o= comesalivein stunmng graphlc detall. Your quest"’ Lead a party ofadventurersonajourney to

save the Sword Coast region from a sinister plot that mvolves unpendmg war, dms]: W}IEE‘IEEL

betrayed alliances..even your own soul.

ﬁ, ! Hupe game world - 5 CDs filled with nearly 10,000 + Authentic ADBD®characters, each represented
* pamescreensin striking SVGA, all *accurately on'screen down toindividual class, race,
rendered in lorious 16-bit color gender, skin and hair color, armor and weaponry

ﬁf;j_- Incredibly detailed structures and environments; ) Manapeuptoaé-character party onagripping,
¥ dynamicliphting; day/night, rain, snow,fog,and % non-linear adventure spanning seven chapters
lightning effects with multiple twistind subplots

ARRIVING SPRING, 1998

Adw\nu:d S - o -

mgs&Dmgons ®

&

BY GAMERS. FOR GAMERS. "
www.interplay.com
©1997 BioWare Corp. Al ri %hts reserved. ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS and the TSR logo are registered trademarks

.{u; of TSFI Inc. BALDUR'S. GATE is a trademark of TSR, Inc. Interplay is a trademark of Interplay Productions. TSR is a subsidiary of Wizards of the Coast, Inc.
e All rights reserved. All other trademarks are property of their respective owners.
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CGW’'S DARK CONSPIRACY

I just picked up your November issue and enjoyed it as always, but was left

with a nagging suspicion. There is an evil bias at work in the office of CGW
There is a deserving game withheld from your list of Top 10 Cames From The
Dark Side, and I fear  know why it isn't there: It a (yikes!) console game
ported over Lo Lthe comput-
er. |, of course, am refer-
ring to RESIDENT Vi,

& from Capcom. Perhaps
i your noses are upturned
at this game duc to its
lowly pedigree, butitis
excellent,

The stary slowly
unfolds before you as
vou creep from room to

room. Characler ani-

: mations are fluid and
realistic and the character you pick to play and the deci-
sions you make really do lead to different resulls. Management of your sup-
plies is crucial as running out of high-powered ammo can leave you invery
precarious situations, Plus, its fun and the scariest game [ have ever played!
I used to have a superiority complex about my computer, bul RESIDENT

I'vit made me purchase a PlayStation. Now

your readers don't even have o do that. |
don’t know if anything has been lost in the
port, but if it’s the same game, you are
depriving your readers, and yourselves, of
a great experience. Try it, youll like it.
And, if you can get off that high horse
|nng cnnugh, Gorpenbive 007 is, even as we
speak, attempling o persuade me to buy a Nintendo 64,

Aaaaarrregh! Looking forward to the glowing review!

Bilf Harries,
Phocnix AZ

Unfortunately, as youll notice in this month's review, the computer version
of RESIDENT ENIL. had fots of bugs (and we don’t mean the kind in the Starship
‘Troopers movie, either). We hope that any eventual computer versions of
ColdenEye 007 will be spared such indignities, since it is tnily a manvelous
game, but we can't be sure. As for our anticonsole bias, we plead guilty, but
consider this: NIGHTMARE CREATURES is in that Top 10 list and it hadl its debut
on the PlayStation. So, | guess we've already fallen off that horse. (Bui, it was
rocking very fast, and Jeff Green gol cauaht in the rockers.)

OUT OF LINE ROLE-PLAYING

[ have recently been playing both Dracon Reatms and Urrinia ONLINE
and I sad to say [ have found both a rather ofF-putting experience. [ have
been playing RPG since Dungeons and Dragons appeared in around 1977 or
1978. I've played on computers since the C-6:4. 1 still found both of these
games, 45 different as lliu}' are, lo be quile a (|i:u|ppuiu|1m:n!_

On the technical front, both have problems with lag, much more so
with UO than DR (1 presume because of its graphie intensive nature). To

whal extent il is also a function of totally inadequate server capacity is a

CoW JAMUARY 1538

 LETTER OF THE MONTH
1 WANT MY AGP!

. Isubseribed to your wonderful magazine when I first bought my
computer. At the time, it was state-of-the-art: a blazing Pentium

[20MHz with an incredible 16 Megs of RAM, L6GB hard drive, and a
6x CD-ROM. I was very happy. [ love computer games, and so | was
~content. Now, two years later, my once wonderful machine is below

 the system requirements of many games. | have AH-64D LoncBow,
- and was eagerly awalting LONGBOW 2. | heard about the game being

finally posted on the Jane’s Web site, so 1 went for a look. On the FAQ
list, a question asked, “Will | need a supermachine to run LONGBOW
22" And they answered, “No." [ was overjoyed, until I read the rest. It
“read, “LoNGBOW 2 will run on any P133." I wanted to ery. 1 am new to
this 'cq'l_nllmlér_ game stuff, with only two years behind me. That’s why |
am writing the experts. [ want an MMX, 3D Card, fast machine, and
“more RAM. Lwant DVD. I want AGP big-time. So, tell me, when will
I need to upgrade? [ want to be able to run these games badly. But I
love the computer [ have right now. How will [ find a good machine

- thatwill last me, say three years, without blowing my wallet and with-
~ outmany problems? Thanks.

John McClain
from the Internet

- Wecan help you find a smoking computer around the $2,500 mark
| _;.':‘a‘: shouldn't blow the budget, Just check out the second part of our
 annual Ultimate Game Machine series. It's right here in this issue (pg.

. 122). Unfortunately, I can't promise you three years. Processor capaci-
| tseems to be doubling every I8 months or so (Moore's law originally

had this happening every two years, but everything's speeding up —

' aventhe rate of advancement) and new generations of machines
seen fo hit every six months or so. You can't expect design teams not
towant to use the latest and greatest, so this hobby seems to have an
upgrade curve faster than any other. Of course, you can always hang

anto it for three years and hang out in the bargain bins of software
stores, \waiting for the old stuff to trickle down to your machine. All of
' ushave been there at one time or another.

 The $2500 Challenge [



” FIGHT "'H I - -

You've never seen chess like this. One moment you're testing yourself at Grand Master level on a standard board. Then, with the click of a mouse,
the pieces have taken on an awesome life of their own - and you're locked into a battle between good and evil, where losing just isn’t an option

: A€tive  CIRCLE READER SERVICE #137  availiable from October on PC CD-ROM
EMPIRE INTERACTIVE - CALL: LS00 206 9706 WEBSITE: waw.empivesus.com and in an enhanced version on PC DVD



NAME: Alec Beckett
= HOMETOUWN: Greshem, OR

RANK IN NET FIGHTER: 1st

DEGREES EARNED: 210,000,

traded 27,500 to buy Quake™
in the HEAT store

66 THE DOCTOR SAID | HAD
A BL-POLAR PERSONALITY AND
I NEEDED TO PRACTICE ANGER
| MANAGEMENT TECHNIgUES. So
=% | HURT HIM, NOW THAT | BEAT
8 P HY FRIENDS IN NET FIGHTER
& ONHEATNET, | DON'T HAVE T0
00 THAT ANYMORE '
SORRY, DR, KREPLER! 99

HEAT USER NAME: Stumpman
TOURNAMENT RECORD: 10-2

FAVORITE SPECIAL MOVE:

swinging knife decapitation

TRASH TALK EXCERPT:
“Sorry about your head.”

OTHER FAVORITE GAMES
ON HEATNET: s s
Quake, 'f; . “I‘-“ﬂ_
Hexen Il "1} AR
Qutlaws,” Diablo,” \-

WarCraft II” VR ek
NET FIGHTER,” THE ONLY FIGHTING
LOCALLY-get the HEAT internet game network box at your local computer store! GLOBALLY

you can divert your anger off the streets and onto the net ggainst real, live people

i
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NAME: Bill Shuitz

HOMETOWN: Portsmouth, VA
RANK IN NET FIGHTER: ond

DEGREES EARNED: 197,500, traded

17,500 to buy Scud: Industrial
Evolution”in the HEAT store

. 661 USED TO TAKE OUT MY

. BULLETS, AND ON EACH ONE |
WOULD WRITE THE NAME OF EACH
PERSON ON MY BUS. THEN A
FRIEND SHOMIED ME | COULD
PURGE MY VIOLENT URGES IN
NET FIGHTER ON HEAT NET
AGAINST OTHER PEOPLE. THANKS
T0 HEAT, THE PEOPLE ON MY BUS
WILL NEVER KNOW HOM CLOSE
THEY CAME! 99

HEAT USER NAME: Thunderhammer
TOURNAMENT RECORD: 9-3

FAVORITE SPECIAL MOVE:
forked lightning kick

TRASH TALK EXCERPT: “Stop hitting
like a sissy girl.”
OTHER FAVORITE GAMES ON HEAT.NET:

Blood,” Duke Nukem, DeathDrome,"
Shadow Warrior, Alien Race™

30 & e
L !V! "?‘l < _:h'- '1! By -:.1-'." L:‘_.:‘H
i & i ufi ==

e

‘GAME ON THE INTERNET!
—log on to HEAT.NET NOW! Through HEAT.NET and the miracle of CyberDiversion, MKE / 10 "’E "ﬂ '

all over the globe! You'll feel better, the whole world will feel better!

© 1997 SepaSoft Networks, Inc. HEAT, HEAT NET, and Net Fighter are trademarks ol SegaSoll Networks, Inc. All other product namas are the tr ks of their respective ownars.
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| LETTERS

question that remains, although I suppose the
fact that I am in the UK may make this worse
than for you Yanks! On UO, there were several
instances of my character being frozen in
place, whilst other players went about their
business, after which | might be able to move
or might get dropped due to a lost connection.
Both games, however, tumed out
to have a quite unexpected

I had thought that

other real players

wonld
be great,
and cer-
tainly in DR
they were, by
and large. In
UO, I did not
manage to stay alive and connected
for long enough to really find out. The sur-
prise is that the players in both are a real prob-
lem, Preying on newbies is a favorile tactic: In
DR, thieves clean you out all the time, and in
VO, other players will kill you. Worse, in DR,
preying on others is a design feature. The thief
class has no real choice and must prey on other
players to prosper. Oddly though, you are not
allowed to fight back, and unless you calch
them at it, which you won'tif lllu)' are much
more skilled than you, you won't even be able
to seek redress. You'll get dragged out by them
and killed, or sanctioned by the GMs for caus-
ing trouble with another player.

I have no objection to taking my chances with
agame. [fyou could not lose, it would not be fun,
but [ am afraid that in these there were o
chances. Players of such great superiority prey on
you that you cannot do anything about it. If ], as a
GM in a conventional game, did that

drawback to this “newbie.”

time taken to get poing, To have them arbitrarily
{rustrated leaves me mad.

Both games need to have a bit of a think abont
what they do with this problem. Lols of people
clearly play and enjoy them immensely, but | seri-
ously doubt that they can keep gelting new play-
ers at a good rate with these problems. Lots may
join but they will churn — eancel their subs and
move on. | lave already done so with DR
Having bought the UO software (for £40 in the
UK) [ canmot s casily walk away from UO.

Both games need nursery arcas
to allow new players to gel
going without have to meet
unmatchable risks, and both
game publishers need to
rethink their policing policies. UQO, in
particular, scems to pride itsell on being a
real environment. Thatit is not. Most of
the cash in circulation in that econo-
my must have come from theft from
new players!
Chris Airey
from the Intemet

Designers wha fail ta leam the lessons of vir-
tual history are doomed to repeat them. We've
always known that online games need a begin-
ner zone cquivalent to a ski lodge’s “bunny
slope.” What we can't understand is why this

fype of “environment isnl beir g (J'L'_\igum'.

FLIGHT LINE

How about a WWII fighter plane simulation
with the option for a multiplayer erew for the big
bombers? It would be just like what’s being done
on Loneeow 2 with the pilot and gunner. | can
remember back W a game for the Intellivision
called B-17 Bosse that 1 played as both pilot
and bombardier, while my friend would act as
gunner and take care of the guns. A few people
logged onto the same plane, with friends flying
escort and other Net players as the enemy fight-

ers wonld be cool. Maybe you could throw in a

to my players, they would rapidly stop
tuming up!

In a real-death environment, where
you cannol restore a backup and try
again, [ personally find this inequality
very off-putting. Local calls are not
free in most of the UK and spending
hours and hours laboriously training

up a character is expensive, given the
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w “IT'S A HIT”

Games Domain Online - 085 News/48 Holrs

9.1 out of 10

Ultra Game Players

9 out of 10

Computer & Net Player
Zentvapy! Online

4 out of 5

Computer Guming World

Next Generation

Compuier Gmmes Strategy Plus
Adrenaline Vault Online M.
C/Net's Gamecenter Online

“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

“Vent Your Road Rage”

- Newswegk

AVAILABLE NOW AT:

CompPUSA

ELECTRONICS “It’s been a long time since a driving game has been as much fun
BouTtigue as Carmageddon”

Best Buy - Computer Gaming World

St “Very playable and addictive.”

BaeBaGe's ETC.

Fry's - PC Gamer
Circurr City “the most impressive racing game around, and the most original game
HasTinGs I’'ve played in ages”
Mepia PLay - Games Domain Online
Micro CeENTER
(11 - L1
et =t Go out and buy it!

PARTICIPATING r e - Ultra Game Players
RETAIL OUTLETS.

.

T ™
E = F3 B
‘:_ y A A B e’ A
STAINLESS
Py rq'" THE RACING GAME FOR THE CHEMICALLY IMBALANCED.
%ﬂ TEST DRIVE THE DEMO AT WWW.INTERPLAY.COM

www.interplay.com 1997 and trademark SCI (Sales Curve Interactive) Lid, SCI is a trademark of SCI (Sales Curve Interactive) Ltd. All rights reserved.
Interplay is the trademark of Interplay Productions. All rights reserved. Exclusively published and distributed by Interplay Productions.
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Real-Time camera movements
DURING game play, and
Real Time animation with
Westwood’s own optical

Westwood’s motion capture technology.

own True Color
Emulation
delivers game
play and break
through lighting
and special effects in full ; ;
sereen (640 x 480). £ Over 70 Real-Time virtual

b
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- actors pursuing their own

agendas that affect your
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final outcome each time
you play.
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Blade Runner © 1982 Blade Runner Parmership, Blade Runnee'™ Blade Runner Parinership, @ 1997 Blade R /W | P hiy
D997 Westwod Studios, Tne. Westwood Swdios is a registered trdemark of Westwood Studios, Ine.




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.
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The Latest News From the Computer Gaming World
Edited by Charlotte Panther (CPanther@zd.com)

Westwood Prepares fo Ship Its Ambitious Adventure Game

et ready, junior Blade Runners, the repli
G cants are on their way. Westwood Studios’

long-awaited adventure game, based on

the classic science-fiction movie of the early "80s,

is finally about to see the light of day.

We were able fo play a late beta of the four-CD
game, and all signs indicale that Buaoe Runer will
be one of the hottest adventure games to come
around in & long time.

The first thing to nole is that Westwood has
done something very interesting with the fran-
chise. BLaoe Runner, the game, takes place at the
same place and lime as the movie—Los Angeles,
2019—but it is not the same slory as the movie.
Rather than focus on Harrison Ford's characler,
Deckard (whom you will hear aboul, but never
encounter), the game puls you in the role of a
rookie Blade Runner, Ray McCoy, whose assign-
ment to an animal murder investigation leads lo
his own struggle against the replicants.

The game’s designers have done a remarkable
job of remaining faithful to the spirit of the movie,
while fashioning something wholly original as
well. As in the film, much of the gameplay
involves trying lo figure oul just who is and who
isn't a replicant, as well as making the moral
decision of what lo do once you do know.

Westwood has also {aken the step of making
sure lhat the answers vary upon repeated play:
Many of the game's characters are randomly
assigned the status of human or replicant, and
they will follow a dilferent agenda each lime you

play. Thus, the storyline, and your path through it,
will constantly change.

As in the film, the game’s visuals are stun-
ning. The cut-scenes feature the best 30 mod-
eled characters yel seen in a game, just a few
eye blinks and body movements shorl of pass-
ing for human. The in-game graphics, while not
quite as good, are still quite beautiful, with fog
and smoke effects, colored lighting, and shad-
owing creating the same noirish, futuristic look
as in the film. The game’s engine is able to ren-
der hundreds of thousands of polygons in real-
time without the need for a 3D accelerator
card, according lo Weslwood.

Some of the film's most memo-
rable scenes, such as the gianl-
screen geisha billboard, the
humongous police station,
and the Tyrell building, make it
into the game. Even better,
some of the Blade Runner's inves:
tigative tools, such as the ESPER
image analyzer, look and even
sound just like they do in the film.

Blade Runner, one of the most b
visually unique films of the past 20 |
years, looks lo have found an equal
malch in Westwood's game. We hope the
final version lives up lo the great promise
shown in the beta. Watch for it on refailers’
shelves on or around November 15.

—Jelf Green

[§
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MicroProse Takes Aim

Guardiaﬁ—s: n_u;nts of Justice

T Interactive might own MicroProse now, but the folks

in Alameda and their five development sludios are

conducting business as usual. We recently visited the
company and look a peek al its holiday and early 1998 prod-
ucts, many of which will recall the vibrant and sophisticated
games of MicroProse's heyday.

Leading the lineup was Unmare Civ Il, which includes the
original Cwv II, the first expansion pack, and the long-awailed
multiplayer mode. The mere idea of playing Civ Il with friends
is enough to make our mouths water. Unlike CivNer, there will
be no simultaneous movement, but you will be able to man-
age cities, chat, and trade with other players when the primary
player is moving his unils.

Uurinare Cv 1 will support up to seven players, and gamers
will be able to join games dynamically by jumping into an Al

Sneak Peeks at Its Hot Games Lineup

Starship Troopers

civilization’s shoes. MicroProse says Ihat Utriaare Civ 11 will
ship sometime around March 1998.

The other Civ product on display was the scenario pack,
FarmasTic Woncps, which includes a graphically based scenario
editor and a collection of great fantasy and sci-fi scenarios.
This product, which should be on store shelves by the time
you read this, offers a dinosaur scenario; a Jules Verne map,
in which the key lo victory is discovery and exploration; and
Master oF Masic and Master oF Orion scenarios. The pack
includes all new units, buildings, and terrain.

Probably the second most-anticipated multiplayer patch is
MagIC THE GATHERING'S ManA Litik, which was also shown at
MicroProse. This multiplayer mode will be available in the
DueLs or THE PLaneswaLkers bundle pack, which includes

MrContinued on pg 74

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

Activision, (800) 477-3650
Win 85 CD-ROM
Reader Service #: 301

ZORK GRAND INQUISITOR

The Zoax game from Activision returns to its roots,
melding the technology of a modern adventure game with
the Zorkitude of the classics. Featuring an updated
Zosx Nenesis engine, the gameplay and storyling are
vintage Zoek, replacing the dark and disturbing Mysr-
like elements of the previous aame in the serles. The
puzzles are mostly of the old-school adventure style,
such as retrieving the Coconut of Quendor, but
some—your visil to Flood Control Dam #3, for exam-
ple—are reminiscent of Myst. Nevertheless, this is a
good step towards the revival of the adventure genre,
and it's your last chance 1o visit the White House
before its destruction.—Thiemy Nguyen
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¥ Simutronics Corp. and
Universal Studios
Online are teaming up fo deek
opan onling mulliplayer game
based on the Hercules: Legendary
Joumeys and Xena: Warmor
FPrincess serigs.-The game envi-
ronment will fealure the creatures
and locations from the TV series,
marking the first time a lelevision
propery has been trenslated into
an online fantasy role-playing
game. The game is sel lo pre-
rigrg in the second quarter of
1998. For more information,
check http/ixena.play.net.

PriThe release dale of DousLas
Apas Starssp Tiane; the
upcoming graphic adveniure
from Simon & Schuster
and The Digital Village,
has been poslponed unil early
1998, Robbie Stamp, chief execy-
tive of The Digital Village, says the
delay Is necessary "to ensure
completion of essential quality
evaluation and testing proce:
dures.” In the meantime, & novel-
izalion of Stasssr Timwic written
by Terry Jones—Monty Python
alum and friand-of Douglas
Adams~Is scheduled for a
November relsase

»iVirgin Interactiveis
offering gamers music fregbies
when Ihey purchase any of the
new PC CD-ROM games from
Virgin and Westwood
Studios, including Lanns of
Lore: GuARDiANs oF. DEsTiy, CRC
assanT Pax, The Tone RegeLLion,
and BrRokeN SWoRD:THE SMoHNG
Missor. With each game pur-
chase, consumers will receive a
mail-in voucher for a free music
CD from EMI-Capitol. The
promotion is all part of EMI-
Capitol Record's 100th:birthday
celebration,
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Rabbit Rampage

Ballistic Bunnies Invade Earth in Pulse’s 3D Action-Shooter

f you've played Pulse Entertain-
ment's Kafka-esque Bab MoJo—an
eerie adventure game that has you
experiencing life as a cockroach—
you'll agree that it was an unusually

different take on your average adven-

ture game. It is that same originality

that will help raise Pulse’s latest title,

Seace Bunnies Must Diel, above the
rest of the competition as the com-
pany ventures into the overpopulated third-person
30 actionfadventure genre.
The gameplay and look of Space Bunnies may
appear similar to Toms Raioer, but the almos-

phere and spirit of the game is completely differ-

ent. Inspired by classic '50s B-mavies, the
premise is ludicrously wacky. Earth has been
overrun by giant rabbits from outer space who
are not only capturing and enslaving humans,
but are also dissecting poor, innocent earlh ani-
mals, and sewing them back together to form
bizarre mulations.

You play a tough truck-stop waitress, Allison
Huxler, and you're oul for revenge: These malevo-
lent bunnies have kidnapped your sister, Jocelyn,
and you're ready lo do whalever it takes to get her
back—and if you can save the Earth in the mean-
lime, so much the better.

Buckaroo Babe
While the game offers plenty of opportunity for
lhe trigger-happy to relieve their tension, your quest
also requires you to take note and act upon all that's
going on around you. Hidden throughout the levels

are navigational aids—bridges, rocks to climb, a
monkey bar to cross—and transporters that require
carrol power-ups o funclion. The mulaled
menagerie will also be of great use to you: As queen
of the radeo, riding atop
of a giant goat/rabbit
hybrid poses little prob-
lem for Allison.
Meanwhile, your sis-
ter, anxiously awaiting
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your arrival, leaves little parcels out for you, with
clues or useful gifts to help you on your journey.
Sometimes, the box will contain one of several out:
fits, each of which provides the wearer with a differ-
ent protective power. The game maintains its
tonque-in-cheek humor throughout, with the help of
the smart-mouthed heroine, who throws out one-lin-
ers and breaks off into hilarious song and dance
routines every now and then. When Allison changes
into one oulfit, for instance, she suddenly starts go:
go dancing to “These bools are made for walking,"
Although Pulse insists that Srace Buniies MusT
Die is not technically & Toms Rawer clone—it was
actually in development long before Towa RAIDER hit
store shelves—comparisons are bound to be drawn.
However, as long as Pulse continues to build on its
kooky cast of
characters and
play up the
humor and the
kitsch factors
without sacrific:
ing gameplay,
Seace BUNNIES
should be a win-
ner.—Charlolte
Panther
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War of the Worlds |

GT Interactive Revisits the Martian Invasion
T ake one of the world’s best-known science-fiction classics and

WHTEN (Total Entertainment
Netwark) has announcad that a
TEN subscription will not be
required for the AMD
Professional Gamer's
League (PGL), the first pro
sports league for computer
gamers. Gamers can instead
pay a $9.95 entry fee for each
threa-manth season, which
offers cash and prizes. The entry
fea will be waived for current
TEN subscribers.

meld it with the current fascination for real-time strategy. That's

the formula for GT Interactive's War oF THE WorLDS, which is
based on (he classic novel by H. G. Wells and uses the music of Jeff %
Wayne's best-selling UK album of the same name. The Marlians have |5

landed in jolly olde England and must  f

be stopped before they get off the
island kingdom. Although the novel was told strictly from the human
perspective, the game allows players to assume the role of defense
coordinator for the Human forces or offensive coordinator for the
invading Martians. For-

Priin related news, fans of

funately, for those who want
to direct the Human forces,

the weapons al the disposal
of the “goad guys” are con-
siderably more effective than

Cavedog's realtime stiategy
game, ToraL Atmisication, will
be able to play the game free
over TEN by Installing the TEN
software included on the Tarac
Arerieanion CD-ROM. TEN

most of those used in the
novel. Play balance is more
important than faithfulness to
the script, and the result is a
fair amount of give and take
across both the strategic
map of the British Isles (used
for planning) and the altrac-
live factical maps where bat-
tles actually take place. The
game is due in the summer
of 1998.—Johnny Wilson

accounts sel up in this manner,
hovever, will only have free
access lo the Toraw AnnmiATioN
areas of TEN.

¥+ Mplayer also recently
announced its continued sup-
port for online tournaments,
such as Red Annihilation.
Mplayer will team up with ABC
Interactive for the Quest for
the Best Internet Champlon-
e e T - ship.-an intense tournament
MARS ATTACKS Marry the classic H.G. Wells novel with the current real-time covering ABC's football tifles.
craze and you'll find GT's WAR oF THE WORLDS.

¥ The Software Pub-
lishers Association (SPA)
recently filed 2 lawsuit against

THE LUCASARTS PC CD-ROM that plays up lhe...er...sugaestive

games, this one [eads the
pack. ltincludes FuLL THrROTTLE, DARK
Forces, and both Motey IsLanD
games. While lhe collection has a cou-
ple of mediocre games (The Dig,
ArtenLFE), the rest of the games are
well worth the price. With the recent
release of Jeol Knight, the upcoming
release oF THE Curse oF MONKEY
fstanp, and the far-off GiM FanDAnGo,
it's time to get re-acquainted with
these classics.—Thieny Nguyen
LucasArts Enlertainment,
(800).985-8227.

‘game conlrollers, CH's Gameslickis  » ."
a relatively conservative joystick built =
to the CH tradition. The stick has a ‘
light, precise action and is actually
designed to be held in your lap. The

analog throttle is on the back, and Is a
sideways slider—perfect for the thumb

of the hand holding the base of the

slick, The stick itself is symmetrical,

which should suit southpaws well.

There are four buttons (but no hat).

About {he only downside is that the
Gamestick is not programmable. Oh,

and that waird markeling campaign

operators, the service providers
consequently removed or
blocked access to the siles,
which offered boolleg serial
numbers for installing pirale
software. The Web siles.under
question are www.velocily.
net/~ overlord and chisel.
toolcity.net/ ~ overlord.
Morg information.on SPA's
software piracy efforls.can be
found al www.spa.org/
piracy.

— ARCHIVES: YVOLUME Il Reaer Service #: 302 shape of the slick.—Loyd Gase o Individuals alleging thal

pem While previous CH Produgts, (760) 598-2518 they were uploading copyright-

) Lcastvs' colections " @] = CH CAMESTICK PC Joystick ed materal onto he Iieel,

9 had some decent po = Diving into the marke! for action Reader Service #: 303 Alter issuing subpoenas lo lwo
p 1SPs for the names of the site

«»

=

=
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There is nothing to'feagthiut fear itself. And ice. And trees. And cliffs, And pain. This is the ultimate ski racing experience at six » Downhill. Slalom.
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Rccelerated demos to download and
play, patches to bhring your games
up to speed, driver updates to
optimize your Voodoo power and
the latest news and information
from the world of 3Dfx Interactive.

Ouake 1™ images
. the Quake 1™ logo

re Ll nd Deathirap Dungeon
2 1997 Peygnosis. Jodi Knight: Dark Forces Il images ane of Lucas Arks Entertainment. © 1897 Lucas Arls
5 vollly-ovmed subsidiaries in the LS, and/or other countries. i 1997 Electronic Arts, All rights reserved, All other trada-
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Yo Ho Ho and a Bottle of Fun

Sygnosis' SHIPWRECKERS! is an arcade-
Pstyle action/puzzle game that balances
light-hearted, cartoonlike graphics with

addictive gameplay. Al the helm of a pirate ship,
you must navigate through mazes of harbors,

the Works » o
Your objeclive is

to find ports, wreak havoc upon them, and raise
the Jolly Roger—all in preparation for a show-
down with the hated pirate Blowfleel.

The levels are arranged as mazes
made up of geographical features and
obstacles. As you maneuver your ves
sel, power-ups, cannon balls, lock-
opening buoys, and, of course,
pirate's booty, become yours for the
plundering.

Sailing is not smooth, however.
Hindering you from pillaging ports are
many obstacles, {raps, and enemies—

locks, and jetties.

stalionary flame-throwers, giant rotaling buzz-
saws, mobile cannon ships, and more.

Defeating them requires a combination of accu-

rate cannon-firg, swilt navigation, and ingenuity.
On top of that, ship fires, as well as the occa-
sional alien abduction, can decimate your crew
of hardy swabs.

One of the mast impressive aspects of
Swipwreckers! is thal none of the gameplay ele:

ments are averwhelmed by the cule, cartoon-

style graphics. Taken from a top-
down perspeclive, the 3D graphics
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consist of bright colors and humor-
ous art. The whole artistic inten, in
fact, seems lo encourage players lo
focus their attention on the fun and
exciling aspecls of piracy. The inno-
vative design of StiPwrECKeRs!
(both arlistically and in gameplay)
should help to make the game a
winner this holiday season.
—Malthew Schaefer

four:legged baby war machine (don't ask)
escape from his evil masters by guiding him
lhrough a series of increasingly difficult,
Escher-like 3D environments. One false move
and he's dead.

GALAPAGOS:
MENDEL'S ESCAPE
Here we have, wrapped in a deceplively
innocent little package, complete with a cud:
dly mascot named Mendel, one of the most
insidiously addicting puzzle games since The trippy, psychedelic graphics are spec:
Ternis. You must help Mendel, an autonomous lacular, especially with 30 hardware accelera:
tion, but at times they're almost {oo frip:
.l i ny, with moving platforms, rotating
rooms; and shifling pallerns making
mincemeal of your equilibrium.
P Gameplay is much harder than it looks, and
il's exacerbated by a scarcily of save points
—by far the game’s bigoest problem—but
overall this is an awesome, unique experi-
ence,.—Jeff Green
Electronic Arts, (800) 2454525
Win 95/Mac CD-ROM
Reader Service #: 304

Now you see him.
Usually you don’t.

THIS JUST IN

ALEXANDER “CHECKMATE" BISHOP
SPECIALTY: STEALTH

www.vigilance.com
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OQuake Il Demo Whets Appetite

he Quake Il "test” is oul, and once again, id  dodging than attacking. One wonders why id (or arsenal and abundant power-ups stack the odds in
T Software has delivered a rich, compelling, anyone else) still can't match the uncanny Al of your favor, and, playing on nightmare difficulty, |
and immersive environment, demonstrating ~ Steven Polge’s Reaperbol. completed the demo my second time through
its commitment to artistry as well as technology. Quake Il Test played acceptably on a P133 at without having to reslore a saved game (though it
More importantly, gameplay in this public betaisa  320x240, although | also played on a 3Dfx’ed was close). Quake Il Test indicates that for Quake
step beyond Quake. II, id has squarely addressed the dissatisfaction

gamers felt with Quake’s single-player game.
You can download Quaxe Il Tesl al www.
gamesput com. —Dan Filzpalrick

First, enemies aren't
as stupid as in Quaxe,
During firefights, the

new adversaries will GOT 3D? Even on
sometimes refreat i 2 P200/MMX,
under cover lo hide, : - Q:.IP.I(E Il Test did-
. e n't run smoothly
and several times | was at 640x480 (1).
hosed by a sneaky I Many gamers

i will have to

B reduce resolu-
B tion (2) or use a

& blur-inducing 3D

Bl card (3).

cyborg in an area |
thought I'd cleared
out—always
count bodies!
Second, the
monsters in
Quake Il are
more agile. They §
dodge from side
to side, stopping
only to fire unerr-

P200MIMX at 640x480, which

looked good. The demo defi- A scnnv SITE

nitely takes more horsepower

e weren’t ahle to pay homage to Steve Gihson's
to run than Qua, and mz_lny w Weh site Iast month in our Sin preview, hut his rich
gamers will need lo sacrilice

fountain of Quaxe information definitely deserves a
[(HEWEITRVD RN mention. Steve “Scary” Gibson is Ritual’s Webmaster, and in

ingly. This made them much harder Lo hit than in able frame rate. Remember, addition to maintaining the official Ritual Weh site, also
Quuts, which adds realism. though, that this is an early n’“ﬂ':su:‘i;ns:';zan:';ﬁ; :;’:i:uzl'lsa';":z::ﬁ i‘:;:?;:::::‘a‘;‘:i';‘::’;?
Unfortunately, though, enemies didn't strafe as ~ befa, and speed and gameplay tidbits. Not only can you find the latest updates on Si at
expected. Instead, they executed full turns and may still improve. his site, hut even the developers at rival companies, such as
took mulliple steps to the left and right, even turn- Negatives aside, the demo 10N Storm, Epic, and id, feed him information and screens
ing around and marching away, more focused on  was over all too soon. The about their games. If you haven’t checked out Scary’s site
yet, head to www.ritual.com/news.shtml. —Ellioft Chin
POSTAL killing all *hostiles." While not provid: BLOOD PLASMA PAK
Tired of fragging science:fiction:and.  ing any real gameplay innovalions, Gelling a couple of pints low? Need
fantasy-style monsters in your action PostaLs thrill comes from whom you a transfusion o tide you over? GT
“games? Frustraled that society frowns  kill, nol how you kill them. Interactive’s expansion pack for Bioon
upon exercising the psychotic side of —Matthew Schaefer  provides a whole new episode, new vil
your personality? PosTaL may give you Ripcord Games, (688) 7975867 lains, and new weapons effects. The
the anti-social thrill you are looking for: Win 95/Mac CO-ROM bad quys are more deadly, [obbing
Taking ils name from the actions of Reader Service #: 305 dynamite and wielding tesla can- %
reallife homicidal letter carri: -~ r = ¥ _ nons. There are even priesls wio ‘ ' we
ers, PosTAL offers the visceral = e morph into gigantic werewalves. But love Btoon, you i GET a Kick out of t
salistaction of ruthlessly murder- don'l start disconnecting your IV lubes  butit's not exciting enough to {rade in
ing police, vigilantes, and innocent yet—{fiis one has a few anlibodies those two pints you've: got stashed in
bystanders. From an isometric per- missing. The new weapons effects the fridge. —Tahsin Shamma
speclive, you navigate your enraged - aren't visually impressive and the new GI Interactive (800) 469-5861
character through levels based on villains are just differently colored PC CD-ROM
ditferent locales in a small town, cultists with no other additions. If you Reader: Service #: 306
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-+.WP 4: COURSE 121 AT 12000 FT ETA 1:18..CHANGE COURSE TO 140 LEVEL AT 10000 FT...

GunJam: bandits, 6 o’cloek high!
HiTech: i’'m done -- bingo ammo
Gundam: run low -- i'll'eover you home

HiTech: roger that -- p51 closing fast!

GunJam: pull left! PULL LEFT!

Gundam: HiTech!?!

In 'I‘@)Il

_ WWW.alrwarrior.com
GAMESTORM. ’

--~$9,95 MONTHLY--ONE PRICE, ALL GAMES, UNLIMITED PLAY--FIRST MONTH FREE---
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Simutronics’ GYBERSTRIKE
2 Shoots The Gap [

w hen the original CveerSirike made ils debut — join ongoing clans and parlicipate in full-blown cam-

on GEnie, an onling service which experi- paigns, conquering Ihe cyberlandscape city by city.
mented with many early online games, it Obviously, there is a strategic side to the game— . . .
offered polygonill graphics and refatively nonstop every cily has an economic value and thal economic Early 98
action with a mod- value can be transformed into new weapons, cyber-
icum of sirategy. lls pods, and supporting forces.
giant robols brought Fans of giant robol games will love [he impressive
to bear plenty of action and mesmerized 4 hard-core variety of weapons available in CveerSike 2. Mortars
group of adherents, but it didn't set the world on fire. and cluster bombs will enable you fo assault cyberpods
Unlike Mut-PLaver BariteTecH, its closest competi- who have
tion, it offered no rich game universe, no group loyal- retreated
fies (beyond color-based leams), and no persistent beyond your
level of advancement. The graphics were crude (as line of sight.
were MPBT’s) compared to the boxed games of the Deflective
time, and no one thought it was revolutionary. It was weapons wil

~ Spring 98

a good game, but allow you 1o
not a great one. fire around
Today, Cveta- *1 TERRAIN GAME The  comers.
Sae 2 threal- 30 icrrainl in Tracking mis-
ens 10 raise the ﬁ:’ ;T[?J b {}r‘; ;Jl':‘f;e siles will llow
bar. 3D accelerat- of multiple weapon wealthy
ed graphics with lypes without losing  Clanleaders
beautiful textures, frame rate. to dispense

brilliant special
effects wilh light-

with some enemies right off the bat. Laying
mines will enable you lo creale defensive

KNIGHT FIGHTER Your enemy’s cyber-

X pod has its shield up, but you have a ) i ’
sourcing, and  yas1 arsenal with which to blow him to Perimeters. There are so many different tacti

exiravagant shreds. cal options in CveerStaike 2 Ihat | didn't even
pyrotechnics should not only compele nicely wilh begin to experience (hem all—even afier spending an
packaged games, bul draw new gamers into the enlire afternoon playing...er...researching the game at

competitive world of online games. Now, players can  Simutronics’ St. Louis headquarters.—Johnny Wilson

CH RACING WHEEL SYSTEM looking for a more realistic driving experience, look
The CH Raclng System combines the CH Racing  fo other products.—Loyd Case

Wheel_wrth a set of smallish foot pedals. The: CH Products, (760) 598.2518

wheel/pedal combo is built to CH's sturdy standards. PC Racing Wheel and Foot Pedals

The real problem, though, is thatthe Feader Service #: 307
feel is much the same as {he compa %

THIS JUST IN

ny's Joysticks—light and quick. Therein ‘
lies the rub, because | want a steering

wheel thal requires some force. Also, while

the CH Wheel auto-centers, It has a very

‘weak spring, so you can't just let go of the
wheel'and expect it fo spin to center instant:

Iy, The foot pedals also have a light, almost
insubstantial feel. The low cost and reliability
will appeal lo many gamers, but if you're

Xfire Sir-Tech
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Millier———-—0id

ol hear that?

ORTEGA--—~Yeah. . .

there’ s something back there ...

Miller————0Ortega. ..
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Forget the box.

Forget limits.

Populated by thousands.
Real people. Real battles. Real adventures.
This is the great unknown.

This is GameStorm.
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' $9.95 a month—all games T
first month free unlimited play GAMES;',;O
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Sir. Trent: what ;peuj oo you have Icft?

W:m-—inﬁbnyiaﬁmﬁeﬁﬂﬂ

Sir. Trent: then all we have is a pverd . . .
11 $ alone

Mergana: neo! Sir. Tremnt!!

GAMEST
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Legends of Kesmai is a trademark of Kesmai Corporation. KESMA
GameStorm is a trademark of Kesmai Corporation © 1997, All rights reserved. s
CIRCLE READER SERVICE #237



Murphy's Law?

World-weary Tex Goes From CD to DVD to the Big Screen

about to hit store shelves, and as gamers leap forward lo

the middle of next century to help Tex with another inves-
lination, Access, too, is embracing the 21st century—at least as
far as lechnology goes.

Gamers who purchase Tex Muany, Overseer will find Ihat
they can choose to play the game using eilher four CD-ROMs or
one DVD. Access is excited about the leap to DVD, believing it
to be the best possible medi:
um for their graphically
heavy adventure games.
Right now, though, they are
anxious to accommodate all
users, until the full conver-
sion to DVD occurs.

D ceess Software's latest Tex Murphy adventure game is

Chris Jones, Executive VP
and CFO of Accass, (who
also plays Tex Murphy in the
game) says that the move to
DVD was a natural one for
Access. First, the company
has always been on the

cutling edge of technology and wants to stay thal way, and sec-
ond, Access believes thal the path that DVD technology is tak-
ing mirrors exactly what the company is slriving to create in ils
games—a combinalion of “technology with arlistry.” Jones
believes that the new medium will allow Access Lo involve the
audience at a level they've never been able lo achieve before,

Jones works closely with screenwriter Aaron Conners, who
joined the Tex Murphy development leam for Unper A KiLLng
Moon, and later wrate the novel thal became THE Pannona
Direcrive. The two of them wanted o include elements of film
noir, along with gritly, compelling characters, in the game. Both
are quick lo agree, though, thal, firs! and foremost, OverseE is
a game, not a movie. Nonetheless, Access has managed to
snag a Hollywood-caliber cast for Ovenseer, with Michael York
(Iresh from his Austin Powers success) heading up the list as a
wheelchair-bound, billionaire recluse

The first of three new Tex Murphy advenlures, Overseen takes
place directly after Tke Panpora Dinecrive, but the storyline—a
recounting of the events leading up to Tex's first great case—is
told in flashbacks by Tex to his “long-standing almost-girifriend,”
Chelsee. The story relates how Tex is hired by the beautiful
Sylvia Linsky, his first client—later to become his wife—to inves-
tigate the apparent suicide of her father,

Access has also revealed that a feature film of Tre Pannora
Direcrive is In the works. Tenlatively titled A Black Sun Ascending,
the movie, adapled from Conners' novel, will cross three genres,
incorporating elements of science fiction, PI. movies, and Indiana
Jones-type adventures. Adrian Carr, who directed the last two Tex
Murphy games, will also be directing the movie, so Access can
rest assured thal the character of Tex and the general almosphere
of the games will remain intact. Garr promises thal the movie will
focus upon elements that were overlooked in the book and that it
will have a different ending.

Look out for updates on the movie and on the next two Tex
Murphy games over the next few months, —Charfotte Panther

¥ Empire Interactive
recently-announced that it has
teamed up with master golfer
Gary Player-for its latest golf
aame—aptiy titled Tie Gotr
Pao. Gamers can choose to
play as.Gary Player, or against
him, and.can receive golfing
lips from the man himself, THe
GoLr Pro will also feature an
innovative mouse conlrol,
Mousedrive, which Empire
claims-feels remarkably close
to a real golf swing.
Mousedrive allows players lo
make the widest range of shols
with just a flick of the wris,
Instead of using the traditional
three-click method of swing
control. The Gour Pro-will offer
three major-game-play lypes—
stroke play, match play, and
Stableford—all of which can be
played multiptayer (up to 32
players).via network, madem,
and Internet. Look out for a full
sneak preview of Gotr PrRo in
next month's CGW

RED ALERT: THE AFTERMATH

THE X-FOOLS

= If you've played Reo Avenr all the way through
(==} 100 times, Westwood comes to your aid once
=1 again with yet another mission pack for their
megahit realtime title. Tilled, appropriately
enough, THe AFTErivaH, this expansion disk not only adds
another nine missions for both sices of the conflict, but also
gives players seven new units with which to experiment in both
single- and multiplayer battles. The new missions are well done,
but perhaps not enough to ustify the cost for solitary gamers,
although this package is aimost a must-have for Net gamers,
given the new units and a cornucopia of new batiefields, includ-
= ing 25 giant-size maps.
—Martin E. Cirulis
Westwood Studios,
(800) 874-4607
PC CD-ROM
Reader Service #:
308

r

Is Ita government cover-
up? An alien invasion? An
insatiable need to cash in
on The X-Files? When
you're talking about Parroty %
Interactive's new spaof, THe ==
X FooLs, I'm afraid it's the fatter, You play an
agent lrainee working with two ex-agents, Mully
and Scudder, to uncover an alien plot thal uses
the X:Files show 1o control the world. The dialogue is usually
funny (Scudder’s voice sounds a fof like Scully's) and some
of the interactive bits are laughable (albeit groaners), but the
game doesn't spoof the actual show enough, and focuses
too much on generic conspiracy lore. It could have been bet:
ter. Only for hard-core X-Philes.—Joa Vallina

Farroly Interactive, (800) 910-2696

Win/Mac CD-ROM

Reacler Service #: 309
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»: Disney Interactive
recently made a decision to
drop its OT Sporls division,
developers of the Monpay NigkT
Fooreatt and HeRoEs OF THE
Grinlron litles. Although two
thirds of the OT Sports staif
were laid off, General Manager
Deborah Wahler confirmed 1hat
a skelelon crew has been
relained 1o finish Inoy Ragins,
which will be released in time
for the holiday season, and to
provide support for MNF and
Griolaon. According to Wahler,
Ihis move follows a detision by
Disney to concentrate on ils
core market of Children's and
Edutainment software. Check
out Dennis McCauley's sports
column in next month's CGW
for the full story.
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PLAYING LATELY
CGW Survey’

Last Month
1. Diablo (Blizzard/CUC)
2. Quake (id Software)
3. Civilization II (MicroProse)
4'.'buhgeon Keeper (BullFrog/EA)
5. Red Alert (Westwood!Virgin)
6. X-COM: Apocalypse (MicroProse)
7. Duke Nukem 3D
8. Daggerfall (Bethesda) _
9. Heroes II: POL (New World Computing)
10, Heroes II (new World Computing)

Men in Black Hits
the Small Screen

as you solve puzzles and engage in com-
bat with a variety of enemies. In the first
part of the game, you play Edwards (Will
Smith’s character). You move about in the
InpepenDENCE Day. This year it's game world, gradually learning about the
MEN I MiB and about a global conspiracy that
BLack: serves as the game’s main plot. As the
THE GamE,  game progresses, you can choose to con-
developed by Gigawatt Studios (formerly  linue as Smith's character or become one
Chronic Entertainment) and brought to of the other main players—Tommy Lee
us by SouthPeak Interactive. Jones' Agent K or Linda Fiorentino’s char-
Al least this game isn't just another acter, the first "Woman In Black.”
piece of FMV-filler—there’s actually a All'in all, while the comic-book style
game intercut with comic-book style mon-  monlage is a bit sirange, the gameplay /s
tage scenes that tell the story. Gameplay is  better than other movie-licensed games.
similar to the classic ALone m THE Dank or -~ Whether or not the final game will be
the recent Resient Evi, in that you contral - more memorable than staring into the red
a character in the third-person perspective  light remains to be seen.— Theirry Nguyen

* Check your mailbox: We mail a survey to 1,500 randomly-chosen Sub-
seribers each manth. The resulls of Playing Lalely indicale whal games
readers are biowing the most lime on, asopposed to the reader’s overall
“quality ranking™ irmthe Top 100,

t was inevitable; A summer sci-fi
blockbuster starring Will Smith,
and a game license was bound to
follow. Last year, it was Fox's

PC Data Best-Sellers”
L'ast Month

1. Microsoft Flight Simulator 98 (Microsoft) 4
2. Myst (Broderbund) 1
3. Star Trek: Starfleet Academy (Interplay)

4. Dark Reign (Activision) '

5. Diablo (Blizzard/CUC)

6. NASCAR II (Papyrus/CUC)

7. Red Alert (Westwood/Virgin) 3
8. Hexen II (Activision)

9. Monopoly Multimedia (Hasbro Interactive) 5
10. Links LS 1998 (Access) 9

** This list indicales what the lop-selling PC games were, as calctaled
by PG Dala, during September; 1997

BYZANTIME: THE BETRAYAL

The road lo.gaming ledium is paved with good intentions and, man alive, is
Bvzanming: THe BetravaL full of good intentions. A Discovery Channel release,
Byzantine-alms to educate as well as enlertain, couching its lessons in geogra:
phy, history, and more in a lraditional advenlure game focusing .on a mystery-

filled hunt for an ancient diadem in Istanbul. While extensive full-motion video s

good at capturing siregl life and landmarks, it feels as if the game is constantly
interrupted by an average TV documentary. Lifeless acting, a
limp plot, and an awkward and
slugaish game engine further
beleaguer Lhis wellinlentioned
but forgettable, effort.
—Robert Goffey | =
Discovery Channel
Muiltimediia, (800) 780-6044
PC CO-ROM
Reader Seqvice #: 310

t e

MAGESLAYER

What can you say about MAGESLAYER
except, "Hmm, | wonder whal's on TV?2*
Raven has basically given ils Take No
Prisonrs a sloppy facelift by slapping on
some half-baked fantasy elements. But
with only one melge allack, half a pocket: [
ful of spells, and a tiny menagerie of
monslers, Macestaver's limited gameplay quickly deteriorates into.a ‘ea
dreary, repelifive exercise in carnage, despite the frequently hectic
aclion. Traps and puzzles are similarly lacking originality, coughing up the same
old crushing walls and moving platforms gamers have been dealing with for
years. Even four character lypes and three multiplayar games can't keep this
game from being a ho-hum affair—HAobert Coffey

GT Interactive, (800) 469-5961

Win 95 CD-ROM

Feader Service #: 311
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BOB “POPULAR” WRIGHT: A TOKEN GRAY-HAIR
GIVEN THE TITLE CHIEF 0PERATING
| OFFICER To MAKE HIM FEEL JMPORTANT.
i, KNOwN AROUND THE officEas
J “THE FINISHER” AND AS “THE
GUY WHo0 GETS THINGS DME " BIGINTHE:
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Tap: The Second
Coming, slated for
fhis foll. Bottom:
Preparing for her
retum.

inset photos
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HALL. THE 38 EXPRESS SQUEALS TO A
| nm.mJ

HALT EVERY HALF HOUR ON THE STREET "R&

BELOW. SLEEP DOESN’T COME EASY

IN ROOM 23, BUT FOR 12 YEAR-OLD
RAY COOPER, IT HAS NOTHING TO DO
WITH THE NOISE. AS HE SAYS, “IT's
BECAUSE EVERY TIME | CLOSE MY EYES,

ALL | SEE IS LARA CROFT.”
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FLIGH UNIIEI] | 1950 REAL...IT'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.
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Take off and land from any one of 48 different Bay Area
airports.

Flight Unlimited Il immerses you in the
sheer thrill of flying like nothing you've

N 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.

= s

www.eidosinteractive.com
CIRCLE READER SERVICE #0689

. Inc. Cambridge, MA. Flight Unlimited Il and Looking Glass are trademarks of Looking Glass Technologies, Inc. All

©1997 Loaking Glass Techno
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Ultima Online Unleashed

Despite Its Many Problems,
Lord British Says All Is Well

WAQNYd 143808 A8 SOL0H

fter years of anticipation and
A hype, Utima Onuine, Origin's

long-awaited Internet-only
RPG, was officially released lo the
gaming community on September
24. And, as anticipated, it has
caused quite a stir—though not a
uniformly positive one.

After forking over their $60, plus
$9.95 a month 1o connect, early
adventurers in the Utmiva Onuing world
have bombarded the Internet news-
groups complaining of a host of frus-
{rating problems (experienced by
CGW staffers, as well), including serv-
er crashes, slow lag-limes, overcrowd-
ed environments, lack of direction or
objectives, poar NPC interaction, lack
of a decent printed manual, and
more—Ileading to cries that the game
was released before il was ready,

Utria uber-lord Richard Garriott
(Lord British) remains mostly unre-
pentant aboul the game’s release,
and displays great optimism about
its continued future and viability.

“We're conficlent that we released
it at the right
lime,” says
Garriolt. "We
thought about it
very hard on a ;
weekly basis, with
much debate, and
it was unanimous
across the team
that now was the
time.”

The Ultima Online
Development Team

o k—

In His

1

Garrioll says that though they were
well aware of problems when they
chose lo shrinkwrap the game, the
public beta tests were simply not help:
ing the team achieve any kind of real
play-balance.
“We fell that we
were in a hold-
ing pattern, and
that Ihe only way
lo really balance
the game was lo
lel people in and
play it," he adds.

According lo
Garriotl, lhe
game's biggesl
problem is that
Sl [here has been
far greaer
demand for it

Online

lhan anyone anlicipaled, which is over-
whelming the team and the servers.

Because of what was perceived as
a prohibitive Internet requirement,
early expectations put sales at around
25,000 copies, bul by this summer,
after gauging vendor interest and pre-
orders, the number had swelled fo
over 150,000,

Says Garriott, “This had a pro-
found impact on the development
team,” as it meant they had to
rescale the game lo meet the new
expeclations.

“Originally, we were going to run
the world from here at Qrigin, with
one server set and a couple T1 lines.
Just a few weeks before the release,
though, we realized that we needed
three server sets, which proved
insufficient even in the first week.

Now [as of October 27] we have
seven servers, and we'll soon have
10 fo 15," says Garrioll.

Garriolt argues that these kind of
numbers actually point to the
game's success. “We've had 10,000
new users a week since day one,” he
says. And the "Average amount of
play time is four to six hours every
day per person. Sure there are peo-
ple bitching, but there are a lot more
people having a great time.”

Regarding bugs, server crashes,
and game balancing issues, Lord
British has this 1o say: “People have
lo understand that this is a gigantic,
grand experiment, with tons of new
code, a new lype of code, running
around the world across a number
of large servers. [Game balancing
and bugs] will be issues forever,
since we intend to add features for-
ever. We have to educate people that
it will always be this way. Our attitude
that everyone must be happy al
every moment is changing. There
are lots of peaple who gel whal
we're doing and are having a great,
great time, and that's who we're
making this game for. If you don't
get it, well, we hope we catch you
lhe next lime around.”

30, is Lord British worried about
his longlime, ambitious project? “I'd
be worried if there was this much
complaining and the game was not
selling—then I'd feel we were doing
something horribly wrong. People
are finding many valid things to
complain about, but we're working
to fix them as fast as we can. We
want this to be a journey that we all
take logether." —Jeff Green

il
tt,

We're confident that we released UOL at the right time.
We thought about it very hard, and it was unanimous
across the team that now was the time.

a.k.a. Lord British
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THE FUTURE

FIRST EUER—Tafsaturerhs
o pmmrypes for the. Penragan 5
‘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 reaHst.’c rerram

ever seen in a.fli ﬂg mdtaran. .

w?ﬁ at ¥

FIRST-EVER— T0
feature the revolutionary ISF™
graphics in 16-bit color with no
pixellation (and without
. sacrificing frame rate).




NO POLYGONS.

ACTUAL GAMEPLAY

JSF is the first-ever simulation of rhéh i

Pentagon's next generation jet fighter
scheduled for launch in the year 2010.
In'it; Eidos Is launching its own
futuristic graphics technology, called
ISF™. The breakthrough ISF 3D-engine
draws terrain infinitely into the distance,

mmersing the pilot with an unlimited

view into the harizon. *..The first time an engine

P
LR e T2

moves this fast andjgsjgég_,r_: gt

i

as detailed at 100 fegt as

100,000 feet."
PC Gamer
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You've been warned.
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ﬁcnd enemies off in a Dragon’s bile
blaze of gory 3-D detail.

: '_;': ; gblatler your way through 10 torturous levels
! qf__ mazes, corridors, dungeons, and traps.

vcx or venlilate 55 contrary denizens including
Orcs, Dragons, Mummies and Zombies.

"@lay unﬁgc with up to 4 mutually
/demented peers (pc version only). -~
& LT

gexT &,‘aslerl!; horrific Iimplenients, inc_!uding swords, hammers,
: muskets, magic spells and your bloody bare hands.

the érim [un youve _misiwrl. Now il’s tinie {or vour bath.

'S!'J !}Illl}‘:_:(' on i].1 or |0l)[! aways |]lll I'Illl.l!\‘._"ll]) _\'()lll'-_!l'lil'l(l.
\\'Irl'lill_' _\’l')ll H‘.li” I'Ii_l\'[_‘ a l"i'll":il‘ s

www.deathtrapdangeon.com i el You've been warned.
E = N PMayStation.- L g s a ko ;

avign and the PlaySaton fop
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CGVW Holitdlay Gift Guidle

ast month, in our Monster Buyer's Guide, we gave you our top sack, here's an updated checklist of the products that had shipped at
I 100 picks for the games we thought would ship by Christmas.
Well, for those of you still doing last minute shopping, or for

those holding out to see if that long-awaited game makes it into Santa’s

Action

Jedi Knight

Abe's Oddysee
Interstate '76

Hexen I

Shadows of the Empire
Quake Il

Tomb Raider Il

G Police

Croc

Nightmare Crealures

Adventure/RPGs

Fallout

Blade Runner

Zork Grand Inquisitor

Curse of Monkey Island
Twinsen's Odyssey

The Last Express

Dark Earth

Hellfire (expansion for Diablo)

Broken Sword: The Smoking Mirror

Classic/Puzzies

Smart Games Challenge #2

Lose Your Marbles

You Don’t Know Jack 3

You Don’t Know Jack TV

Pictionary

Monopoly: Siar Wars Edition

Boggle

Microsoft

Entertainment Pack:
Puzzle Collection

Chessmaster 5500

Smart Games Word
Puzzles

Bookup

CewW

Sports

NBA Live 98

Baseball Mogul

Links LS 1998 Edition
Madden NFL 98

ABC Sports College Football:

press time. We've aiso included, in italics, a list of the games that had
not yet shipped, but were still on schedule to hit store shelves hefore
the big day. Lists are ranked in order of preference.

NHL 98

Microsoft CART Precision Racing

Jack Nicklaus 4

Rally Championship: International
Off-Road Racing

Heraes of the Gridiron NBA Action 98
Simulation Wargames
Longbow 2 Panzer General Il
Jane’s 688(l) Hunter/Killer East Front

Sabre Ace: Conflict Over Korea

Pro Pilot

Armored Fist 2

F/A-18: Korea

Flight Unlimited Il

Flying Nightmares 2

Red Baron Il

Jetfighter Hl:
Plalinum Edition

Space Sims

Wing Commander: Prophecy
Heavy Gear
Starfleet Academy
Forced Alliance

Strategy

Achtung! Spitfire

Sid Meier's Gettysburg
Close Combat I

Aide de Camp 2.0

Greal Battles of Hannibal
Tigers on the Prowl 2.0
Prelude to Waterloo

Civil War Generals

Hardware

Diamond Viper 330
Cambridge PC Works
Saitek X36 125
Microsoft SideWinder
Force Feedback Pro
Plextor 12/20PleX
Diamond Stealth Il
3Com ImpactlQ External ISDN Modem
Canopus Pure 3D
Hitachi Superscan Elite 751
19-inch Monitor
ThrustMaster Rage 3D

Total Annihilation

Age of Empires

Dungeon Keeper

Dark Reign

Red Alert Expansion Packs:
Aftermath and Counterstrike

Warlords IlI

Pax Imperia: Eminent Domain

Incubation

Netslorm

7th Legion

StarCraft

Myth

Magic the Gathering: Duels of the Planeswalkers
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resents _THE 1ST PC DRAG RACING GAME EVER!

M e e . T il
['— armnranolin
4 P m———— The ground trembles...
" T S e Flames erupt...Smoke
27 \ \iin A N\ O\ and nitro fill the air...

In eight seconds, your
machine swallows
the strip whole:

"a blurred quarter mile
of screaming speed
_ _ and the smell of
Lo T e g\ | burning rubber!
y

% ® 20 unique cars on 20 unique tracks.
4" @ Dozens of customizable components to tweak.

® 32 telemelry and time card data points are
recarded to analyze your performance.

@ Accurate physics including realistic engine
model, suspension, tires and collisions.

@ Replay and save your best races and crashes.

©® Compete in a single race, event, or endure an
entire season.

Multi-player support over modem and LAN.

powered by

CIRCLE READER SERVICE #374

Bethesda Sultworks™ Bumout™ and XGine® ara al Media Limited. G 1997 Modia Limited. Al nights rosarved. All other irademarks, loges or graphics ars e property of s nespective gwners.




READ.ME

MicroProse: Back In Action

rContinued fram pg 41

Duels o!_lhe Planeswalkers

Magic THE GatHERING, @ host of new cards, and Mana
Link. Mana Lk will allow players to hook up over the
Internet on the official MagiC THE GATHERING Site,
www.gathering.net. There, they can chal and
challenge players to online duels. DUELS OF THE
PLaneswaLkers will be available by Christmas.
Among the other games showcased by
MicroProse were its Star Trek titles, which include
two first-person action games using the Unieal
enging—FirsT Conmacr and Kungon Honon Guaro—
and a new turn-based strategy game, BiRiH oF THE
Feoerarion, which is like a Star Trek MasTer oF ORion.
BirtH oF THE Feoeration allows you o take the reigns

i - A‘;& il M
I:Ivillzatiun Il Fantasnc Worlds

Worms 2

of five of Star Trek's premier races—Fe
Klingon, Romulan, Ferengi, and Cardassian—and
lake them from prewarp limes lo control of the
galaxy. In addition to fighting and dealing with your
neighbors, you'll also have to conlend with the Borg,
who will appear from time to time to terrorize he
inhabitants of the galaxy. First Contact is a late 1997
release, while Kungon and Feo & slated for
mid-1998 releases. Look for a preview of these Star
Trek games in an upcoming issue of CGW.

The other movie license MicroProse has is
Slarship Troopers. The game currently on display at
MicroProse is reminiscent of MecHWarrior 2. You

CIRCLE READER SERVICE #095

-l(-l:l].l'v'l: Interceptor

run around 3D terrain in a powersuit, but you're
blasting insectoid aliens instead of mechs.
Troorers will feature small tactical control of squad-
males, as well as a deathmatch mode for over 20
players. The game is lisled as a Spring 1998 release.
Other games on show included Fawcon 4.0, the
revolutionary sim that is this month's cover story; X-
Com Inrerceptor, which is a 3D space sim thal fakes
place in the X-Com universe prior 10 APOCALYPSE,
Worms 2, a funny and irreverent game of dueling,
armed worms that is a cross between Lemnings and
Cannon Fooper; Asent or JusTice, the X-COMlike
superhero game Ihat MicroProse says will ship by
spring; and MecHConnanpee, the real-time game
based in the Battletech universe. Most of these latter
titles are all slated for spring 1998, at the earliest.
So, \'.fl'll|8 MicroProse has been quiet lately, the
legy and sim fans, as the com-
pany is hard at work on bringing back big names,
such as Civ, Facon, Magic, and Star Trek to the gam-
ing community. —EWioll Chin

A et
Klingon: Honor Guard

ou’ll no longer

find 3D Iron

Works in
READ.ME, hut if you
turn to page 194 IRDN LJ{]RKS
you’ll find it in its new home at the
heginning of the hardware section.




“The Golf Pro is the first sim to truly
challenge the current thinking in this
genre — and it has the potential to
make a real impact” PC GAMES

S TROIKE:OF

“The Golf Pro could genuinely
revolutionize the way you look at all
those three-click games* PC GAMES

E NI U"S

A low drive into the wind?
A fade with a six-iron rownd
a tree? An explosion shor
from a deep pot bunker?
You have the technology.

Sertous control.
Serious golf.

It feels perfect.

And it looks perfect too.
Flowing terrain,
surveved to the last inch.
Fine textures down
the rolling fairwway to the
contonred Breen.

The bunkers raked, and

FEEL THE CLUB THROUGH YOUR FINGERTIPS. YOUR MOUSE 18
POISED TO ADDRESS THE BALL. A SUBTLE OPENING OF YOUR
WRIST ANGLES THE CLUBFACE. SWEEP THE MOUSE BACK, THEN
FORWARD IN ONE ELEGANT MOTION. A SMOOTH AND RHYTHMIC
SWING, FULL OF POWER & CONTROL. TRUE CONTACT, MOUSE ON BALL.

20,000 frames of animation
put you in the correct stance
even m the most awwkward lie.

UNIQUE FEATURES.

UNIQUELY REALISTIC.

Actual screen shots

EMPIRE

INTERACTIVE

u.

THE O/Zj PRO
Featuring Gary Player

AND THE ;II{I?,ST OF THE SCORE? EXTENSIVE
TV-STYLE COMMENTARY, FULL INTERNET
PLAY AND CHAMPIONSHIPS FOR UP TO j2
GOLFERS, 18 PRIVATE LESSONS FROM
GaRy PLAYER, 36 COMPELLING HOLES OF

\:ﬁ,' \ coLF oN Hitton Heap NaTional,
%Q_OQ 5 Sourn CAROLINA AND ST MELLION
@0\5 - INTERNATIONAL, CORNWALL, ENGLAND.
INTELLIGENT HANDICAPPING AND A RANGE
OF COMPETITIONS,
.

empire

CIRCLE READER SERVICE #0862

~ AVAILABLE ON PC CD-ROM WINDOWS® 95

5. TELEPHONE NO: 1800 216 9706 WEBSITE: http://www.empire-us.com
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THE THRILL OF PILOTING THE WORLD'S
MOST DANGEROUS COMBAT HELICOPTER COMES
TO LIFE. LONGBOW 2 DRAWS YOU INTO
THE WORLD OF DEADLY MISSIONS WITH 3D
GRAPHICS THAT WILL BLOW YOUR MIND.
FROM THE COCKPIT, LOCK YOUR HELLFIRES
ON A LINE OF TANKS AND BLOW THEM AWAY
WITH THE PUSH OF A BUTTON, YOUR BUDDY
IN THE KIOWA IS GOING IN FOR RECON,
THAT EXPLOSION YOU SAW WAS THE
BLACK HAWK DOOR GUNNER WASTING AN
ENEMY SUPPLY BATTALION. EVERY MISSION
IS DIFFERENT, BUT ONE THING NEVER
CHANGES — YOU'RE SWEATING BULLETS
BECAUSE THIS IS REAL WAR,

[ACTUAL GAMEPLAY SCREENS)

We Buitp Sius By THE Book.™
WWW,. janes.ea.com

1ights reseqvd, Jane's s 3 regstered : nigemiton Group P
Hae s had, ST B CIRCLE READER SERVICE #098



s ORIGINAL SERIES. SIX NEW
: From the creators of Star Trek™ ét_arfleei Academy," Star Trek -




INTERACTIVE EPISODES. ALL DIGITAL.
Judgment Rites, and ‘Star Trek 25th Anniversary, comes . ACTUAL GAME PLAY
the amazing digital adventure based on the original series. . SCREENSHOTS

*

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

“Bottom line; Secret of Vulcan Fury is set to
become the uihmate Star Trek game ever”

-Adrenalihe Vault :

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

“Interplay’s attention to graphic detail has
resulted in a stunningly lifelike synthetic revival
of the classic Star Trek players”

-PC Gamer |~

ILATING PEADORR . =
2 5% Y GANEKS FOR GANERS, =l i . ! #ooE
EShS WWW, INTEF,H.AYCDM oo tilaldom™ P e ey . A A “One-Click” Interface Offers *.
STAR TREK: SECRET OF VULGAN FURY: Software ©1997 Interplay Pmductluns Al rights reserved. Interplay, Interplay Logo, By Gamers. " . . Immersive, Fast-Paced Action

For Gamers...Tribal Dreams and the Tribal Dreams logo are trademarks of Interplay Productions. All rights resetved. Trademark and
- ©1997 Paramount Pictures. Al rights reserved.Star Trek, and related markssare tfie properly of Paramount Pictures. All ngnu; reserved
A olher ucmnghls and Irademarks are the property of their réspective owners.
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PREVIEWS

Your Best Source for the Hottest Games in Development

by Scott A. May

ime sure does fly when you're
busy ruling the universe.
Poputous: THe Triro Coning, the
long-awaited, third installment in
Bullfrog’s breakthrough fran-
chise, is finally nearing comple-
tion. And not a moment too
soon. While veteran gamers grow misty-eyed
just thinking about the beloved original, a new
generation of players is clueless to the whole
phenomenon. For those unfortunate souls,
here's a brief history lesson.

POPULOUS 101

QOriginally released in 1989 and since ported
to 20 different formats, PopuLous sold more
than three million copies worldwide and
launched the career of then-fledgling British
developer Bullfrog. The title also introduced a

POPULOUS:
THE THIRD COMING

WRATH OF THE GODS The cinematic intro to Pop 3 sets the tone for this
game of religious conquest. All pagans will be converted or die.

Highlight of the Godls

PoruLous: THE THIRD Coming Has What It Takes to Be a Religious Experience

brand-new gaming genre: the god-sim. Its
premise, both simple and ingeniously clever,
cast players in the role of gods, nurturing a
primitive race of mere morlals. As gods, gamers
could raise or lower land, and trigger earth-
quakes, floods, and volcanoes, all with a single
click of their mighty mouse.

Lead by programming virtuoso Peter
Molyneus, Bullfrog followed the success of
Poputous with PowesMonge, arguably the fore-
runner of today's real-time multiplayer strategy
games. A year later, PopuLous II: TRIALS OF THE
Ouwmpian Gops appeared. It attempled lo merge
the best elements of the two previous fitles.
Despite strang sales, neither game captured the
imaginative qualities of the original PopuLoUS.

In recent years, Bullfrog has emerged as one
of the leaders in cutting-edge game design,
with titles such as Synpicate, Macic CareeT, and

Dunaeon Keeper. Molyneux recently split with
the company to form LionHead with Steve
Jackson. Does this mean an end to the Bullfrog
we know and love? Not hardly.

ParuLous: THE THIRD Coming, the first Bullrog
game since Molyneux's departure, promises {o
recapture the flavor and simple purity that made
the original such a ground-breaking hit.

THEOLOGICALLY SPEAKING

In The THiro Coming, gamers are cast in the role
of gods, each competing for control of a planel.
Your alter ego on this mortal coll Is the Shaman, a
spiritual leader through whom you cast all spells.
Upon entering the world, the Shaman creates a
Reincarnation Site. This stone circle provides magi:
cal powers and cannol be destroyed. Elsewhere, a
rival god’s Shaman has created a similar structure,
The race for world conquest has begun.

CGW
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Wildmen also populate this world. In their primitive
slate, they are simple pagans found roaming about the
landscape, drinking from slreams and ealing fruit from
trees. Your first task is to send the Shaman into a
france. While in this state, she converts Wildmen into
Braves—devoted followers of your cause. You can then
use Braves to gather wood, construcl houses, guard
bases, and fight rival factions.

You can also create special training facilities to turn
Braves info new characters, including Disciples and
Warriors, Disciples can be sent to mingle among
enemy ranks and preach to their Braves, distracting
them from their work and (you hope) converting them
{o your cause. Warriors behave like Braves, but are
much stronger in battle. Until weapons technology
evolves, all baltles are fought hand-fo-hand.

Another vital character class is the Super Warrior,
who has the ability to hurl magical fireballs at the
enemy. The most intriguing character, however, is the
Infiltrator. Trained in the art of subversion, he can dis-
guise himself as a native of an enemy camp and spy
inside the seftiement. From there he can report on the
gnemy’s forces and building advancements, Infiltrators
can also be ordered to dismantle enemy buildings and
burn wood supplies.

RELIGIOUS FOUNDATION

The game fealures a wide variety of building types
that fall into three categories: training, construction,
and defense. Much of the game’s early strateqy
involves campleting training exercises while avoiding
allacks from rival fribes. If you are interrupted (to
defend your homestead, for example), you must start
{raining again from scralch. To minimize enemy intru-
sion, construct your buildings near impassable terrain
(water, steep cliffs) or behind man-made walls.

Much of the land separating your tribe from others

GREAT BALLS OF FIRE Magic becomes a big part of Pop 3, as the Shaman can
wreak havoc with some destructive spells, such as this Fireball.

(both enemy and uncommitted Target Release Date: Early 1998
Wildmen) is impassable. To expand Developer: Bullfrog
beyond your borders and convert new Publisher: Electronic Arts

tribes of Wildmen, you need to cross
the mountains, oceans, and rivers
blocking you from the rest of the
world. Braves can help in that respect
by building boats for navigating bod-
ies of water and balloons for crossing
the mountain ranges. Once these
vehicles are
at your dis-
posal, you
will delight in
discovering
the size and
scope of the
PoruLOUS
game world.

GOD-GIVEN POWERS
Sounds good? We
haven't even explored the
realm of spell-casting yet.
Unlike those in the arigi-

nal game, gods here
can'l simply cast spells
on a whim. Instead, you
must channel spells
through the Shaman, so she needs to be carefully
maneuvered to within spell range and then guarded
well. Besides incantations to raise or lower land mass-
es, her spell repertoire includes Burn (for destroying
your enemy's wood resources), Blast (for nuking all
enemies wilhin a certain radius), Lightning
Bolt, Volcano, Earthquake, Whirlwind,
Erosion, Plague, Firestorm, Invisibility,
Hypnotism, Ghost

1. BEACHFRONT PROPERTY This section of
coast was originally a rocky cliff, but it was
leveled by the Shaman to create a strategic

Army, and Angel port of call
of Death.

Spells don't 2. JOIN OR DIE You'll convert tribes of
come cheap, how- Wildmen to your cause, but beware enemy
ever. Each spell troops ready to die to prevent the diluting of
costs a specific their faith.
amount of Mana,

L LR [T 3- TOOTH AND CLAW Combat is a given

when you're battling for religious supremacy,
but early battles will be hand-to-hand until
magic and training improve,

al currency, and
you obtain Mana

only by converling

Wildmen and

keeping your peo- 4. BOAT PEOPLE You'll appreciate just how
ple busy and faithfully Bullfrog reproduces the feeling of our
happy. Should own planet's vastness when you travel around
your Shaman die, in the boats or balloons.

she can be reborn
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NOT JUST GETTYSBURG.
NoT JUST SHILOH.

THE WHOLE CIVIL

GRANT = LEE = SHERMAN

CIVILWAR

GE NG TE

Sequel to the best selling Civil War game of 1996



DON’T SETTLE for a slice
of history when yi,l‘)u can have
the whole bloody cake.

The battle begun with the best-
_selling Robert E. Lee Cm.l War

v General continues with 40
authentic battles. Rally the troops

and take command as you rewrite

Y

history with Civil War Generals 2: ~

Grant, Lee, Sherman.

POWERFUL MAP EDITOR

Impressions & 'R R

-5

Tt

New Unit Tjpes
ALL-NEW FEATURES:

* Fight in Eastern or Western
battle theaters as Union or
Confederare. T

* Map Editor allows you to chal-
lenge opponents on your own
customizéd: battlefields.

¢ Command your troops in an

overhead view or zoom in for
close-up detail.

® New reenactment film footage
from-Jay Wertz.

* Even more artwork from Mort
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, Interner @
and e-mail.

* Battle for FREE
on Sierra’s
Internet gaming
system.

A'I}

CIRCLE READER SERVICE #366

Download the interactive demao at www.sierra.com

© 1997 Sierra On-Line, Inc. @ and/or ™ designate trademarks of, or licensed to, Sierra On-Line, Inc., Bellevue, WA 98007. All Righrs Reserved.




POPULOUS: THE THIRD COMING

The Gods Must
Be Vengeful

B lame it on centuries of human misery, but the gods

al the Reincarnation Site, though at a high cost to Mana. If no
followers exist at the time of her death, the game is over. When
the enemy is completely wiped out or converted to your side, the
Shaman enters a special portal, which transports her o another
viorld to conquer. :

that created us—or vice versa—are not a happy lot.

Faced with the two-fisted powers of salvation and

WHAT RENDERS A WORLD? , ) retribution, lowly humans must either go with the flow or be
Graphically, the game is spectacular, playable in 10 different drowned in a flood of vengeance. Free-will simply will not

resolutions, from 320x200 fo 1280x1024, although you'll need be tolerated.
an oversized monitor and a surgeon’s eyesight lo appreciate the
|atter, Whereas the first two games in the series featured a three-
quarter isomelric view of flat terrain maps, Pop 3 offers full,
spherical rotation of its 30 game world, spun along multiple

What’s this? Theology in a computer game?

Outwardly, PoruLous: Tue Thirn Coming skirts the issue of
religion, hut you can bet your pagan deity it’s there, and it’s
not shown in the most favorable light. The game’s basic
premise follows the fundamental nature of the human

axes. As players shift locations on the globe, mountains, valleys, species: Join us or die. Believe what we believe or die.

oceans, and inlets unfold in 3D topographic glory, along a
curved horizon line. Bullfrog used this same technique in Magic

Convert to our way of life or die. Not much of a choice.
Are gods, by their very nature, vengeful? Why do they

CarpeT, but here the textures and colors are much more vibrant create life, only to exterminate it? While it's doubtful that

and—nearly—pholorealistic.
Por 3 features a series of icon bars on the left and bottom of
the screen with which you cast spells, issue commands, con-

players of Bullfrog’s latest masterpiece will find divine
insight, they are unconsciously dabbhling in the meaning of
life: Destroy all who are not like you. It’s inescapahle. It’s in
your nature as a god. Left unattended, the lifeforms in Pop 3

struct buildings, and track your characlers' activilies, A scanner might starve or freeze or hecome hored to death, but they
in the boltom-left corner provides a quick overview of the planet. won't intrinsically create weapons or lunge at each other’s
Although most of the game is played from slightly above ground throats. It’s up to us gods to command them to act, well,

level, you can also switch to god-view, which provides a fully more human.

playable global perspective. Gamers can use this view in the final

Sounds outrageous, but think about it. Nearly all action-
and strategy-oriented computer games involve violence and

version fo plot long-range strategies, especially when equipped Killing. And in each one, the player is a god, because he con-

with boat or balloon lravel.

trols the process of creation, destruction, and eventual

As of this writing, Pop 3 doesn’t support 3D accelerated video ahsorption of his enemies. We justify this, of course, hy
cards, although it does employ DirectX components for sound labeling the other side as evil. And the only way good can

and multiplayer games. Up fo four gods can duke it out using
modem, LAN, or TCP/IP connections. One of the game’s best
features, however, is the computer intelligence model used in
single-player mode. It's so good, in fact, that lead programmer

their most primitive level.

defeat evil is by scratching, clawing, or blasting evil to
smithereens. Por 3 simply devolves these actions down to

Would anyone buy Por 3 if the object of the game were to
foster a harmonious civilization that worships you, the god-

Alan Wright touts Por 3's computer Al as the project’s crowning like player? Not bloody likely. No more than they would buy a
achievement. The Al was designed to incorporate the same vari- dungeon exploration game without monsters to slay, or a

ety of play strategies
found in human multi-
player games, in order lo
provide the utmost chal-
lenge for solo gamers,
Qverall, Poputous: THE
THiRD Coming has all the
ingredients fo become
Bullfrog's biggest hit to
date. We'll see if that
proves oul when it
releases in early 1998,
but given its source of
inspiration and the tal-
ented gods who created
it, ils success really
wouldn't be much of a
surprise at all. &

CONGREGATION Religlon isn't all it's cracked up to:be in Pop 3. Those with
faith are good guys. Pagans are evil. At east that's the message here.

space game without
hostile aliens. As
gods, we need mur-
der and mayhem.

The bottom line,
for computer gaming
gods, is that it’s
more fun to kill than
create. It's more
challenging to wipe
out civilizations than
to build them.

Because of this,
PopuLous: THE THIRD
Coming might be the
ultimate reflection
of life, in all its pri-
mal glory. But don’t
feel bad—it’s in our
nature.
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CONTROL YOUR OWN DESTINY IN A NON-LINEAR CHOOSE WHETHER TO PLAY IN REAL-TIME OR
FANTASY WORLD WHERE NOTHING IS PREORDAINED. TURN-BASED COMBAT MODE,

ENGAGE IN HUNDREDS OF ENTERTAINING MINI- EXPERIENCE BREATHTAKING 16-BIT, 65.000-COLOR
QUESTS THAT BRANCH OFF FROM THE MAIN SAGA. GRAPHICS IN A SMOOTH-SCROLLING, HIGH-RES
ENVIRONMENT.

THE MANDATE OF HEAVEN

WWW.3DO.COM 800-251-9563

the New World Computing logo. and Meght and Magic are andior reg of Tha 3DO Company. £ 1997 The 300 Company, Afl fights rasenna.

CIRCLE READER SERVICE #148



_ .

For the Ist time bat‘tle

B o d
network or modem in ..

Oy S

e

up to
-_R' =

Create, store and trade

2

o ' JERS. FOR GAMERS. 2 S moves with the v tile g
.' : : “':.’;.‘f .;ntefplaym Crsa

Tighis reserved. Die By The Sivord. "By Gamers: For Gamers.”, iy ad e inteepiay 1090 &8 rademavis of nterplay Produstons. A ights fesecved. Licensad 2nd Sistbuted xciusively by
néerpiay Productions. All 0¥her COpyIGhiS and trademarks are property Of e 2SDECHR ORNERS.



Complete Freedom of M ovement.
Precision Killing.

“We’re not talking aboutyoyr standard
run-and-gun four-player session here.”

' av
% _will impact the wa\ we play
games f orever.”



JOURNEYMAN PROJECT 3: LEGACY OF TIME

Target Release Date: Christmas 1997
Publisher: Red Orb/Broderbund

Time Travelogue

There’s More Time-travel Magic in JOURNEYMAN PROJECT 3

by Terry Coleman

have a confession to make. | didn't
much like MysT—though | did grudg-
ingly respect it as a form of art—and |
like the dozens of bastard children
MvysT has sired even less. The original
at least had a cerlain fwilight Zone
quality to make up for its lapses in
plot, its predictability, and its empty, somelimes
barren, environment. Most Myst-clones lack in
atmosphere (and basic coherency) almost as
much as they do in characters with which you
might converse.

It's only fair to point out that there are two
sides to every story, even mine. You see, much
as | hate to admit it, there's one Mysr-alike | truly
enjoyed: Buriep m Tive, the second of (he
Journgyman ProJecT series from Presto Studios. |
wanted lo loathe that game just as | did the first
overhyped and overacted JoURNEYMAN PROJECT,
but | couldn’t. It was too nicely constructed, too
gorgeous, and well...it was actually fun.

both before—and after—their untimely destruction.

Mow, two years later, Presto seems ready to
pull another rabbit out of its magic hat.
Journgyman ProsecT 3: LEgacy oF TiME is bigaer,
more mysterious, and much more beauliful
than any previous PC time-travel trip. And,
irony of ironies, lhis well-lraveled JOURNEYIAN
will be released this time around by the pub-
lisher of Mysr itsell, Red Orb. I'm really wor-
ried. Could | possibly be forced to admit a
fondness for fwo Myst clones?

TIMING IS EVERYTHING

While time travel is a scii slaple, its uses for
both plot and characterization have varied wide-
ly over the past century. Lecacy oF TiME tries to
position itself squarely between the social com-
mentary of H.G. Wells" The Time Machine and
the crowd-pleasing frivolity of Robert Zemeckis'
Back lo the Fulure. In reality, the game is clos-
est to Poul Anderson’s Time Patrol novels,
which is not at all a bad thing.

T

I LOST PARADISE The best part of Jourtevian 3 is that you get to investigate cities like Shangri-La

As in Burien i Tiue, here you portray
Temporal Agent Gage Blackwood, whose dash-
ing, handsome brand of heraism fails to hide
his ignorance of the majority of events from the
previous game. The confused Gage is hardly to
blame; after completing his mission, Gage was
brainwiped. This is, admittedly, a novel way to
ensure that any Legacy gamer unfamiliar with
Burieo m Tae will be on an even footing with
veterans of the series. Still, such treatment of
heroes—especially one who overcomes being
framed, then manages to preserve the proper
flow of history—can hardly give you confidence
in this particular sci-fi future.

If this isn't bad enough, you find that the
Temporal Security Agency is being shut down
while the government investigates a danger
from beyond the solar system. Just when you
begin o contemplate a respite from 24th-
century sitcoms and processed soy/meat
products, what could possibly be sighted but a
temporal rift?

But what can you do? Your timesuit's power
coil is under government control along with all
the others! There's no time to cut through the
red lape, but luckily, your head technical officer
is as much a maverick as CGW's. He sneaks
you into a hidden alcove, straps you into the
top-secret Chameleon timesuit (while he gives
you a quick tour of lhe interface), and losses
you into the temporal breach.

MY OWN PRIVATE EL DORADO

The source of the temporal rift is none other
than your old nemesis, the beautiful and deadly
Agent 3, still al large after Buaien i Tive. She
leads you on a wild chase through the past,
where you see the fabled cilies of Atlantis, EI
Dorado, and Shangri-La. The problem is, all of
these mythic lands have been destroyed. And
what's more, they have been left without a
single survivor.

CowW

JANUARY 1928




As in any good sci-fi mystery, the
questions begin to pile up. What news
could be so lerrible that Agent 3 would
turn herself in to share it? Who was that
mysterious man fleeing the destruction
of Atlantis? Were those truly spaceships
belonging to your alien allies, the
Cyrollans, that you saw firing on the
temples at Shangri-La? Why, with all of
this going on, is the Earth's government
willing to shut down the Temporal
Security Agency?

Since the beta is almost totally com-
plete, | could give you all the answers.
But that would be even more cruel than
causing Atlantis to once again sink
beneath the waves, because
Journeyman 3 looks to be one of the
lrue sleepers
of this year.
The game's
new 3D engine
alone is a vast
improvement
over that of
BURIED N TIME.
While you
don't get the
sense of verti-
g0 0Ng experi-
ences looking
over a
precipice in

the oars in the fake.

TILTING AT WINDMILLS This is a real gameplay screen,
and you can interact with several of the objects, such as

Your trusty Chameleon timesuit lets you store

images from different time eras, so you can disguise
yourself as a native. This is important, because unlike
most Mysr-alikes, Journeyman 3 actually has nonplayer
characters.

Arthur returns as your Artificial Intelligence side-

kick. While he is, if anything, more annoying than in
Burieo v Time, Arthur is informative and a great source of
hints. Plus, you can control the number of comments that
he makes.

For all its visual style, Journeyman 3 still carries
some traditional adventure-game baggage. At least
when you bring up your inventory by clicking here, it

JEDl KNIGHT,
JOURNEYMAN 3
does have a
sense of visual
depth that is
sorely lacking
in most adven-
ture games.

When you add in the well-constructed puz-
zles that derive from the game’s plot, and the
taut sci-filmystery storyline, this game has the
potential to be not only the best Myst-alike in

some lime, but also one of the
best adventure games of the
year. If there’s any justice, the
game will sell well enough that
a year or two from now, we'll
get a fourth time-travel tale.
What a frue Legacy oF Time that
would be. &

Iooks as though you're accessing data from inside a
timesuit.

The view from the inside of your timesuit is similar

to viewing a movie in wide-screen, or “letterhox”
format. Sure, it’s a little comy, but it’s a visual metaphor
that we’re all familiar with—and it works well here.

This bar, inactive now, is your interface with the
timestream. While it’s really just a fancy pull-down
menu, it looks neat, and it is simple to use.

Puzzles in JourNeymaN 3 are varied: Unlike those in

maost Mvsr-alikes, however, almost all of these puz-
zles derive from the plot. Here, you must repair the rope
and get ahoard the hot-air balloon above.

Terrain is more than just pretty pictures. Looking
directly into the sun or walking through the vol-
cano’s mist will obscure your vision.

Your Chameleon timesuit won’t shield you from some
horrific sights: in this case, scattered debris that
comprises the remains of the beautiful, mythical city of El

Dorado.
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BETTER GRAB YOUR LIGHTSABER. JEDI KNIGHT™:

DARK FORCES® II CONFRONTS YOU WITH THE
JOYS OF JEDI KNIGHTHOOD. INTER-GALACTIC
ASSASSINS ABOUND ON SINGLE AND MULTI-PLAYER 3-D
LEVELS, EACH WITH THE SINGULAR INTENT OF PUTTING
YOUR SKULL ON A STICK. AND THERE'S NO JOY IN THAT.

Dark Forees

ol Lucashilm Lig., used o

alharization

ARK FORGES 11~

wwWww.lucasarts.com



VIET O RY:

5

e T

LIGHTENMENT

UNIQUE BLENDING OF REAL-TIME STRATEGY

AND PUZZLE-SOLVING ADVENTLIRE.

DESTROY A COMMON ENEMY.

FREE
CD OFFER
LODK FOR SPEGIALLY

MARKED VIRGIN GAME
PACKAGES FOR DETAILS.

And Celebrate EMI-CarIlnI': 100
with the Sale of the Century-Goin,
on at Record Stores Everywhere!

W CNTRRAN TRV




WWWw.VIE.COM

& 1887 The Logic Factory, Inc. All Rights Reserved. Disinit fy by Virgin | livee. Enteriai Ing.
The Tone Renellion™ is a trademark of The Logie Factory, mummpwamwwndwlnmnn are mmnﬂla
andior ragi of their respacth Ra5isn of M

C Virgin is a regi of\mwn Ltd, 18061 F\wh Avenus, Irving, CA 92614,

FROM THE MAKERS OF THE CODIE
|
|

AWARDAWINNING  ASCENDANCY...

HAREMI:ITEHARTUFmEUNNEnsE.

A FRACTURED WORLD OF AMAZING

FLOATING ISLANDS, CONNECTED BY

SHIMMERING BRIDGES OF TONE

YOU MUST LEAD THE

IS A NEW AWAKENING IN REAL-TIME
i
STRATEGY ADVENTURE THAT &

MORE THAN A REVOLUTION...

IT'S A REVELATION.




Brains and Beauty

Air Warnrior Ill Gets Intelligence and Graphics Updates

by Denny Atkin

esmai's Al WARRIOR
set a number of prece-
dents. It was the first |
online multiplayer fiight B
simulation, one of the
first high-resolution
flight sims, and the
first World War Il sim {o attempt realislic
flight mocleling. By the time Interactive
Magic published Ar Wassiog Il in 1996,
however, the program had a “retro” feel,
with graphics not much improved from
its late-1980s incarnations. Although the
program had lots going for it, many gamers wrote it
off because of its outdaled look.

Soon, Air Wagrior will be back in both boxed
and online versions with a whole new look—one
50 good that you'll spend enough time with it to
nolice ils interesting personality. A Warsio lll's
most obvious enhancement s its support for 3D
graphics cards. If your system has a Direct 3D-
compliant graphics card, you'll be treated to fully
textured aircraft and terrain. And between its hard-
ware graphics acceleralion and its use of fewer
polygons in objects when texture maps provide
additional detail, you should see a frame rale thal’s
much improved over the earlier version's. (The
original unmapped polygon graphics will still be
available if you don't yet have a 3D card.)

PILOT TRAINING

Air Wannion Il had one glaring deficiency: the
single-mindedness of the computer-flown air-
craft. Fighters would almost always engage in
turning fights—which wasn't much of a chal-
lenge when you were flying a Zero and the com-
puter was in an energy fighter such as the P-40.

In the updated version, Ace-level Al pilots who
are flying enerqy fighters will examine the energy-
state differential between their planes and yours. If
they have the energy advantage, they'll use proper

AIR WARRIOR Il

ALUMINUM OVERCAST The B-17s may
look better here, but they're still inviting
targets for Axis fighters.

boom-and-zoom techniques, taking a shot and
then extending their range before coming
around for another pass. Turn-fighters, of course,
will take advantage of their maneuverability,

In addition to the new graphics and better Al,
the boxed version will feature some 150 new
missions along with the 250-odd missions from
the previous game. Many of the new missions
will take place in the Pacific thealer, an area
neglected in the first release.

CAMPAIGN PROMISES

Ar Warnior's online component will see big
improvements as well. In the past, most A
Wanrion online play involved pilots flying for three
imaginary countries in a constant battle for territo-
ry. Al times, historical missions would be orga:
nized, but they would take much planning and
constant involvement from scenario organizers.

Target Release Date: First Quarter 1998
Developer: Kesmai
Publisher: Interactive Magic

WHISTLING DEATH Improved Al means
that Air Wasrior Ill's Corsairs won't get
into tuming fights with Zeros.

BOGEYS AT SIX In online play, you can fly as a
gunner; offling, you can put the plane in autopilot
and jump to any crew position to defend your craft.

Now, historical play has been automated. While
Ihe free-for-all batlle arenas will still be available,
there will be ongoing historical campaigns as well.
You'll be able to go online, view a brigfing, and then
join others on organized missions with concrete
goals. The mission editor will support branches for
outstanding victory, success, partial victory, and fail
ure, so that a campaign can take a variety of turns
depending on the performance of each side. These
missions will be much like those in the solo cam-
paign, but with humans flying each plane.

The boxed version of Air Warsior Il should
be available in January 1998. The online-only
version is slated to go inlo beta-testing in late
November 1997 and should be available as a
free download, with free play during the beta
period, at www.bigweek.com. &
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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 Darado, 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

LEGACY OF TI

Coming this winter on CD-ROM

©1997 Broderbund Soltware, Inc. All rights reserved. The Journeyman Project is a trademark of Presto Studios. Presto Sludios is a registered trademark of
Presto Studios, Inc. Legacy of Time and Red Orb Entertainment are trademarks of Broderbund Software, Inc.
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When [the team] started FaLcon 3.0, this
was what they wanted to do. But what could
you really do on a 386? They had to say, ‘Okay,
this is what we can do.’ So this is the continua-
tion of that dream.” | '

—TJom Nichols, IVIic_roProse
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FALCON 4.0

or a long time, it seemed as if
Faicon 4.0 was just a con-
cept for a future flight simula-
tion, not a product that would
actually ship. | first saw a
demonstration of the pro-
gram way back in the fall of
1994, when Spectrum
HoloByle gave everyone a “sneak peek” at a parly
the company held to unveil Tor Gun. A lot has
happened since that time. Spectrum HoloByle
became MicroProse, which then became a divi-
sion of GT Interactive. Numerous members of that
original Farcon 4.0 development team have moved
on to other places ("worked on Facon 4.0" 15 a
comman entry on résumés throughout the simu-
lation industry), and the design, which originally
featured a trendy (at the time) full-motion-video
interactive airbase, has seen a number of revi-
sions and at least one “ground-up” code rewrite.
With all that under the bridge, many gamers
became concerned that Facon 4.0 would never
make it to market. And even if it did, they feared
that it might either be outdated or just a mess.
After spending some quality time with a late-devel-
opment version of the game, 'm happy tu say thal

Torn Nichula ﬂf cnmse part of accompllshmg

that was to upgrade the graphics, sound, and
flight models to—and past—the current state-of-
the-art. In addition, the sim now focuses on the

|atest-technology Falcon, the F-16C Block 50/52,

including its new engine and avionics.

Leon Rosenshein, who developed F-16 simu-
lation technology for the U.S. Air Force before
joining MicroProse three years ago as the tech-
nology lead on Fatcon 4.0, said another initial
goal was finally to bring the “electronic battle-
field” concept—in which different simulations

can hook up and battle over the same terrain—to

were there in FaLcon 3. 0_

 loon's g as.

edto design the sim from the ground up to fully
realize the electronic battlefield.

“Looking back al Faicon 3.0," says Nichals,
“one of the things that kept it on the shelves and
selling was the campaign. It wasn't the same 30
missions over and over again. The dynamics of
the campaign kept changing. We knew we had to
do that again, and we had to do Lhal betler. We
started with the assumption that there will be a
real war in the background—full-blown strategy
covering the whole theater, and you're a part of
that. Not branching lrees or prescripted deci-
sions—it's all dynamic. At
any given point the fanks could
be anywhere, and your mission could
change in the middle.”

Not that any of these ideas are really new to

' the creators of the Fawcon series. “When they

started Faicon 3.0, Nichols says, “this was
what they wanted to do. But what could you
really do on a 3867 They had to say, ‘Okay, this
is what we can do. So lhis is the continuation
of that dream.”

The Plane
FaLcon 3.0 was the first simulation to make a
serious attempt to accurately model a real jet
fighter's systems and flight characteristics. And
although the F-16A portrayed in that sim flew
more like an F-15, its modeling
set new standards. But the com-
pelition in those days would be
considered arcade today. This



FALCON 4.0

Faccon team has to stand up to much more seri-
ous challengers.

In fact, there's already been a sim that did a
very good job of modeling the F-16C Block 50's
systems and performance: MSI's Back 1o

BagHoaD. But while that sim did a great job mod-

eling the plane, its canned "you against the
world" mission structure didn't capture the envi-
ronment of an F-16 pilot.

Although Farcon 4.0's F-16 still had some
incomplete cockpit systems in the version | took
home from MicroProse, it was evident, even at
that late-alpha stage, that it would match or bet-
ler lhe systems madeling in Back 10 BAGHDAD.

The team is very concerned with making the
cockpit experience as accurale as possivle. In
addition to Rosenshein's defense simulation
experience, MicroProse has enlisted the help of
F-16 pilot Pete Bonanni (see the sidebar "Expert
Advice"). Even Gilman Louie, who founded the
company when it was known as Spectrum
HoloByte, can provide some expert input, since
Bonanni took him for a ride in the back seat of
an F-16D.

The detail and push for authenticity in the
Fatcon 4.0 cockpit is evidenced nowhere better
than in the radar system, Bonanni explains: “The
way modern radars wark, a pulse goes out, but
another pulse goes out before that pulse wil
return from a farget that's beyond seven miles
(that seven miles is called 'the ambiguous
range'; this is true of F-18s, F-15s, and F-16s).
The way Leon has il, if he detects a larget, he

“RIDING THE MAVERICK Hnlh IR and TV Mavenck mlssﬂes are
| modeled'in Facon 4.0; : :

puts it in a slot. The beam has to hit a target a
certain amount of times before it will actually
display the target, just like in the airplane, If it
doesn't get the target a few times, it'll say,
‘That's not a targel, that's a false farget. He's got
it modeled just like the airplane does i, as far as
how the airplane sweeps. What it gives you is a
really good, accurate radar.”

All of the useful modes of the real F-16C's
radar will be modeled; only a few esoteric
modes such as the rarely used ground-mapping
mode are omitted. If you don't have an interest
in learning about radar azimuth, ambiguous
ranges, and other aspects of realistic radar, fear
nol. In addition lo realistic radar, a "God's eye”
radar and a simplified U.S. Navy Fighters-style
display will also be available.

The original attempt at a simplified radar
didn't go over too well with the less hard-core
team members. “They told Pete and | that we
weren't allowed to do a simple radar,”
Rosenshein says.

“We did a simple radar,” Bonanni adds, "but
nobody thought it was simple. So somebody
else is doing it."

One aspect of the Farcon 4.0 that will sport
unprecedented detail is the radar warning receiver
(RWR). Real-life RWRs don't just display a contact,
they emit a tone based on the frequency of that
radar's emissions. Although realife F-16s don't
automatically identify what's tracking you—they
simply show a symbol—pilots can often determine
what has them locked up by the tone of the RWR.
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FALCON 4.0

The sim’s Tactical Reference module—the
section that allows you to examine aircraft,
ships, tanks, and so on and read about their
real-life capabilities—also allows you to listen
to the RWR frequencies given off by those
craft. Each sound is unique, so with some
study time you should be able to get pretty
good at identifying the sources. (Again, for
more casual gamers, you can have plane
types pop up right on the HUD.)

“The sounds are based on real data,”
says Rosenshein, “but nothing illegal!

There are no waveforms from ‘undisclosed
sources. Knowing the energy, the frequency, and
the power, you can take a good guess.”

In fact, RWRs aren'l very complicated devices.

“All it does is shift the (radar) frequency into the
audible range. It doesn't really do any thinking,"

missiles, for example, Both infrared

and TV Mavericks are modeled, with three deliv-

ery modes: preplanned, boresight, and slave.
Preplanned mode takes your Maverick and
ground-stabilizes it at each steer point. As you

Rosenshein adds.

Rabid Dogs
You'll also see a boost in realism in the area
of weapons delivery. Take Maverick air-lo-ground

Multiplayer From the Ground Up

0 ther than the Instant Action:mode, FaLcon4.0/doesn't really:have a “single-player” mode:

reach the IP (initial point of attack) and make a

run toward the target, the Maverick will automati-

cally slave lo that target. If you look down at the
multifunction display, you should see the targel
and be able to quickly lock it in. Slave mode

In the Dogfight; Tactical Engagement, and Campaign modes, players can/pop i at almost
any: point and take over an F-16 that's being:tlown by a compulter player. Sinale:player
games are actually just multiplayer games with only one human pilot playing.

You'll'be able to connect via'LAN; modem, null-modem cable, or via/the Internet:-using TCRUE:
Some gamers had feared (hat TEN's deal to host Fatcon 4.0.onits service (www.ten.net)
would mean no free Internet play. That's not the case, however, and'Internet'games can be played
by connecting directly to other players via a dial-p connection.

Seriaus players will still want fo keep an eye on TEN: however. MicroProse plans to do & Special server

all lhn Linits and provide a persistent world This
: 1 should make for faster Net per-
formance, as well.as the abm_ty to
gasily find a persistent cam:
paign. Fly-a mission or two, then
come back the next day and see
how the war-has progressed:
.Once thenext productiniine
rias, MiG29, Is released; vou!ll
be able to'have human players
on both sides of the campaign.
An FIA-18 Homel package is
also planned, which will add
navalaspects lo FALcon 4.0's
gelfonic battlefield:
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simply follows your radar
lock, while boresight lets
you manually larget the
missile,

The missile performance
is realistically modeled.
When Bonanni fired a
Maverick—a missile thal
doesn't have terrain-following
capabilities—it smacked into
a foothill between the F-16
and the targel. You should find
similar realism in the perfor-

mance and largeting of laser-
guided bombs and HARM anliradiation missiles.

The HUD has as much detail as an unclassi-
fied simulation can. This includes the oft-ignored
AMRAAM display. If you fire a missile from a far
enough distance, you'll see an “A” on the HUD,
with a number counting down. This reflects the
lime until the missile goes active. Once the mis-
sile's own radar goes active, this changes to a
“T" and a number counts down the lime until
the missile reaches the targel.

Knowing when the missile is going to go active
lels you know when it's safe to break lock from the
largel and still have a reasonable chance of hitting
{he target. “With active missiles, there's an uncer-
lainty boundary,” Rosenshein says. “It's saying,
"Guide to this box in space; and il does that. If you
still have the farget locked, it'll keep tightening that
boundary. Then the missile’s own radar comes on
and finds the target."

Bul if you've broken lock and the larget has
maneuvered out of that “box in space,” the mis-
sile’s nol going to lock iL. And this is a bad thing
for a number of reasons.

“AMRAAM is not, even in our simulation, a
good dogfight weapon,” Bonanni says. “That is,
unless you hit what you're shooling at, because
if you don't, it will kill something. We shoot our
Sidewinder and it's got @ maximum life of 8-25
seconds. Bul the AMRAAM's going faster and
farther, and it can go up to a minute and a half."

And during that time, you don't want a friend-
Iy larget to wander near the AMRAAM. “Thal's
the danger," Bonanni says. “You shoot that off
and you don't hit something, and now you've got
a rabid dog out there.”

0f course, Sidewinders are realistically mod-
eled, complete with the “angry grow!" sound that
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grows in intensily as you get a better lock on a
target. Both rear- and all-aspact Sidewinders are
available.

When you gel in tight, it's time to go to 20mm
cannon. Although the sound sample may sound
more like a power tool than a gun to some, it's
actually authentic. Even the bullets in the game
have been updaled to the latest specifications.
Your F-16 is loaded with the new PGU-28 bullet,
which has a new aerodynamic shape that holds
its speed better. This makes it lethal up to about
a mile at a 90-degree or greater aspect ratio to
the target, or about 4,000-5,000 feet, when fired
from the targel's stern.

When a weapon hits, don't expect the target
to be simply replaced with a graphic of a smok-
ing crater. Each weapon is evaluated against
about 10 different target types, from soft-
skinned troops running around on the ground
to hardened, fixed sites. Different weapons have
different effects on each type of {arget. Cluster
bombs are great against troops in the open,
but they don't do anything against a fank or
someone in a shelter.

Large objects, such as bridges,
are modeled in pieces, so you
don't take out the whole thing
with a hit. You'll see parts of dam-
aged and destroyed objects lying
on the ground after a successiul
hil. After some lime has passed
in the sim, you'll see destroyed
objects replaced by objects under
repair, and, eventually, by fully
repaired objects.

Mission Critical

So now you have this authentic
model of a multimillion-dolfar
weapons system. Whal are you
going to do with it?

In Instant Action mode, you start in the air
and the basic goal is to blow up everything in
sight. Two modes are available, Fighter Sweep
and Moving Mud, and you can choose from five
skill levels. You can also choose whether to have
SAMs and AAA complicating things. This is your
basic “two-{o-five clicks and go” mode.

The Dogfight mode pits up to four groups of
four fighters against each other. These can be
human-piloted F-16s or computer-piloted fighters
of a number of types. You can choose Furball
maode, in which the pilot with the most kills wins, or
Malch Play. This mode is ideal for dogfight ladders,
as you can play, say, the best three out of five.

Taclical Engagement is where you'll find train-
ing missions, as well as a number of “canned”
missions that can, by nature, have more plot
Iwists than those generated by the dynamic
campaign. Although a number of missions are
included, this mode is likely lo get the most use,
as a result of its powerlul mission editor, which
lets gamers create their own missions by setting
down ground and air largels, defenses, way-
points—you name it. These missions will also
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Expert Advice

hile much of the game’s realism
VV comes from the experience and
research.of Leon Rosenshiein and his
leam, they also had “professional” help. F-16
pilot Pete:Bonanni (whom fong-time Faicon fans
will remember for his
Faicon AT book and the
Artof the Kill strategy
book and tape) has been
aroundfrom the start.

“We were doing low:
speed handling stuff this
morning," Bonanni Says
as he joins us: “And _
maneuvering inthe verti: | PETE BONANNI |
cal, watching the plane. | The author of The |
fall of” Listeningto | Art of the Kilfhas |
Bonarini and | provided the
Rosenshein compare | Viewpoint of a
nofes, its evident hat | real F-16 pilot to
they're concemed with | the Facon team,
all aspects of the plane’s =
handling, even outside the envelope where you'd
normally fiy in combat.

“Pele’s primary role is the sanity check.”
Rosenshein says. "We do-our best estimates of
the waythings are, and Pete checks it and says,
‘Well, mostiy, butit's really like this...."

*Also, [Bonanni] has access lo unclassified,
but hard-lo-find, material,” Rosenshein adds.

“There's a lot of stuff
that’s open-source, but
nobody:will tefl you
where itis. He can find it
9 easlerthan we ¢an.”
. Bonanni:got an early
Al taste of high spee fight
as an K16 pilotin 1981,
_ } He alsa has two years of
| LEON | F4 Phantom experience,
| ROSENSHEIN I andwhathe refers to.as
| He worked with | & "fve:year sentence in
\Bonannitodoa | the A7." He's flowniover
| simple radas but | Bosniaand rag,
| the rest of the | dthough e missed the
i team branded it : actual Shﬂl‘llil‘ig Tﬂdﬂv
| *not simple.” he flies the F-16 for the
T | Air National Guard.
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JIN-X-WING VS.TIE FIGHTER

'YOU WILL BATTLE

HEAD-TO-HEAD AGAINST

AN ENEMY MORE RUTHLESS THAN

JABBA THE HUTT

.
- .

AND MORE SINISTER 'THAN

DARTH VADER.

Mild mannered Floyd? He may bé quit‘t and reserved, but he gnuld be the greatest pilot in *the
Star 'Wars® universe. That is, unless you Lh‘!“l’..l‘lb(.. him. Therein lies the beauty of X-Wing vs.
TIE Frq,htLr ' Since it’s in realtime for the first time, you'll: be thrown mto thc most challenging
_ dugjhbhta against real people oyer ‘modem, network, and the Internet. Ynu re not gonna let a guy

named Floyd or anybody else out there riile the galaxy forever; are you? hetp:/www.lucasarts.com .
s APt " . . .

© 1997 LucastineLid. AN Rights Reserved, Used U\'m Authorizabion. Star Wars, X-Wing, TIE Fighter and ntummlomm reqisigred Irademarks and Bﬂm: of Power ks 4 iradermark of Lucastim l.lﬂ T ratings icors  Iradeniank of fhe Inferactie WJ Sormw Ass0ciabon
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Oh, so you've beaten Floyd already?
Well, while you’ve been basking in the
glory from your last victory, Floyd’s
been picking up a tew flying tips from
the Empire aud the Rebels. Because
he has Balance of Power It’s an
add-on CD that’s the icing on the

asteroid for X-Wing vs. TIE Fighter
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because it lets you fly for the

Rebels or the Imperial Navy. With

two new story - driven campaigns and
cut scenes that dazzle the senses,
you'll find your sherts wedged up
at light speed. And watch: out for
Floyd. He hasn’t exactly forgotren

your |:'I.‘-i|' ENCOUnter.
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Don't worry,
she'll let herselF in.

NIKK| “DUCHESS"™ DAVIS
SPECIALTY: SECURITY SYSTEMS

www.vigilance.com
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FALCON 4.0

mission choices will vary
dramatically as time passes.
You can join a mission as
it's coming together or hap
ino an F-16 that's already
en route to the target. A
wide variely of status
screens lets you check
whal's going on with vari-
ous strike packages, as well
as survey the current air
power, ground power, air

be of interest for many multiplayer gamers,
since the campaign can lake up lo lhree
weeks to play out in real time.

It's in the campaign made that Fatcon 4.0
really jumps ahead of the pack. This is truly a
real-ime war. Once you begin a campaign, it's
always running whenever the program is, While
you're choosing a mission or walking to the
kitchen for a Ding Dong, allied and enemy
forces are doing their things on the battlefield.
In fact, you can sel up a campaign server and il
will run continuously, allowing players to come
and go as they please.

When you launch a campaign, you can
choose from three slart conditions. In the
Rolling Fire campaign, you've pushed the North
Korean forces back to the Chinese border, and
you must wipe them out before the Chinese join
the fight. Fortress starts the battle al today's cur-
rent borders, while Tanks A Lol has your forces
pushed back to the southern tip of Korea.

Because the campaign is always running,

defense, and naval power
status on each side. If you
choose a mission that has:
n't yet launched, you'll be given the opportu-
nity to change your aircraft's loadout.

Although you can go mercenary and just
take out targets at will, you won't have much
effect on the campaign that way. But if you
take oul your assigned targets, all your side's
units will do well in that geographic area for
that lime period.

The missions are realistic, and Combat Air
Patrol (CAP), Search and Destroy, Escort, and
Strike missions are common. The frag orders
are realistic; the one concession to gameplay
is that you won't be sent on any missions in
which there are no enemies present—take a
CAP mission and you can count on encoun-
tering enemy planes.

Hostile Environment
While the hard-core flight-sim crowd will
appreciate he systems realism and the depth

of the campaign, the graphics environment
should blow away gamers of all types. FALcon

The Hot Seat

fional full-instrument pane! mode s available, or:you can go fo a full-screen HUD

ﬁ s with:most aspects of the sim; the cockpit'is designed 1o please all types. A tradl:

view with two:pop:up MFDs ifiyou'want:a larger field of view: There's also.a virual
cockpit mode. Asis the case in many newer sims, buttons and switches in the 20:cackpit

will‘beiclickable usmg lhe Mouse.

Two padlock modes are available to track targeis outside your cockpﬂ There san up
daled:version of the FALGON 3,0+ style “edge” padlock, as well as the more common Virtual:
cockpitipadlock: A third padiock type, Which usedismall boxes that:fioated:around the win-
dow o show the direction and aspect of the target(similarto the Hawkeye view in BAck 10
BagHpAD) has been dropped from the sim design.

CGW
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-Rich Heimlich, Insid@ -Dave Richards, Happy Puppy
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4.0's 16-bit color graphics are dazzling with all
the details cranked up. Realistically, whil
P133 is recommended as the minimum:
tem, you'll want a fast 30 card if you want
run in high detail on anything slower than a

P20OMMX. A P166 vith a 3Dix card should do

nicely, but without 3D support, you'll probably
need a Pentium Pro or belter lo get a good
frame rate with all the details maxxed out.

All the graphics options are adjustable, how-
ever, s0 gamers with slower systems can turn
off textures, Gouraud shading, haze, and other
effects individually until they get acceptable
performance. The sim can end up looking a lot
like Su-27 FLanker once you turn all the delails
down, but it's good that MicroProse gives that
flexibility to gamers for whom frame rale is
more important than eye candy,

Sometimes you won't be able to see your
nicely rendered targels, thanks to Facon 4.0's
weather rendering. Clouds actually move across

the landscape as the campaign progresses, com-

plicating some strike missions. The clouds look
very good here, much better than those in FLigHT
S 98, for example. They're not perfect, but are
probably as good as they can be wilhoul ruining
the game's frame rate.

Objects have realislic sizes, so you'll need to
use external views to get close-up looks at
most of them. If strikes are taking place at the
periphery of your vision, you may see SAM
lrails or smoke on the horizon. This is a good
way 1o find a furball if you want a littie more
action after leaving the largel area.

The sim will directly support 3Dfx,
Permedia 2, 3D Rage Pro, and g
a few other 3D chips. Direct 30
support is also available for
unsupported chipsets.
Resolutions up to 1280x1024
are available; 3Dfx owners will
be able to run in 800x600
mode, since FaLcon 4.0 doesn't
use a Z buffer. If you have a
fast enough system, 3D hard-
ware support becomes less of
an issue; on a Pentium 11 266,
the game runs about the same
speed with or without hardware
3D supporl. You can also gel a
speed boost if you're running

JANUARY 1998

gmund. When I s_ e move, though, a dust

trail will give it away.

under Windows NT—the game supports mul-
tiple processors under that 0S.

The Works

There's much more to Fawcon 4.0 than I've
had room to cover, including the first-ever sup:
port for “flying boom™ air-lo-air refueling, AWACS
control, a 500-page spiral-bound manual, multi-
ple “aggressor” paint schemes for Dogfight
mode, and a pilol scoreboard that is aifected by
how well you follow rules of engagement.

It's easy to see why Fatcon 4.0 has taken
s0 long lo develop—il's no exaggeration to
state that this is easily one of the most ambi-
tious flight-sim designs ever attempted. Yet
despite the “kilchen sink" approach, the team
seems to have a firm handle on gameplay
issues. They wanl lo keep the Instant Action
players hooked long enough to bring them
into the full, realislic campaign. Unless some-
thing goes terribly wrong between the version
I've been playing and the final release in
February or March, they have a very good
chance of accomphshmg this goal. ‘i;




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 irreverent software is sold.

CIRCLE READER SERVICE #118
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1 rg@gtomplex missions Whﬂ you do in one level could affect another. One false move
; aml*ynu could alert security, flood a passageway, or worse.
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THE LINE Setween AN mv MGV
THOVLD NEYER. HAVE BEEN ERASED.
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Thg._enamy is far from stupid. They will evade attacks, maneuver
1 In,lg_ilslralagic altack locations, a_nd hunt your ass down.

Man gun turrets. Blow up subways. Smash glass. Toss grenades
with perfect control. Duck to evade hits, Give them Hall.
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We Test 9 PCs Under $2,500 to Find the Best for Gamers

rand Prix race cars cost upwards of several million dollars a pop. That puts them out of reach of most normal humans. On the other hand,
there is a class of cars oul there that folks call “pocket rockets.” No, not that kind of pocket-rocket. These cars are generally small, with a high
power-to-weight ratio, sticky tires, and stiff suspensions. Aspiring Andrettis on a budget could buy a pocket rocket and have a car that acceler-
ated handily, turned an a dime, and gave them the illusion thal they were in a high-priced sports car.
So if the silicon Lamborghinis we wrote about last month seem too exotic (and too expensive) for your needs, here are our takes on the gaming version
of the pocket rocket, all of which are avallable by mail order or right off the shelf of your local computer superstore.
We lold the systems vendors to send us their best shot at a system for a dedicated gamer who had only $2,500 to spend. That's still a lot of moalah,

but at least it's in the realm of reality for many people.

'

=4 Decisions, Decisions...

'_ To stay within our maximum $2,500 price point, the vendors actually had to make more interesting choices than they did with their
high-end systems. At this price, compromises are necessary: Do you give the user a somewhat faster CPU or betler game graphics?
How much memory do you install? And what type? Do you ship separate speakers or "multimedia” monitors with built-in speakers?
These tradeoffs and others make for an interesting set of systems,

We saw a lot more variation in both performance and “fit-and-finish.” Some systems worked great, right out of the box. Others

required a liltle tweaking (okay, in a couple of cases, a fof of tweaking) to get working. Let's take a look at their choices so we can help
el you make better choices. After all, it's your $2,500, not theirs. Lvlevil Case sl Dave Saivator

BAAEPA AN



ULTIMATE GAME MACHINE

DB|| Dimension

XPS D233

gll has estab-
lished a repula-
tion as the lead-
ing player in the
fast-growing business of
selling PCs direct. Having
invented the large-scale
direct-sales model, Dell
has refined and polished
its business to a shiny T.
Lately, Dell has even been
outselling longtime mar-
ket leader Compaq in cer-
tain market segments. On
the surface, this
Dimension physically
resembles the Micron sys-
tem we tested last month,
but the component list is
more like that of the
(Gateway G6 street racer.

It takes a two-step
process lo open the Dell
case; Just remove two thumbscrews and then,  watt PS and a 235- or 250-wall unit amounts to  and Moro Racer were particularly good. DOS
using all three of your hands, slide open the pocket change. numbers were also good, though not as high as
side panel. There are four free PCI slots, but all The XPS system proved to be a very polished per-  in some of the other systems.
the ISA slots are filled. Although the lack of free  former, well-balanced in many respecis. Graphics Assessing the Dell is pretly easy: It's faster
ISA slots is somewhal lroubling (you can't add a benchmarks all ranked close to the top in bath the  than the Falcon Northwest system, but not as pol-
dedicated game card, for exam- 3D and 2D arenas. The hard-drive bench- ished in the gaming arena. For example, lhe Mach
ple), the four PCI slots just beckon  j88 mark was the fastest real metric in the V system includes a 3Dfx board, and the Dell
to be filled. (Let's see, 3Dfx, PCI b roundup (you have to discount the Solid  doesn't. Even so, Lhis is one speedy system for
audio, PCI Ethernel....) The graph- ; Computer benchmark due to the bus- under $2,500. —LC
ics card, an STB Velocity 128, took |8 4 mastering EIDE driver anomaly). The CD-
up the lone AGP slol. There are ROM performance proved exceptional, ~ Dell Dimension XPS D233
three free 3.5-inch drive bays and especially Ihe very low CPU uliization,  F1iee: $2,379
one free 5.25-inch bay. The inter- The system could be configured for DOS (800) 8383955

: . www.dell.com
nal layout of the case is clean, and most com-  pretty easily, except for the need to hunt up a DOS

ponents are accessible. As in several other sys-  CD-ROM driver for the Toshiba 24x drive, a curious  PROS: Its fast;
tems, the power supply is a paltry 200 watls, so  oversight, considering that the DOS setup for the it's affordable. Emm

AL
ARV

there's a danger if you add loo many power- mouse and sound card were present. COMS: Lacks pol-
sucking components. Saving a few bucks is one  As we expecled, game performance was very  ish; needs hetter m X H K 5
thing, but the difference in cost between a 2000 good, indeed. Scores for Terranark, Wiegout XL,  DOS support.
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MEN IN BLACK.
THE GAME
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Three new MiB missions — from the
Arctic to the Amazon.

of the'r respactive companies. & 1997 Cal
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Select the MiB agent you want te be.
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Fast-paced action shooter with
challenging puzzles.

SouthPeak and the ScuthPeak lege are rademarks of SculthPeak Interactive LLC, Other brand and product names are
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YOU KNOW HOW THE MOVIE ENDS. el s tn 200 unigies seutags!
THE GAME IS UP TO YOU.
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for a free demeo uisit /
SOUTHPEAK"

INTERACTIVE wiwus . southpeak.com
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Al Rights Reserved. Other
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“THE SHOCK VALUE M|
THE GAMEPLAY THAT LTS

“ POSTAL k&S REDEFINED it 4
L kes Re AT ACTION GAMING (S
RBOUT, ANO YOU'LL BE KEARyH; & LOT 485 HEIIS mf
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Y SCopR o1 0F 10"
Winner of the ditor's Choice Award
EnterMeﬂia.Net

Available now for PC and Mac
Get them first at your local retailer, www.ripcordgames.com,
or by calling 1288879725867 and give them the code: “Selitary Confinement."



ULTIMATE GAME MACHINE

xternally, Micron's $2,500 Millennia MIME

resembles the Millennia XKU hot rod we

reviewed last month. In this case, howev-

er, beauly is truly anly skin deep. Lurking
under the hood is a 233MHz Pentium MMX CPU—
in itself, not too shabhy, but it's hobbled by the
Diamond Stealth 2000 Pro. The S3 VIRGE GX chip
is, to put il mildly, not a stellar performer. Still, it
does perform without any complaints, unlike some
of the other systems we tested.

Micron is a direct-sales supplier of PCs, mean-
ing that you buy from them over the phone (or,
increasingly, on the Web). Most direct-sales ven-
dors, including Micron, use a “build-to-order”
model for manufacturing. This means you may
not get exactly the same system as we reviewed,
since most direcl suppliers often substilute com-
ponents. Also, the expertise of the sales staff
tends to vary. In al least two instances, users
were told that 3Dix-equipped add-on
accelerator cards would not work in
Micron systems—this is definitely
nol the case. Perhaps Micron
doesn’t want to impinge on sales of
its higher-priced Fusion3D systems,
which, oddly enough, come with
3Dfx boards.

Micron's other choices for compo-
nents were pretty standard, but we
were pleasantly surprised at the
inclusion of an internal Zip drive,
Internally, the Micron's layout was
clean and accessible. There were
three free PCl and two free ISA slots
(one PCIISA pair is shared). Two
3.5-inch bays (one front-panel
accessible) and one 5.25-inch
bay were free. Although
you only have to loosen
a thumbscrew lo
open the case,
actually removing

the cover requires a combination of dexterity and
strength that would challenge Ihe average circus
contortionisl. The power supply is a scant 200-
watt unit. The only bummer were the two memory
DIMM slots, both of which were occupied, albeit
with 48MB. No DOS real-mode drivers (mouse
and CD-ROM) were installed or present on the
system, but they were available on accompanying
media. With all the support calls that companies
get about DOS CD-ROM and mouse support
under Windows 95, you'd think they'd have fig-
ured out this problem by now.

Performance was mixed. As expected, the 2D
Windows and DOS performance was pretly
darned good. DOS Quake scores averaged
17fps—very good, indeed. However, 3D accelera-
lion rated near the bottom of the heap. Disk per-
formance was ho-hum, but the CD-ROM CPU uti-
lization ranked second-lowest.

MI(:

a".' "“Qulr
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The 3D game benchmarks were telling. Not only
were the scores low, but in some cases, the image
quality generated by the S3 chip was mediocre,

QOverall, the Micron Millennia MME is a fairly
conservative system that would have been a top
performer & year ago; in today's torrid market,
however, it's merely an also-ran. —LC

Micron Millennia MME
Price: $2,288

(800) 209-9686
www.micronpc.com

PROS: Lots of RAM; good 2D scores.
CONS: Poor 3D
performance;
overly conserva-
tive component
choices.

c=LABS

RATED * * &




IN MOST REAL-TIME STRATEGY GAMES,
THIS IS WHAT YOU SEE.
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ACTiVision

- TAKE COMMAND ON THE BATTLEFIELD.

In 1980, Battlezone introduced
true 3-D graphics, changing the face
of gaming forever. Now Battlezone is
about to change your perspective on

gaming once again.

Intense First-Person Action
Wage war from a soldier’s
perspective, not a bird’s. From the
cockpit of your anti-gravity tank,
erase your opponents with a
devastating array of 25 weapons,
including anti-tank cannons and
missiles. Blow craters into the fully
deformable 3-D terrain with an

arsenal of mines and mortars, or

The original Battlezone was such a
breakthrough for its time, it was reportedly
modified for US. Arnty training purposes.

shake your enemies out of their
foxholes with the mega-ton
earthquake of the “Thumper” And
when your tank is taken out the
battle rages on: scramble on foot to
rejoin your troops or wage a hostile
takeover on a nearby enemy vehicle,
where your sniper weapon dismisses

the pilot with extreme prejudice.

Py A trad

visa

NOT ABOVE IT.

Tagged by Next Generation magazine as “what
may be the best interface seen yet in a computer
game,"an advanced HUD system with menus
and integrated 3-D radur enables quick troop
movement and total control over the battle.

So many units, so few resources. ...churn out the
miost strategic offensive and defensive lineups
yout can afford.

Battlezone’s first-person perspective puts you on
the front lines of the battlefield action,

F

Hard-Core Real-Time Strategy
In Battlezone, you're no satellite
leader: you are the ground-level
high commander of more than 30
different vehicles, each with its own

tactical advantages. Special units,

With Battlezone’s topographical 3-D racar,
nothing goes down on the battleficld
without you knowing all about it.

including infantry and mobile
assault turrets, act with
sophisticated artificial intelligence
to make you the master of the
battlefield. Build bases, gather
resources and exercise your
warmongering might without ever

leaving the first-person perspective.

Intense first-person action with
uncompromising real-time strategic

warfare...the new Battlezone.

VA VA

ZONX.

Take strategy to the front lines.

wwiw.activision.com

k and AclivLink is a trademark of Activision, Inc. ©1897 Activision, Inc. Battlezone is a trademark of AtariiJTS Corporation. %1980, 1997 Atari/JTS

Corporation. All rights reserved. Licensed by Activigion. All other trademarks and trade names are the properiies of their respective owners.’
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ast month, Falcon sent us a “burn, baby,
burn” box that redefined “over the top.”
This month, because Falcon can build to
suit, it put logether a rig that just
squeaked under the $2,500 price point for this
roundup. But don't let the price tag fool you: This
box still packs a pretty serious punch, including

Canopus' new Pure3D, a 3Dfx Voodoo-based 3D-

only board with 6MB of RAM.

The externals of the box very much resemble
those of its beefier sibling, and getfing inside the
box is a breeze after you remaove two thumbscrews.
The Award BIOS is a tweaker's dream, though in
the hands of the uninitiated it could spell big trou-
ble, so look before you tweak. DirectX 5.0 was pre-
instailed and configured, as were real-mode drivers
for audio, mouse, and CO-ROM. This Mach V also
detected the USB joystick with no problem.

When you look at the numbers, Falcon per-
formed, by and large, solid as usual. But

R [®ls - !.t'“i’

1
i
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because some compelitors are using Pentium |1
233MHz chips, Falcon wasn't quite at the head
of the class on all tests. In 30 WinBench 97,
Mach V does well, but because 3D graphics are
very CPU-dependent, it isn't as fast as systems
with P-ll CPUs. Falcon's 2D num-
bers are the best of the lot in
Windows and DOS, however, and its
storage subsystem fares well, both
in Disk Wintark and CD-ROM
WinMark tesling. Its CPU usage
when reading the CD-ROM was pret-
ty high at about 42 percent. The
Mach V, despite not having the fastest CPU, did
furn in first-place finishes running Quake and
WinQuake TimeDemo lests. Direct3D game lest
resulls were, again, respectable—though not the
fastest of the lot.

Because this Falcon packs a one-two punch in
the graphics department, it can ably run Direct3D

The $2500 Challenge

ULTIMATE GAME MACHINE

'Mach V

and 3Dix/Glide titles, as well as GL Quaxe, The pack-
age includes CH Products’ new FlightStick, which
lacks a view-hal, but does have a throtlle and is an
adequate stick for flight-sim neophytes.

Falcon has built its reputation by sweating the

~ details for gamers and by delivering

& boxes thal will be ready to roll from
the first power-up. Unfortunately for
Falcon, the larger vendors in the
roundup—Dell and Gateway—can
serve up P-Il systems with AGP for
about the same price by virtue of the
sheer volume that they ship. And
while they may lack the Falcon’s polish in terms
of game-readiness, their faster CPUs and AGP
architecture franslate into longer system life
before you need to upgrade, and will make them
more extensible over time. The Falcon is a fine
box to be sure, but its core components—CPU
and graphics architecture—may need lo swapped
sooner than those from other competi-
tors in this roundup. The good news
here is twofold: The current performance
gap between this box and the
AGP/Pentium Il boxes isn't that large,
and through an upgrade program Falcon
will do a motherboard/graphics swap if
you send in your box. —DS

Falcon Northwest Mach V
Price: $2,495, (888) FALCON-1
www.falcon-nw.com

PROS: Everything preconfigured;
consistently solid performance.
CONS: Not quite the fastest horse
on the track; Socket 7 CPU.
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ULTIMATE GAME MACHINE

solid COMPULer game puke

olid Computer is pret-

ly lypical of many ARl BN LU

smaller systems inte- 1

grators. These folks
build systems from off-the-shelf
components with very little
customizalion. This isn'l neces
sarily bad. For one thing, do-it:
yourself upgrades are much
easier. Adding a new CD-ROM
drive to a Gateway PC's sculpt-
ed case is an exercise in futility,
while adding one to the stolid
case supplied with the Game
Duke is pretty straightforward.

At first glance, a Pentium

111233 complete with Monster
3D accelerator and 17-inch
monitor sounds like a good
deal. We thought so, too, until
we turned it on. The first por-
tent of trouble was the CD-

ROM drive. There wasn't one. Well, it was the motherboard screws had worked loose and ~ scores were a litfle weak, probably due in part to
installed, but Windows 95 didn’t see it. Aiter was ratiling around inside. the 440FX chipset on the motherboard. Windows
much wailing and gnashing of teeth, the problem  Once we got over these hurdles, the Game 2D scores were prefly good overall.

turned out to be a loose IDE cable. The second ~ Duke performed prelty well. The only anomaly QOverall, the Solid system delivered good value
problem loomed when we ran our 3D bench- was the ridiculously high Business Disk WinMark  for the price. We're concerned, though, about the
marks. The Monster 3D’s drivers weren't score. Solid had installed the Windows 95 bus-  fit and finish issues—check your system for any
installed. The Diamond driver CD showed version mastering EIDE driver. The problem? This driver  loose screws. The problems with the CD-ROM and

1.04, a fairly old rev. The techs at behaves incorrectly, caching data even  Monster 3D would mystify many users. Solid's Web
Solid had installed the latest set of G [N vhen the application (WinBench 97 in  sile currenlly shows some updated components
generic drivers from 3Dix, but B this case) tells it not to. The EIDE drive  available, including AGP, so make sure you know
hadn't thought to install Diamond's in the Game Duke should gel around ~ what you're gelling before you buy. —LC

latest official release (1.08 al the 900-1000.

time of testing). DOS real-mode The 30 WinBench score of 177 was  Solid Computer Game Duke

drivers were not installed, nor pre- among the highest in the roundup, Price: $2,350, (888) 324-4384

sent on the syslem. reflecting the added oomph given to www.valuepc.com

i Iii |
The $2500 Challenge
To pop open the case, you have to remove four  geomelry generation by the Pentium II, It also had

screws. The interior layout looked clean and the highest 32-bit CPUMark in the review. The PROS: Nice setup

uncluttered. Two 5.25-inch drive bays and a pair ~ Game Duke was the only Pentium Il system for ~ for gamers.

of 3.5-inch bays were free, as were two PCland  $2,500 that shipped with a 3Dfx card. cops: Fit and fin- &<

two ISA slots. But when we opened the case, Game benchmarks were crisp, posting solid 3D ish and setup prob- :

another problem fell into our laps—literally. One of scores due lo the Monsler 3D. However, the DOS  lems are worrisome. RATED * *
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ACTIViSioN.

Over-the-Top Action
Blast your way through
complex levels of unholy
terror as you investisate
the secret source of the
crime epidemic plaguing
the ¢ity,

Hyper-Interactive
Environments

Walk, run, swim, and

o+ even drive through six
distinet worlds enriched
with beautiful graphice
detail.and a rich inter-
woyen story line,

Never-Before-Seen
Weapons

Your arsenal includes
laser-sighting sniper
rifles, remote-control
detonation dev
extreme weapons
powerful they will rip
yowsapart,

Mulfiplayer Sinfests

Get into some of the

levels ever ted as you
annihilate others over
modem, LAN and
seamless Tnternet play,

_ coming sping 1998
-y : . -
% on windows'g5/NT cp-rom
WWW.ACTIVISIONn:com
b
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The wait is over!
- The most anticipated historic flight sim ever
developed is here, and it’s everything you hoped

it would be. Soar into the flak-filled skies of
World War 1 in precisely modeled aeroplanes.
Engage in close quarter dogfights with the
first aerial aces in history. Ascend from wingman to
squadron captain as you patrol over 40,000 miles
of the Western Front. History was never this real.
So watch your tail.
The Baron is back!

LEIN/IR ST

A pabsite and download the original Red Baron™ for free! http:/www.sierra.com/RB2
HERD-TR-HERD *and/or™ designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved.



F

“This simulation has everything a W.W.1 or propeller-
driven combat simulation enthusiast could ask for.”

- Rod White PCME
S K 'L]

“Red Baron II looks to be most the authentic
‘ simulation of the Great Air War yet"

On-line Gaming Review, Paul Bannister

i
“It's open cockpit, pre-radar, crash-n-burn dogfighting at its

best-a simulation well worth the prolonged wait...”
Game Briefs

\—i

[/

“The dynamic campaign and mission editor give the
product more replay value than any other W.W.I

simulation we’ve ever seen.”
Gameslice

: “Attention to detail translates into atmosphere,
"and mth period photographs, 16 mm film style briefings, period

maps. and excellent sound, RBII has atmosphere in spades!”
- * Bl Hardcore Gamer

“Suceess flourlshes only in perseverance

—ceaseless, restless perseverance.”
Baron Manfred von Richtofen.

_-'.-fs ¢
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ULTIMATE GAME MACHINE

Gatewavzno%ﬁ-zas

n many ways, (he G6-233 mirrors the
higher-end Gateway system we reviewed last
month. However, it has a somewhat betler
CD-ROM solution for gamers, rather than a
DVD drive with iffy performance. But like its high-
priced cousin, it has problematic DOS audio
performance.

Gateway has made a reputation for aggressively
priced systems, and the GG series is no exception.
It's one of the three Pentium Il systems in the
roundup. Like the Dell system, it's AGP enabled.
Gateway is another direct marketer, so if you buy,
make sure you gel exactly what you specify. It's
not that Gateway will try lo shortchange you, but
rather that the company tends fo offer what com-
ponents it has in slock at any moment.

The G6 is one of the new breed of “sculpted”
PC cases, which usually means that replacing
front-panel components (the CD-ROM drive, for
example) is a chore, since the tray bezel is cus-
tom-designed. It's a big case, though, so the

internal layout is quite accessible. There are three  the STB card, but until then, no GL Quake
DIMM sockets for memory, one of which was for Galeway.
filled. There are two free PCI slots and one One of the problems with the Gateway system
shared PCIfISA pair. Despile the facl that it has  was he absence of DOS drivers, particularly for
such a large case, the G6 has only three drive the PCI audio card. We managed to get hold of
bays free: one 3.5:nch and wo 5.25-inch, Gateway, which supplied us with a set of drivers,
Opening the case involves removing & pair of bul it took a lot of doing to get real-mode drivers
thumbscrews. Cables are color coded, but working reliably from the DOS
there were no matching color-coded con- prompl. While it's lrue that pure
nectors on the test system. The power DOS games are becoming
supply is a skimpy 200-watt unit. fewer in number, there are still
As you might expect, the performance many high-profile DOS games
was pretly solid. The 3D performance of emerging, such as X-COM
the STB Velocity 128 was exceptional, ApOCALYPSE and ARMORED FisT 2.
edging out the Dell system for top 3D While most current DOS releas-
WinBench honors. Windows and DOS 2D bench-  es can be played from a DOS window, there’s
mark results were also top-nolch. The system's  always a performance penalty thal some people
relatively poor Business Disk WinMark resulls are unwilling to pay.
were about the only problem. The bottom line is that Galeway's G6 is a nice,
Game performance was typically very good, speedy system, but be aware thal the sound card
which is to be expected from the AGP RIVA is more of a Windows 95-only solution, —LC
128/Pentium Il pairing. We're eagerly anlicipaling
the release of Windows 95 OpenGL drivers for

Galeway 2000 G6-233
Price: $2,414

(800) 846-4208
www.gateway.com

PROS: Speedy per-
formance; cool-
looking case.
CcomMSs: Cool-
looking case makes
it hard to add new
components; DOS
driver support is
subpar.




Surround-Sound Stereo,

approx. $2900 DVD Player, approx. $1200

Game Station, approx. $199

Fax Machine, approx. $250
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27-inch TV, approx. $1500

Presentation Projector,

approx. $4700 Internet TV, approx. $280

Universal Remote,
approx. $70

Personal Computer, approx. $2499
2 High-Fidelity Speakers, approx. $900

“You've got a friend in the business."®
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For more information on Euro Furniture, go to www.sanus.com,



For a lof less. Additup. All that technology costs — and takes up
square footage. The Destination® Digital Media Computer gives you the same
technology without the price tag, at a fraction of the space.

The Destination DMC integrates 3-D gaming, digital
TV, DVD technology, PC capabilities, Internet access and the ability
for home automation in one entertainment system. All displayed on
monsterous 31-inch or 36-inch (35.5" viewable) SVGA monitors.

Imugine a 31-inch or 36-inch (35.5" viewable) playing field
for your favorite world-saving crusaders. Imagine an optional
Apocalypse™ 3Dx graphics accelerator that takes gaming to the nether
regions. Imagine a cordless keyboard and mouse that let you move
aboul freely.

It’s all reality with the Destination
DMC. Plus, you get so much more for so much less.

Add it up. You'll see that the Destination
Digital Media Computer is the ultimate digital media
experience for less. Call us today. Ditto.

pentiume]|

acras

“You've got a friend in the business.” ©

800-846-83571

www.destination.com
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GATEWAY ™ Destination® Big Screen PC/TVs

D5-166

= [ntel® 166MHz Pentium® Pracessor

with MMX™ Technology

32MB SDRAM

512K Pipelined Burst 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" Disketle Drives
Ensoniq® Wavetable Audio

Boston Acoustics® MicroMedia™ Speakers
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

Microsoft® Windows® 95

Microsoft Choice Software®

Gateway Gold™ Service & Supporl’

for Big Screen PC/TVs

$2499 As low as* $87/mo.

Gateway Destination
Digital Media Computers
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D5-200

| [ntel 200MHz Pentium Processor

with MMX Technology

32MB SDRAM

512K Pipelined Burst Cache

Destination 31" SVGA Monitor

2MB Graphics Accelerator with Cable-Ready TV Tuner
4GB 8.5ms Ultra ATA Hard Drive

DVD-ROM Drive & DVD Decoder Card

3.5" Diskette Drives

Ensoniq Wavetable Audio

Boston Acoustics MicroMedia Speakers
TelePath Modem for Windows with x2 Technology”
7-Bay Charcoal-Colored PC Case

Cordless Keyboard with Integrated

EZ Pad Pointing Device

Cordless Ficld Mouse Remole

MS® Windows 95

Microsoft Choice Software®

Gateway Gold Service & Support®

for Big Screen PC/TVs

$2999 As low as* $104/mo.

H B E Y EE Y S EBEEBRN
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D6-233

| [ntel 233MHz Pentium® II Processor with 512K Cache
m (4MB EDO DRAM
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
Ensoniq Wavetable Audio
» harman/kardon® Home Theater Surround Sound System
m TelePath Modem for Windows with x2 Technology”
B 7-Bay Charcoal-Colored PC Case
® Cordless Keyhoard with Integrated

EZ Pad Pointing Device
8 Cordless Field Mouse Remote
® MS Windows 95
* Microsoft Choice Software®
® 3-D Gamer's Bundle™
| Gateway Gold Service & Support”

for Digital Media Compulers

$3999 As low as* $139/mo.

HE Y EE YR

D6-300XL

| Intel 300MHz Pentium II Processor with 512K Cache
| o4MB EDO DRAM
» Destination 36" SVGA Monitor (35.5" viewable)
» 4MB Apocalypse 3Dx Graphics Accelerator
| IMB Graphics Accelerator with Cable-Ready TV Tuner
B 3.4GB 3.5ms EIDE Hard Drive
» DVD-ROM Drive & DVD Decoder Card
m| 35" Diskette Drive
B Ensoniq Wavetable Audio
¥ harman/kardon Home Theater Surround Sound System
m TelePath Modem for Windows with x2 Technology”
B 7-Bay New-Look Charcoal-Colored PC Case
@ Cordless Keyhoard with Integrated
EZ Pad Pointing Device
B Cordless Field Mouse Remole
m MS Windows 95
» Microsoft Choice Software®
® 3.]) Gamer's Bundle™
B Gateway Gold Service & Support”
for Digital Media Computers

$4999 As low as® $174/mo.

* Please ask your sales rep abont your software
options. You telf us which Microsoft Choice software
sttite meets your needs and we'll pre=install it for you!

“Maximum data transfer rate dependent on cerlain e g
variables including pariicular modems with which you %hmc&;'a‘ “You've gota frr'md in the business,”®

= 800-846-8571

are ¢ feating, feley
www.destinalion.com

saftware and communications protocol,

“*3-0 Gamer's Bunddle includes Ultimate Ruce)
Virtual On™ and Actna Soccer’

tDestination 31-inch and 36-inch monitors are
covered by a one-year limited warranty. Call or write
Jor a free capy.

610 Gateway Drive, P.0). Box 2000 » North Sioux City, SD 57049-2000
Phone 605-232-2000 » Fax 605-232-2023

D997 Gareway 2000, Ine. GATEWAY 2000, black-and-white spor design, “G* logo, Destination, TelePath, EZ Pad, Field Mouse and *“You've got a friend in the business” slogan are registered wrademarks; GATEWAY is o trademark; and Gateway
Gold is a service mark of Gateway 2000, Tnc. The Intel Inside Loge, Intel and Pentinm are registered trademarks, and MMX is a % of Tnted Cory Not all Gatewsy Destination systems contain the Pentiom 1 processor. Al other brands
and product names arc trademarks or registered trademarks of their respective companies. Many Guteway 2000 produscts are custom engineered to Gateway 2000 specifications, which may vary from the retail versions of the software and/or hardware
in functionality, performiance or compatibility. Al prices ind configurations are subject to chunge without ntice or obligation. Prices do not inchude shipping or applicable sales tax.
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ig Blue has certainly had a bumpy ride
B through the PC revolution. Now wiser

for the mileage, IBM is making PC sys-
tems that use open-market commaodily compo-
nents, and it has even managed lo Show some
flair for design with its Aptiva line.

The unit's monitor features an embedded
Bose speaker system, a USB port, and jacks
for headphones and a microphone, as well as
a volume knob. Getting into the system is fairly
straightforward, thanks to a side panel that
comes off sans tools. The Aptiva detected the
USB joystick without incident, though DirectX
was nowhere fo be found on the system.

Despite the high-profile name, Apliva's Bose
speaker system was unable to produce much in
the way of volume, and the speakers seemed
strained at higher volume settings—unfortunate
considering the presence of Crystal Semi-
conduclor's beefy PCl-based 4610 chipset, a
high-powered audio DSP capable of producing
impressive 3D-positional audio.

This Aptiva posted unimpressive numbers.
IBM is using Trident’s 3D Image 975 chip, but
with only 2MB of video memory, which macde for
glitchy performance. lls 3D WinBench 97 perfor-
mance was among the slowest. lts 20 Windows
numbers and its Business Disk WinMark num-
bers were also unremarkable. CPU performance
ranked on par with other P55C 233MHz sys-
tems, and its CD-ROM WinMark numbers were
compelitive. Quake and WinQuake numbers were
the slowest of all the boxes we lested.

ULTIMATE GAME MACHINE

Its Direct3D game scores were also lacklus-
ter, and because he system comes with only
2MB of video memory, several games had
graphic or performance problems. The only
game that ran reasonably well was Microsoft's
FLiHT Smucator 98, bul even it suffered seri-
ous texture aliasing. We'd suggest you look
elsewhere with your $2,500. —DS

1BM Apliva L31

Price: $2,398

(800) 426-3333
www.us.pc.ibm.com/aptiva

PROS: Interesting monitor design;
heavy-duty audio chipset.

COMNS: 2MB video memory; shaky
Trident graphics

drivers;

uninspired

overall perfor-

mance. RATED * /

Hewlett-Packart payilion, .

typical, though HP's choice of ATI'S now-

aging Rage 1l+ 2DI3D chip hurt it in sever-
al key performance areas. Gelting into the box is
relatively easy; getting back oul is another mat:
ter. That old adage about things being much
easier 1o take apart than reassemble applies
here. With a littie gentle brute force, we managed
to get the unit's side panel back in place.

The Pavilion 8160's components are fairly

CETSNC T
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Motherboard layout is clean, and parls are readi-
ly accessible. One good piece of news is that the
ASUS motherboard will automatically disable the
on-board ATI graphics chip if another PCI graph-
ics card is present in the system. The 8160
arrived with DirectX 3 inslalled, but not DirectX
5.0. However, real-mode drivers for audio,
mouse, and CO-ROM were present and config-
ured. The unit also detected our USB joystick
without any trouble and installed ils driver.

Pul o the test, the Pavilion was an under-
achiever. Like the IBM Aptiva, the HP box was
dogged by problems owing to its slim 2MB of
video memory. Its 3D WinBench 97 performance
was last among systems with 30 accelerators.
Its 2D Windows performance was also unim-
pressive, as were Disk WinMark, CPU16, and
CPU32 numbers. HP's CD-ROM WinMark num-
bers redeemed the unit somewhat, and its Quake
and WinQuake TimeDemo scores were certainly

compelitive. But Direct3D games caused more
than a few headaches: Wireout XL did not run at
640x480, and Moro Racer delivered a frame rate
of only 10fps, with incorrectly drawn palm trees.
Pavilion did manage 18ps on the Terranmark tes!,
but only after we reduced the texture resolution.

Despite a few highlights, we can'l recommend
the Pavilion as a gaming rig.—DS

Hewleit-Packard Pavilion 8160

Price: 32,298

(800) 426-3333
www.hp.com/hpd/hp-at-hame.html

PROS: Real-mode drivers ready to go.
COMS: Poor
overall perfor-
mance; Direct3D
games don’t

run well.




Software © 1997 Electronic Ans. John Madden Football, EA SPORTS, the EA SPORTS logo, Liquid Al and *If itU's In the game, it's in the game.” are trademarks or registere

shigld design is a registered trademark of the National Football League. Tean:

ies, nicknames, logos and other indicia are

of the leams |

d. TMAE1997 NFLP. A
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It's called Liuid AL" chief, and you better get a heads-up T

on what it is before it crushes you like a litde ant.. S

demarks of Electronic Aris in the U.S, and/or other countrigs. All rights reserved, Otficially Licensed Product of the National Football League Players, © 1997 Players Inc. The PLAYERS INC logo is a trademark of the NFL Piayers. Tha NFL
or frademarks are the property of their respective owners. 24-7 Hut!
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ULTIMATE GAME MACHINE

Performance Tests
How We Tested

It's always a challenge to test systems. We assembled quite an arsenal of
benchmarks and games to exercise all the systems 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 conlinued with a host of games, including MicrosorT
FLIGHT SiMULATOR 98, EA's Moo Racer, Psygnosis' Wieeour XL, Eidos'
TerramaRK, and Quake (DOS, WinQuake, and GL Quake where appropriate),
We also benchmarked DOS performance using CBench.

DOS Quake
TimeDemos at 640x480

[ Dall | 14.6] [ - A mlE e
| Gateway | 147 [0 R | S 7))
| Falcon Northwest | 17.7 | TN
|_Solid Computer | _14.0 |
| Micron _______|_17.0 B Y [ H
(WP | 12 B 146
(Bm | 11.6] ST [T

3D WinBench

A R T/

fpell [ 198]
Falcon Northwest | 147 | [ = [EE

Solid Compuler

| PackardBell | 4058 | 675
TN ] e VS 7}
 Compan | 3028 | 526
B[O mEsSa s |41 2 J e <=ry S a e | 60;5)

JAMUARY 1998

Win Quake
TimeDemos at 640x480

WinBench 97 Business
Graphics WinMark 10x7x16

We conducted the synthetic tests with each :
system just as it came out of the box, since most  #
people don't tweak with BIOS settings or defrag
the hard disk to move all the applications to the
outer fracks. The Graphics WinMark lests were
conducted at 1024x768x65,565 colors and
B00xB00xtrue-color (24-bit color for some sys-
tems, 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-frack testing, but since most of the drives
were either CAV (constant angular velocity) or partial-CAV drives, the outer-

The $2500 Challenge

Moro Racer Initial Frame Rate

o |13 liinen

WinBench 97 Business
Graphics WinMark 8x6x24

[ | 66.1 S




ULTIMATE GAME MACHINE |

track performance will be better. Since most CDs aren't full, though, you'll.  Fught SiMuLator 98 with detail features

rarely see the maximum performance possible on some systems. cranked up and in full-screen mode. You 14!
Many system tests are performed out of context, to stress a single part enable the frame-rale counter by pressing ; | {]

of the system. While we did our share of those kinds of tests (30 WinBench  Shift-Z twice when in flight mode. We cap-

97, for example), game testing was performed with audio enabled and, lured the frame rate using the supplied “new features” VCR replay that

where appropriate, joysticks connected. After all, you wouldn't play FuiHT comes with the title. To enable the frame counter in Moo Racer, start the

SivuLator 98 with the keyboard and no audio, would you? Ultimately, we game from a DOS Window and type “moto —ijkimnop”. Then, in the rac-

wanted to see how the systems behaved wilh realistic loads. ing screen, hit Shift-F1 to turn on the frame counter. Wipgout XL's frame
We conducted all the game tests at 640x480, unless otherwise noted. counter is enabled by simply typing “framerate” at the race screen. The

The Quake numbers are collected using QuAKE's buill-in TimeDemo feature.  TerramaRk benchmark, based on Eidos Interactive’s TeRraciDe game

We ran TimeDemos 1, 2, and 3 and averaged the results. We ran Microsorr  engine, was supplied to us by Eidos; it’s not available for wide release. —LC

TerraMark Test Wireour XL Initial Microsorr Frigir Sim 98
Frame Rate »

S e —_————
Cwame | wwmasmw | 25
i MM T Woresows | 794 |

WinBench 97 Business | WinBench 97 CPU32 WinBench 97 CPU16 87 CD-ROM WinMark
Disk WinMark

| 43 L 455 SN | 1300 (S
[ | 4ou BONSESSNNSEN | 1220 (S

JANUARY 1998 CCW



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 you wish your games were.

Microsoft

Where do you want to go today?”  www.microsoft.com/sidewinder

With Microsoft SideWinder P}qc}élhnl 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

MICROSOFT

of Microsalt C

© 1887 All rights reserved. Microsolt, SideWinder and Where do you want fo go today? are reql
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ackard-Bell has been a dominant player

in the retail PC arena for several years,

and now it's casting an eye toward the

gaming hardware market. For this
roundup, along with Dell and
Gateway, Packard-Bell assembled a
Penlium-Il based system that uses
Trident's 30 Image 975 chip. But
unlike Dell's and Gateway's, Packard-
Bell's box uses Intel's 440FX chipset,
50 AGP support is lacking,

Setting up this box is pretty
straightforward, with a large step-by-step installa-
tion guide and color-coded cables to help you
along the way. It's a bit tricky getling into the box
at first: You have to undo two screws located on
the bottom of the box to release the side panel.
Once you're inside, the motherboard layout is
clean, with all parts easily accessed. The
Phoenix BIOS lets you tweak basic system set-
tings, but doesn't expose more delailed settings.

The $2500 Challenge

Real-mode drivers for audio, mouse, and CD-
ROM were all present and ready lo go, and the
USB joystick was detected hiccup-free. The box
arrived with DirectX 3 preinstalled, though

~ DirectX 5 drivers weren't included

d anywhere,

Looking lo the numbers, the
Platinum showed decidedly mixed
performance. While the 3D WinBench
97 score helped bring up the rear,
there were a few highlights in
WinBench 97 testing. 2D Windows
graphics numbers were lackluster, as was
Business Disk WinMark. But CPU scores on
both 16- and 32-bit tests were solid, and the CD-
ROM WinMark score was also impressive.
However, the Platinum posted the slowest overall
TimeDemo scores from Quake and WinQuake,
and its Direct3D game performance wasn't
much better, with all frame rates coming in
under 20ips. In MICROSOFT FLIGHT SiuLAToR 98,

; by - i
: e e N 8 Lo - . 5 oy annp o3 el
R i e R e s e T T e U Y e

we saw the same shimmering effect we saw with
the IBM Aptiva, which also uses the Trident 30
Image 975 chip.

Although Packard-Bell managed to deliver a
system with a P-Il CPU for under $2,500, it had to
cul some fairly serious corners fo get there. Most
notably, by using a 440FX-based Intel mother-
board in lieu of the newer AGP-equipped 440LX
chipset, it limits performance. The LX chipset bet-
ter handles system traffic-cop chores for memory
access, and AGP allows 3D games to make belter
use of system memory as well as use more fex-
tures and polygons for more realistic scenes. The
Trident 975 graphics chip turns out fo be not such
a great choice for gamers, especially with hetter
offerings like the NVIDIA's RIVA 128 proliferating
the market. For about the same money, either Dell
or Gateway can deliver a P-Il sysiem with AGP,
and because both use the RIVA 128 chip,
Direct3D performance will also be better. For a
first outing in the gaming space, Packard-Bell has
delivered a decent system,
but until some of its kinks
are smoothed oui, we
would recommend taking a
pass on this one. —DS

Packard-Bell Platinum
3000

Price: $2,398

(888) 474-6772.
www.packardbell.com/

PROS: Easy installa-
tion; emhedded head-
phone/microphone
jacks in monitor.
CONS: P-ll CPU, but
still PCl-hased; spotty
performance; Direct3D
headaches.
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A LONE MONK WALKS INTO THE
DEN OF THE DEVIL HIMSELE. MAY
GOD HAVE MERCY ON THE DEVIL.
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ULTIMATE GAME MACHINE

his is Compaq's sec-
ond year in our UGM
roundup, and this
year the company
brought in its Presario 4814, a
233MHz Pentium with MMX
rig that, though a decent per-
former, is missing a key appendage: a 30 accel-
erator. Though a curious omission, Compaq has
adopted a “3D-agnostic” approach with this
Presario, figuring thal users can pick and choose

the 30 solution they want. While perhaps a sensi-

ble business decision, it seriously handicaps this
Presario in a roundup against systems that fea-
ture the latest 3D iron. Not even opting for 53's
VIRGE 2D/3D chip, Compaq has instead imple-
mented S3's aging 2D-only Trio64V2 chipsel,
which showed its gray hairs in 2D-intensive tests.

Compaq has come up with some interesting
design twists, some better than others. The
Presario’s monitor feafures a large volume knob
and side-mounted JBL speakers that sound

ﬂmlla(l Presariogg1y

pretty good considering their lack of a
wooler. The lop-front panel of the tower CPU
case features a variely of controls: sleep
mode, audio CD lransport controls, and
more. There's a slot for inserting/ejecting
CD-ROMs, rather than a CD caddy or a lray.

The $2600 Calenge A front panel opens {o reveal the Goldslar

CD-ROM drive and a Zip drive.

Compaq has a penchant for overengineering ils
systems, and this Presario is no exception. To get
info the box you need a special screwdriver that
fits the three screws that hold the side panel in
place. And once you're inside, (he fun's not over
yet: Compaq has come up with an inverted mezza-
nine bus. We've seen this before and we don't like
it any more the second lime around. To get at sys-
lem innards, you have to first remove the entire
ISAIPCI mezzanine bus. Compag's BIOS seems to
be there more to tell you what Compaq has decid-
ed the system settings are, rather than to let you
gel very deep into tweaks. The system arrived with
DirectX 3 installed, and two out of three real-mode

s -: v i- E ¥ % 'il ' ."' : :"’ B
WiESEs

drivers—mouse and CD-ROM (but not the sound
card)—reacly to go. It did find the USB joystick and
installed its driver without incident.

Presario’s numbers are, not surprisingly, not
impressive. The unit was able to run 30 WinBench
97 in software emulation owing to its lack of 3D
hardware. Ils WinBench 97 Business Graphic
WinMark scores were just about the slowest of the
lot, as was its Business Disk WinMark score.
Abaut the only favorable bump for Compaq came
in CD-ROM WinMark, CPU16, and CPU32 tesls,
where it was competitive with other Socket 7 sys-
tems. Its Quake and WinQuake TimeDemo num-
bers ranked in midpack, and it was unable lo run
any of the Direct3D games accelerated.

To Compaq's credil, the Presario 4814 ran
through our battery of tests without a complaint,
and the 3D lests execuled fine in software, just
very slowly. This box came in $100 under our
$2,500 mark, and wilh Lhe addilion of some 3D
iron, it might be an adequate system for
home/mullimedia users who moonlight as

gamers. But its lack of 3D acceler-
ation coupled with otherwise unre-
markable performance make it
very hard to recommend. —0S

Compaq Presario 4814
Price: $2,398

(800) 345-1518
www.compag.com/
athome/showroom

PROS: Easy installation;
caddyless/trayless CD-ROM
drive; good system stability.
CONS: Complete lack of 3D
hardware; overengineered;
unremarkable performance.
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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 over IPX and TCP/IP so you can race other speed freaks across the country. Get down on your knees.

oA,
MANX
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Features

| ULTIMATE GAME MACHINE

Vendor
System

CPU

Motherboard

C.hilp.set |

RAM (Amount/Type)

éD .Gra.plu.cs (chip, AGP/PCI)
Sb Graphics (chip, AGR/PCI)
Hard-Drive (Size/Type)
Cb—ROM or VD

Monitor

Audio Subsystem

Speakers

Modem

Game Controller(s)

B0S

USB ISL!‘,‘}[}.'.HmEHl installed?
Price

CG Labs' Rating

Phone Number

Web Address

Gompag
Presario 4814

233MHz Pentium with MMVX
Compan

4307X

32\B EDD RAM
éfi Tna 64V2

NONE

6GB EIDE

Goldstar 24x
Compag

ES1887 PnP AudioDrive

Monitor-mounted JBI

Compaq Presario S56K-5C

NONE

Compag

YES

$2,398

2

(800) 345-1518

www.compag.cam/
athome/showroom

cowW

Dell
- Dimension XPS D233

Microsoft SideWinder Pro

Phoenix

233MHz Pentium I
Intel

401X

32MB SDRAM

STB Riva 128, AGP

STB Riva 128, AGP

8GB 1BM Deskstar

Toshiba 24x IDE

Dell 17-inch

Creative AWE 64

Altec Lansing ACS-90

Sportster 56K Fax Internal (x2)

YES

$2,379

4.5

(800) BUY-DELL

vaww.dell.com

JANUARY 1998

* Falcon NW
Mach V

233MHz Pentium with MMX

ASUS

4307X

32MB SDRAM

Diamond Viper V330, PCI

' Galeway 2000
G6-233

233MHz Pentium |l

Intel Astona

4401

32IVIB SDRAM

STB Riva 128, AGP

Diamond Viper V330 and Canopus Pure3D. STB Riva 128, AGP

48 Westem Digital EIDE

Toshiba 24x IDE

Optional Quest V773 17-inch

Creative Labs Sound Blaster AWE 64

Allec Lansing ACS-90

U, 8. Rabotics Sportster 56K (x2)
CH GameStick

Avard

YES
$2,495

45

(888) FALCON-1

www.falcon-nmw.com

4GB Quantum Freball IDE
Mitsumi 12x/24x
Gateway 17-inch

ENSONIQ Audio PCI

Boslon Acoustics

Teepath for Windors 62
| Microsoft SideWinder Pro
Phoenix

YIéS

$2,414

4

(800) 846-4208

Www.gateway.com
hp-at-home.him|



ULTIMATE GAME MACHINE

Pavilion 8160 L%T\!a 31 m MME Platinum 3000 Game Duke
233MHz Pentium with MMX 233MHz Pentium with MMX  233MHz Pentium with MVIX 233MHz Pentium |l 233MHz Pentium Il
ASUS jéM Intel Intel Intel
o 55 e 0Fx e
32VB EDO RAM 32MB EDO RAM 641VB SDRAM 32VB EDO RAM 32MB EDO RF;\J'\."I ........
AT1 3D Rage Il il Trident Image 975 | Dmmmd Steahh 3D 2000 Pro Trident Image 975 “!-ie.rmles Dynamite 12é
AT1 3D Rage Il | .TFITdEJ;Il Imagé 975 ”Diaﬁmna étéanh 3Ej 2000 Pro. - ;I;ﬁdént Image 975 Diamond Nl.o.nsier 3D
GG.B OII;EHIUITI Bigfoot EIDE 4GB Maxtor 64200A8 . 4GB Westem Digital 4‘.368 Seagate ST34342 4GB Westem Digital
Goldstar 24x -ﬁi.l;u.mi Hitachi 24x IDE Goldstar 24x | TBSEiL‘Ik;i 24x IDE
| m.I-IP 15-nch wfanaﬁled speakers IBM 154nch | ﬁﬁcmn 17-inch Packard-Bell 17-inch [ PnncemnED?U
ﬂ.nélag Devices AD1816 | C;rys.laJ.CStlmD Ane 64 Value Yamaha OPL3-Ax Sound Sysiem iu;dr! Audio Dé;dcé
PCI Audio Accelerator Creative Labs
iﬁﬁﬁﬂﬁr-mnumed Polk Audio Monitor-embedded Bose .Acivent A2 Monitor-mounted satelites and  Advent AV270
embedded woofer
"”I.T Win Mt}de.m (K.Sﬁﬂez.-t-]” i i...T.\r‘.ﬁn Modem (K56Hex) USR Sportster 56K Fax Intemal (x2) Sound4 Winmodem : mD.i.a;l-‘l;ond Supra 56i
N{jNE | e NONE Microsoft SideWinder Pro NONE Thmstm.aste.r XFighIer
| Phoenix | ”IBM e Phoenix AMI AMI
YES YES TREE= YES e .YES YES
2 15 ' 3 25 3
. (800} 426-3333 (800) 426-3333 . (800) 209-9686 (888) 474-6772 (888)-324-4984
\wmhpcom’hpd.! ...... ;';'.'.*.;\'.f.us.pcihrn.(:ﬂm! | mwrnu:mnpccnm . \;'J;-.‘w'..r..paci.e.mhell.mm WWW.valUenc.com
aptiva
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> ENLIST THE RID OF
FANTASTIC CHARACTERS.

> CONFRONT CLASSIC
TU AND FILM STARS.

Vaam |

ATTENTION AaLL aDVENTUIEIS. BY €DICT OF THE Grand INQUISITOL. THE
GreaTt Uunbercrounbd EMPIT€ OF ZOI'K Has Béeen seaLeDd OFF anD THE
pracrice oF macic pecraredp PUNISHABLE BY TOTEMIZATION (a very Bap
THING). onLy a True apventurer can STOP THE GranD INQUISITOI anp
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ULTIMATE GAME MACHINE

Long Story  [TERX L
Short... What Sucks

f the nine boxes we looked al this month, your
best choice boils down to three, and among
those three, it comes down lo polish versus

povier. Dell and Gateway both delivered P-Il AGP What Sucks:
systems powered by RIVA 128 graphics acceler-
ators, and they turned in very solid numbers for Sculpted Cases

$2,500 systems. Both boxes, however, leave it to you to “tight- To paraphrase Indlana Jones, “Why'd it have to be a sculpted case?"
en the last few screws”: installing real-mode drivers, getling a Take a standard case and leave it in the sun for.a while to round the edges (you
game controller, gelting Lhe latest rev of DirectX. Falcon need to have that hot-rod rig streamlined, right?). Guess what: Adding compo-
Northwest, on the other hand, delivered a 233MHz Pentium nents that are exposed in the front panel'becomes a rayal pain. If you want it to
with MMX PCl-based system with a PCI RIVA 128 board and look good, you need to buy it from the same vendor—if it's available. Imagine the
3Dfx's Voodoo graphics chipset to boot. And because gaming phone call: *I'd like-the new Plextor 30x CD:ROM drive to fit in'your drive bay.”
rigs are Falcon's bread and hutter, it sweats the details to make Sales rep: “Huh?" '
this version of the Mach V ready to roll.

The difference in performance between the Falcon and the Uneasy Access
two P-IIfAGP systems bear out the P-II's superiority, however Opening cases:should be as easy as opening the hood on‘a car. In'some
the Falcon includes the 3Dfx Voodoo graphics that will run all cases (Falcon Northwest), the tool-free case'is a snap o open and close—we're
3Dfx/Glide tilles. The Dell and Gateway units are pretty much all for that. Out come the thumbscrews, off comes the side panel. In the Dell and
Direct3D-only boxes until a GL-miniport driver to run GL Quake Micron systems, opening the case requires either another person or the growth of
becomes available later this year from NVIDIA. Over lime, how- a third hand. Then there’s the IBM case, which doesn't have any screws, but does
ever, both the Falcon’s Pentium MMX CPU and the PCI bus require an advanced degree n jigsaw puzzles to put back together. Finally there's
will run out of gas before the P-IAGP systems do, making the Packard Bell, which requires:you to remove two screws from the bottom
major component swaps necessary sooner. If you're leaning (that's right, the part that sitson the floor) to open the case.
toward out-and-out performance, consider the P-I/AGP boxes,
but it you're a serious Quake-head, or want to run 3Dfx or Mezzanine Buses
OpenGL titles, then we'd give the nod to Falcon, Openina up the Compaq presents you with a high-tech version of a Rubik's

As for the other six systems we evaluated, each either had cube, First; the cards are mounted in‘a different direction than in most tower

serious lrouble running our test applications or had some glar- cases. Secondly, gelting to them is & challenge. While it's nice to have a welfare
ingly weak performance component that kept them out of con- program for unemployed mechanical enginegrs, this Is ridiculous.

sideration. Compaq forgot about 3D graphics altogetner,
whereas Micron shot behind the duck in opting for S3's unim-
pressive VIRGE 2D/3D accelerator. Solid Computer arrived with r l
too many rough edges despite good base components. HP, W h at S c 0 O

IBM, and Packard-Bell were dogged by driver issugs and sub-

standard performance. More Zi p

To be fair, it gets harder to produce a killer system as you The Micron and Compag systems come with a built-in Zip drive. You get
lower the price-point bar. But we found three systems that will 100MB of removable storage, perfect for sloring those pesky palches and driver
serve you well in your gaming exploits, none of which requires updates for that inevilable day when you have to reinstall Windows 95—not to
a Las Vegas jackpot to cover the bill. Of course, system prices mention backing up all those save game files:
are always a moving farget, and by the time you read this, the
systems featured here may have new (and it's hoped, up- Color-Coded Cables
graded) components for about the same amount of money. Insice the HP system are so many: cables that it [ooks like two squids mating.
Check with each vendor to see what kind of system you can Luckily, all cables and receptacles are color-coded. It makes setup-much easier.

have buill for your hard-earned $2,500. %
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Millennium 3D Inceptor™

Put real Space Shuttle technology into your hands

with the latest in next generation 3D gaming.

Millennium’s 3D pitch-over, fast action grip

allows players to wipe out opponents like

_ A no other joystick. 100% digital technology

\9‘992/ . for precise control and instant setup makes
& © this a killer stick.

Rage 3D" — oy
This futuristic 3D/2D gamepad with analog accura- - B

cy and digital speed gives you unbeatable in your ot —

face gaming. Rage's revolutionary ergonomic RAGE™ \

design allows for endless gameplay and enables | TR ;

up to 4 players to play at once. \ J——
: . NASCAR® Pro

. \\ Experience the thrill of real NASCAR racing
action with the hottest wheel on the track.

. il A ;
o g ,f- Super-realistic design, quick clamp set-up
A 5 “"'“"“‘_!' and great feel puts you in the driver’s seat 2
Sl | . HI for all your favorite racing games. L
- X

TOP GUN™

Excels in all your favorite simulation and action games. |
Gives you the competitive edge you demand when e
battling aliens, carrying out interplanetary missions or ;
just blowing away the bad guy!

CIRCLE READER SERVICE #185

THRUSTMASTER

www.thrustmaster.com

ThrustMaster Inc., 7175 NW Evergreen Parkway #400, Hillsboro, OR 97124, 503-615-3200
"NASCAR" PFIID Raacing Wheel is officailly |i.£:ﬂanf‘::ﬂd byl NASCAR."
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wo months ago, we promised to revisit six 3D graphics accelerators
that were not yet availahle, but were getting very close to release.
Since then, we’ve gotten even more hardware, so what was planned
as a minor skirmish has instead turned into a major showdown.
We've also received final releases on some AGP hardware and had
the opportunity to put those cards through their paces. There are

by Lovd Case some surprises here, both pleasant and otherwise.

JANUARY 1998




The two new RIVA 128 hoards are the higgest surprise. Canopus 3D,
which made a splash last year with the Rendition-hased Total3D, has
shipped its Total3D 128V. Another shock came from motherboard manufac-
turer ASUS, which got into the retail graphics card fray with its RIVA-hased
3DexPlorer. And Creative Labs surprised us with its Permedia 2 hoard. There
are 17 new pieces of hardware here, so hang tight until the end—and let
the showdown begin.

JANUARY 1008



Upgrade™
Q(gr PC to 3D:
for only $99

sewiniaav| Experience the outer limits of 30 gaming with

the new Matrox m30 upgrade for games. : - =

Matrox m3D delivers over 30 frames per second

of non-stop, arcade-action game play. Its extensive set of
30 special effects offers breathtaking, realisti&"graphlcs for
a more immersive gaming experience. You'll be able to play
Tomb Raider, Wipeout XL, Terracide, and other hot 3D game

Nl e

titles at resolutions up ta 1024 x 768 for superior image quality.

What's more, Matrox m3D comes with Ultim@te Race™,
Hexen II™ ; Continent of Blackmarsh, and over 20 game demos.
For only $99°, Matrox m3D is the most cost-effective, full featured
3D upgrade for your PC. Visit our Web site for more infarmation!

3D games included:

Matrox m3D

» lIdeal upgrade for P133 (or higher] PCl and RGP
systems with compatible PCI slots

» LWorks with all 2 MB PCI graphics cards, and
Over 20 3D game demos included: Matrox Mystigue®, Mystigue® 220, Millennium

and Millennium |l graphics boards
TOM > ‘ | =T ;
[RRIDER} {!.»";;:..-,.v--l\.} [‘“‘1- : ] @ [ Son vt

m “l ' o “ afree matrox board check out

1-800-362-9349 www.matrox.com/mga/cgw

» PowerVR PCX2 30 controller with 4 MB of
SORAM memory

- . ) 3 » 30 features include perspective correct texture
J [’m@z] [ g ] [M] [—‘EEW‘“‘] [mﬁ] mapping, bilinear filtering, MIP mapping, fogging,

alpha blending, and transparency

* Estimated streel price. Ultim@ile Race is o PowerVA Extreme™ soliware gamo. PowerVR and PowerVA Enlmmu am tndwnnrks or registered trademarks of VideoLogic Ltd. (UK), Al rights reserved.
Used with permission. NEC Electronics Inc. (USA) and Matrox Grar Ine. (G are Race. NEG Electronics Inc. is a worldwide distributor and licensee
ol PowerVR soltware games developed by Kalisio Entertninment S.A. (France). 1:1997 Raven Snﬂware proratbon Ail rights reserved. id Software, Inc. software code contained within Hexen I™
411996 id Soltware Corpaoration. All rights reserved, Developed by Raven Software Corporation. Published by id Software, Inc, Distributed by Activision, Inc. under sublicense. Hexen® is a
registered trademark and Hexen I is a rademark of Raven Software Corporation, The id Software name and the id logo are trademarks of id Software, Inc, Activision® is a registered trademark

ot Activision, Inc, CIRCLE READER SERVICE #246




2D/3D COMBO CARDS

Jazz Adrenaline Rush 3D

J azz Multimedia's Adrenaline Rush 3D continues Jazz's tradition of guessed it—simultaneous alpha blending (for lighting effects) and z-buffer-

shipping low-cost graphics hardware. At $215, the Adrenaline Rush ing. The engineers at 3Dfx are aware of the problem. We saw beta drivers
3D is priced lower than any other Voodoo Rush board we've seen. I's  that significantly improved GL Quake's frame rate, though at press time they
also a bil slower. Like other Voodoo Rush boards, its 2D Windows perfor- had not yet shipped.

mance is probably its weakest link, but if you're not running heavy The Jazz Adrenaline Rush scores lower across the board than the
Windows business applications, it's not that important. Intergraph Intense 3D Voodoo we tested in November. Of courss, it's also
Recently, there's been a lot of ink about the 3D performance of the less expensive, so that's a consideration. The software bundle is nice, too,
Voodoo Rush wilh 3Dfx-enhanced versions of InTersTate ‘76, MecHWaRRIOR: MERCENARIES,
chipsel. Voodoo and Turok: Dinosaur Hunten. But for a few dollars more, you can do better.
Rush has some
problems with Price: $215
applications that Contacl: Jazz Multimedia, (408) 727-8800; www.jazzmm.com

use simultaneous

MRV RV uality and a good bundle.

z-buffering. It so PROS: Low cost; full implementation of Voodoo Rush.

happens that GL cons: Performance Is a bit less than other Voodoo
Rush hoards,

APPEAL: Gamers on a budget looking for 30fx image

(QQuAKE uses—you

/Hercules Thriller 3D

bout two years ago, Rendition made a The Thriller 3D posted very good perfor- software bundle hadn't been final-
A splash with its Vérité graphics mance numbers across the board. The 3D ized. The Thriller 3D comes in
processor, but since then it has been  scores were up there with the RIVA 128 boards  either 4MB or 8B versions,
steadily losing mindshare among gamers. and 30ix Voodoo graphics—slower in some and supports video in, video out,
Hercules has just bequn shipping the Thriller  case, faster in others, but very close overall. In - and stereo shutter glasses at up to 150Hz due
30, which uses the Rendition V2200. some respects, the Thriller 3D is a little more to the 230MHz onboard DAC. At the time we

Though a little late to the party, the V2200 polished than the RIVA 128—we saw none of tested the card, a mini-GL driver for GL Quake
has the potential to start Rendition down the  the polygon cracking that's evident in the cur-  was just around the corner. We tested the old,

road to redemplion. rent release of RIVA drivers. V1000 version of VQuake and got around 271ps
One other factor is Rendition’s in some informal testing.
" RRedline Windows 95 3D API. Games Overall, the Thriller 3D looks to be a very
- Hot 3D Ganas ctudod g ! such as Fuing NiGHTMARES 1, which use interesting board. By now, the AGP version
. ‘ . RRedline, offer serious performance gains.  should also be shipping; based on our look at
p A The 2D Windows performance was the Rendition AGP reference board, it should
adequate, but unspectacular. DOS be quite speedy.
SVGA-graph-

ics perfor- Price: $178 for 4MB, $249 for 8MB
o Contact: Hercules Computer Technology,
EWWAGSE (800) 532-0600; www.hercules.com MB
o<

pretty good,

100, At APPEAL: Gamers looking for a fast 2D/3D combo.
SRS pRos: Excellent 30 performance; great image quality. m‘lm % K k4

time, the cons: Standard VGA graphics still slow.

JANUARY 1588 CowW
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“Half-Life may very well redefine

the standard for action games.”
-PC Games

“The best first-person shooter

we’ve seen.”
—~Gamespot

“Half-Life has some of the best
adversaries in the entire action
game genre...[it] eclipses the
enemy Al in any other action

game to date.”
~Computer Gaming World

“Gorgeous dynamic textures and
intricate levels.”
-PC Games

“Valve’s skeletal é'ﬁifh’ation
system prowdes gamers W|th



ATI
Xpert @ Play

wo months ago, we said that ATl should
T gel the award for most impraoved ven-

dor. Since then, it has continued lo
tweak ifs drivers. The shipping version of the
Xpert@Play we tested performed pretly well.
The beta e
drivers we
saw in
October
posted
around 70
on 3D
WinBench; the current, shipping drivers are
scoring just shy of 92. However, we got hold
of some beta drivers that boosted the 3D
WinBench score to a sizzling 121, pulling it
within shouting distance of 3Dfx. After the
shortcomings of the Rage | and I, ATI has
redeemed itself with the Rage Pro.

Alas, all is not yel perfect. We saw some
annoying texture defects in FLIGHT SivuLATOR
98, particularly in dense scenery. Flying over
Paris, we noliced the terrain textures flickering
on and off, ATl is aware of the problem and is
looking into it.

The 2D performance is respectable, and
the SVGA-graphics performance is a definite
improvemnent over the Rage II. The only oddity
was the unusually low score for Duke Nukem
3D. ATl's performance with digital video play-
back is stellar, and the company has recenlly
begun shipping the All-in-Wonder Pro, which
couples the Rage Pro with a TV tuner. The
software bundle is a bil different, with
Psygnosis' FormuLa |, TerraciDE, and a VRML
browser. The Xperl series comes in either
4MB or BMB versions.

Price: $220 (4MB, expandahble to 8MB);
TV tuner optional

Gontact: ATI Corp., (805) 882-2600;
www.alitech.ca

APPEAL: Those looking for an expandable general-
purpose graphics card with fast 3D and good video.

:LABS

RATED * # * +

PROS: Good—and
improving—3D perfor-
mance; up to 8MB RAM;
good video,

cons: Drivers are still
works in progress.

ELSA Victory Erazor

ol to be left out, ELSA has jumped on the RIVA 128 bandwagon. Unlike
N most vendors (save for Canopus), ELSA has put its own spin on this hot
chip du jour. Like the Canopus Total3D 128V, the Victory Erazor sup-
ports video capture, not just TV out. One nice feature of the video setup is
the breakoul cable. Rather than having
a plethora of connectors right on the card, ELSA
supplies a breakout cable that attaches lo the card;
the other end of the cable has the video input and
output connectors (both composite and S-Video
are supported).

The performance is what you'd expect from a
RIVA card. There's still some visible cracking at
the texture seams, bul 30 WinBench reported that
fog lable is supported, which indicates that the
Erazor (who thinks up these names?) has drivers
based on the latest build from NVIDIA. However, ELSA has undoubtedly tweaked the drivers a bit.
The Erazor's 20 WinBench scores were slightly better than those of the Canopus or ASUS cards.
While its 3D WinBench number was
about the same, its FLIGHT SiMULATOR
98 frame rate was a bit higher,

There's not much of a sofllware
bundle—a video-capture application
and a sampler disk—but the price is
right. ELSA's spin on the RIVA 128
looks 1o be a pretty positive one.

Price: $179 (4MB, MSRP),
$155 (4MB, estimated street price)
Contact: ELSA, (408) 919-9100; www.elsa.com

APPEAL: Gamers who already have

games and want a really fast accelerator.
RATED * * * % #

PROS: It's fast, it's cheap, it's pol-
ished, and It captures video.

CONS: Limited software bundle; does-
n't run GL Quaxe yet.

CowW

ELSA Winner 2000 Office

LSA has built its repulation on delivering Other than a virtual reality (3D) conferencing
Ehigh-end graphics boards for demanding package and a huge assortment of drivers, the
applications such as CAD or 3D modeling. ~ Winner 2000 Office has no sollware bundle.

Its drivers are known for exceplional stability. The Its Windows 2D scores were subpar, though
Winner 2000 Office is ELSA's foray into the more  in realily, you probably wouldn't nolice it in real
general-purpose graphics card market, and it's use. With expandability to 8MB and fairly aggres-
something of a mixed bag. sive pricing for a Permedia 2 board, this card

The 3D performance is decent, could be a sleeper
though nothing to wrile home for professional 30
about, although the 30 WinBench users who wani fo
score was Lhe highesl posted by any (o a little gaming.
of the PCI Permedia 2 boards we've Let's hope that the
tested. Its DOS performance is aclu- OpenGL ICD for
ally pretty good, loo, although the Windows 95 will be
card lacks VESA 2.0 and couldn't available soon.
run DOS Quaxe at 640x480. Il also
didn’t have Windows 95 OpenGL
drivers, an odd aversight for a Per-
media 2 card, since the ICD for this
chip is widely available. However, it
was the only Permedia 2 card we
tested thal could run Duke Nukem 3D
al better than 320x200.

Price: $199 (4MB), $200 (8MB)
Contact: ELSA, (408) 919-9100; www.elsa.com

APPEAL: Professional graphics users look-

ing to do a little gaming on the side.
RATED # A X 4

PROS: Good price for a Permedia 2 board;
decent 3D performance.

cons: Relatively low 2D Windows perfor-
mance; no VESA 2.0 support in hardware.

JAMUARY 1888
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“...A True Classic In Computer Gaming!”
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COMPLETE
REAL-TIME
CoOMBAT

* COMPLETE SCENARIO
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PERFORMANGE TESTS

How We Tested

e used the same test-hed for
w the PCI cards that we used in

our November reviews: a
200MHz Pentium with MMX technolo-
gy in an ASUS TX97-XE motherhoard
and 32MB of SDRAM. For the AGP
reviews, we used an ASUS P2L97
motherboard with 64MB of SDRAM,
running a Pentium Il at 266MHz. (This
is the same hoard that Falcon

Tested This Issue

Diamond FireGL Pro (A6P) e o jic

e gk

Fefc ik
Diamond Viper 330 (AP #c ok Fo ko
Canopus Pure 3D (30 0nl e o o ok
Matrox M3D (300 3 Fc A

ASUS 3DexPlorer (AEP)
STB Velocity 128 (AGP

Creative Labs...Exxtreme  Jc i Jc
Diamond Steaith 1I e Ak o
ELSA Victory Erazor Fc 7 J v i
ASUS 3DexPlorer (Pi) P
Canopus Total 3D 128V ¥ o ok
PN KT
Hercules Thriller 30 e o o o )
5

Tested In November

ELSA Winner 2000 Office

Jazz Adrenaline Rush 3D

Diamond Viper 330 PCI 2 2 e A
¥ ¥

Hercules Stingray 128 T

Hercules 3D/GL

Intergraph Intense 3D P Pk
Jaton Blaze 3D Uit.

Number Nine Rev. 3D

ST Vslocity 128

Apocalypse 3DX

Northwest uses in its AGP rigs.) Both
systems ran Windows 95 OSR 2.1 with
the USB supplement installed. AGP
systems had the updated VGARTD.VXD
file as well.

The refresh rate for the PS5C system
was set at 75Hz; for the AGP system,
85Hz. Both settings are typical for
similar systems. Refresh rate is an
important factor when running 3D, so

3D WinBench 97
163

233
230
235

we had to be consistent for test pur-
poses. You might play around with
your refresh rate to get a few extra
fps. (Note that a higher refresh rate
doesn’t necessarily equate to a higher
frame rate.)

We also used the same test software
as hefore, with the addition of Wireout
XL. On the AGP systems, we also ran
the 3D WinBench large texture scene,
but the test ran inconsistently (even

MS FLIGHT SiM 98 Demo T_Enmm

Ran Incorrect!

Ran Incorrect!
[1] m&
[ S [ e

Would Not Run

Does Not Run

30 (SN
s e E—

CCWwW
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from one test to another), so we don’t
report formal results here. Besides, the
FireGL Pra AGP hoard has 8MB of fixed
local memory, so the large texture

scene, which uses only 5MB of textures,
would not have tested its AGP behavior.
The testing software we used included
the following:

Synthelic Benchmarks
3D WinBench 97 (final score)

Game Tests
FLIGHT SimuLaTOR 88

WinBench 97 Business WinMark (2D Windows
GOI performance)

TerraMank by Eidos Interactive (version 2)
CBench SVGA test (DOS performance)

Wireour XL

Moo Racen (the Delphine shipping version, not the EA version)

Quake at 640x480 (GL Quaxe where applicable, WinQuake for DirectDraw lesting, and DOS Quake)
Duke Nukem 3D

WinBench 97 Business WinBench 97 Business

Graphics WinMark Graphics WinMark OuAKE TimeDemos WinQUAKE TimeDemos GL QUAKE Timedemn
CBench SVGA 80060032 1024x768x16 at 640x480 at 640x480 at 640x480

71.7 100 PN 109 | NoWESA 2.0 Suppoil 15.9 Waouldn'tRun
83.3 119 [ 119 28.8 H 14.9 § NA

83.2 § 121 S 121 AB 23.3 HA
83.3 - 110 SN 123 4 15.7 NA
83.1 122 FecisanT 118 E X b, NA

=T
No 2D funciinnah’!i No 30 Funclionalit Mo 3D Functiunalili 31.1 FINGEC

No 2D Functionalit No 3D Functionali Mo 30 Funetionali 28.2 [ZETEE T
PRl

41.1 Rl 57.5
FEL ]

No 3D Functionality No 2D Functionality

o T s S M i 1 |
o 3D Funcllona!ig No 20 Functionality

Mo VESA 2.0 Support 14.5 20.7 SN
Firmviare Big (SO 85.2 16.2 | 145 I HA

U4 7 85.8 17.8 15.4 NA

1l 856 L §3.6 17.8 ﬁ 15.2 A

444 Crashed 83 17.7 % 17.6 NA
50.7 E_ 62.4

41.4 No VESA 2.0 Support 14.4 N
41.2 : 74.2 § 76 § 15.5 HA
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you ¢an be it
- When you're an ATl
XPERT@Play.

* No-compromise 3D, 2D and video
acceleration, with TV out
* More critical 3D features including
bilinear filtering, alpha blending and
special effects than any other card
* Non-stop 3D acceleration with over
1.2 million triangles per second and
60fps gameplay
.* DVD-quality, full-screen, full-motion
~ video
®* = Take gameplay to new heights by
connecting to a large screen
TV or record scores to a VCR
| = Includes hot 3D games like Formulal
. and Terracide
@ Prices start at just $249
" 32 Check out www.atitech.com/cgw
A or call (905)882:2600
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Diamond Stealth 1

e reviewed the Stealth Il in December, but wanted to mention it
Wagain here for completeness’ sake. We also ran the Wipeour XL

frame-rate test to
complete the benchmark
suite. The Stealth Il uses
Rendition's V2100 2D/3D
accelerator. It is striclly a
graphics card, without bells
and whistles (no TV out, for
example), but it's cheap and
fast (except for 320x200
VGA graphics mode, which

is almost irrelevant at this point in time). If you're on a
tight budget, this is the card for you. Adding a Pure3D
with this baby would give your system a terrific 1-2
punch: fast Direct3D performance, fast 3Dfx perfor-
mance, and supporl for Rendition’s RRedline 30 API.

Price: $118 (4MB)
Contact: Diamond Multimedia,
(800) 468-5846; www.diamondmm.com

APPEAL: Gamers on a budget looking for a solid performer.
PROS: Fast in 30, 20 Windows, and DOS.
cons: Slow in stock VGA graphics; no hells and whistles.

(Canopus
Total3D 128V

he Total3D 128V arrived in
-|- our offices unbeckoned, like a

baby lefl on a doorstep. As
with last year's Total3D, this year's
model applies a few enhanced
twists to a familiar formula, in this
case, the RIVA 128. The 128V offers
highly enhanced video-capture
capability. It's not really a substitute
for a Targa board, but it does do

high-resolution still captures (a la
Play’s Snappy frame grabber) and

st

A cpapaics peeiLneict

The card couldn't complete the

we'd seen with other early RIVA
drivers, and we expect it to be

benchmark. Again, it was a problem

ASUS

3DexPlorer
nother surprise this time out is the 3DexPlorer from
A Taiwanese motherboard giant ASUS, which also uses
NVIDIA's RIVA 128. Whereas Canopus has delivered exira
features for exira cost, ASUS uses its manufacluring prowess to
bring to market the least expensive RIVA 128 hoard yet.

Perhaps in keeping with its price tag, it is a stripped-down
board in lerms of software. There's no software bundle and no
fancy control panel. It's just an incredibly fast 2D/3D board, as
we've come to expect from the new NVIDIA part.

But ASUS' relative newness lo the graphics-card scene could
be a serious concern. The 3DexPlorer isn't the first graphics
card from the motherboard manufacturer, but it is the compa-

software compression on the fly.
There's no TV tuner, though, so you
need to supply the NTSC source.

As with other RIVA 128 boards,
this is one fast card—fast in 3D, fast
in 2D Windows, and fast in DOS
VGA. The only downside Is RIVA's
4MB limitation.

Game performance proved to be
stellar, too, though the V2200-based
Thriller 3D and the ever-evolving
drivers of the AT Rage Pro are

addressed by the time you read this.
The Total3D 128V comes with no
bundled games and includes only a
software sampler; the software bundle
consists of a VRML modeler, an
image editor, and the video-capture
software. While we're a little con-
cerned about some of its driver prob-
lems, the Total3D 128V shapes up as
another solid effort from Canopus.

Price: $228 direct from Canopus
Contact: Canopus Corp., (408) 954-
4500; www.canopuscorp.com

closing in. The only 3D oddity
occurred in FLGHT SiMuLator 98,
which showed some of the solid
gray distance haze texturing evi-
dent in earlier RIVA drivers.
According lo Canopus, that prob-
lem has been fixed with recent
driver releases. We also ran into
a problem with WinBench 97:

APPEAL: Users wanting to capture snapshots from video
in addition to having wicked fast 20 and 3D performance,
PROS: Fast 20 and Direct3D perfomance; nice video-cap-

ture tool.

cOoNS: Drivers are a
little iffy; slightly more
expensive than other
RIVA hoards.

L

ny’s first foray into retail. Given the basic nature of the drivers,
we wonder T
whether driver
updates will be
delivered in a
timely manner.
Already STB and
Diamond have
delivered several
driver releases,
while ASUS has
released only one—and that still clearly based on an older
driver drop from NVIDIA.

Still, it's 10 bucks less than the next-cheapest board, it's
faster than Jeff Gordon at the wheel, and it does the job.

Price: $168; Contact: ASUS Computer International,
(408) 474-0567; www.asus.com

APPEAL: People on a hudget looking for a
RIVA 128 hoard.

PROS: Fast; less expensive,

CcONS: Support is a concem,
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Creative Labs Graphics Blaster Exxtreme

Permedia 2 chip to deliver decent, albeil unspectacular, 3D perfor-
mance. As with the other Permedia 2 boards, the Exxlreme doesn't
support alpha blending in Direct3D. The Windows 2D performance is no

-|-he Graphics Blaster Exxtreme uses the Tl implementation of the

greal shakes, however.

The overall 3D performance is relatively good, but the real news is that
Creative delivers a full Windows 95 OpenGL driver. It's not perfect, though.

the DOS or Windows execulable. It looks prelly good, but doesn't measure
up ta the image quality of the 3Dfx or PowerVR versions.

Other Direct3D lilles ran reasonably well, but like all the other Permedia
2 cards (except the ELSA board), the Graphics Blaster Exxireme can't run
Durke Nuken 3D al high resolutions.

The board comes in either 4MB or 8MB versions. It uses the same mini-
DIMM memory expansion as the ATl board and will even accept the same
SGRAM modules. Overall, it's a nice board for the pro user and occasional
30 gamer, but it's otherwise unspectacular.

For one thing, you need to
run GL Quake with some
options: glquake —Im 4
+picmip 1, and then il
works only with an 8MB
board. Running GL Quake
with these options yielded a
frame rale of around 20fps
at 640x480. That's not
great, but it's better than

Price: $120 (4MB fixed), $149 (4MB uparadahble), $169 (8MB)
Conlact: Crealive Labs, (408) 428-6600;
www.creativelahs.com

APPEAL: Professional 30 modelers on a hudget looking

for a little 3D action.

PROS: Expandable to 8MB; easy installation; full
Windows 95 OpenGL ICD.

cons: Slow 20 Windows.

AGP BOARDS

GP (Accelerated Graphics

Port) is Intel’s new stan-

dard for connecting 3D
graphics accelerators. It allows tex-
ture storage in main memory and
currently exists only on Pentium Il
systems. (For more information,
see Dave Salvator’s sidebar on
page 217 in CGW #160.)

One note about AGP graphics
cards: You will have problems find-
ing one on your retailer’s shelves.
Currently, most AGP graphics cards
are going right into systems from
big vendors and mail-order compa-
nies. If you hunt around, you may
find the OEM versions, but check
the feature set (the Diamond OEM
Viper doesn’t have TV out, for
example). The ASUS 3DexPlorer is
the only AGP card we know of that
is shipping retail at the moment.

cow

ATl Xpert@Play AGP

nstallation and software for this ATI board is identical to the PCI version's. Boards with ATI's Rage Pro
are the only graphics adapters currently shipping that use full AGP 2X side-band and AGP texturing.
The Xpert@Play's AGP texluring mode doesn't work consistently, even on a properly configured sys-
tem (you need OSR 2.1 with the USB supplement installed and a new version of VGARTD.VXD). Using 3D
WinBench 97's large lexture scene, we saw frame rates on a 4MB board increase from roughly 1.6fps (for
the PCI board) to 20fps. However, sometimes it just didn’t work—and we still saw 1.6(ps on the AGP
board al limes.

If you ignore AGP texturing (you
can always expand to 8MB of
RAM), the Xpert@Play is a fasler
version of the PCI card—except that
it couldn't run TerraMank. The flick-
ering texture problem is still evident
in FugHT SmuLaion 98, as well. The
3D WinBench score of 170 isn't
much behind the Diamond Viper
330 AGP. And when we used a new
beta driver, the 3D WinBench boost-
ed from 171 lo 212
We're looking forward
to the shipping version
of this driver.

QOverall, our com:
ments about the PCI
Xpert@Play apply here
as well.

B il

Ial'\f
| “Extreme 39, 2p, and ¥ yieed

FoF A F A e

Y g

Price: $229 for 4MB (expandable to 8MB), TV tuner optional
CGontacl: ATI CGorp., (905) 882-2600;
www.atltech.ca

APPEAL: Those looking for an expandable general-
purpose graphics card with fast 3D and good video.
PROS: Good—and improving—3D performance; up to
4MB RAM; good videa.

cons: Drivers are still works in progress.
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INTRODUCING CYBERSWINE", THE INTERACTIVE
MULTIPATH" MOVIE WHERE YOU CONTROL THE ACTION.

Cybercity is about to be annihilated. Only Cyberswine — Part Cop, Part Machine,
Full Boar Hero — can save it. But he needs you to command him how to act.
Teaming up with renegade lieutenant Sara Lee, can Cyberswine find the source

of the Grid Virus and stop it before it’s too late? Don’t just watch the action.
Control it — right from your PC. With hundreds of plot paths leading to different
endings, watch Cyberswine again and again and again!
With Multipath, you’re in control. . '
Ask for Cyberswine and other Multipath T
DIGITAL _ Movies at your local computer retailer and ‘ :
check out our website at ‘ e
www.bde3d.com. M
t Inc.

CYBERSWINE™ is owned by Eost Cyberfist Pty Ltd., ond used by Brilliont Digital Entertainment, Inc., under license. Multipath and Brilliont ore trad ks of Brilliont Digitol Entert
© 1997. All other trodemarks ond trode nomes ore properties of their respective owners. Al rights reserved.



ASUS 3DexPlorer

his is the AGP version of ASUS's
T PCI card. Like the PCI version, it

takes a stripped-down, minimal-
ist approach; but unlike other AGP
cards, you can get it retail and through
mail-order. Unlike ils PCI counterparl, it
choked on TerraMagk, indicating that
it had an earlier BIOS. Note that

TerraMagi is the only program with
which we've seen early RIVA boards
exhibil this behavior—even the full ver-
sion of TerrACIDE doesn'l exhibil the
squashed image behavior,

This is 4 fast board—lhe fastest
RIVA 128 board (by just a bit) that
we've seen. We experienced some

Diamond
Viper 330

iamond’s PCI Viper 330 ranked as
D our CG Choice card in our

November roundup, and the AGP
version is virtually its equal.
Throughout our lesting the
/' Diamond and STB cards stayed
" neck-and-neck in terms of
benchmarking (once we turned off
" {he cleverly hidden GDI bypass
/ switch in Diamond's control panel).

The Diamond driver is a bit older
than the STB version, so it doesn't support
fog table. Conversely, the Diamond BIOS
doesn't have the problem with Terra-
Magx—and if it did, we could update the
BIOS on the Diamond card easily, since it
has a flash BIOS. On the flip side (again),
Ihe STB card had active TV out, whereas
the Diamond card did not.

Price: $199 (4MB)

Contact: Dlamond Multimedia,

(800) 468-5846;
www.diamondmm.com

APPEAL: Lucky souls with AGP systems looking
to add some punch.

PROS: It's fast in
3D, 2D Windows,
and DOS.

CONS: 4MB limita-
tion; doesn’t run
GL Quaxe,

~\

CGwW

1.01 driver release. Our only con-
cern is ASUS's driver releases— |
but it's still about the lowest cost
AGP hoard you can get currently.

Price: $169 Contact: ASUS Computer International,
(408) 474-0567;
Www.asus.com

APPEAL: People on a budget looking for an
AGP RIVA 128 hoard.

PRoS: Fast; less expensive.

cons: Support is a concem.

lockups in FLIGHT SIMULATOR
98, but they disappeared
when we switched to ASUS's

Diamond FW@GL Pro
e tested only one to run in Windows 95, even with the

\N Permedia 2 AGP options that worked for the Creative
board: the FireGL Pro Labs Permedia 2 board. Direct3D

from Diamond. Some of its

behaviors were much like other

lilles ran quite well, and the board
Permedia 2 boards (inability to

overall seems fairly smooth and pol-
ished for a Permedia 2 board. Now if
run Duke Nuken 3D al high res, and no VESA only we could get GL Quake working....
2.0 support in hardware). However, the 2D per-
formance—in excess of 100 WinMarks—makes
this a much better 2D board, even if you lake
into account the difierences in CPU. The 3D per-
formance was pretly good, but it was the slowest
of the boards we tested.
Although the board ostensibly ships with a
set of OpenGL drivers, we couldn't get GL Quake

STB Velocity 128 AGP

g've seen this board in var-
W ious iterations in off-the-
shelf computers from

Dell and Gateway. The PCI version
we tested two months ago got edged out by
the Diamond board. The AGP version slill does
not have a flash BIOS, but aggressive driver
: releases have fixed many of our other concerns.

Al lest time, it was the only RIVA 128 board to support fog table (for example, it can run LucasArls'
SHapows oF THE Empire with all features on). The 2D performance is very fast for a Microsoft-
certified driver. The 3D performance is stellar,
too. However, it has the same problem with
TerraMark that other earlier RIVA boards had.

Overall, Velocity 128 AGP behaves very well,
and seems quite stable (except for TERRAMARK)
and quite speedy. It's a snap to install, and the
VGA-graphics performance is good, too. If you
have one of these puppies, count yourself lucky.

Price: $249.85 ; Contact: Diamond
Multimedia, (800) 468-5846;
www.diamondmm.com

APPEAL: CAD and 3D
modelers who want a fast
Direct3D hoard,

PROS: Good performance.
cons: NoVESA2.010n
hardware; can't run GL Quake.

Price: $199
Contacl: STB Systems, (972) 234-8750;

www.sth.com

APPEAL: Gamers look-
RATED A A A & 4

ing for an easy-to-use,
very fast 2D/3D combo.
PROS: Fast 3D; fast
20; very fast DOS.
cONS: 4MB limit.
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Your WorsT
MIGHTIMARE IS
ABourt 10
COME TRUE...

MurriraTH®
From the spine-t

ng Bantam Doubleday Del l:iook series, Choose Your
‘Own Nightmare, eerie, animated, 3D creaturc features for your PC.
The Halloween Pa e “scared to death” takes on new meaning thanks to
a sorceress with murder on her mind. And Night of the Werewolf, a bloodcur-
dling thriller that reveals the_ammal within us all. As the monstrous thrills and
chills unfold, use your keyboard to control the plot twists. With dozens of plot
paths and multiple endings, play each movie again and again until all your worst
mghtmares come true. :

Ask for this and other Multipath b il
'@ smiuant-  Movies at your local computer % i '
e ' m retailer and check out our website A
E'Eﬂr MULTIPATH MOV a WWWBDEBD.C@D'I. MULTIPATH" MOWES
YOU DON'T JUST WATCH THEM. YOU CONTROL

ntam Doubladav Dell Books For Young Readers, a division of the Bantam Doubleday Dell Publishing Group, Inc.
ant © 1997, AII other trademarks and trade names are properties of their respective owners. All rights reserved.
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DEDIGATED 3D AGGELERATORS

Viatrox m3D

ne very existence of the m3D amounts lo
T acknowledgment from Matrox that ils

Myslique line of 3D accelerators is fea:
ture-poor relative to the compelition and getling
somewhal creaky on the performance front as
well. Matrox has applied a bit of driver-wriling
talent to NEC's PowerVR chip to eke out a bit
more performance than the Videologic version
we reviewed last time around. Slill, it generated
the lowest 3D WinBench score in the roundup.
This is indicative of the mixed performance
we've seen with the PowerVR in Direct3D. The
Direct3D games we tested ran relatively slowly

Price: $90 (4MB) Contacl: Matrox,
(800) 361-1408; www.matrox.com/mga

APPEAL: Peaple looking for a cheap 3D accelerator.
PRoS: Easy installation;

good GL Quaxe performance;
good performance for
PowerVR-enhanced titles.
CONS: Lacks Direct3D
performance.

*"I.ABs

RATED # * %

iﬁ
on the m3D, HIHTH[!H =
at least com- + BB
pared to the
competition.
When you

move away from Direct3D, though, the Matrox
add-on begins lo show some spunk. While the
Direct3D version of Wieeour XL managed Lo pull
only 20fps, the PowerVR-enhanced version
chugged along al 25fps. The custom GL Quaxe
driver got around 28fps, but the PowerVR's image
quality wasn'l quile as good as thal of the 3Dfx.
Matrox has simplified the control panel: You

can turn the D30 HAL either on or off—lhal's it.

This enables the m3D fo coexist with other 3D
accelerators as needed. Installation is quite
easy: You don't need a pass-through cable, just
a free PCI slot and the installation CD.

The real kicker is the m30D's price: $99, If
you're looking for a reasonably fast GL Quake
card bul are on a light budget, the m3D could be
for you. Al this price, it's worth a close look.

and PAL) for those big-screen deathmatches.
There's no software bundle, bul the price is right;

rl:an(mus Pure3D
ith this 3Dfx add-on board, Canopus
\/\/ continues its strategy of enhancing
products beyond whal the compeli-
tion offers. The Pure3D has 4MB of texture RAM, com-

pared to the 2MB on most boards (Ihe Diamond Monsler 30, for
example). The board also features TV out (supporting both NTSC

$179 for 6MB of RAM (2MB is for the frame

buffer). The control panel is intuitive, allowing you to explicitly set the clock rate for the chip, and the
Pure3D conveniently ships with 35ns EDO DRAM, which is capable of clocking up to 66MHz. Bear
in mind, however, that the 3Dfx chips themselves are officially rated for only 50MHz speeds, and the
Pure3D defaults to 50MHz. The panel also lets you specify the Pure3D as the primary 3D device.

Other than that, there's not a lot to say about the Pure3D., It delivers 3Dfx performance,
with the added benefit of a bigger texture space,
which can prevent the occasional pauses you
somelimes see as addilional textures are loaded
in a game. Conversely, game developers could
deliver bigger, richer textures for better image
quality. Its Direct3D and GL Quake performance
was as fast as we've come to expect from a 3Dfx
add-on board. Canopus has put out a real win-
ner in the Pure3D.

Price: $178 (MB) Contact:
Canopus Corp., (408) 954-4500;
WwWw.canopuscorp.com

APPEAL: Anyone looking for a cut above the
ather 30fx boards.
PROS: About as

fast and as pretty |
as you can get In
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C.‘reate
the music
you imagine!

|| ],2 0 professional samples and

s 49.95

| : Join the VIAGIX network!
“ FREE demo at
: il b : ix.net

1-888 TO VIAGIX

"l MAGIX Entertainment Corp.
Lf 429 Santa Monico Blvd, #120 Sanla Morica, CA 90401
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Powered by I-FORCE” from Immersion Corp., the

ACT LABS Force RS delivers force feedback on every

tight turn, bumpy road and high-speed collision. ACT L/

And with programmable force feedback, no-slip pedals, ™

8 HYPER Programmable buttons and a Formula-1

butterfly gear racker, you'll wonder what happened F O R c E
to the rest of the car. RACING SYSTEM
Drive it with Andretti Racing, F1 Racing Simulation, http://www.actlab.com

Need for Speed” Il, Redline;’ Ultim@te Race™and 1-800-980-9997
other force feedback racing titles.

© 1897 ACT Labaratary Ll:}. All rights roserved. Forco S and ACT LABS are iradomarks of ACT Laboratory Lid, CIRCLE READER SERVICE #195
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STRIGTLY EXPERIMENTAL

ere’s a little toy that was rough around the edges when we played with it,
but it is otherwise very, very cool. We advise leaving your credit cards at
home, however.

Obsidian 100SB

he Obsidian 100SB from Quantum3D is the living, breathing definition of “over the top” for 30
T gaming. At $800, it's not an impulse buy for most of us. The 100SB is basically fwo complete

3Dfx boards on one PCI board with a PCI bridge chip connecting them. It's the single-board
equivalent of the dual-board selup we first saw in Falcon Northwest's high-end rig.

Al testing time, the drivers were slill unstable. For example, the board couldn't run 3D WinBench
97, possibly due to how it combines the dual texel processors. There are two texel processors, each
with 4MB of dedicated texture memory. However, there's effectively only 4MB of texture memary,
since each individual 3Dix chipsel renders every other scan line. This allows the board 1o have an
incredible fill rate of around 75 megapixels per second.

Take GL Quake, for example. Imagine GL Quake al 65fps. Egads. Then, there's TeRraMARK, in which
we saw frame rates no less than 70fps and as high as 136fps (100fps at the start of the scene).
Wireout XL clocked in at 84fps. Did we say this was fast?

The 100SB is a big board—an honest-to-God full-size board, which we haven't seen in an eon (mea:

sured in compuler lime). Whether you get one or
':::]‘r:::“s “"_“'a“': Quantum3d, not is up to you, but if you do, it will require some
(A08)/910-0000: Wiw. sitabtum dd.00m care and feeding. But then, so does a racehorse,
IT'S A WRAP

we focus just on this month's set of boards, there are some clear slandouts. The Canopus

Pure3D is a hands-down winner, offering 3Dix image quality and speed at a greal price. The
Permedia 2 boards proved interesting, but ullimately didn't seem really well suited for gaming. The
Voodoo Rush boards work pretty well, but their 2D performance is far behind the others. Of the
2DI3D combo boards, our pick is the Thriller 30 from Hercules. Its image quality seems a bit bet-
ter than that from the RIVA gang, and you can get it in an 8MB version. The extra time Hercules
has taken to polish the board has paid off. Of the RIVA 128 boards, the ELSA is probably your besl
value, while the Canopus offers slightly superior video capture (if that's your thing). ELSA has a
good record of developing robust drivers and supporting its products.

Of the AGP crowd, the STB Velocity 128 stands out; newer boards will probably have a more
recent BIOS, but the effort STB has put into its drivers definitely shows. The ATI card strikes us as
quite interesting, and once the driver situation stabilizes, it could also be a compelling choice. The
Diamond does offer a flash BIOS, but Diamond hasn't quile matched STB's pace on releasing new
drivers. Our nod on the AGP front goes to STB—for now.

Finally, the matched pair of ASUS boards, combining fast RIVA 128 performance with low prices,
are interesting choices, bul their relative lack of polish and supporl gives us reason lo pause.

If you want the Ferrari of 3Dfx acceleralors, there's always the Obsidian 100SB. It's priced
accordingly, and will require some patience. Just remember that a year from now, there will be
something faster and cheaper. &

G iven the boards we reviewed in November and this crop of cards, the choices are fough. If
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Count on him
to always crack
under pressure.

SCOTT "HEX" MAXWELL
SPECIALTY: HACKING

www.vigilance.com
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Coming Soon for PC CD-ROM.

The first MechWarrior” game of real-time strategy and tactical command.
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HARDWARE

Processor Wars

MD, Cyrix , and Intel unveiled
plans at the recent
Microprocessor Forum that could
dramatically affect the PC market
in the coming years. AMD and

Cyrix are developing new proces-
sors to increase ﬂn;lting—
point perfonmance —
an area where
Intel as long
dominated.

AMDs upcoming
K6 3D and K6+ 3D
chips will add 24 instructions
that, like MMX instructions, will
use the CPUS floaling-point registers
to help accelerate the CPU portion of
the 3D pipeline. But unless games are writlen
specifically to take advantage of these new
instructions, the benefit may not be that great.
The K6+ 3D will have an onboard 256KB Level 2
cache that will ran at the processor’s core speed.
In addition to speeding up access to the 1.2 cache,
having it onboard takes that traffic off the main
memory bus, allowing other tasks to exceule
faster. K6 3D is due in the first half of 1998, and
K6+ 3D is due in the latter half of the vear.

AMD5 other announcenent was for its Super 7
CPU socket to help further boost performance of
their CPUs. This new sockets main highlight is that
it boosts main memonys bus speed to 100MHz.

o its part, Cyrixis working a new CPU based
on its current GXS6MX architecture, code-named
Cayenne. Like AMD, Cyrix has implemented its
own unique instructions, dubbed MMXIFP. And
while these new instructions will help accelerate
3D graphics, the benefit to gamers may not be
appreciable unless the game is written to use those
new instructions. Unlike AMD however, Cayenne

will feature a dual-issue, pipelined floating-point

HARDWARE PIPELINE

il that should also improve floating-point
performance, and is slated for a late 1998 arrival.
ANID made other news with some initial infor-
mation about its next-gencration K7 processor. Intel,
despite Federal Trade Commission inguiries into
antitrust practices, has apted not fo license its Slot 1
CPU bus interface to other x86 CPU makers. The

move has left these other players—AMD,

own higher-performing CPU
interfaces. AMD seems to
be going il alone in

licensing Digitals new

its K7 processor. Mean-
Intel will not license its

Slot 1 CPU bus interface
to other CPU makers

while, all the non-Intel
x50 CPU makers are in
discussions about a sin-
gle standard fora Slot | allerative for their next-
generation processors, This new design could very
well splinter the motherboard market, perhaps creal-
ing more problems than it solves.

Intel also made a splash in unveiling details
about its IA-64 archilecture being codeveloped
wilh Hewlett-Packard. It will implement a new
technology termed EPIC (explicitly parallel
instruction compuling). The first CPU, Merced, is
slated to ship sometime in 1999, — Dave Salvator

ACRONYM 0’ THE MONTH
BEDO

Burst EDO: a type of EDO (Extended
Data Out) RAM that's heen advertised

by motherhoard makers. Trouble s,
BEDO never really aot off the ground.
What's more, new systems shipping
with Intel's 430VX, 4307X, and 44DLX
chipsets now support SDRAM.

Product E.T.A.
Deschutes (400MHz Pentium I1) 02 '98
4L40BX chipset (supports 100MHz system clock, 4 CPUs) 01'98
3Dfx Voodoo 2 01'98
S3 ViRGE GX3 02 '98

cowW
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Cyrix, IDT/Centaur — lo seck out their

21264 CPU interface for

Faster Storage

or those of you who still aren't
satisfied with your 24x CD-ROM
drives, performance CD-ROM
specialist Plextar is prepping its
UltraPlex CD-ROM drive. The UltraPlex
is a CAV (constant angular velocity)
drive that runs at a minimum 14x and
maximum 32x speed. It's also the first
CD-ROM drive to support Ultra SCSI
speeds—up to 20MB/sec burst data
transfer. With an average access time of
85 milliseconds, the UltraPlex’s specs
make it nearly as fast as hard drives of
only a few years ago. In a new twist,
Plextor will be offering a caddy model
alongside a tray model, Customers had
demanded the return of the caddy after
Plextor dropped it in its 12/20Plex.

Plextor is also shipping the PlexWriter
CD-Recordable drive, which can burn
CDs at 4x speeds. Unlike most CD
recordables, this drive can act as a 12x
CD-ROM reader as well. Plextor is ship-
ping the drive with a one-button backup
tool that will even create a bootable CD-
ROM. Look far the UltraPlex to be
around $2265 on the street and the
PlexWriter to come in under $500.

Until now, most computer users
could only eye high-performance,
7200RPM drives with envy. Hard drives
that spin faster than 5400RPM have
long been expensive and available only
to those with SCSI interfaces in their
PCs. Hard-drive giant Seagate recently
announced a pair of 7200RPM UltraATA
(a.k.a. UltraDMA/33) hard drives: a
9.1GB model and a 6.4GB drive.

Rounding out the mass-storage news
is lomega’s announcement of the Jaz
2. Building on its successful Jaz 1GB
removable hard-drive technology, Jaz 2
boosts capacity to 2GB and. perfor-
mance to over 7GB per second over
the SCSI bus. The list price will be
around $650 for the external version.

—Loyd Case
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UNDER THE HOOD

kay, people, listen up.
“Today I'm climbing on
my soapbox o rant
about freedom of
choice (no, not that—
this is about DircetX).
‘Ihen I'm going to
climb off and talk

about how to remove, delete, eliminate, and
othenwise yank DireetX 5.0 from vour system
and start over. Then I'll climb back on my
soapbox and rant some more, Got that? Now
that we're locked and loaded, lets move on.

MEA CULPA
Last month, | wrote about the new DirectX

5.0 thatss been shipping with some new games

Freedom
of Choice

A Wee Bt of Fire and Brimstone

and graphics hardware. | wrote al length
about the DirectX 5.0 control pandl,
Practically before the ink was dry on the
paper, | got email from users asking me where

5 Control Panal
Edo Edi Viw  Help

the control panel was— they didn't have it.

Guess what —most of you don't. | had

installed my copy of DirectX 5.0 from a
Microsoll FLIGHT SIMULATOR 98 beta disk.

It turns out that the ['S98 beta

HEEE * i
release came with the DirectX

® T s m @
[J2600BC, Accessbdty AddMew Add/Femmve  DesafTime
Cptons Haudware Programs

B)% A 4 A

Daraets [hspley Find Fost Fonts Geme

ControRars

8 B = &
26 abjecy(s)

Al developer’s kit (SDK). [ had the
full SDK installed on a separate

system, but had assumed that

the FS98 came with only the

normal user hinaries for

i DirectX 5.0. Silly me. It scems

——=| that the control panel is for

maonth's column.

WHERE IS IT? There's a good reason most of you
couldn't find the DirectX Control panel discussed in last

developers only. God forbid
that users should have control

OvVeEr !IlL‘.ir own systems,

M Continued on pg 196

Voodoo 2 News

o celebrate the TronWorks' new home here
in the Hardware section, we've gol a big
one for you. So here it comes.

We've all heard ramblings aboul 3D much-
anticipated Voodoo 2 chipset. Well the first board
using this chip is on its way from Creative Labs.
Called the 3D Blaster Voodoo 2, this 6MB board
will be feature one pixel engine and
two texel processors, which will
combine to deliver a fill rate of 80
Mpixels/second of trilinear filtered
pixels, roughly twice that of the
Voadoo chipset. The 3D Blaster
Voodoo 2 will be a PCLL 3D-only
part, priced around $249 that
should be shipping in January.
Bundled game titles with the new

IRON WORKS

product were still unannounced al press lime,
Diamond Multimedia, which leads the Voodoo
charge with its Monster 3D, is rumored to also be
working on a Voodoo 2 part, due sometime in the
first quarter of 1998,

NVIDIA: Bumps in the Road
Problems have surfaced with
NVIDIAS new RIVA 128 chip. Some
users have reported polygon “crack-
ing” problems, where small gaps
appear between connected polygons
with cards based on NVIDIAS RIVA
125 chip. In our 3D WinBench 97
lesting of a wide variety of these parts,
we noticed small amounts of polygon

eracking, hough we also noticed this

JANUARY 1938

behavior on ather 3D chipsets. NVIDIA states that
it has identified the problen in ils drivers, and will
be distributing updated drivers to all its board-
maker customers, Check your graphics board ven-
dors Web site for updated drivers that remedy this
problem. Another downside to the RIVA 128 —the
inability to run GL Quakt: —should seon be a
thing of the past. NVIDIA has been hard at work
ona OpenGL miniport driver to run GL QUAKE
and allits derivatives, The driver is expected some-
time in December. Again, keep checking your
board-makers Web site for updated drivers that
include the new miniport driver,

Want the skinny on the legion of 3D offerings
currently out there? Tune into our second 3D
graphies this month, inwhich we tear into 17 new

boards. — Dave Salvator

CeW
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LOYD CASE

W Continued fram gy 195
including the abilily to remove or rein-
stall DireetX at will,

It seems that the computer business,
as it explores the “consumer” nuarkel, is
going through a rather odd thought
process. You see it on of-the-shelf sys-
tems, which have all manner of
resource-sucking friendly shells over
Windows 95. You sce it in the attitude of
the developer who informed me that
users could “get into trouble” with the
DireetX 5.0 control panel."The computer
companies, in collusion with the boys in
Redmond, have decreed that computers
should be as casy to use as loasters.

Gel real. Computers are not toasters.
However, there is a deviee thats analo-
gous. Almost everyone in America has
one, and it costs a bundle — many years’
income for some peaple. It lakes several
weeks just to learn the basics and years lo
master. Some peaple never get it right.
Some people become so fascinated with
them, they delve into the innards and
share their nerdy discoveries with anyone
within earshot.

15 called the automobile.

There was a trend 15 or so vears ago to
“dumb down” the manuals yon got with
anew car. About the only thing the car
manual would tell vou was how to tumn it
on, Car dashboards were similarly
dumbed down, too, with idiot lights
replacing more informative gauges. |
mean, geez, all that oil pressure and tem-
perature stulf was too confusing for maost
people. The manuals, well... .my good-
ness, who would want to change their
own oil, anyway?

"The drivers (users) cerlainly didn't
appreciate this dearth of information.
Some new car manuals actually discuss
oil changes, and a rare muplc actually
discuss changing itemns such as air fillers
and spark plugs.

Microsoft and the hardware manufac-
turers need to take a cue from the car
companies, who learned through bitter
lessons that people want more informa-
tion and control, not less. Most people
will never take advantage of it (just as
many will never actually lookal an ol
pressure guage or even cheek their own

CowW JANUARY 1998

oil level). But its certainly comforting to
know it’s there. Can you get into trouble?
Sure you can —ever muck around with
a carburetor? Talk about trouble... ..

So what if you do want the DirectX
5.0 control panel? You can get il. [irst, fry
the Microsoft Web sites DirectX page —
www.microsoft.com/directx. Look for
the SDK download section. The small-
est download you can get is a file called
www.microsoft.com/directx/Resources
Idownloads/idx5sdkm.exe.

delete the joystick contral panel and joy-
slick driver: vioydvxd and joy.cpl. One
warning: Some newer graphics cards
install DircetX 5.0 and seem to want il
present. Your system may be unstable, so
be wary. I've found you can usually rein-
stall DirectX and then be off and ninning
even with these newer cards.

Now you ean restart the system and
reinstall whichever flavor of DirectX

you want.

4 Registry Editor

It contains all of the DX 5.0
driver binaries and the con- | Registry Edit View Help
trol panel. Unfortunately, | ' 2 i
its 8.8MB. Another way is EH:..] HKEY CLASSES ROOT i
to do a Web search for m- 0 HKEY_CUHFIEN'I_'_USEH
“directX control panel.” a0 HKEY_LUCQL_M ACHINE
Some enlerprising people " ) C;nﬁg
have already begun putting ECJ DesklopManagement
up just the control panels @ 2 Enum
on the Web, @-0 hardware
#{) Network

UNINSTALLING ®W D Security
RIRECRC40 - @{) SOFTWARE

If you don't have the @ 3 System
patience for an 8MB # (L] HKEY_USERS
download, you can D (] HKEY_CURRENT_ CUNFIG
attempt lo uninstall & L....l HKEY_DYN_DATA
DirectX 5.0 yoursell. This
will allow you to start over
with a fresh DX5.0 (or
even DX 3.0a) install. =
Here’s how, My Computer

First, back up vour reg- FIGURE 1
istry. Theres are several nifty

tools on the Windows 95 CD that can
assist you in this, such as CFCBACK or
ERU. You can find them in\other\misc
directory on your Windows 95 CD-ROM.
You need to back up your registry just in
case something gets really screwed up,
because wee going lo hack the registry.

Now nin REGEDIT (Figure 1).

You want to go to HKEY_LOCAL._
MACHINE/Software/Microsofi/ section
and delete the Direct3D), DirectDraw,
DirectPlay and DircetX entries (Figure 2).

Now cither reboot to the DOS prompt
or use Explorer to delete the DirectX 5.0
files, which are in the WINDOWS\SYS-
TEM directory: ddraw*.”, dsound*.*, din-
put®.®, d3d®.*, dplayx.dll, dpmodemx.dll,
and dpwsocks.dll. Also make sure to

BACK TO THE BULLY PULPIT...

In the process of wriling the various
hardware reviews that grace the pages
of this magazine, [ go through a lot of
gear. Being a reviewer has one key side
henefit: | get a pretty good idea of what
| want to spend my money on—a luxu-
ry most folks don't have, So it really
annoys me when 1 come across a hot
new graphics card like the new RIVA
128 boards —and [ can’t run GL
HizxeN. (Nothing against 3DE—1 just
want to have a choice, dammit.) I'm not
taking sides in the Dircet3D versus
OpenGL fight for this. I just want to be
able to use any graphics card [ want to
play the games | want. That’s what stan-

dard APls are all about,
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TECHNICAL SPECIFICATIONS

All cards feature plug-and-play compatibility, CPU-independent operations,

bundled software, online upgrades, technical support, and warranty.

HOME

MSRP $299

HARDWARE ARCHITECTURE
50 MIPS Digital Signal Processor: Dream™
Audio Codec: ESS Audiodrive 1868 and Dream™

SYNTHESIZER
64-voice polyphony (expandable to 96)
Wavetable synthesis
16 multi timbral channels expandable to 32

DIGITAL AUDIO

16 track direct-to-disk, real-time effects editing
4KkHz - 44.1kHz 16-bit stereo sampling

16/18-hit ADC/DAC converters

Enhanced full duplex

WAVETABLE SOUND SETS

355 instruments, 128 Genaral MIDI™ instrumeants
189 variations, 9 drum kits, 1 SFX set
New sound sets available through website

INPUTS
MIDIjoystick port and joystick lusive port
Microphane and stereo line inputs
CDfAux {steren)
Stereo digital in (S/P DIF - 44.1 KHz)
RCA gold-plated stereo analog in

OUTPUTS
A-speaker output (1 main stereo and 1 stereo surround)
Stereo digital out {S/P DIF - 4.1 KHz)
RCA gold-plated stereo analog out
Line out

DRIVERS/API SUPPORT
DOS, Windows® 3.1, Windows* 95
DirectSound™ with hardware acceleration
Maxi™ Sound Dynamic 30 Audio

SUPPORT STANDARDS
General MIOI™
General Standard™
Sound Blaster™ and Sound Blaster Pro™
Roland MPU-401" Mode UART
DLS™, Intel®, Cyrix®

STUDIC 4

SYSTEM REQUIREMENTS
A8BOX BEMHz ar higher (Pentium™® recommended)
3.5MB per second hard disk transfer rate
16-bit ISA slot, BMB RAM, CD-ROM Drive
Windows® 3.1 or Windows® 95

MSRP 3199

HARDWARE ARCHITECTURE

50 MIPS Digital Signal Processor: Dream™
Audio Codec: ESS Audiodrive 1868 and Dream™

SYNTHESIZER

64-voice polyphony (expandable to 86}
Wavetable synthesis
16 MIDI channels

DIGITAL AUDIO
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 sterec line inputs
CD/Aux (sterea)

OUTPUTS
4-gpeaker 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 Pra™
Raland MPU-401™ Mode UART

DLS™, Intet®, Cyrix®

SYSTEM REQUIREMENTS
486DX 66MHz or higher (Pentium® recommended)
16-bit ISA slot
4MB RAM (8MB required for Windows® 95)
Windows® 3,1 or Windows® 95

g ':.::.:-. 54‘
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MSRP $199

HARDWARE ARCHITECTURE
A0k ive Voodoo Graphics™ Technology
APIS support |

3D FEATURES
Perspective correct texture mapping
Bi-linear and advanced texture filtering
MIP mapping
Sub-pixel correction
Palygonal-based Gouraud shading
2-Bulering
Anti-aliasing
Alpha blending

SPECIAL EFFECTS
Fog, transparency, translucency
Texture marphing, compositing, and animation

PERFORMANCE
45 Mpixels/sec sustained fill rate
1 million triangles/sec polygon
Simultaneously runs color fill, texture and palygon display

COMPATIBILITY
PCI bus 2.1 compliant
Maost 30 AFIS
Operales alongside SVGA and Windows accelerators

SYSTEM REQUIREMENTS
Pentium® 90 or higher
8 MB RAM
Available PCI slot
SVGA graphics card
CO-ROM or DVD-ROM drive
Compatible SVGA monitor
Windows® 95

pioneering multimedia worldwide

WANT MORE DETAILS?

3 Guillemot International is a major contributor to the multimedia field through its innovative
line of peripherals. With an extensive in-house technology development center and years
4 of PC sound and gaming experience, Guillemot International is setting standards with its
4 Maxi Sound and Maxi Graphics hardware product lines.

CALL 1-800-967-0863

OR VISIT US AT http://www.guillemot.com

Guillernot International, Bl Maxi Sound, Maxi Graphics, Game Theater 64, Home Studio Pro 64, and Gamar 30 are

o Gl

owners. © Guill Internaticnal &ill'nlm reseived.

All other

) olr andjor
Cover photu by Stevan Nordstrim.
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betid
£ Registiy Editor _[Of[ %] i Instead, I'd like to offer some concrete suggestions that :
R WE it VI&N .H. ep \m:ll::;l.mkj: ;Inng.» a lrft I‘)cll:.;ll. - ‘ g
e Microsoft could release its Direet3D wrapper for the GL.
B D Microsoft :.l _Namé Quake engine. It doesn’t want to do this because it would be a =1
E] {3 Active Setup support headache. ... as if Microsoft really supported DircetX =
EJ D ActiveSetup users. Allernatively, the company could release it to the graph- =
® {0 Advanced INF S ies card manufacturers, who would probably be willing to =
El{:j AudioCompressic absorb a lot of those support headaches. Or release it to some
& () ClipArt Gallery other third party, along with source code.
& {] Code Store Data | » Microsoft could allow developers to release OpenGL
Eﬂ Qa Conferencing 1 MCDs for Windows 95, Yep, it would be slower than a native
i mini-GL, or even a full OpenGL 1CD, but it would at least let
me use whatever damned card [ want,

e Silican Graphics, the ariginal inventors of OpenGL,
could aggressively ( please note that word) support
OpenGL ICD and MCD hardware driver development
under Windows 95, It would certainly make for a nice

markeling coup.

nge As it stands, the hardware guys have o do cither their own
i A C:I FrontPageExpres ¥ mini-GL port (2 la 3Dfx or PawerVR) or a full ICD (installable
slesssEmaw iy BI LRI BI]  client driver) 2 la NVIDIAS RIVA 128 (which is a time-consum-
| IR q 3 { /2: ing process).

Thats all [ want — freedom of choice, That’s what a free
Thats all [ wanl — freedom of ¢l That

FIGURE 2 markel is supposed to he aboul. &

ISIS the 125th Anniversary of Arbor Day,

“tree planters’ holiday. This year The National

Arbor Day Foundation asks you to plant Trees
for America, and provide for their care.

Trees Make a World of Difference. Thanks to
trees we enjoy shadier streets, greener city parks,
and friendlier neighborhoods. Trees also produce
oxygen, absorb carbon dioxide, and help keep the
atmosphere in balance.

This year, plant Trees for America. For your
free brochure, write: Trees for America, The Na-
tional Arbor Day Foundation, Nebraska City, NE
68410.

The National
Arbor Day Foundation”

www.arborday.org
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Price: $39.99

Vendor: ThrustMaster
(503) 615-3200
www.thrustmaster.com
Reader Service #: 318

by Dave Salvator

inding the right gamepad isa difficult
proposition. The ThrustMaster Rage
3D gamepad is notable not only for s
larger size (lo accommodate adult
hanels), but also for its“lizard-cye”
thumb dish, which has two settings: one
with a more relaxed throw allowing for
more sublle“3D7 control, and a 2D setling,
inwhich the throw is greatly reduced to
allow for much quicker movements.
Installation is a breeze, Plug the unit

into your joystick port and feed the driver

CD-ROM, and the unit is good to go.
Rage 31 features ThrustMasters propri-
elary DirectConnect technology, which
allows multiple ThrustMaster controllers
to be simultaneously connecled, and you
can then pick and choose which eon-
troller(s) will he active. The downside is

that DircetConnect works only with
ThrustMaster digital controllers.

ThrustMapper, Rage 3D% program-
ming front-end, is pretty straightforward
to use. If you have several Rage 3Ds
daisy-chained together, mapping will
thenapply to all of them,

"The unils overall feel is pretty good,
though | found myself leaving it almost
exclusively in the more responsive 2D
maxde 1o gel quick enough response, NBA
Liviz 97 could use only buttons one through
four, but on the more twitch-sensitive
Vikiua Ficiig, | eould exceute just
about all the moves [ knew. And after a
couple of howrs of testing, my left hand felt
tired, but not as sore as after a marathon
session with traditional gamepads.

Alltold, Thrusty has come up withan

*k Kk kk : REVIEW ¢ THRUSTMASTER RAGE 3D CAMEPAD

A Gamepad
for Grown-Ups

inmovative design twist on e convention-
al gamepad, and bundleware includes FAs
Moro Racer, and PoweRrPLAY 98, The
larger size makes for less fatigue after pro-
longed usage, and for gamers with large
paws, this is one to check out. &

PAPPEAL: Gamers with larger
hands tired of “post-game claw
syndrome.”

PPROS: Good feel; easy program-
ming; comfortable in larger hands.

rCOMS: May be too large for
gamers with smaller hands; daisy-

k ;e
N!e w@BPImbe of yoURAe® )
NASCA n‘r\ recoil of your Chaim Gun,
ThunderSeat lets you blast off to a new’

level of realism.

chaining
works only
with other
Thrust-
Master
devices. Hﬂ'lfﬂ Aok kk
“A DOUBLE MUST-HAVE.
Anyone who plays compuler games
will want this AMAZING CHAIR!"
Marc Spiwak
POPULAR ELECTRONICS

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

oly
simulation. Paired with your amplifier, the
ThunderSeat makes your favorite flight sim as
realistic as it can be without a motion simulator!

OPTIONAL SIDE CONSOLES
Put your favorite joystick controls and 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 litile as $159.95!

For a FREE CATALOGUE CALL

1+ 800+« 8-THUNDER

ThunderSeat Technologies
17835 Sky Park Circle « Suite G
Irvine, CA 92614-6106

714 - 851-1230 Fax: 714 - 851-1185

CIRCLE READER SERVICE K161




Feeling Boxed In By Your PC’s Multimedia Capabilities?

SOUNIE SEAGT =

PC-DVYD"

SPEAKERS

= GRAPHICSGﬁfé'E%%
=i l B e

MULTIMEDIA KITS

The Hottest Upgrades Create the Coolest PC "

CREATIVE

WWW.SEOUNDBLASTER.COM

©1997 Creative Technology Ltd. All other brand o7 product names listed are trademarks o reg d and are property of their respective holdars,



upgrade to Hair-Raising, Heart-Pu

©1997 Creative Technology Ltd. All other brand or product names listed are ks and are property of their respective holders us" Sound Synthesis made under license from the Board of Trustees

of tre Lalend Stanford Junior Universiny. Sondlus® and tne Sondius - symbol are .rademarksnt The Bua d of Trus’-”: of the Letand Stanford Junior University. This produ der intemational and U.S. copyright
Laws as unpublished works. They are confidential and proprietary 1o the Baard of Trusteas of the Leland Stanford Juninr University, Their reproduction or disclosure, in v k3 therahrom without the express

permission of the Board of Trustees of the Leland Stanford Junior University is pronibited. Copyright 1952, 1933, 1994, 1995, 1935 by the Beard of Trustees of the Lefand Stanfer
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For your listening pleasure. ..
; ; »
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® AVWEé4 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.

Sound Blaster® AWE&64 Value Sound Blaster® AWE64 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 3D™ * 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 Strest Price For more information, check out our Vebsite at www.soundblaster.com or call 1.800,998.5227.



| Uparade 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!

MICROWORKS

“The Only Speakers
\IJ’OU! | ] I'.':‘»"L’]' NL'L‘L{ A

PC Works" SoundWorks® MicroWorks”

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.” “I Assumed That They Were Powered By
- CINET - PC Magazine 2 Testosterone Rather Than Electricity.”

- PCWorld

The Hottest Upgrades Create the Coolest PC."

CREATIVE

*Estimated Street Price

©1997 Croative Technology Ld. WWW.SOUNDBLASTER.COM
All other brand or product names
listed are wademarks or registered CIRCLE READER SERVICE #070

f
‘li?e?f'.“é'.l‘e’c?ﬂi holdors A For more information, check out our Vebsite at www.soundblaster.com or call 1.800.998.5227.



NASCAR PRO RACING WHEEL ¢ REVIEW 7 % %

Did Someone
Say “NASGAR”?

by Greg Fortune

hrustMaster, no stranger to the

driving controller market, has got a

new offering to serve up in ils

NASCAR Pro Racing Wheel The

ThrustMaster software installs easi-
ly under Windows 95 and provides sup-
port for multiple game controllers. You
can easily calibrate the unit through the
‘ThrustMaster Panel, which conligures
the Windows 95 joystick control panel
for you. The wheel holds its calibration
fairly well, and needs calibration only at
the beginning of each session.

The setup features a shift lever, a two-
button wheel, and gas and brake peclals.
“The pedals support combined and sepa-
rate modes, which detenmine whether or
not the two pedals are mapped as halves of

the same joystick axis; some games prefer
one over the other. The biggest annoyance
here is that to change the pedal mode, you
have to power down your computer, make
the change, and then restart.

"The layout of the controls works well,
but the wheel feels a bit small and the but-
tons could have been placed slightly far-
ther out on the spokes. The pedal positions
are also awkward, extending almost verti-
cally from the base, and can be uncomfort-
able and cumbersame to use if you don'l
have much leg room under your desk.

One final note: This setup worked law-
lessly with every game [ used for testing,
exceptone. Yes, the NASCAR Pro Racing
Wheel doesn't always want to be recog-
nized by, ,.get this, . NASCAR RACING 2.

HARDWARE

[ eventually got it working, but
[ almost dubbed it the “NASCAR No
Racing Wheel”

[ expect a lot from ThrustMaster gear,
but sadly, this wheel doesn't quite make the
grade. It5 a good system, but several short-
comings keep it from being great. [twill
serve you pretty well, but be aware of its
rough edges before you buy ane. %

PAPPEAL: Those who just have to
have ThrustMaster.

PPROS: Solid design; holds calibra-
tion well; everything’s included.

PCONS: Size ? m
and layout not ;
optimal; that l o, i

NASCAR irony.  |RATED A %

Price: §179.95
Vendor: ThrustiMaster
(508) 615-3200
www.thrustmasier.com
Reader Service #: 317

NETGEAR NETWORK STARTER KIT ¢ REVIEW X % Xk %k J

One-Stop Network Shop

by Loyd Case

ost strategy and simulation

games these days have built-in

multiplayer capability. While

playing with anonymous

strangers on the Internet has its
charms, there’s nothing quite like frag-
ging your best friends in an up-close-
and-personal way. If you have a second
computer, or want to get together with
friends for some network gaming, then
the NetGear Network Starter Kit may
be right for you.

The starter kit is a complete "network
ina box" solution, and is pretty represen-
tative of a number of similar products out
there. NetGears starter kit comes com-
plete with a pair of PCI Fast Ethernet
cards (capable of either [0Mbps or
100Mbps); a 4-port, 10Base-T hub
(10Mbps); two 25', Category 5, twisted-
pair cables; a floppy with drivers; and
documentation.

The manuals are a bit sparse, but are
relatively complete. Installing the 2 PCI
cards is straightforward, but you do
need lo read the manuals. NetGear’s
PCI cards use an Ethernet chip made
by DEC; Windows 95 recognizes the
chip and would install the drivers for
said chip —but NetGear’s docs specifi-
cally say not to let Windows 95 install
the drivers, Windows 95, being the
ornery creature it is, did lista DEC
chip network card in the Device
Manager, which | had to delete. Onee
past that little hurdle, both cards
worked quite well,

The four-port hub is very compact,
not much larger than a paperback
book. The supplied twisted-pair cables
had sturdy connectors at each end and
were reasonably flexible (some
Category 5 cables can be very stiff and
hard to manage).

Once Windows 95 networking was
configured, gameplay proceeded with-
out E'II])' zlppzlrt,‘nl ]J(.'l'fﬂl'l'l'li"lc{: Pl()b'
lems. The floppy disk also included
DOS IPXODI drivers (including LSL
for out-ol-the box IPX support),
Windows N'I. Windows 3.11, and
N(:I\\'.'Irc (lri\-'(?'l'.‘i,

The NetGear Network Starter kit
is 4 solid value and is perfect for
the gamer interested in network
faming, %

HARDWARE

JANUARY 1888

PAPPEAL: Anyone interested
in trying network gaming with a
minimum of fuss.

PPROS: Everything you need for a

LAN in one box.

»COpMS: Setup
is a little ’q‘_‘
documentation. |RATED & & % %7

Price: 5149 (streat)
Vendor: Bay Networks
{800) 231-4213
www.haynetworks.com
Reader Service #: 316

tricky; sparse






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 portable that topped the TransPort” XKk, that is.
That's why boor 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

get our wild-eyed multimedia gaming bundle, and you'll pick one of

four software bundles.
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

888-009-0972

WWW.micronpc.com

MICRON

ELECTRONICS

Configured For Your Life.

CIRCLE READER SERVICE #100



MICRON™ MILLENNIA" MME

STANDARD FEATURES

SI2KA pipeline burst cache, (lash BIOS
Integred 00MB lomega Zip drive. 3.5 floppy drive
2 voice waveralie stereo sound with speakers
SR Sportster 56K x2 daalfas modem’
PCE64-bit 3D video, MPEG. AMB EDO DRAM
Microsoft InelliMouse™ USI Connections
Microsoft Windows 95 and MS™ Pius!
Microsoft Office 97 Small Business Eduion
Choice of Micron Software Solutions Pak
S-yr3-yr Micron Power™ limited warranty

MICRON MILLENNIA MMk 166

Intel 166MHz Pentium  processor
with MMX™ technology
32MB SDRAM
3.2GD Ultra ATA hard drive
24X EIDE variable speed CD-ROM drive
15" Micron 500FGx, .28dp (13.7" display)

51599

MICRON MILLENNIA MwmE 200

Intel 200MHz Pentium processor
with MMX technology
64MB SDRAM
4GB Ultra ATA hard drive
24X EIDE variable speed CD-ROM drive
17" Micron 700FGx, .26dp (16" display)

200

MICRON MILLENNIA MmE 233

Intel 233MHz Pentium processor
with MMX technology
04MB SDRAM
06.4GD Ultra ATA hard drive
24X EIDE variable speed CD-ROM drive

17" Micron T00FGx, . 26dp (16" display)
52299

"Maximum transmission speed of up 1o S6Kbps when downloading
data and 33.6Kbps when uploading. However, actual performance is
dependent upon numerous faclors and observed Lransfer rates may be
less than the maximum polentials,

*The CD-ROM drive will be removed upon the purchase of the
DVD upgrade.

“Available only an Millennia My systems,

MICRON MILLENNIA Xku

STANDARD FEATURES

B24401X chip st

SIZRE internal 12 cache, 2MB BIOS

Integrated 0OMB lomega Zip drive, 3.5 foppy drive
12 voice waverable stereo sound, Advent 009 speakers

tster 36K %2 datafax modem’
er V330 128-bit 30 video with 4MB SGRAM

MICRON MILLENNIA Xku 266

Intel 266MHz Pentium I processor (features MMX technology)
64MB SDRAM

6.4GB Ultra ATA hard drive

24X EIDE variable speed CD-ROM drive

17" Micron T00EGY, .26dp (16" display) .
TR 5 509

MICRON MILLENNIA Xku 300

Intel 300MHz Pentium I1 processor
(features MMX technology)
128MB SDRAM
8.4GB Ultra ATA hard drive
24X EIDE variable speed CD-ROM drive

17" Micron 700FGx, .26dp (16™ display) .+~

- 93,099

FUSION 3D™ OPTION PAK

DVD-ROM:* DVD) software

14 Cool DVD PCEdecoder cand: 6 channgl AC-3 10 2 chiannel out
capability, SPDIF outpur (digital audio out)

AWE 64 154 sound card

Cambridge SoundWorksMicroWorks-
2 speaker satellite with subwooler stereo system

Monster 3D graphics card with 4MB memory™

A Warnor 2: Mercenangs D30 version

Command & C
Microsoft Sidow

wder Pro jovstick

With Millen
With Millen

:x

i $349

add 569

MICRON SOFTWARE SOLUTIONS PAKS

Choice of one Solutions Pak with the purchase
of @ Millennia system

QUICKEN FINANCIAL PAR

Quicken Defuxe, Family Lawver, Parents’ Guide 1o Money,
Fingang

EDVENTURE PAK

Includes childrens educational and emertainment seitware,
ages 310

HOME PRODUCTIVITY PAK

Famuly Doctor, Comptons Enc edia 97 Mavis Beacon
feaches Tvping. Printshop Ensemble 3. Net Nanny, Crayola
Magic 3D

ARCADE PAK
Kewing vs. e Fighter, Need for Speed 2, Command
and Conquer Red Alert, Thrustmaster Game Pad




MICRON TRANSPORT " XkE
STANDARD FEATURES

SIZKB pipeline burst cache

128 Dit, 2MB DEAM graphics

20K CD-ROM drive with AwtoPlay™ technology

Dragon Systems’ NaturallySpeaking Personal voice
recognition soltware

Pick-a-Point™ dual pointing devices

‘l]L[l'NIul andl 16-bit stereo sound

.m,[ il N(h ps mocem (upgracable to S0Kbps)

MICRON TRANSPORT Xkt 166
166MHz Mobile Intel Pentium processor with MMX technology
32ZMB EDO RAM
1.0GB removable hard drive
12.1" TFT SVGA display =
C %3899

MICRON TRANSPORT XkE 233

233MHz Mobile Intel Pentium processor
with MMX technology

48MBEDO RAM

3GB removable hard drive

13.3" TFT XGA display

*5,249

MICRON
POWER — 1 |m

WARRAHNTY
Seeat himaled warcaly 4 mierapmeciior and main eninery
Jeyuar fiwted parts-ooly wyster warmanty (1yeae for Tramifrt Wa)
1,2 or 3-pear cytional en-site servics omeement fod Mieress deskis and serves syssems
u lm of dree Matrons sapphed seftaier teosent der Meren deskls syitems; 3 eptensl
systess il resolofions iscloded lor Meran werver yvtems

Call now to order

= 888-009-0972

B = Z
mm«nmuuwunhuammnmmr.amrm www Imcroll C com
of sat. Terma and condtions of sale tr socefe confgenton
tnmﬂ'\ewmmmmuwwmm ute of by eaing Mizren. . .

MICRON

LECTRONICS

Configured For Your Life!

CIRCLE READER SERVICE #100
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Price: $79

Vendor: Sailek

(310) 212-5412
www.saitek.com
Reader Service #: 319

REVIEW ¢ SAITEK PC-DASH

Dash Away MFD Blues

by Loyd Case

nmodem combat airframes, one thing
that’s used to simplify the plethora of
controls is a pancl of buttons that usual-
Iy lies close to—or in some cases sur-
rounds— the mullifunction displays
(MFD). I've always yeamed for a setup like
this, but didn't want to go to the length of
building a virtual cockpit in my basement
And then along comes Saitek, withits
PC-Dash. Using the same technology fea-
tured in the chess hoards in the companys
stand-alone chess computers, the PC-
Dashis a fully progranmimable device thal
plugs into your keyboard port with a pass-

through cable. There are 35 touch-sensitive

hotspots and three “shift” toggles. You can
have more tan 180 contols inall, Theres
also a gamepad-like 8-way control and two
buttons that can he set up as fire buttons.
The programming tool is a straightfor-
ward, Windows-95 application, While its
relatively easy lo use, some of the controls

are ol entirely intuitive. For example,
when you enter keystrokes, the PC-Dash
defaults into an automatic mode that
makes it impossible lo backspace or correct
an enor, Theres a manual entry mode, but
that swilch is buried in 2 submenn. You can
assign each hot-spot multiple key-presses,
aswell as Control and Al combinations.
You can download programs, as well.

One cool feature of the PC-Dash is
the ability to print out your own control
sheets—in color, if you've a color print-
er. The PC-Dash also has a built-in bar-
code reader, which allows you to pro-
gram the controller without download-
ing the whole program. Every control
sheet you printincludes a bar code lo
case reprogramming, Saitek will make
adlditional setups and printable images
available for free on its Web sile.

Other than the somewhal awkward
user interface on the progranuming tool,
there are few downsides. It does take up

a healthy chunk of desk space. There are
tilt-up feet that let the PC-Dashsit at an
angle, but they don't have rubber suck-
ers. Still, the ability to have a complete
control selup —labeled, no less —is
pretty appealing, %

PAPPEAL: Any gamer looking to
simplify complex control setups.

FPROS: Flexible, programmable
device; nice programming tool

PCONS:

You have

to program

it; desk

hog. M'I'[I] ok okk

WarHawkl
The ip

WINDDWS“85

E)(Cj

CORTERT RATER 8T
ESRB

qEtlemark of Sony Computer Entertainment America Inc. ©1997 Sany Computer Entertainment nrm

It15-a trademark of the Interactive Digital Software Association.

CIRCLE READER SERV

SONY
INTERACTIVE
STUDIOS
AMERICA

nc. Windoy ;

Power up your PC &

BRI stered trademark of MiCREDIRLO! poration,
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Wanna Play?
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CGW Review Index

STRATEGY/WARGAMES

These Are the Games We Have Reviewed in the Last Three Months

Game Name

Atomic Bomberman
Blood Omen: Legacy of Kain
Blood: Cryptic Passage
Carmageddon

Jedi Knight

Meat Puppet

Moto Racer

Terracide

Time Warrior

War Gods

Wipeout XL

Atlantis; Lost Tales
Betrayal in Antara

DA: Pursuit of Justice
Dragon Lore |l
Twinsen's Odyssey
Versailles 1685

Greatures
Gubble

- Lose Your Marbles

MS Entertainment Pack
Stratajams

Fighters Anthology

Flight Simulator 98

iF-22

688(1) Hunter/Killer

Star Fleet Academy
SU-Flanker 1.5 Mission Disk

ABC’s Monday Night Football 98
Baseball Mogul

Diamond Mind Baseball 7.0
Front Page Sports: Baseball Pro '98
Grand Slam

Kick Off 97

Links LS 1998 Edition

Legends Football '98

PGA Tour Pro

Tennis Elbow

Tony La Russa Baseball 4

X-Car

Achtung Spitfire
Birthright

Dark Colony
Dark Reign

Issue

Nov.
Dec.
Nov.
Oct.
Dec.
Oct.
Nov.
Dec.
Dec.
Oct.
Oct.

Nov.
Nov.
Oct.
Dec.
Nov.
Nov.

Nov.
Nov.
Dec.
Nov.
Oct.

Dec.
Dec.
Oct.
Oct.
Dec.
Oct.

Dec.
Nov.
Dec.
Oct.
Oct.
Oct,
Nov.
Dec.
Ocl.
Nov.
Oct.
Dec.

Dec.
Dec.
Nov.
Dec.

Decisive Battles of WWII: Ardennes Offensive Oct.

Dragon Dice

Dungeon Keeper

Enemy Nations

Imperialism

Outpost 2: Divided Destiny

Pacific General

Steven Spielberg's Director's Chair
Warlords 11l

X-COM: Apocalypse

CGW

Nov.
Oct.
Oct.
Dec.
Dec.
Nov.
Oct.
Oct.
Oct,

JANUARY 1993

Page

293
306
300
212
298
206
298
316
325
216
210

282
286
202
328
278
290

314
318
391

316
238

364
374
249
244
368
240

346
312
342
226
228
230
306
362
234
308
222
338

400
416
324
394
270
328
259
276
403
414
320
282
256
264

Publisher

Interplay
Activision

GT Interactive
SCl/Interplay
LucasArts
Playmates Interactive
Electronic Arts
Eidos
Malofilm

GT Interactive
Psygnosis

Cryo Interactive
Sierra On-Line
Legacy Software
Cryo Interactive
Activision
Interplay

Mindscape

Actual Entertainment
SegaSoft

Microsoft

Random Soft

Jane's Combat Sims
Microsoft

Interactive Magic
Jane's Combat Sims
Interplay

Mindscape

ABC Interactive
Infinite Monkey Systems
Diamond Mind

Sierra On-Line

Virgin Interactive
Maxis Sports

Access Software, Inc.
Accolade

Electronic Arts

GOTO Software
Maxis Sporis
Bethesda Softworks

Avalon Hill

Sierra On-Line
Strategic Simulations
Activision

Strategic Simulations
Interplay

Electronic Arls
Headgames Interactive
Strategic Simulations
Sierra On-Line

SS1 Online

Microsoft

Red Orb Entertainment
MicroProse
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The Most Respected Reviews
in the Industry for 15 Years

Sld Maier s Eeltyshurg D. 2?4

uzzle Challenge 2 p. 314

“Massive splatter and gore, astoundingly bad voice acting, inconsistent
graphics, clumsy interface, noisy sound, and rampant sexism. And despite all
of its failings, it's actually fun.”

—Mark Clarkson, reviewing RESIDENT EviL

HOW DO WE RATE?

Experience. Our srongest ¢ you're interested in the -“0"'5"‘3" butlacks_
buying recommendation. { subject matter or @jeri_re. flair or ungmalitya

JANUARY 1998 CCW




* kK REVIEW » HEXEN lI

A Hex on Quake

A Competent Conclusion to the Serpent Rider Trilogy

by Ron Dulin

aven Software has made these weapons have

aname for itself using icl different effects
Software’s technologyto when “powered up”
creale compelentshool- by the Tome of

Power). Offsetting
the meager weapons
selection is the wide

ers with a slight role-play-
ing flair. It altered DoOM
for HERENC and did the
same with Doom 1 for
HExXEN, Now, it has
revised QUAKE (and hits
of the Quake 11 engine) to create HEXEN
11. HExen [lis the third game in Raven’
Serpent Ricler trilogy, and it tries to deliv-

range of power-ups,
which range from
offensive supple-
ments, such as the
Stone of Sum-
moning (which
invokes a huge imp

er the single-player experience that
many felt was lacking in its progenitor. to fight at your side)
1ts a commendable effort, one that al and the Glyph of the
first glance appears to break from the tra- - Ancients (an explo-
ditional blueprint. But there are some sive device that
problems that keep it from standing works differently for each class) lo
alongside the classics. more basic power-ups such as the Ring
of IMlight, the Invisibility Sphere, and
the Boots of Specd.

THE EYE HAS IT The attention to detail in the artistic
design is impressive. It's too bad that every hub didn't
get the same care.

Ring of Flight was originally commis-
sioned by “King Yasvim the Unruly”),
but these tidbits have little or no
impact on the game. Apart from some
sporadic notes left around the levels,
your'll have no contact with any plot
clements whatsoever. The story is little
more than a loose thread Lying logeth-
er the games diverse locations.

ROLE-PLAYING LITE
Hixen 1 doesn't claim to be a role- The story itself does little Lo further
playing game, and no one is going to the role-playing elements. The accom-
mistake it for DAcGEREALL. There areno — panying book, The Chronicle of
nonplayer characters, no quests (in the
traditional sense), and, except for the
fantasy theme and four classes, no

Deeds, lists plenty of clichéd lantasy
origins for items and characters (the

real rale-playing clements.

There are four classes: Paladin,
Crusader, Necromancer, and
Assassin. I%ach has slight advan-
tages and disadvantages, and as
they gain experienee they also
gain new abilities, such as the

Price: $50
Minimum System
Requirements: Pentium

90 (P120 recommended),
Windows 95 or NT, 16MB
RAM (24MB recommend-
ed, 24MB required for
GL), 120MB hard-disk
space, VGA graphics, 2x
CD-ROM drive, Sound
Blaster-compatible

sound card

Multiplayer Support:
Internet or Local Area
Network ( 2-16 players).
Designer: Raven Software
Puhlisher: Activision

Los Angeles, CA

(800) 477-3650
www.activision.com
Reader Service #: 321

Necromancers ability to collect
health-restoring soul-spheres from
dead enemics and the Assassin’s
ability to hide in shadows. "The
weapons-set differs for each of the
classes, botl in appearmee and in
performance. The Paladins
weapons are primarily close-range
implements, while the Necro-
mancer relies on spells.

The one drawback to the
weapons-sel is thal itis very lim-
ited — cach character has only
four weapons in his arsenal (or
cight, il you count the fact that

CGW JANUARY 1998

WHERE'S THAT PAGE... Even the nonaccelerated version features more stunning visuals
than you'll find in any other action game.
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HEXEN II « REVIEW
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GHOST IN THE HOOD The monsters and weapons in Hexen |l are interesting, but
both are in short supply.

WHAT'S THE HUB, BUB? confrontation with one of the Four
Like its predecessors, Hixin [1is Horsemen of the Apocalypse (famine,
divided into hubs— groups of interrelat-  death, pestilence, and war), and the final

ed levels that 1 1er st raverse i hub ends in a confrontation with the
shion. HixeN 11 has five Serpent Rider Eidolon.

hubs, each with its own theme. There§ a ‘The theory behind hub design is that

medieval village, a Meso-American it will help remove the linear

‘panasas sjyBu gy ou)

temple, Iigyptian ruins, a Creco- that composes the single-player portion

Roman environment, and a gothic of most first-person action games.

cathedral. The first four hubs end in a Players must go back and forth between
levels, hunting for objects

= and opening pass :
II I- n e- av grant aceess lo new arc:

fter Quaxe’s release, many people were protesting its unin-
A spired single-player component. The game was geared for

the multiplayer experience from the heginning, and it
showed. Hexen Il falls into the opposite trap. The single-player
game was obviously the focus, and the multiplayer options seem
like an afterthought.

Hexen |l offers the basic options, including 2-16 player death-
matches and cooperative play over the Internet or on a local-
area network. Unfortunately, there are no modem or direct-
connect options. The five multiplayer maps are decent for death- =
matching, but the majority of the game’s single-player maps She " make your hear[
aren’t suited for all-out fragfests. .

The distinct elements of Hexen Il have varied effects on death- 5k|p many beats.
matches. The idea of character classes and experience points
make things a little more interesting—players become more 7 =
powerful as the match wears on. Those on the bottom of the TASMIN “FURY™ LEAND RI
heap also get more experience for taking out advanced players. 7

Unfortunately, the puwer-upé that help add diversity to the SPECIALTY: ASSASSINATION
single-player game have an adverse effect on the balance in S
multiplayer. The game hasically deteriorates into a race for the wWww.vigl lance.com
more powerful items, and those with a good supply of Glyphs of
the Ancients, Stones of Summoning, or Force Cubes will usually
emerge victorious against even the most powerful adversary.

JANUARY 1998
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IF GUNS FAIL, BRING IN DOGS.

IF DOGS FAIL, BRING IN TEAR GAS.

IF TEAR GAS FAILS,

BRING IN HELICOPTERS.

Download the demo at www.sierra.com/swat2.
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lcome to |

the world of Daryl F. Gates and the LAPD. Here, 2 SWA":
"
p

line separates law-abiding society from kooks, crazies, ts,
sociopaths, d lords and gang bangers. The choice is yours. Join the
an WAT tactics, strategies and scenarios. Or hecome one of
society’'s miscreants, and take It to the esta

tablishment with b

14]

[F HELICOPTERS FAIL,

BRING IN THE NEGOTIATION TE AWM.
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The design has its benefits. The hubs
are cerlainly nonlinear, and the ability (o
move from one level to the nest with
complete freedom creates the sense of a
huge environment,

But the use of hubs, especially in
Hixex 11, has drawbacks, too. Most
notable is that once vou clear a level on
vour first pass, subsequent passes are
much too boring, Also, the puz-
zles in HEXEN 1] aren't very
notable; most require you to
pusha few buttons in a certain
sequence. Even the attempt to
break from the traditional key
hunt is only partially successful.
While Hexen 1 has you hunt-
ing artifacts like a Serpent’
Heart or Canopic Jars, these
items simply replace keys as
the objects you use to move on,

When the hub design does
work—as in the Meso-
American levels, where your
goals are clear and the levels follow a logi-
cal progression — it shows that an action
game can go beyond the blueprint set by
WoLFENSTEN 3D, When it doesn't work
aswell, as in the Fgyption levels, the hub
design is confusing and frustrating,
Theres not enongh guickinee or informa-
tion to allow you to understand how vour
actions are affecting the environment.
Noris there any elear indication of what
vouneed lo do next.

A SPORADIC AFFAIR

Without question, Hexes s the
most visually striking action game of ils
kind to date. There is more visual intri-
cacy in one of Hixex 115 Greco
Roman murals than in all of Quaki's
levels combined, As with much of
Hixen 11, [|IUII_L;]|. every greal feature
has a downside. The detail comes at a
price: The levels take a great deal of
time fo load, sometimes as long as a
minute or more, The rich textures also
cause some slowdown during gameplay,
drastically reducing frame rates if you

turn too quickly in certain areas,

The enemy animation is as impres-
sive as the environments. Mummies
crawl along the ground after their
limbs have been rent, and Wars imas-
sive Clydesdale rears up as his master
throws axes al you, As with the
weapons, though, there’s not much
varicty in the animation. There also

JANUARY

HEXEN [i « REVIEW

isn'l a wide variely of monsters; each
hub has one native enemy, and the rest
are just different-colored versions of
the spiders, scorpions, and archers
you've seen before.

There are also numerous other tech-
nical glitches—not “bugs™ per se, but
issues that left me feeling that the game

was released in an unfinished state. The

WHOA, NELLIE At the end of each hub awaits
one of the Four Horsemen. War is pictured here.

haunting soundtrack is defaulted to the
“oll” position, which, for the first few
levels, led me to believe that the game
had no music. Certain hotkeys don't
work as described, and accidentally
“quickloading” when you haven't
“quicksaved” is a one-way ticket back lo
the Windows desklop. Many of the
technical problems are fixed in the 1.09
patch, but the sheer number of fixes in
the patch indicates that the game was
released before its time.

Despite its problems, Hixex 1 is a
solid choice for the QUAKE fan looking
for a slightly more substantial single-
player experience. [t not going to
change the face of action gaming, but it
does ofter enough diversity and chal-
lenge to keep things interesting. &

FAPPEAL: Quaxe fans looking for a
slightly more substantial single-
player experience; gamers who want
to show off their 3Dfx card.

PPROS: Intricate and diverse envi-
ronments; excellent animation; occa-
sionally inspired level design.

PCOMS:
Lengthy load
times; mediocre
puzzles; lack of
variety in
weapons and
monsters; lack
of guidance in
some hubs.

CGW
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Think of him as an
anti-terrorist tour quide.

LORENZO “VIPER" MENEZ
SPECIALTY: RECONNAISSANCE

www.vigilance.com
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R GOOD 7TH LEGION RECRUIT
ALWAYS SALUTES HIS VICTI
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Scream through combat strategy and savor every GUT-WRENCHING
moment of annihilating your enemy. With rage in your veins and
ASSASSINATION on the brain, be prepared to command this 7th Legion™
battalion in the ultimate UNTAMED DEATH FEST. Because once you're in—it's
all about balls-to-the-wall real-time combat action, where “paying your
respects” is done with a dignified SINGLE FINGER SALUTE.

www.microprose.com " AVAILABLE O WINDOWS 9. VISIT YOUR LOCAL RETALER 08 cALL: 1.800,695.GAME 24 HOURS [US. AND CANADA)
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1597 MictoPrase, Ine, AU et teserved, 7t Leglon is o tradematk of Eple MegaGames, las, MiereProse Is a relstersd trademark of MicraPrase, Inc. All sther trademarks are the preverty of their reepecties holders,

@ ATTITUDE. Your voracious band of @ ANERCHY, Wage war with up (o 6 legions @ ACTION., MMX technology delivers
ruthless mercenaries gets smarter as they via modem, LAN or Inlernel~then deploy aclion feverish, finger-blistering combat with action
collect mutilated bodies for cold hard cash. element cards (o wreak havoc on enemies. faster than any other real-time strategy game.
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LucasArts’ Gorgeous N64 Port lllustrates

SHADOWS OF THE EMPIRE * REVIEW % % X J

the Good and the Bad of Console Gaming

by Martin E. Girulis
hese days, it seems like you
can'lswing a dead Ewok
without hitting a Star Wars
product: Tovs, books, maga-
zines, comics, and gimes
hurl nouveau-mythology into
our faces daily, and all this
with the new movies only a
couple years away. Besides
delivering high-quality Star
Wars computer games (not counting that
Yo fiasco, of course), LucasAris has
had a history of courting
the hideously rich console
market, most recently
with SHADOWS OF THE
EMPIRE, its graphically
stunning Nintendo 64
game. Now for the first
lime, LucasArts has trans-
lated one of its console
titles to the PC sa that
even us gameplay elitists

SHADOWS action.

I STAY ON TARGET The flight sequences

are the best part of the game. The Battle of

Hoth, in which you take down AT-ATs with tow cables, is particularly fun.

game. Of the three, the flight-sim por-
tions, especially the game’ inilial offer-
ing, in which you fly a snowspeederin
defense of the Rebel Base on Hoth, are
the most satisfying in terms of action,
‘The DooM partions look great and have
some nice twisls, like the train-leaping
sequences on the Junkyard world, but
they'e too sparsely populated and drawn

can geta taste of DEAD END? The least exciting parts of the game are
the average first-person sequences.

ENTER: BIFF RIPROCK!

SHADOWS loosely follows the book of
the same name, which fills in the blanks
between the second and third Star Wars
films. We follow the adventures of a Han
Solo wannabe, Dash Rendar (Oy! What
anamel), as he tracks down Boba Fett,
so that our regulary scheduled heroes
can retrieve the Solo-sicle on schedule in
Return of the Jedi. Interms of the game,
this translates into a series of 10 arcade
sequences, loosely linked to form a story-
ling, though the only actual continuity is
the number of spare lives you bring from
one sequence to the next.

Roughly, there are three types of
games offered here: a simple flight sim, a
fiml-|}ersn|1 shooter, and a rail shooter

out. While the rail shooter sections will
probably be the least desirable portion of
the game for traditional PC gamers, they
are well done, with action fast and furi-
ous enough that you have little time lo
resent being led by the nose.

Visually, this game is stunning. A very
high-end PC can give you graphics
superior to those in the N64 version (of
course, it is up to the reader to decide if
that’ worth the $2,500 or so in computer
costs), and the program makes excellent
use of 3D accelerators. Buildings look
greal, he textures are fantaslic, and pixe-
lation is nonexistent. If you are looking
for a game to show off your monster
gaming rig, then SHADOWS is sure lo
wow your friends and neighbors,

THE ROOT OF THE PROBLEM

The only real problem for most PC
gamers is that SHADOWS is what it is: a
console port. [t thus brings with it all
the limitations of its original form:
lousy game-save options, limited free-
dom in gameplay, nonbaoss opponents
that act more as flashy targets than
dynamic and dangerous enemies, no
multiplayer options, and nonexistent
replay value (three difficulty levels
don't count). LucasArts has done noth-
ing, outside of upping the graphics a
bit, to take advantage of a more open-
ended PC platform.

On the other hand, SHADOWS OF THE
[Empire: s far superior to the last two
attempts (REBEL ASSAULT | and 2) that
LucasArts made at bringing console sen-
sibilities to the PC market. Its a good
action game, and the 10 sequences are
large and offer a lot of gameplay. This is
an excellent introduction to some of the
best things the console market has going
for it— but it’ just not much more, &

FAPPEAL: Sfar Wars fans and
action gamers who are looking for
some simple fun.

FPROS: Incredible graphics; good
action in the sim and rail shooter
sequences; exact port of the con-
sole game.

PCONS: First-person shooter
sequences tend ™
to be more
tedious than
exciting; limited
replay value;
exact port of the
console game.

JANUARY 1998 CGW

Price: $49.95
Minimum System
Requirements: Pentium
90 for 3Dfx machines
(P120 for all other 3D
cards; P133 recom-
mended for all
chipsets), 16MB RAM,
3D accelerator, 4x CD-
ROM drive, Windows
85-compatible 16-bit
sound card.
Multiplayer Support:
None.

Designer: Jon Knoles
Publisher: Lucashrts
San Rafael, CA

(888) 532-4263
www.lucasarts.com
Reader Service #: 322



They'll draft you, bump you, steal j'nur line. You'll try to return the favor. This is NASCAR Racing 2 on-PC-CD. Add the NASCARs Grand Halinnal; Series Expansion

hec) ©1997 Sierra On e, Ine. © Bellowwe, WA 98007, Popyrus™



Pack for 12 tricky new tracks and 30 crafty new opponents. Buckle up, www.sierra.com/nascar2.  \ TS NOT JUST A &GAME.
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Price: 549.99
Minimum System
Requiremenis: Pentium
75 or better, DOS 6.2
or better, 16MB RAM,
BOMB hard-disk space,
CD-ROM, VGA-graphics
card, Sound Blaster-
compatible sound card
Multiplayer Support:
Modem, serial

(2 players), LAN, TEN
(2-8 players).
Designer: 3DRealms
Puhlisher:

GT Interactive

Buffalo, NY

(B00) 469-5691
www.gtinteractive.com
Reader Service #: 323

REVIEW *» SHADOW WARRIOR

- Samurai Bored

3DRealms’ Newest Action Game Is Too Little, Too Late

by Thierry Nguyen

HADOW
WARRIOR
has been
getling
much pub-
licity—
including
from wrilers
in this publi-
cation— for
ils racist characteristics.
Well, lets put the racism
card on the table now:
Some among you willbe

offended by the game,

from its use of a mock-
Chinese accent and
Hiroshima eracks lo ils
“Coolie Mines” levels. Others will not.
You make up your mind about the
stereotypes; this article is about whether
the game itself is worth a look.

SHADOWY STORY

The plot for SHADOW WARRIOR can
only be described as paper-thin. As Lo
Wang, you hunt down the evil Zilla
throngh 20 levels of zombies, ghosts, and
ninjas to avenge the death of your men-
lor, Master Leep.

"This game, as does BLooD, offers inter-
connected levels that flow together logical-
ly, which makes it
animprovement
over DUKE
NUKEM in terms of
continuity.

But the actual
level design isa
mixed bag, While
alew levelsare
well designed in
terms of game
flow and enemy
pl;lu:nmnl, others
suffer from the
“hard-lo-find-key
syndrome.” A few
of the levels have

CGW

HERE WE GO AGAIN SHapow
Warrior's depiction of
women is only slightly better
than Duke's; at least some do
talk or shoot back.

JANUARY 1098

BE STILL MY BLEEDING HEART This screenshot shows the cool
ripper heart weapon, as well as the new boss meter for end bosses.

puzzle elements, such as pushing tiles or
manipulating remote-controlled drones,
but they are too few and far between,

FURY OF THE NINJA

[nemics sulfer from inconsistency as
well, Most of the time, vou'll fight zombie
ninjas (who look nothing like ninjas but
actually have decent Al). They duck to
avoid your blasts, and some will blind you
wilh flash bombs and pummel you with
magic napalm. These ninjas, the game’
basic grunt units, tum out to be the most
interesting of a dull bunch of encies.

"The ripper ranks as the most
disappointing enemy. Maybe
the monster designers at
3DRealms played alitlle oo
much DooM or QUAKE, as the
ripper s just another slobbering
beast that jurmps al you and
hacks away with its claws —
much like QUAKES fiend or
Doons demon,

The infamous coolie is
none-too-impressive: It just
basically runs around and
explodes when its near you,
and the resulting coolie ghost is
hardly threatening, The female
ninja is the only other enemy

worlh mentioning, not because
she uses Sticky Bombs (as you
do), but because she looks more
like a dominatrix than a nina.

SWORD OF THE SAMURAI

"The weapons don't raise the
excitement level muchy; the only
weapons worll noling are the
katana blade and the ripper
heart. The katana blade is the
most powerful default weapon
I've ever seen, While many other
games have pathetic fists or
knives that are never used, the
katana blade inflicts about 100
points of darmage per swing and
can serve as your weapon of
choice for most of the game. The other
worlhwhile weapon is the ripper heart,
which conjures a“Shadow Wang” to fight
alongside you for a while.

Many of the new BUILD engine fea-
tures have already been featured in other
2D games. Rooms over rooms? Done in
Eranicator and Broon. Controllable
tanks and turrets? Think CYBERMAGE.
However, SW's transparent waler is more
realistic than that of GLOUAKE.

SHADOW WARRIOR is an average action
gamie, While there are some good en-
hancements to the BUILD engine and
some good level design and enemy Al the
rest of the game is mediocre. If this s the
last game o use the BUILD engine, then

tay it rest in i.H:.'eIL'L',%

FAPPEAL: Action gamers who need
every first-person game.

PPROS: Nice enhancements to the
dying BUILD engine; a few quality
enemies and levels.

PCOMNS:
Average fare; a

N _
hit late; some =~

“new” fealures '>_‘ ™

f A

already appear

in other games; NI *
stereotypes may HA'I' “
offend some. E *




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 SUFPFORT WITH DEATH MATCH
AND TEAM PLAY SUPPFORTING NETWORK, MODEM AND DIRECT CONNECT. @ NEW FLYABLE AIRCRAFT INCLUDING THE
CLASSIC FOKKER D-VII. ® ENHANCED VIEW SYSTEM, INCLUDING A NEW PERIPHERAL VISION MODE. ® 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 COMBAT FLIGHT EXPERIENCE

“FLYING CORPS IS OUTSTANDING” PC GAMER 90% -l - “THE NEW KING OF WW1 FLIGHT SIMS” CGW 4/5
“THE DEFINITIVE WW1 FLIGHT SIM EXPERIENCE” iy i i =z “FLYING CORPS IS SIMPLY STUNNING”
PC GAMES A RATING I NTERVACTIVE COMPUTER GAME ENTERTAINMENT 98%

30FX LOGO © 1996 30DFX INTERACTIVE, INC.
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TAKE NO PRISONERS ¢ REVIEW % &

Death From
Ahove

A Bird's-Eye View Isn’t Enough to
Distinguish This Latest Shooter

by Robert Coffey

FLOOR SHOW While a 3D card will do wonders to enhance
the graphics, as in these beautifully detailed carpets, it can't
improve on the ho-hum quality of the gameplay.

hy is it that Take
NO PRISONERS —

the game is a by-
the-haok affair.

with more than 20
dilferent enemies,
more than 20 dit-
ferent weapons,
more than 20 dif-
ferent combat
items, and more
than 20 different
levels —isn't..um...more different?
Probably because, in spite of all its cfforts,
TNP comes up short as a shooter, deliver-
ing mildly enjovable yet unengaging play:
TNP makes a lot of noise about the
freedom of its “nonlincar” territories,
which discard the traditional concept of
sequential levels, but the claim is mis-
leading. True, many of the environments
can be explored in any particular order,
but completing them is another mat-
ter—you'll need passcodes from some
levels to finish others, and some areas
won't open until others are completed.
Territory design is adequate, but lacks
any real flair or personality. A few puz-
#les spice up whats offered, but most of

Since the vast

majorily of levels lack bosses or any clear
goals, you'll often find yourself wonder-
ing if you missed something that pre-
venls you from opening a door later in
the game, When that happens, you'll
find yourself experiencing a bane that
adventure gamers know all too well:
relracing your sleps lo hunt for some
unidentifiable something,

FUN WITH GUTS

Recucing the villains of INP to a mess
of blood and gore on the pavement is a
snap wilh the huge arsenal youTe provid-
ed, which includes plasma guns, radioac-
tive grenade launchers, three lypes of
thrown grenades, and more. Useful items
like hoverpacks and energy shields, as well
as three types of vehicles, also ensure thal
vou'll have plenty to keep you entertained.

Graphieally, TNP laoks pretty good,
with rich color and lots of detail — provid-
ed you have a 3D card. Without 3D accel-
eration, you'll be saddled with chunky,

mandeer vehicles, such as this plasma-spewing hovercraft.

'RJDING SHOTGUN In one of the better features in Take No Prisonens, you can com-

sluggish, ugly graphics — even on a P150.

TNP top-down perspective is hardly
the revolution Raven would like it to be,
and it works against the action. You can't
see much of your surroundings, so off-
screen enemies can safely fire at you, Its
easy o lose your bearings, and the games
lame mapping feature does little to help.
Warse, the depth of the perspective can
put upper levels squarcly on top of Slade
when hes fighting, obscuring the gunplay.

"INP offers six different multiplaver
games with a friendly handicapping fea-
ture. The variety of games is welcome,
especially since the game lacks the immer-
siveness and speed of multiplayer giants
such as QUAKE. Unfortunately, you'll need
access foa LAN fo get the most out of the
team games sinee Intemet and MPlayer
play support only two players,

In the end, Takr: NO PRISONERS is an
also-ran. lt5 a little fun and diverting, but
certain to get lost among the slew of new
3D, first-person shooters on the horizon. %

PAPPEAL: Shooter fans hiding
their time until Quaxe II.

PPROS: Lots of weapons and gad-
gets; good 30-accelerated graphics;
six different multiplayer games; lots
to kill,

PCONS: Graphics stink without 3D
card; ho-hum level design; lack of
clear goals or
endings to lev-
els; top-down
perspective
works against
gameplay; use-
less map
feature.

CoW
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Price: 550

Minimum System
Requirements: Pentium
90 (P133 recommended),
Windows 95, 16MB RAM
(320MB recommended),
35MB hard-disk space,
4y CD-ROM drive, SVGA-
graphics card, Sound
Blaster 16-compatible
sound cards, 28.8Kbps
madem for Internet or
modem play; supports
most major 30 accelerator
cards.

Multiplayer Support:
28.8 modem, direct con-
nection, Internet, MPlayer
(2 players), LAN

(2-8 players).

Designer: Raven Software
Publisher:

Red Orb Entertainment
Novato, CA

(800) 474-0485
www.redorh.com
Reader Service #: 324
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You'Re DASH RENDAR - QUICK ON IT'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.



THERE'S A NEW FACE OF'
EVIL INTHE UNIVERSE.

Enter Prince Xizor - the newest villain in the Star Wars

S LT

universe. In Shadows of the Empire, you'll encounter

3
) THE

vehicles and locations. With your 3D accelerator, it's a fast, sharp, colorful universe - so detailed, in fact, you

w  NBLCELERAION  him along with a host of new Star Wars characters,

can see the trigger of a blaster. Enter the fray in 5 gameplay modes; ground shooter, space combat,

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. WWMW. I0CASArS.com

@, TM & © 1997 Lucastilm Lid, All Rights Reserved, Used Under Authorization. Star Wars and the LucasArts lego are ks, and § of the Empire is a trademark of Lucastilm Ltd.
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Price: 540

Minimum System
Requirements: Pentium 90,
16MB RAM, 45MB hard-
disk space, 2x CD-ROM
drive, 640x480 256-color
SVGA graphics, Sound
Blaster 16-compatible
sound card; supports
Windows 95-compatible
namepads/joysticks.
Multiplayer Support:
Modem, serial link (2 play-
ers), TCP/IP, IPX

(2-10 players).
Developer: AM2
Publisher:

Sega Entertainment
Redwood Shores, CA
(800) SEGASALES
www.sega.com

Reader Service #: 325

k Xk k*k = REVIEW ¢ VIRTUA FIGHTER 2

Virtua Perfection

A Fighting Masterpiece Finally Comes to the PC

ROUND TWO While arcade gamers get to play Virrua FigiTer 3, PC owners can at
least savor the rich gameplay and new moves and characters in the port of VF2.

by Kelly Rickards

ega’s superlative VIRTUA
IcrEr 2 has made the
transition to the PC, and
while its not the perfect
translation I hoped for, the
tight, balanced gameplay of
the arcade version has,
thankfully, been preserved.
VIRTUA FIGHTER first made
ils coin-op apprarance asa
flut-shaded, polygonal fighting game fea-
turing motion-captured characters and real
martial arts moves. Although all the action
in VIl took place ona 2D plane, the
swooping camera angles and 3D charac-

ters gave the game a look that continues to
inspire 3D fighters o this day. These days,
VIRTUA FIGETER has moved into its third
iteration in the arcade, while the second
edition in the series lives on in Sega Satum
consoles and has now come to the PC.

IS IT LIVE OR IS IT MMX?
Running on a P200 MMX at 6405480
resolution, VI2 was a virtual (no pun
intended) clone of the arcade/Satumn
game. All 11 characters have every single
move, counter, throw, and special move
from the arcade game. Unlike the Satum
and arcade versions, this PC version docs
nol run al 600ps in high res. Because of
this, VI'Z on the PC does not have the
lightning-quick control response that

CGW
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either the arcade game or the Saturn
conversion can boast. But compared to
other 3D fighters on the PC, it is on

of), but eye candy sells games, and
todays top titles need good graphics to
complement their gameplay: This is
especially true in the case of modern 3D
fighters. Sad to say that while VI looks
greal, it could have (and should have)
looked even better than the arcade
game. VI2 PC supports only
DirectDraw, and as such, the game
looks only slightly better than the Saturn
conversion, even on a P200 with MMX.

These days, almost all 3D fighters on the

PC suppart Direct3D and can use the
power and features of a high-end 3D
accclerator (such as 3DEx or Power VR).
For me, this was the games biggest dis-
appointment, since the visuals on the
PC port could have surpassed those on
Sega’s coin-op Model 2 architecture

another pla- — oy (which lacks
teaun entirely. features such
VIRTUA as bilincar
FIGHTER 2 on filtering and
the PCis truly antialiasing).
VI2. Despite Other than
aslight shug- that, VE2 estab-
gishness loils lishes a new
play (it’s still benchmark for
faster and 3D fighting
more involved . ameplay on
than other STILL CHAMPION VirTua FIGHTER 2 iS by @r the Iic P(l_: .-1?1(1 i
polygonal best 3D fighting game on tha.P.C. though it ther solidifies
fighters on the could have looked better had it included Sega’ reputation

PC), VF fans Direct3D support.
and novices

alike will find themselves immersed in a
fluid, well-crafted gaming experience. It
took just a few minutes to get used to the
speed of play, and once 1 did, 1 discov-
ered 1 could use the same techniques
and stralegies | used in the arcade.

In fact, ViRrua IGier 2 (which is the
maost complex of all fighters) was easier to
play using the keyboard than any other 3D
PC fighter I've sampled, though [ recom-
mend using a good gamepad.

GRAPHICS WITHOUT PUNCH
IFighting games may live or die by the
quality of their gameplay (or lack there-

as the master of
3D fighters. &

FAPPEAL: Anyone who wants to
sample the greatest 3D fighting
series of all time.

PPROS: Exquisite and deep 3D

fighting gameplay; supersmooth

character animation; great game
halance.

PCONS:
Somewhat dated
graphics; poor
sound balance
hetween effects
and music; no
Direct3D
support.
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Serious gameplayers don't play by the clock - so why should your sofiware store?
That's why we created Softmania. Softmania's virtual shelves are stocked with thousands of games, ufility,
business and edutainment fitles, and because we're on-line, you can order anytime - day or night. With overnight delivery
to anywhere in the U.S. and Canada*, and a hassle-free refum policy, Softmania is your most convenient source for software.

Thousands of Titles «Daily Specials < Free Software for Softmaniacs
OVERNIGHT _

DELIVE
Now thru Dec. 31%, 1997

iFront

www.ifront.com

Overnight shipping by
=) 7/ A

==, T —=
WORLOWIDE EXPRESS *

www.softmania.com

£1997 ifront, loe. Gemesmanin, Soltmania ond iFront are rodemarks of iFrend, Ine. All rights reserved. All trodemarks ond registered trodemarks are the property of their respettive owners.
* Deders received by 3:30 PM EST. will be shipped for naul day delivery. Offer applies in the LS. anly,




by Denny Atkin
inball is a simple game,
but it can be a disaster on
the PC. Real pinball isa
very tactile game, with
serious plavers using pre-
cisely timed flippering
and gentle machine
nudges in order to post
their initials on the high-
score board. On the PC,
though, if the developers get the hall
physics a little bit wrong or screw up the
angles off the bumpers, pinball devolves
into a simple (and dull) arcade game.
PrO PingaLL: TIMESHOCK! is a
pure, natural pinball simulation. It
doesn’t try to do anything that you
wouldn't see in the arcade. It focuses
on realistically re-creating a pinball
table, and it succeeds wonderfully.

HOW DO YOU THINK IT DOES IT?

TivESHOCK! isn't based on a real
table, but if Bally created a real-world
pinball machine from this design it
would probably do well. It has all the
popular features; three flippers, scoops,
ramps, and multiball play.

Italso has an interesting “plot” for those
gamers who actually want to do more
than just keep the ball in play indefinitely:
A time-travel experiment has gone horri-
bly wrong, and you must save the world by
collecting crystals and Tachyonium, As
you make various challenge shots and
bonuses, the machine sends you (using
cues on the dot-matrix display at the top of
the sereen) through the past and future,
giving you the requisite point bonuses for
completing various tasks,

PRO PINBALL: TIMESHOCK!  REVIEW % % % % %

Pinhall Wizardry

Empire Gives Jaded Pinball Players Shock Treatment

FLIPPING OUT At 1600x1200 resolution, TimesHock! gives you
a clearer look at the table than you'd get of a real lable in a
smoky bar.

"This culminates in the TiMESHOCK!
Frenzy mode, which sends you back to the
dawn of time, at which point you have 120
seconds and five balls to save the universe.

Along the way, you'll also occasionally be
treated to simple games on the dot-matrix
sereen, in which you use the flipper buttons
lo navigale a series of obstacles in order to
gain bonus points. The designers exercised
admirable restraint here, creating simple
monochrome games that youd expect to
see on areal pinball machine, instead of

going hog-wild with 24-bit, 3D graphics.

WHAT MAKES IT SO GOOD?

The physics in “TiMESHOCK are top-
notch. The only time | questioned its real-
istm was during some shols when the ball
seemed to move more speedily than it
would in real life. Empire explained that
this was because its physics simulation
assumes a perfectly clean table, while a real
Dall on a real machine is often slowed

MINIBALL You'll use the flipper buttons at certain points in Timesnock! to play mini-
arcade games on the table’s dot-matrix display.

somewhat by the
natural accurmula-
tion of dust.
Perhaps we'll see a
“dirt level” setting
on the next game.
Flipper and tilt
controls are good;
my only disap-
pointment was
that Empire had
modeled an elec-
tronic plunger
rather than a man-
ual one that would
allow you to alter
vour launch force.

The game supports resolutions from
040480 all the way up to 1600x1200, with
color depths from 256 fo 16 million. Even
al 10245768 resolution with 16-bit color,
movement was silky-smooth on my PI66.
Sound is top-nolch, with good music and
authentic, crisp digital samples,

Youwon't find anything obvious missing
here. There’s even an authentic table setup
mode that lets you not only adjust bonus
levels, the number of balls, and so on, but
also perform authentic tests on lights and
solenoids. Empire has even promised —
perhaps in a fit of overkill —to post a patch
that will add Intemet multiplay.

JANUARY 1628

PRO PiNBALL: TINESHOCK! has cap-
tured the essence of pinball. All thats
missing is the smoke and the smell of
spilled beer. &

PAPPEAL: Anyone who enjoys real
pinhall, or anyone who wants to
practice real techniques to avoid
being embarrassed next time they
play at the local bar.

»PROS: Superb hall physics; good
table design; top-notch graphics and
sound; amazingly
detailed machine %
setup mode.

HCORNS: Some
old-time pinball
players will miss
the mechanical
plunger.

CoW

Price: $39.99
Minimum System
Requirements:
Pentium 60, DOS or
Windows 95, BMB RAM
(16MB for Win 95 ver-
sion), 1MB SVGA local-
bus video card, 20MB
hard-disk space, CD-
ROM, Sound Blaster-
compatible sound card
recommended.
Multiplayer: Hotseat
(1-4 players); Internet
play to come in patch.
Designer: Adrian
Barritt

Publisher: Empire
Interactive

San Francisco, CA
(415) 439-4854
WwWw.empire-us.com
Reader Service #: 326
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Panther Panther XL
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.



femarks are property of their respective owners.
T AT R A v

Team Madcatz 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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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 o 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? 0Okay—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 Alert”

event in golf or tennis, the

. Like a major tour

PGL’s inaugural season begins
November 3, 1997 with a four-
week qualifying period. Once the
top 128 Red fAlert 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

o]

po 5 =

| Qualification

M| Qualification

1997-1998 PGL Schedu!e

FALL INAUGURAL SEASON
November December Januaty

3D ACTION: QUAKE

Online Online

League Play

LIVE
Finals

STRATEGY: RED ALERT

Online Online k
League Play [

Finals

eanEe®. :: ®

| Qualification |

WINTER SEASON
Februarv March Apnl

3D ACTION: TED

Online
League Play

Online
Qualification

LIVE
Finals
STRATEGY: TOTAL ANNIHILATION

LIVE
Finals

| online
League Play

SIMULATION: FALCON 4.0

| Online
| Qualification

Online

League Play | Finals

rendition




250,

in cash and prizes

@J[’ﬁﬁ]@ S

e

There's a whole loftta cash up for
grabs in the PGL. How much cash,
exactly? Try $30,000+ in each

three-month season, for a total

of more than $120,000 for the first

year. Here's how all the oot st

up for Year L:

The PGL is a fully structured online organization
based on exhaustive rankings, seedings, brackets

and standings, with cash and prizes going to the ﬁ\

top 20 players in each 3-month season.

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..

“ iy g i : :
fis someone who's beER'in"the electronic entertainment business

from the beglnmng, I've been involved in a lot of breakthrough dlgital

ventures Thé PGL rs un |deu whose tlme ﬁns come, _d:.I m hnnnred

b

f

| Fully-loaded, AMD-K6"
" MMX™ Enhanced

Processor-based PCs

L U.S. Robotics®
Sé}f modems with
X

2" technology

to play a part in its formation and future evolution.”” R
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
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Price: 539.99

Minimum System
Requirements: Pentium
80 (P133 recommended);
Windows 95; 16MB RAM
(32MB recommended);
300MB hard-disk space;
4x CD-ROM drive; 4MB
3D card with Matrox
Mystique, 3Dix Voodoo,
or Rendition Verite
chipset; DirectX-compat-
ible 16-bit sound card.
Multiplayer Support:
None.

Designer: Capcom
Publisher: Virgin
Interactive

Irvine, CA

(888) VIE-COM1
www.vie.com

Reader Service #: 327

REVIEW ¢« RESIDENT EVIL

by Mark Clarkson

tried not to like RESIDENT
Evit,, with its nuassive splatier
and gore, astoundingly bad
voice acting, inconsistent
graphics, clumsy interface,
noisy sound, and rampant sex-
ism. This third-person action-
adventure game, set in and
about a creepy old mansion,
features every plot device that
The X-Files ever rejected. There are
mutants shambling about, killer guard
dogs patrolling the grounds, acid-spit-
ting zombies roaming the halls, and
giant snakes crawling out of holes in the
attic. There are even man-eating sharks
swimming around in the flooded base-
ment, and they seem the most believ-
able part of the game.| wanted to hate it
all—but | couldn’t. Despite all its fail-
ings, RESIDENT L. is actually fun.

SWING BOTH WAYS

You can play the game as one of two
characters: Chris (a man) or Jill. Kudos
to the game5 designers at Capcom for
making the game play differently
depending on your choice. You'll see
different cut-scenes, find different
iterns —when Jill discovers a bazooka,
for example, Chris finds only an ammo
elip for his Baretta—and experience
different endings.

As either character, you must explore
the mysterious mansion, col-
lect items, and uncover secret
doors (the usual in games of
this Lype), while blasting zom-
bies, giant tarantulas, and
such. Keep your health up by
ealing the herbs you find
growing around the house.

A BAD CASE OF PORT
RESIDENT Evin, originally
came out for the PlayStation,
and the PC port makes few
allowanees for the game new
platform. The manual recom-
mends you buy a gamepad fo

CewW
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EATING CROW Resient Evi. mixes action and
adventure gaming. There is plenty to kil and
explore. The interface is clumsy, but the gameplay
is good.
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- Mansion Raider

Resident Evil Goes House-Haunting on the PC

POP GOES THE ZOMBIE Resibent EviL brims with gore, as evidenced by this
exploding zombie head, so steer clear if you find excessive violence distasteful.

play it as did tech support. With a key-
board, simple operations such as manip-
u|elling the games menus and option
screens were much more trouble than
they should have been.

You can save your game only alt cer-
tain key locations, by using a lypewriter,
and you can only drop items at a few
special locations,

My favorite interface oddity, though,
is the stairs. It ook me quite a while to
figure out that 1 had to“use” the stairs
with the action key, rather than simply
walk up them.

The camera views are preset, and
change antomatically as you move from
place to place, so you have no control
over your view: This means that as you

move from one side of a room to anoth-
er, you somelimes iuud\'crlcnll_\-‘ walk
right into the arms of a zombie,

Character control is often clumsy and
at times infuriatingly difficult, especially
when precise positioning is called for,
such as when you have o line up to push
astatue off the balcony.

“The prerendered movies are muddy,
and minor clipping problems and disap-
pearing textures plagne the game. And
don't get me started on the voice acting]

Still, there’ lots of challenging game-
play here, for those who like their adven-
tures splattered with gore. Although ded-
icated gamers can probably bull their
way through it in a weekend, multiple
endings and multiple characters give it
goad replay value. If you like it the first
time, you'll want lo play again. %

N

PAPPEAL: Fans of Dark Shadows
looking for a gorier Toms Raen.

PPROS: All-in-good-fun bloodfest;
good replay value; gameplay varies
according to character choice.

PCOMS: A slew
of interface
problems and
inconsistent |\
graphics; terrible |
voice acting; I
excessive vio-
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of the Year :

The €lder Scrolls®
Legcnd Serles bcgms...

dcfcndmg garrison of the Eimpirc s Battlcmages. can you,-a. solitary hcro,
stand against them?

o Create your character with the proven character design system based on the Daggerfall game
system. It gives you unrivaled power to custom-build the cxact type of hero you want.

¢ Chat with, conspire & then betray your enemies. Mete out

LWl T —— ry & P - 5 . o e .
{ sl :‘:: justice with sword & fyre. Battle fiends so cunning, they 1
i & smell your blood, hear your footsteps, & track you like prey. Ll
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e Eixplore exquisicely detailed 3D interiors & exreriors. From § e
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vs. team or the ultimate Deathmatch via TRX or Interner.
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1370 Piceard Drive » Rut kville, MD 20850 » ﬂﬂ"r 301.990.7952 ¢ Fax 301.926.8010
Arena—~Role Playing Game of the Year: Computer Gaming Warld, Compurer Player, Game Machine, Games Magazine.
Daggrerfall—Role Playing, Game of the Year: Cmnpulrl' Caming, World, PC Gamer, PC Games, PC Today, CODC Spotlight Award
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ot killing the mutation charging mercitessly towards you
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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 and serial port
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Price: 554.95

Minimum System
Requirements: Pentium
90, Windows 95 or DOS
5.0, DirectX 3.0a
(Windows 95) or 1MB
VESA-compliant SVGA
card (DOS), 16MB RAM
(Win 95) or 32MB RAM
(DOS), 2x CD-ROM drive,
Microsoft-compatible
mouse, Sound Blaster-
compatible sound card
(recommended).
Designers: Tim Cain,
Chris Taylor, Chris Jones
Leonard Boyarsky
Publisher: Interplay
Irvine, Calif.

(714) 553-6655
www.interplay.com
Reader Service #: 329

* kA kJ REVIEW ¢ FALLOUT

/merp ay's New RPG Is A Post-Apocalyptic Dream

by Jeff Green

1 the world according to FaLLour,
Los Angeles is going to be an even
more hellish place tolive in the
year 2161 than it is right now. And
there will be far worse problems
than morons talking on their cell
phanes while driving. Try nuclear
radiation. And giant scorpions. And
human mutants— big, mean ones
with rocket lannchers.

"This is the setting for Interplay’s edgy,
highly entertaining new wle-playing
game, a game that emerges—alter a long,
often torturous three-year development —
as, quite surprisingly, just about the best
RPG to be released in years. With a com-
pelling plot, challenging and original
quests, and, most importantly, a rich
emphasis on character development,
FarLoutis the payoff for long-suffering
RPG fans who have seen the genre dilut-
ed in recent times by an endless stream of

half-baked, buggy, uninspired duds.

GLOW TIME

The game’s outstandingly evocative
opening cul-scene sets up the story. In
the year 2077, with the earths supply of
petroleum and uranium running low, a
devastating world war breaks out, wiping
out most of civilization in just two hours.
The slory picks up aboul 80 years later,
as the focus shifts to you, a lifelong resi-
dent of an underground nuclear shelter

housing hundreds of people. You are told
by the vaults overseer that the controller
chip for the vault’s water purification sys-
tem has died. He gives you just 150 days
to leave the sheller and find a new chip
before the water supply runs out.

This is FaLLouT first, main quest,
and it will take gamers quite a while to
solve it, butitis far from the end of the
story. You'll find yourself getting mixed
up in the various exploils of those living
above-ground — including raidlers, gang-
sters, religious cults, and radioaclive
mutants —while fighting critters (of
course) and avoiding nuclear radiation.

The water-chip quest is timed —if you
don'tfind it in 150 days, you lose — but
after that the game is non-inear. You can
embark on any sub-quesls at any time, but
as you keep playing you begin to leam
that there is a larger uberplot at work thats
aclever, creepy amalgamation of Mad

May, Davwn of the Dead, and The X-Fifes.

I BABYFACE Mutant boy here s just one of the

surprises awaiting you in FaLLout.

IT'S YOUR VAULT You have just 150 days to bring the water-purification chip back to
Vault 13, shown here, or you and everyone you know dies.

CGW
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PARTY OF ONE

[ALLOUTS greatest asset is that it is
truly character-based, with every decision
youmake affecting the world around
you—and alfecting the endgame as well.
As such, the game rewards multiple play
and experimentation.

You begin the game by creating your
characler lo your own specifications (see
siclebar), and from then on, every decision
youmake will have far-reaching repereus-
sions. Throughout the game, as various
NPCs try to enlist your help, you'll be
forced into moral dilemmas —you'll have
to choose between peacemaker or assassin,
team player or lone wolf, altruistic do-good-
er or selfish bastard. Your choices will deter-
mine how the game plays out.

Ifyou walk into a store with guns blaz-
ing, killing everyone and stealing every-
thing, don't expect to be very popular, But,
on the other hand, you'll walk away with a
lot more loot at a much cheaper price. In
the tradition of the greatest RPGs,
no two people will have exactly
the same experience with Faii -
ouT, because every player will fol-
low his own agenda. In the two
times I played through, once asa
good guy and once as a heartless
murderer, it felt asif Thad played
two different games. As a bad guy,
it was me against the world,
destroying everything in my way:
As i good guy, | was a beloved
champion, with a party of four faithful
NPCs on my quest to save humanity:

SHOOT ME, SHOOT YOU

Farrounr uses a third-person isometric
view, 3 la DiasLo (the only feature these
two games share), and e overall graphic
design, which evokes the kitschy feel of
19505 Cold War Americana, is richly
inspired. Everything in the game — from
the load sereens to the interface to the tm}_v
brilliant manual (a spiral-bound “Vault
Duwellers Survival Guide,” complete with
recipes) — contributes to create a consistent
atmosphere and mood.



The game’s combat system is tum-
based, which might bore or disappoint
DBLO fans, but will be welcome to most
hard-core RPGers, Fach um you are allo-
cated a number of “action points”
(depending on your charac-
ters stats) which you can use
to move, fire or reload a
weapon, engage in a melee
attack, or check inventory:
Any action points not spent
on a particular tum will roll
over into your ammor class,
increasing your defensive
capabilitics for that tum,

The only real problem |
had with combat imolved a
suspension of dishelief. You
and most of your enemics are
usually carrying some sort of
high-powered weapon—
ranging from small pistols to
laser rifles to rocket launch-
ers—and, given the close distance at
which fighting oceurs, many battles seem
to go on for what often feels like a ludicrous
amount of tums. One rocket down the
throat ought to be enough.

ATOMIC WASTE

Although Fartours interface is excel-
lent overall, the inventory system is way too
cumbersome, forcing you o lediously
scroll through a single-column vertical list
every time you try to locate an item,

FALLOUT's quest log is also fTawed.
Although its purpose is admirable — to
automatically keep track of your various
quests—it doesn't do so consistently,
failing to add some quests or clear them
when you've finished.

FALLOUT « REVIEW

Isn't that SPECIAL?

he heart of FaLLout is the character generation system. As most readers proba-
T bly know, FaLwout began life as a GURPS game, the popular Generic Universal

Role Playing System developed by Steve Jackson Games. "Creative differences”
between the two companies, however, led Interplay to abandon GURPS and creale its
own system well into
the game's develop-
ment. And what
Interplay came up with
is actually pretty good.
i  Oubbed SPECIAL,

§ the level-based system
works off seven primary
statistics for your char-
acter; Strength,
Perception, Endurance,
Charisma, Intelligence,
Agility, and Luck. When
creating your character,
you first have a few
points to spend to
increase any of these
slats. Next, you pick
three “tag skills” in which to specialize, such as first aid or lockpicking, and finally, you
can select up to two optional traits—which all have both positive and negative effects.

The choices you make here aren’t frivolous, but will have a profound effect on how
the game plays oul. My character (shown here) was quite the hero, eaming the mark of
“champion” and having good karma to spare. But he couldn't hit the broad side of a
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bam with a rocket launcher.

The games many dialog trees don't fully
take into account the randomness of how
you might play. Sometimes you can ask
NPCs things you shouldn't know about yet.
Characters you've encounlered already will
act like you've never mel them every time
you go back For t:\um]ﬂl:, Killian, the store
owner in Junklown, could never remember
me, even after | resciied him from an assas-
sin. Eventually [ just shot the ingrate and
looted his store,

[fyou play your cards right,
a few NPCs will join your
party, and while they're nice to
Iave around, they can also be
more trouble than they're
worth, You don't control
them —the CPU does—and
many times, tey Tl getin the
way, blocking your path or
shooting you instead of the
enemy. They also don't gain
experience or pick up items.
You can give them better items

QUTTA MY WAY! One of FaLLout’s only real prob-
lems are the occasionally stupid NPCs. Here, | was
completely boxed in on this plank, and was forced
to either shoot my way out or restart the game.

1o use — but the method lor
doing so is a complete klndge.
More player control over other
partly members would be a big
improvement for the sequel.

GROUND ZERO

Don't mistake these glitches for big
problems, however. FaLLOUT is easily the
best role-playing game released in the past
year, and maybe longer. It5 a game that
clearly was a labor of love for the design
team, with humor, style, and brains to
spare, and with a wonderfully refreshing
emphasis on character development and
decision-making, For role-players its a must
have, bul anyone with even passing interest
in the genre should check it out as well
Farourris—what do the kids say now? —

dabomb. &

FAPPEAL: All role-playing fans,
especially those who thought the
genre was dead.

MPROS: Compelling, original story

rewards multiple play; strong empha-
sis on character development; tons of
sub-quests; excellent graphic design.

PCONS: A few
aspects of the
game—such as the
NPCs, inventory k
system, quest log,
and combat sys-
tem—are a hit
flawed and buggy.
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Myst Again

With its Familiar, Lever-yanking Gameplay, Riven

Emerges as the Ultimate Myst C/one
by Robert Coffey
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Price: 554.99

(average street price)
Minimum System
Requirements: Pentium
100, Windows 95, 16MB
RAM, 75MB hard-disk
space, 4x CD-ROM,
640x480 16-bit display,
DirectX-compalible sound
and video cards, mouse.
Macintosh Requirements:
90MHz PowerPC, Mac0S
System 7.5, 9MB BAM,
G5MB hard-disk space,
4x CD-ROM, 640x480
16-bit display, mouse.
Multiplayer Support: None.
Designers: Cyan
Productions

Publisher: Red Orb
Entertainment

Novato, CA

(415) 382-4745
www.redorb.com
Reader Service #: 328

ou don’l mess with suc-
cess, you don'tkill the
goose thal lays the gold-
en eggs, and if you're
Cyan I’m(iuLImm, you
don't serew with the
best-selling adventure
game of all time when
you design the sequel.
RIVEN is basically MysT

all over again — only more so. All the

trademarks of the earlier game are there:
the unbelievably beautiful images, the
evocative sound effects, and the strange
and wonderful worlds, along with the
same button-pushing, lever-cranking
puzzles in the same sterile, noninterac-
live, slide-show environments. The
legions of Mysi1 fans will love it while the
legions of Mys1 foes might find the five
dises ideal for skeel.

ONE-WAY TICKET TO

WE GOT YOUR INTERACTIVITY In a nod to

increased interactivity, Riven includes this hang-
" his spouse. Unlike the others,

man type minigame, Playing the game won

help you progress, but it provides valuable clues.

POD PEOPLE Rwen's incredibly rich graphics are obvious in this cluster of earthen huts. The painstaking
detail, fastidious lighting effects, and almost tactile textures create a game world like no other.

JANUARY 1998

PARADISE

IFanything, RIVEN supplics
even less plot than the first
game. At that game’s end, Mysr
veterans will recall, the writer
Alrus was concerned aboul the
welfare of his missing wife,
Catherine. As RIVEN starls,
Afrus gives you one of his
famous linking books so that
you ean travel lo Riven to find

this book is strictly one-way,
strandling you in the lush archi-

pelago of Riven until you find Catherine
and send word that you're ready to
retumn. Unlike Channelwood and the
other ages from MysT, RiviN has native
fauna and peaple as well as an actual
enemy, Gehn, Unfortunately, all this plot
is merely back-story: Once the game
proper begins, storytelling gets thrown
out the window — rather odd for a game
that features a godlike wriler as ils cen-
tral character.

It should be no surprise that Riven is
the most gorgeous game you're likely
ever lo see. Somehow Cyan has found a
way to improve MysTs legendary graph-
ics, with each screen besting the one
before it in use of light, color, and simple
beauly. The exquisitely rendered textures
of veined rock and rough metal are so
beyond real, you can practically feel
them through your monitor. The resull is
a game world of eye-popping splendor.

"The game handles sound and music
with similar finesse. Evocative noises
ranging from thunderous volcanic rum-
blings to subtle beetle buzzes add to
S the sense of wonder
that RIVEN creates, As
in the original, sounds
provide clues as well
as ambience.

GAME ENGINES AND
STEAM ENGINES
While these
enhanced carryovers
from the first game are
admirable and desirable,
other returning features
of MysTare less wel-
come. For one thing, the
game engine — the
Mother of All Point-and-
Click Interfaces— has
changed little, except in
speed. Movement is still
astep-by-step, slide-
show affair, rendering



RIVEN  REVIEW

opted against taking any risks in expanding the game
world from the first game.

Where you'll stand on RIVENS gameplay boils down to
how much you liked Mys1s. As in the first game, puzzles
here have no real connection to the story and focus greatly
on getling various machines up and running. Faced with
my first steam valve, | found myself thinking, “Here we go
again.” Playing Rivien is a lot like being dropped into a big
shoe factory. There’ a big shoe-making machine missing a
few parts and an instruction manual in a foreign language.
Sure, getling the machine to work is a challenge, but do
vou really care? Riviens lack of a compelling story leaves
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yout feeling more like a mechanie than a gamer as you run
around the islancs shunting steam and pressing buttons.

MYST-ERY TRAIN Mine carts and trams like this take the place of
Myst's linking books.

the world in lush, static shots as you move
along predetermined rails. The world is a bil
less rigid this time around, with a few flying
insects and lapping puols of waler thrown
in to add some motion to an atherwise
statie environment. Inexplicably, tall grass
remains motionless even when vou hear
gusls of wind.

Like NysT, RIVEN offers the same odd FROGGIES IN THE MYST PE[]plB and

mix of the primitive and the industrial. animal ife inhabit the world of RN,
Rough wooden idols conceal elevators,

toller-coasterlike trams transporl you

though interaction is kept to a minimum.

D'NI IN DENIAL

The lack of NPC interaction was
one of the major eriticisms leveled at
Myst, and Rivins designers have
responded to the challenge like a
fifth-grader asked to use fimpidin a
sentence who answers, “He is very
limpid.” Yes, there are people in
Rivix, a primitive group called D'ni
with their own language and culture.
Artifacts, drawings, and written clues
from the D'ni are scattered liberally

from island to island, and fantastic hologram-projectors are thronghout the archipelago; the D'ni themselves are not. Good

nestled in stone-age fishing villages. The designers have

Mysr-Gonceptions:

One Reviewer’s Rant

ame reviewers such as myself are often accused of having some sort of ven-
Gdena against Mysrt. Invariably someone asks, “If Myst sucks so much, why has

it sold millions of copies?" Well, if public acclamation alone denoted worth, Dirty
Dancing would be great cinema and Citizen Kane wouldn't even make it to public-
access cable. So why is Myst every game reviewer's whipping boy?

As a game, Myst is okay. But as a wildly successful game, Mysrt has wreaked
havoc on adventure gaming. The gaming industry is a lot like Hollywood, chuming out
copies of whatever does great box office. Piranha followed Jaws, lce Pirates followed
Star Wars, and so on. What these pale imitations failed to understand was that the
models they were striving to equal succeeded because they were original, not because
they had killer fish or star fighters. When Mvsr first hit store shelves there was nothing
quite like it. And like Doom and WarCrart II, it spawned a slew of imitators.

Unfortunately, most of them sucked. Humorless, self-important, and trumpeting
their artistic worth, these games focused on the worst aspects of Myst, resulting in
an agonizingly dull succession of pretty and plotiess games. That Mysr was just an
okay game only compounded the problem. Imitating a quality product is a betier
strategy than imitating a middle-of-the-road one—and that's why lackluster fare such
as TIMELARSE is appearing in a closeout bin near you. Sure, there are worthwhile
clones, ones that even surpass Mvst (Amger and BURED i Tive, among them), but
these games integrated story and puzzles o create an engaging whole—something
that Mysr itself failed to do.

That so many of the Myst clones fail despite their faithfulness to their inspiration
points to a last reason why Mvyst rankles so many of us: How did such an average
game get to be so dang popular?

luck actually interacting with them. "The D'ni slam doors in

your face, run away from you, sound

alarms and then run away from you, and
even leave without a word when you res-
cuc one from a prison. Butas a vital part
of the game, they are a virlual nonfactor.

"The tone is pretty well established when

the one guy who seems to want to talk to
vouis killed at the beginning of the game.
Ultimately, Cyan plays it safe with
Rivien, Fans of Mystwill no doubt revel in
the incredible graphics, great sound, and
the rich extension of the onginal game
world. "Those less in awe of Mys1will find
little improvement: Rivex falls back on the
same old gameplay, the same old lack of
interaction, the same old sterility. &

PAPPEAL: Myst fans.

PPROS: Jaw-droppingly beautiful
graphics; great use of sound; chal-
lenging puzzles.

PCOMS: No story to engage your
imagination or 3

drive gameplay;
puzzles unrelated
to plot; noninter-
active world lack-
ing a sense of
life; same game,
new ftitle.
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SIMULATION/S

Price: 549.95

Minimum System
Requirements: Pentium 90,
DOS 6.22 or Windows 95,

IGMB RAM, 32MB hard-
disk space, SVGA graphics,
4x CD-ROM drive, mouse.
Multiplayer Support:
Modem, null modem

(2 players, 2 CDs required);
IPX nelwork (16 players,

I CD required)

Designer: Digital Integration
Publisher: Interactive Magic
Research Triangle Park, NC
(919) 461-0722
www.digint.com
www.imagicgames.com
Reader Service #: 331

REVIEW e [F-I16

- Falcon Too, Oh

An Entertaining F-16 Sim That Brings Nothing New to the Party

by Robin G. Kim

iggital Integration las fol-

lowed Ihe herd. The compa-

nys TORNADO was certainly
unique —a hard-core
ground-attack simulation,
and one thats still a bench-
mark for its niche. Next was
ARACHE, which almost sin-
gle-handedly resuscitated
the combat helicopter sim
gente. HIND, the fallow-up, gave gamers a
chance to fly for the “bad guys” in a decid-
edly unsexy airerall, and sel standards

ArAChE, it’s a shame that it can'tinter-
connect with them.

two prescripted possibilities, This adds vari-
ety over multiple playthoughs if you con-
sistently win. Throw some losses into the
mix and you could face the tedious
prospect of flying the same missions over
and over agpin.

WINGED SWISS ARMY KNIFE

“The missions may be canned, but they
offer excellent variely— befitting the F-1065
flexibility as a true multirole aireraft
Assignments include precision strike, air
supenonty, pholoreconnaissance, close air
support, mine laying, and more. A full-
featured mission planner lets you zoom in
on target areas, check for holesin the

Mult i])|;1}'cr modes consist of the
usual free-for-all deathmatch, two-
player cooperative single missions, and
team play (you must destroy the opposi-
tion’s headquarters). Given how much
1116 has in common with Hinp and

for helicopter flight model realism. And
now there is 1F-16, a produet so deriva-
tive that you have to wonder if the devel-
opers simply ran oul of ideas, Not only is
it an F-16 Fghting Falcon sim —some-

thing of a cliché in itself — but despite
the new plane and a few incremental

improvements, its gameplay options,

graphics, and battlefield environment F

are almost identical to HiNDS.

As withiits two immediate predeces-
sars, 16 inchides an instant-action
mode, a set of 20 training missions, and
10 single missions, plus one campaign
in each of three theaters (Israel, Cyprus, ‘
and Korea). The campaigns all share a
lincar structure with 10 stages, Win, and |

you take a step backward. At each stage,
your mission is randomly seleeted from

you progress lo the next stage. Lose, and F

Diminishing Returns

he graphics engine in IF-16 is based on the one used in Hino, which
T itself evolved from Apacie’s. The designers have dipped into this well

one too many times. Though the landscape looks nice enough at maxi-
mum detail, with an impressively high visibility limit, it isn’t exactly eye-pop-
ping compared to other sims. That would be easier to accept if this game
rendered terrain at a high frame rate, hut it is actually quite jerky on all
except the fastest hardware. Reasonahly smooth updates are attainable with
most Pentiums if you dial back the detail far enough. However, on anything
slower than a P5-166, the results will not be pretty. There’s no 3D card sup-
port, although a Digital Integration support rep said a patch to support 3Dfx
cards will he available around January. DOS and Win 95 frame rates are
comparahle, with the former having a slight edue on some systems.

Performance issues aside, the terrain graphics are certainly functional

CCW

CLOSE CAN COUNT The CBU-87B cluster bomb is accurately modeled, scaltering hun-
dreds of bomblets over a wide area, with devastating effects.
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enemys air defenses, and map
out flight plans for you and your
wingmen. Using lhe altractive
loadout screen to customize
your ammament configuration is
asniap, and it presents you with
1o less than 20 types of ord-
nanee to choose from, plus
drop tanks and an ECM pod,
to name only a few options,

The sims avionics are some-
what simplified, so not every
raclar function has been mad-
cled, and targets are automati-
cally identified as soon as you
designate them. Gameplay is
far from simplistic, however.
"The air modes allow limited
control over the scan pattem
and include a Raid Cluster Resolution
mode, which simulates the real APG-68
radars ability to distingnish between close-
ly spaced air targets. However, the use of
this and a few other functions caused the
game to crash on rare occasions.

Inclusion of LANTIRN (Low-Altitude
Navigation and Targeting InfraRed system
for Night) pods is probably the highlight of
the simé systems modeling. Although the
real-life termain following autopilot is not
modeled (nor is the more traditional
autopilot), the navigation pod can project a
monochrome green image of the upcom-
ing termain onto the HUD, which makes
low-level night missions a blast to fly.

"The game manual and tutorial book-
let do a good job of describing how to
operate these systems and the various
weapon-delivery modes. However, back-
ground information on your F-16 and
the many threats you will face is con-
spicuously absent, Also, several features

low-level flight.

LOCK HIM UP The padlock view uses special symbology to
efficiently communicate which way you're looking, as well
as your aircraft's attitude, airspeed, and height above
ground, as it automatically tracks the selected target.

are documented only in the READ.ME
file on the CD.

FLYING ON RAILS

Performance-wise, the F-16 flight model
is fairly accurate, despite its being alittle
overpowered. Its main drawback s that it
lacks fluidity: Engine spool-up lag, the after-
burmers voracious appetile for fuel, and
energy bleed in hard tums are well repre-
sented), however, making dogfights a chal-
lenge. Though the enemy Al isup to this
task, its zombiclike in BVR (beyond visual
range) combat, and it rarely maneuvers to
avoid missiles. Your wingmen are no better

Maintaining sight of bandits in a knife
fight is easy thanks to the game’s com-
prehensive view system. Its smooth 2D-
view panning is either too slow or
uncontrollably fast, but it is supplement-
ed by a complete set of fixed views and
an intuitive autotracking padlock view.
Padlock can lateh onto a target selected

enough. The exaggerated topography offers plenty of hills
to hide behind, and it is easy to judge altitude visually in

IF-I6 « REVIEW

on raclar or toggle between air-
craft within visual range (using
the V" key — the conumand listed
in the READ.ML file is incorrect
for LS. keyboards).

Hordes of friendly and enemy
unils (air and ground) slug it out all
around you as you endeavor lo
complete your assigned tasks.
Digitized radio messages from
friendly Al pilots enhance the
atmosphere further, but become
repetitive—you will quickly tire of
your wingman exclaiming“Lets go
kick some ass!” at the beginning of
every sorlie.

While the high level of enemy
activity may be immersive enough
lo get your adrenaline pumping, it
isn't particularly realistic. In real life, going
up against the wall of air defenses present
in most of the missions would be positive-
ly suicidal. The designers drastically
reduced the effectiveness of enemy mis-
siles; at most difficulty levels, they are triv-
ially casy to defeat by using chaff, flares,
or ECM, or by just tuming,

SAME SIM, DIFFERENT PLANE

116 is essentially a marriage of the
maost often simulated combat aireraft in
history with a slightly tweaked version
of the ApACHE/HIND engine. It brings
almost nothing new to the table. This is
not to say that it is a bad game — origi-
nality isn't everything, and the game
can be fun to play. But at a time when
every new flight sim promises to be big-
ger and better, 1F-16 must resign itself to
having mediocrity as its defining trait—
itis neither especially good nor espe-
cially bad at anything. &

Other than for the F-16 you get to fly, the object graph-
ics are rather plain. Your aircraft is a stark contrast, boast-
ing a transparent canopy, visible ordnance, moving control
surfaces, meticulously animated landing gear and gear
door movements, and even a visual distortion effect caused
hy the jet exhaust. Other graphical effects are lackluster.
Planes appear undamaged until they vanish in an explosion

ilarly, leaving simple craters hehind.

The visuals in IF-16 may not be much to write home
about, but they get the job done—if you have a fast
‘enough PC.

when shot down; destroyed ground objects are treated sim-

P APPEAL: Die-hard Apacse and Hinp
fans needing a fixed-wing fix. Flight
simmers looking for moderate com-
plexity and vibrant battlefield environ-
ment at the expense of some realism.

FPROS: Fairly good flight model and
variety of mission types; ultra-short
mission Ipad times; clean graphics.

»COMS: Canned missions and no
mission huilder; potentially repetitive
campaign struc- T,

ture; inefficient
graphics engine;
skimpy manual;
incredibly dense
enemy force con-
centrations detract
from realism.

JANUARY 1538 CGW

betd
e
=L
[~'™
wn
——
_—
[ =)
h
=X
e
— )
> =
v







b
“ CIRCLE READER SERVICE #157



Rubics of Bventide®

Massive on-line interactive fantasy role plaving ;;ariie
Quer 3 years in development i
Advanced, multi-threaded client/server architecture
Playable over the Internet i 1!

State of the art visuals utilizing (UJindows 95 & DirectX tecbnclegies
Quer 200 player/character combinations . . . 7 races, IS ciajsifseg_;, 2 genders
Experience an infinite number of encounters in a growing galﬁie;envimnment
An abundance of items, bundreds of spells, 7 spell #;cb'éols
Quer 300 sound effects; 125 separate musical scé:ttes_

Thousands of bigh quality illustrations in a ricbly detailed 3D environment

Call
1-800-Play-C{UI
for information on membersbhip and pricing.
wwuw.rubiesofeventide.com
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Five-Star General

This Panzer Is Anything But a Retread

by Tim Carter

very onee ina while, a well-
constructed sequel puls to
shame all of the cheap, greed-
inspired knockoffs and
exploitation products, PANZER
CENERAL T is such a sequel,
capturing perfectly the flavor
and challenges that made
PaNzER GENERAL so popular,
Moreover, the game sacrifices
none of the simplicity that made the
original so engaging, yet manages to add
enough depth and nuance to give
gamers a fundamentally new product.

NO WAITING
FOR ALLIED GENERAL II

PANZER GENERAL [1, unlike its prede-
cessor, lets you control any of the three
major Allied armies in addition lo the
Germans, Game mechanics, however,
are fundamentally unchanged from
Panzer GENERAL. You still execute
orders by pointing and clicking, but now

NOUVEAU FRENCH 1940 Conquering France is still tough, but there’s little else recognizable in Sedan. Check

out the forts and the sculpted hills!

vou have
much greater
flexibility in
controlling
your [roops.
Units can be
activated and
deactivated at
will, and
become
“done” only
when they
exhaust their
movement

points. Most
units can still
altack only
onee per turn,

Visually,
Panzir GENERAL s stunning, The 3D
perspective makes it casy to recognize
mosk unils, and the background scenery
is greal. "The designers have rationalized
the map and unit scales for Paxzer

Fortification

JANUARY 1008

SNOWY DEMISE Winter scenarios, like this one around the Finnish
town of Suomussalmi in 1939, showcase the trees, bridges, and
the detailed miniatures-style units.

Gineral 1, keeping the scenarios con-
sistent across longer campaigns (which
sometimes reach 15 battles).

"Ihe consistency of scale adds several
interesting nuances to combat. For
instance, heavy
artillery now may
fire at greater
ranges (up to five
spaces), and
high-velocity

Cannon can now
fire from two
spaces’ distance.
Heavy artillery
now provides cov-
ering fire for
many defensive
units, and inter-
locking artillery
networks can
make defensive
lines much more
difficult to crack.
Long-range
firc from tanks or
those deadly 88s
gives yoi more
flexibility in plan-
ning allacks. For

CGW

tank and antitank  EE— T T——.

Price: 549.99
Minimum System
Requirements: Pentium
90, Windows 95, 16MB
RAM, 30MB hard-disk
space, 1MB SVGA video
card, 2x CD-ROM (4x
recommended), mouse;
supports Windows-

compatible sound cards.

Multiplayer Support:
LAN or Internet (1-4
players); email

(2 players).

Designer: Rick Martinez
and the SSI Special
Projects Group
Puhlisher: SSI (a
Mindscape company)
Sunnyvale, CA

(800) 601-7529
www.ssionline.com
Reader Service #: 333
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REVIEW ¢ PANZER GENERAL [l

example, in 1943, most Soviel lanks lack
long-range guns. The Germans, out-
classed at short range, must play a deli-
cate game of fire and move to hold off
their numerically superior enemy. One
thus learns why the Allies feared the
German 88, particularly carly in the war.

RECON IS NO LONGER A LUXURY

“The spotting and visibility rules have
also changed, making reconnaissance
units absolutely essential. Air unils no
longer have a huge range of vision and
are almost useless in bad weather.
Movement of any kind beeomes highly
dangerous without proper recon, and its
possible to set traps and ambushes for
your opponent.

Air power in general has been down-
graded considerably. The German
Stukas arc still fearsome when atlacking
ground units, but on the whole its no
longer possible to steamroll defensive
positions with air power alone. Purists
will be glad 1o hear that the distribution
of antiaircraft units has been scaled back
to more historical proportions, particu-
larly in the carly British, French, and
Soviet anmies. The German fighters are
especially weak carly in the war, and you
will have to work much harder in the
Blitzkrieg campaign to attain air
supremacy.

While some scenarios remain
walkovers, many arc genuinely difficult,
awelcome change from Panzen
GeNERAL, in which only Norway and
France offered a serious challenge.
When you play the Germans on the
atlack, e final two scenarios against
the United States can be very intimidat-
ing— though [ think its a dirty trick for
the designers to give the U.S, access o
1945 equipment while restricting the
Germans to 1944 models (and less pres-
tige, to boat). This abjection aside, the
campaign paths are fun, challenging,
and diverse.

In another change from PG, there’s
no apparent limit here to the size of your
core force. You are greatly limited, how-
evet, in the prestige you have available,
meaning that you won't have the
resources o build your army too quickly.
Over time, you must decide between
buying new units and upgrading those
you already have.

All this gives force management a
more dynamic feel, and you must plan

CGwW JAHUARY 1938

Allies on the March

of Panzer GeneraL 11, As each Allied armmy comprises different units

T he addition of Allied campaigns stands out as one of the highlights

with dramatically different abilities, each campaign presents differ-

ent challenges and opportunities.

The Americans, for instance, hene-
fit from impressive heavy artillery
and tactical air power. 1.5. tanks
are weak, hut even they can hiast
through defenses by using

The British come
equipped with wimpy air-
craft and guns, although
upgrades are availahle.
British tanks improve
fquickly; however, giving
them a fighting chance in
the slugfests around
Caen. Because their tacti-

combined arms. Generally, the U.S.
campalgn (which begins, as does
the British, at Salermnp} involves
repeated races against lime, rather
than difficult opposition.

cal homhers are so weak, the British must be more creative and persistent
to destroy the Panthers and Tigers that stand hetween them and victory.

The Russians have some great equipment in close, hut suffer from a
tragically weak air force and a lack of long-range firepower. Speed and

multiple attacks in
the face of fieavy
losses will usually
canry the day, but
as the Russians you
must he willing to
lose many maore
units than as any
other army.
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REVIEW * PANZER GEMNERAL 0l

SPEARHEAD AT KURSK An unfortunate Soviet T-34 bites the dust in an
overrun attack.

carefully to meet the demands of
upcoming battles. With the need for
more recon units and the overall weak-
ness of fighters (as the Germans and
Soviets), you will have to build and use
units that were completely unnecessary
in PANZER GENERAL. On my way to
world domination as the Germans, |
had three mobile antiaireralt units and
two recon units in my core as early as
the first battle in Irance, circa 1940, |
also made good use of one or two 88
antitank units.

YOU VILL FOLLOW
MY ORDERS, JA!

Unit leaders constitute another inter-
esting addition lo the game. Some unils
start with leaders, while others gain
therm after winning a particulady diffi-
cult engagement. Leaders give nnils
additional special abilities or strengths,
many of which significantly improve
their combat and movement.

PANZER GENERAL [T isn't entirely
without glitches. On my computer it
had a tendency to freeze momentarily
during play. It never crashed completely,
but it did get stuck for 10 or 15 seconds
every now and again. There is also a bug
in the Soviet campaign that allows the
Russians to build T34/41s free of
charge. Now, | know these tanks were
used en masse, but. . ..

At least one leader attribute —recon-
naissance movenent — can also be a
detriment. Recon units in PANZER

GENERAL Il move in phases, allowing
them to scout and retreal as they would
in real life. When one of my infantry
units acquired a leader with this skill, it
was able to move like a recon unit but
was unable to use its motorized trans-
port. Infantry on foot, regardless of their
skills, are of minimal usc in a bitzkrieg,

Also, could they possibly have found
wimpier bagpipe music for the British
background score? Yuk.

As you might expect, these admitted-
ly minor quibbles hardly detract from an
otherwise fantastic game. As if the sin-
gle-player options weren't enough,
PazER GENERAL I comes with a sce-
nario generator and exlensive online
and email options for two-player
games— promising would-be
Guderians and Pattons endless hours of
entertaining and challenging play. Now,
if you'll excuse me, [ think | hear the
General Staff calling my name..... &

PAPPEAL: Fans of the first PG,
and anyone who remotely enjoys
challenging strategy games.

FPROS: Addictive, fun, easy, and
yet subtle; great depth; good Al;
Internet play; hundreds of hours of
campaigning. —

FCONS: A few
tiny glitches;
Allied campaigns
could be longer;
it won't tum
lead to gold.
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* k k kJ REVIEW ¢ AGE OF EMPIRES

GivGratt Too

The Evil Empire Delivers a Smart, Sophisticated Real-time Game

by Elliott Chin

t's games like AGE OF EEMPIRES
that cause reviewers problems.
We want to recognize the great
design and vision behind such
games, but are also obligated to
criticize a less-than-perfect
execution of that vision.
[ really wanted to award
Microsoft and En-
semble’s AGE OF
Enmpires a perfect score, but |
just couldn't. It brings much-
needed depth to the real-time
genre, and adds more complex
gameplay. It gets so many things
right, but is also just a few prob-
lems shy of perfection.

THE GOOD

"o begin with, AGE OF
EMPIRES is a perfect blend of
familiarity and innovation. The
interface and basic gameplay is
similar to WARCRraFT I, and is
thus easy to pick up for any real-
time gamer who has ever touched
the Blizzard classic. AGE also
makes controlling your unils easy
with group saving, hotkey build-
ing, and waypoint movement.

Where ACE introduces gamers toa
greater depth of gameplay is in its age
advancement. You begin play in the Stone
Age as ] of 12 civilizations, In this age, you
grow your civilization by harvesting a vari-
ety of resourees (food, wood, stone, gold),
while also establishing a large villager pop-
ulation and a few Stone Age buildings.
Upon building a sizable town, you
advance to a new age of discovery. The
game has four ages— Stone, Tool, Bronze,
and Iron—and advancement fo each suc-
cessive age gels progressively harder. (Ils
not enough that you just build enough
buildings to advanee an age, you also have
to stockpile huge amounts of food and
other resources.)

On a basic level, this age advance-
ment is similar to upgrading your castle

cCewW
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in WARCRAFT I1. In that game, you
upgrade from a castle to a keep to get the
ogre mound and ogres. In AGE OF
EMPIRES, you upgrade from the Stone
Age to the 'Tool Age to get the stables

and eventually, cavalry.

However, in addition to more mili-
tary units and military buildings, new
ages offer weapons and unit upgrades,
as well as non-military technology and
buildings. Imagine WARCRAFT II with
many more research and infrastructure
options from which to choosc.

Its not enough to just harvest
resources and build farms in order to
support enough barracks for massive
grunt production. There is more to this
game than just military build-up.

While the first two ages lean heavily
towards military advancement, the next
two really show the game’s depth by
providing gamers with a wealth of
research aptions, including such discov-
eries as writing, irrigation, nobility, and
polytheism. Of these four discoveries,

anly nobility actually affects military
units, while the other three affect your
map knowledge, fanming, and priests
conversion effectiveness. What these
branches of discovery provide are dif-
ferent strategies for winning the game,

HABADACUS Age or Empines has the most depth of any real-time strategy game. Only a few
netllesome issues prevenl it from attaining perfection.

as well as a depth of gameplay that just
isn't present in more military-minded
games, even those as excellent as
TOTAL ANNIHILATION.

InAGE OF EMPIRES, you can win in a
variety of ways. Sure, you can win via
military conquest, but it is so much
more salisfying lo siatch victory away
from a big bully by building a Wonder.
You can also achieve religious victory
by collecting all the game’s artifacts
(several small carts that lie about the
map) or claiming all the world’s ruins
(Stonehenge-like momunnents). Of
course, you also have to hold these reli-
gious icons for two thousand years
before your are ceded viclory. You can
also play until one player reaches the
most points in a sct time period.




AGE OF EMPIRES ¢ REVIEW

PLAY IT ALONE
These victory
conditions are
applicable for multi-
play, but single-play-
er games also have
well-designed goals
and missions,
Admittedly, CGW
editors have been
guilty of playing too
much mulliplayer
AGE OF EMPIRES,
but the solo cam-
paigns are gnnd as
well. There are four campaigns, each
more difficult than the last. The first
campaign is an extended tutorial, and is
incredibly well-done. Beginners will
learn the nuances of the game’s strategy
as well as the games streamlined inter-
face in no time with this first campaign.
The next two campaigns provide more
of the linear missions you see in C&C-
or WARCRaF1-clones. The last cam-
paign is devilishly hard (maybe too
hard) with many specialized missions,
‘The campaigns feature some good
map design, as well as some frustrating
stacked adds in the later scenarios.

OR WITH FRIENDS

While [ like AGFE, OF EMPIRES single-
play, [ am hooked on multiplayer AGE
OF EMPIRES. The game’s depth shines in
multiplayer battles, where human play-
ers can indulge in a variety of valid
strategies. Some players will frantically
compete to advance lo the bronze and
iron ages first, others will quietly wall
themselves off and amass resources for
Wonder construction, while others will
just crank out a massive army of club-
men in the stone age o club their berry-
picking opponents
to death.

Multiplay also
highlights the dil-
ferences between
the 12 cultures.
Each culture has
its own special abil-
ity, so that some
are better suited to
naval campaigns,
while others are
better at getling
the jump on food
and \'ill;}g(rr pro-
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COME TO THE DARK SIDE Religious conversion is but one
of the many different strategies you could take in Age.

duction. Each culture also has only
limited access to the discoveries in the
game’s technology tree, meaning each
culture’s tech options dictate a
different strategy. A Yamalo player
will try to defeat his opponents on the
seas since he has aceess to all the
naval discoveries, while a Shang play-
er might commil lo a war of conver-
sion since he has access to all the reli-
gious discoveries.

ONE POP LIMIT SHY

OF PERFECTION

ACE OF EMPIRES has great depth,
and when compared to its real-time
brethren, it is the most sophisticated of
the bunch. However, after pouring
hours into this game, especially in mul-
tiplayer battles, you start lo nolice some
frustrating problems that detract from
AGES fun factor.

The most serious grievance is the
population limit: you can create a
maximum of 50 units. In sola play, the
scenario design demands constant
engagement, so you don't often
encounter this population limit. In
multiplayer battles, especially if there

BACKRONE OF THE EMPIRE The graphics are great, espe-
cially for a 2D game. It's also nice that villagers change
their appearance according o their tasks.
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AGE OF EMPIRES * REVIEW

is 4 tendencey for all players to build up
an ultimate army before attack, this
population limit can present a fre-
quent problem.

Although the delete ability lessens
the negative effect of the population
limit (Iinsemble should have ineluded

a dismiss button on the interface,

LIMIT THIS! In a game where your
civilization advances through :
12,000 years of discovery, it's silly §
to think that your people can't even §
procreate beyond their Stone Age
numbers.

JANUARY 1538

though), it still would have been nice
if gamers were allowed to tweak the
limit in multiplayer setups. It also
would have made sense to at least
give population bonuses flor, say,
building additional town centers or
advancing to a new age.

Aside from the population limit, there
are few other problems. Ak should have
employed the innovations that Dark
REIGN and ToraL ANniHiLATION did —
unit queues and 3D Lerrain, for example.
Also, the walls in AGE are loo strong,
especially the heavily fortified ones with
00 hit points (your massive Wonder
doesn’t even have that many). [ also wish
[nsemble had inchided the ability to
place gates in walls (even though it s
possible to delete them). Also, the inter-
face for the scenario editor, although
powerful, isn't very intuitive

The game is usually stable, but net-
work games suffer occasional crashes.
Asfor Al, I do wish the computer oppo-
nents in random maps would sometimes
fight each other rather than always gang-
ing up on you. However, in general, the
Al of your opponents is good. Whereas
other games will often send enemy units
at you picce-meal, AGE will wait until its
amassed a large enough force to get the
job done right. One annaying Al glitch is
that your villagers will tend to get stuck
in light spaces.

lcan fnrgi\-'i: these small dnnovances,
though I really think population limit
should have been fixed. However, even
wilh AGE OF EMPIRES few problems,
the game is greal. | ean hnr;\riil_\' TeCOm-
mend it to both turmn-based and real-
time strategy gamers who are looking
for a good mix of depth and intensily in
their stralegy games. %

FAPPEAL: Strategy yamers look-
ing for a deep real-time game with
complexity.

PPROS: Deep gameplay courtesy of
age advancement and wealth of dis-
coveries, emphasis on empire-build-

ing, races with different abilities and
strategies, excellent graphics.

FCONS:
Population limit
is annoying,
walls too strong,
different looks
for different cul-
ture’s units
would have been
nice,

STRATEGY/WARGAMES
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Kk k3 REVIEW ¢ SID MEIER'S GETTYSBURG!

- Gettyshurg
Addressen

GETTYSBURG IS Unique Among Real-time Games: It's Historical and Fun

by Bob Proctor
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Price: $54.95
Minimum System
Requirements: Pentium
60, Windows 95, 16MB
RAM, 50MB hard-disk
space, SVGA graphics, 2x
CD-ROM drive, mouse;
supports DirectX
5.0-compatible

sound cards.
Multiplayer Support:
LAN (1-8 players),
TCP/IP, Modem
(28.8Kbps or better).
Designer: Sid
Meier/Firaxis
Publisher: Electronic Arts
San Mateo, CA

(800) 245-4525
www.ea.com
www.firaxis.com
Reader Service #: 335

argames have
rarely atternpled
to re-create the
almosphere of the
batllefield, and for
good reason. The
carliest technolo-
gies—small metal
military figures on
asand table or,
more recently, cardboard connters on
paper maps-could not begin to convey
the sights and sounds of combat to
someone who had never experienced it.
As purely analytical tools, however, these
old standards have much to recommend
them. In traditional wargames, vou have

godlike knowledge of what is happening

on the battlefield. You know how your
forces will behave (because they have
precise ratings), exactly what the risks
(odds) are at any part of the engagement,
and, therefore, how adding or removing
forces will affect that risk factor. No offi-
cer in the field was ever so blessed, of
course: The absence of this knowledge,
usually called the fog of war, is Lhe reality
that commanders live with.

YOUR ORDERS, SUH Each scenario begins

with a voice-over briefing in which a superior

explains what you're supposed to do in the
context of the battle.

CoW
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In this sense, SID MEERS
CETTSBURG! is the most realistic
wargame ever. [t puts you in the
aclion as a general commanding
a brigade or corps. [t provides
onlythe information that such an
officer would have, and to the
greatest extent possible, it gives
vou that info in a realistic nanner,
Its not a game you'll ever play well
with the sound timed off; your
subordinates report to you verbal-
Iy and you can tell what the
enemy is going to do by listening
to his bugle calls,

"The map is as beautiful as any
from TalonSofts BArn £CrouND
series. The 3D view takes a low
enough angle that it scems as if
youte ona nearby hill rather than
flying overhead. You can zoom in
and out and rotate the map freely.
Subtle shadling reveals differences
in elevation, and prominent build-
ings are drawn realistically, thongh every-
thing is slightly oversize for easier visibility.
When you scroll the map (by moving the
cursor to an edge), the trees and buildings
disappear so that you can casily see
your troops —a really nice louch, A
second aller you stop scrolling, the
scenery reappears.,

“THE ENEMY IS THERE..."”

[inemy units are hidden excepl
when directly viewed by your
forces, and even then you can'l
identify them or judge their
strength except by their appear-
ance. ach soldier icon represents
35-40 men; so a large regiment of
600 appears as 15 or 16 soldicrs,
enough that you can clearly see
their formation.

THE BIG PICTURE Hitting the F1 key brings you
to the 2D overview map, where you can continue
lo issue commands. A right click drops you back
into 3D centered on that location.

Ifach regiment carries a flag, held at an
angle that roughly indicates their morale.
Suceess in combat is determined as much
by morale as by numbers, and units are
almost never eliminated, they just reach a
“breaking point,” at which time they min
away and refuse o follow orders, Aleader

-an talk them back into action, but more
often he will be needed lo give a“confi-
dence boost” (higher morale) to units in
the thick of the fighting. Morale bonuses
are also gained by favarable terrain and
Taving flanks guarded by friendly units.

"There are four levels of difficulty, the
casiest being very easy indeed. Learing
to play SID MEIER'S CGETTYSBURG well at
any higher level requires good judgment
that can be gained enly throngh experi-
ence. Onee you decide on a plan and
give all units their initial orders, you musl



1. Pickett’s Brigade |
charges the Unlon
line. Kemper, in the
centey, is currently
selected, and you
can see the destina-
tion markers for the
five regiments in his
brigade.
2. Kemper is a com-
petent brigade com-
mandes, but that
won't be enough to
prepare him or his
men for this camage.
3. Confederate
artillery batteries
desperately lay
down a torrent of
fire in an attempt to
cover the Rehel
infantry as they
advance.
4. The four buttons to the left of the
toolbar allow you to change formation
easily. Right now, all units of Pickett's
Division are in Battle Line.
5. The buttons to the right of the tool-
har are useful at other times, hut afford
the Rebels here no relief, as they

continually monitor your troops. You
should order them to fall back or retreat
befare they get routed, or reinforee them
if the position they hold is critical.
Flanking fire is deadly and leaming how
to get it— or keep your opponent from
getting it —is verv important. After sur-
viving a dozen engagements, you'll read
situations like a veleran,

This emphiasis on the “feel” of battle is
completely appropriate in a real-time
game, particularly since its very fast. Fven
with the game speed at the slowest of four
sellings, the clock runs 15 times normal
speed on a P120 system —a one-hour sce-
nario takes 40 minutes of actual play —
and about twice real-life speed ona P200,
This is fast enough to keep you pretty busy
in the larger engagements, where you
have to give orders lo several corps.

To give orders, you elick on a regiment
toselect it and a row of buttons along the
bottom of the screen lets vou change for-
mations, advance, or fall back. Or, you can
drag a regiment with the mouse and drop
it where you want it to move. Select a
Brigade Commander and the orders you
give apply toall regiments in his brigade.

SID MEIER'S GETTYSBURG! * REVIEW

atlvance over open terrain under fire.
6. The Union forces are on good
ground to repel the assault. Notice how
the victory point sites are in blug, to
show Union control. Their total point
value (65) is the equivalent of 6,500
infantry casualties.

“I HAVE LOST THIS FIGHT...”

So, does this mix of flexibility and playa-
hility in Sid Meiers version of the Civil War
mean that 'l be removing TalonSofts
BATTLEGROUND: GEITYSBURG lrom my
hard disk anytime soon? No, I still need it if
[ want fo construct my own“What if” sce-
nario. There§ just no way o do this with Sip
MEnR's GEFYSBURG. Nor is Meiers
design perfect; Where are a few ough edges
with the interface. lfor example, its impossi-
ble to select an object near the edge of the
sereen (inchucing the menus at the lop)
without scrolling the map. Tuming off
scrolling completely is a bigger probleny;
what the game needs is a key that tumns off
scrolling as long as the key is held down.
There are also minor problems with obligue
movement (which sometimes reverts to
normal movement) and casuallies —

clay, but dlead leaders never get replaced.
On the other hand, nit-picking SiD
MEIER'S GrriysBURC feels a bit like eriti-
cizing Robert I, Lee’ career because his
sile Tost the war. SID MEIER'S CETTYSBURG
isa landmark, a real-time strategy game
whose unique treatment of its subject

7. One of the great things about
the real-time engine is that every-
thing doesn’t go exactly as planned.
There are gaps in the Confederate
ling, and the troops to the north
aren’t properly positioned to support
the troops in the center.

malter poinls to a direction for the whole
genre. The graphics and sound alone com-
bine to ereate a visual treat akin to 2 movie,
The userinterface — elegant despite its
quirks —lets you interact meaningfully,
while the degree of difficulty and game
speed can be adjusted over a wide range,
allowing a broad audience to have fun play-
ing the game. The tutorials make it easy o
stat playing; you learmn as you go from
voice-over and small text boxes. You ean
play sixdifferent scenarios in tutorial mode
without ever reading the manuals. Sid really
understands human nature, doesn'the? &

PAPPEAL: People who liked the
movie Gettyshurg but find wargames
tedious, or anyone who wants a differ-
ent real-time strategy game.

MPROS: Superh battlefield feel;
excellent sound and graphics; Internet
play; strong tacti-
cal Al; great
tutorials.

PCOMS: Minor
problems with
ohlique movement;
some interface and
scrolling quirks.

JANMUARY 1023 CGW

v
[
p-
=X
| -
[=+
=L
=
S
-
| -
Bl
-
=
(-~ 4
o
v




Where the hell...
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THE CRITICS AGREE!

“MicroProse's game offers weeks
to months of gameplay.”
Computer Gaming World, June '97

e v e e

“Maglc: The Gathering Is just what
the Samite Healer ordered.”
Computer Games Strategy Plus, June '97

e e

“Magic: The Gathering Is a near-perfect
translation of the card game."
PC Magazine, June '97

7 % %
*...hard-core gamers will

appreclate the flexibility offered in
the computeriversion."

get those card
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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
et Ganin L lire.
The Fanbin ki stood A

This special edition of Magic: The Gathering® for the PC includes
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 ManaLink™, 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

: s ull ol fire and smake and
e gl ¥ bdntch i

| it irk, My communicating with your opponent inside and outside the Duel.

{ e frafin ke o Hynaritad

| R o Wotersip w5 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:
The Gathering, for the PC you'll get a $15 rebate for a major
savings.So, get what it takes to reign supreme on the battle-
field of the mighty Planeswalkers, Because this time, it's the

world you're playing with.

Available on Windows® 95,
Visit yaur local retailer or call
1-800-695-GAME day or night
(L.8. or Canada).
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" THIS IS NOTTHE GAME OF QUAKE® YOU ONCE KNEW.
THE X-MEN HAVE TAKEN OVER AND NOW IT’S AWHOLE NEW GAME.
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TOTAL ANNIHILATION * REVIEW % A & & J

Annihilating 5
the Competition

Cavedog Takes You Where No Real-time Game Has Gone Before

by Martin E. Girulis

fter playing endless varia-
tions on the Comyann &
Conguer theme, its prob-
ably safe to say that it takes
quite a bit lo impress me.
Sure, its obvious the way lo

clevation levels found in games such as
Dark REIGN and KKND. Here, hills
look like hills, canyons like canyons, and
subtle differences in elevation are clearly
visible and eminently usable. You can
now sce which terrain makes a bol more
useful than a tank.

More important, vehicle
movement and weapons
elfects are modeled in true
3D as well, so that the ter-
rain affects all aspects of
combat in realistic ways,
instcad of just the simple
higher-equals-farther firing
models nsed in other games.
When your artillery shol

to lake a strategically important hillside
in order to command an advantageous

TA offers larger battleficlds than most
games oul there. Those of you with
32MB machines can get truly lost on
win this real-time clone some of the multiplayer maps
waris to be bigger, better,
and flashier, but exactly
how you pull that ol is not
an casy question to answer. Iinter TOTAL
ANNIHILATION fram Cavedog
Entertainment. This game takes almost
all the new standards of the genre—3D
graphics, viable terrain, and advanced
multiplaver options—and takes them to
a higher level than anything else so far.
While all the contestants have vel to be

strikes a treelop instead of
seen, | suspect we are Innking at this
years high water mark (or very close to
it) in the real-time genre,

going over the hill to paste
the target, vou'll know the
real world is uncomfortably
close. I'or the first time in
this sort of game, | have
found myself fighting hard

CALL OUT THE FIRE DEPT The attention to detail in
Toww AnniriLanion is amazing, especially the flamma-

OLD IDEAS, NEW SPIN o ;
ble trees and ability to start forest fires.

Atthe outset, TOTAL ANNIHILATION is
nothing we haven't seen
before: Cather a couple of
resources (in this case metal
and cnergy), build a base, and
creale enough unils lo kick
your opponent’s butt all over
the high-res terrain. But once
you actually get this puppy
up and running, you begin to
see that even the basic game
clements have just enough of
a twist to make this over-
worked genre seem new.

The first thing that strikes
you is the stunning difference
that a true 3D graphics
engine makes, There is liter-
ally no comparison between
the terrain in TA and the
shaded 2D attempts at

WHERE AM 12 In addition to a slew of air, land, and sea units, TA offers a variety of map types,
from desert to metal worlds. Too bad there's no map editor.
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firing position. And despite all this detail,
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Price: 550

Minimum System
Reguirements: Pentium
100 (P133 recommend-
ed), Windows 95, 16MB
RAM (24MB recom-
mended), 35MB hard-
disk space, VGA graph-
ics, 4x CD-ROM drive,
Sound Blaster-compali-
hle sound card.
Multiplayer Support:
Modem, null modem (2
players), LAN, Inlernel
(2-10 players).
Designer: Cavedog
Publisher: GT Interactive
Mew York, NY

(800) 469-5951
www.cavedog.com
Reader Service #: 336
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REVIEW ¢ TOTAL ANNIHILATION

Cavedog has even modified the tra-
ditional construction rig to make it
more interesting. Instead of the usual
trundling and vulnerable derrick we see
in so many other real-time games, TA
gives some sense of realism and tactical
importance to this icon. Your alter ego
is actually in the construction rig, and
it’ss not just a building prop but a very
powerful robot, built around a
matter/energy converter device, This
not only gives you a halfway reasonable
excuse to build stuff out of raw materi-
als fairly quickly, it also lets you throw
yourself into battle using your converl-
er as a powerful disintegration gun. Of
course, should the enemy blow you up,
it's all over for you.

‘The combat units in TA also show
greater diversity and realism. Not since
Interplays MAAX has a base-building
game offered this kind of variety in land,
sea, and air units, Without even counting
the possibility of accessing new units
(see sidebar), TA gives you enough
unique units to bring out all the tactical
potential of the terrain engine. And each
behaves realistically enough to make it
interesting. Ships leave wakes and sink;
tanks must blast their way through a for-
estor else go around; artillery shots are
spoiled by firing from uneven ground,
and bombers must make wide turns to

- Tetal Arasbilation Umit Viewes
e -

The Birth
of the
Open-ended
Wargame?

hile anyone who has

ever bought a Gary

Grigshy wargame
knows ahout product support
ahove and beyond the call of
duty, Cavedog seems to be
promising a form of dynamic
support above and beyond the
usual string of patches and
tweaks. The really exciting news
is that Cavedog has designed
Tome Annsnanod to easily incor-
porate new combat units,

So far, one of the great
weaknesses of most real-time
wargames (except for I-Magic’s
Wan Inc.) has heen the very
limited unit mix. You know
what | mean: You pay your
money and get the usual three
or four varieties of infantry,
armor, and air units.
Sometimes, if you're lucky, you
may get a few naval units in
the bargain, but that's as far
as it goes. Well, not only is
Cavedog planning to issue

&AM reosr | Aot Urim: i eisczazn

T | ks 0ttats || weapon types do. Even worse is

set up for an attack run, leaving them-
selves vulnerable to ground fire.

BUT NOW, A WEASEL REPORT...
Qddly enough, it’s all this quality and
attention to detail that makes the worst
part of this game — the documentation —
such a mystery. A game like this merits a
MicroProse-style tome in order to give you
your moneys worth. Instead, you get one
of those flimsy pamphlets that barely cov-
ers the basics of the game —and even
then, they're covered in a confusing and
disorganized manner. In a game that
stresses realism, its ridiculous that you
can't even find a table telling you

ME B3 2
7| how much damage the various

::_M 1| the extremely cheap and tawdry
| IE.."',, o | attempt by Cavedog to cash inon
Ul w || thisshortcoming byasking youto
{{= == order the strategy guide directly
W.,,_,, | from them. Whoever had the bril-
TASTROOET S
! liantidea to scam the public on
' | :| || this otherwise fine game needs a
et A | [ ] e ||| seriousslap.

Other than this and a hand-

UNIT OF THE WEEK Support for TorL Atmmianon — ful of minor bugs (due mainly

includes new units and maps being offered at

ICMdog's Web site (www,cavedog.com).

expansion disks with new units
and campaigns, it also plans to
offer a downloadable new unit
every week on its official Web
site (www.cavedog.com).

This process may have a
glitch or two (such as its effect
on game balance in multiplayer
games), and some of the new
units will certainly be less than
inspired, but the important
thing Is the departure from the
static computer game. While
we are used to buying a
boardgame and being stuck
with what’s in the box, there is
very little reason for computer
games to stay in that rut. Even
hoardgames have supplemen-
tary articles and rules additions
published in various gaming
magazines. It's more than high
time that computer wargames
had at least as much
dynamism going for them as
boardgames. Perhaps TomL
AnnmiLarion will lead the way.

CGW JAMUARY 1398

to the variety of 3D cards out
there), TA suffers only from the
lack of a map-huilder. Given
the incredible variety of tactical situa-
tions the terrain engine allows, it would
have been nice to enable us to create a
few. Perhaps this will be rectified in one
of the promised expansion disks.

Despite these minor strikes, TOTAL
ANNIHILATION is still the best real-time
game so far. If you are looking for some-
thing that will keep you occupied in sin-
gle-player mode, as well as have the legs
to guarantee a long life in the multiplayer
arena, your quest is over. Just don't fall
for that strategy guide trick until they
patch the manual. %

PAPPEAL: Any strategy fan look-
ing for a deep, realistic, and intense
real-time gaming experience.

PPROS: Truly useful 3D engine;
incredible terrain; large number of
cool units; great combat effects;
huge hattle-
fields; original
implementation.

PCONS: Dismal
documentation;
a few bugs; no
map construc-
tion kit.




PROVE YOUR MILITARY SUPREMACY IN
THE ULTIMATE ON-LINE CIVIL WAR BATTLE

Grand Prize: The top General from the North and South will be sent on a
VIP tour to a real 1L.S. Civil War re-enactment.The Ultimate General will
also have their picture featured in Sierra/Impressions’ next war gamel

Contest Dates: The first shot of the battle will be heard January 5, 1998, and
the war will rage on-line for approximately three weeks. Recruitment
begins in December, so enlist yourself in the Union or Confederate army
at www.gamespot.com/promos/civilwar, or check your mailbox to see if
you’ve been drafted. Contest is limited to the first 500 entrants.

Sponsors: Civil War Generals 2, Computer Gaming World, Gamespot, and the
publishers of Civil War Times Illustrated, America’s Civil War and
TheHistoryNet.com offer this unique opportunity to re-write American
history. Everyone who plays wins! Fight through one battle, and even if
you lose your shirt, we’ll give you a new one—the exclusive Civil War
Generals t-shirt.

FEATURES OVER 40 BATTLES
LEAD FORCES IN BOTH THE
EASTERN AND WESTERN
THEATERS

CUSTOMIZE BATTLES WITH THE
STRAP ON YOUR FIGHTIN’ BOOTS AND GET READY FOR THE ON-LINE BATTLE POWERFUL GAME EDITOR

OF THE CENTURY]I

Must own Civil War Generals 2: Grant, Lee, Sherman to play. © 1997 Sierra On-Line, Inc. ® and/or ™ designate trademarks of, o licensed to, Siema On:Line, Inc., Bellevue WA
96007, All Rights Reserved, THIS IS A CONTEST OF SKILL. Offer open to residents of U.S, (EXCEFT MM, VT AND NO) and Canada (EXCEPT QUEBEC) over 18 only. Vold where GRANT « LEE » SHERMAN
prohibited. Contest open only ta first 500 eligible persans signing up on 12/1/97 beginning at 8 a.m. at www.gamespot.com/p feivibwar, Tour consists of round:trip

toach airfare for one from nearest major airport, hotel accommodations far 2 nights, entrance fees for reenactment camp, appraximate max. retail value $2,200. AR other
expenses are responsibiity of winners. Al 500 entrants get a t-shirt, appraximate retail value $30, Odds of winning any prize depend on participants” skill. Contest played
from 1/5/98-1/26/98. All prizes will be awarded. Decisions of sponsors are final, Contest subject to complete rules. Complete rules posted at wwww.gamespot.com/pro
AWTLIES

mos/civitwar, or send SASE 1o Sierra On-Line, Inc., /o CWG2 Contest, 222 Third Street, Suite 4100, Cambiidge, MA 02142, Attn: Rules Request, for a copy. Send SASE after G E N E R
1/31/97 10 above address, Attn:Winners List, for list of winners. WA residents omit retum postage.
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7TH LEGION * REVIEW * % % #

Dying for Dolla

For a Different Take on Real Time, Join the 71+ LEGioN

by Gavin Hachiya Wasserman

ith the current glit
of real-time titles
on the shelves, you
might have
noticed by now
that most of these
games are a bit too
similar. Real-lime
strategy games
often breed dupli-
cate strategies: Hide out, gather
resources, develop advanced weaponry,
and then attack with numerically and
technologically superior forces.
Microl'rose and Epic Megagames’
recent collaborative effort, 7TH LECION,
tweaks those strategies with an element
of randomness and a strong imperative
for constant engagement,

Iirst, the hunt for resources, a lime-
hanored fixture of develop-and-destroy
games, is simply not present. No mining
gold, chopping wood, or harvesting
spice. This is an up-front tactical clash
between two somewhat similar human
forces— the 7th Legion and the
Chosen— for domination of the Farth.
At regular intervals, command HQ allo-
cales a certain amount of credits to your
mission. This cash flow is continuous
and requires no ﬁp::cinl structures or
units to maintain. Sure, you still have to
have your ficld command base, but if
vou don't have that, well, its all over any-
way. So even if that expensive force you

MONEY! Resources are out. In 7t Lecion, you get paid to kill; you collect bounties
on enemy heads and get money by compleling missions.

fielded gets chewed up by enemy assault
chassis and tanks, payday will come
around again and you'll be back in busi-
ness...probably just in the nick of lime.

GETTING PAID

Of course, while making it possible to
fend off defeat, this salary isn't really
enough to fuel a serious drive to victory,
So where does the money come from?
Simply stated: Kills equal cash. Troops
collect bounties of credils and experi-
ence for each enemy unit that they
destroy (talk about adding insult to
injury: “I killed
your guy and | got
paid”). As a unil
gains experience, it
also gains hil
points, deals more
damage, and (sup-
posedly) gels
simarler,

Lven so, killing
an infantry unit for

LITTLE WARS Because of the timed missions and randomness
of Battle Cards, 7tH Lecion tends toward more immediate
action and smaller forces.

a 100-credit bounty

won't get you that
farwhen il costs
500 to field your

JANUARY 1928

own infantry. The 100 credits also won't
serve you well when your now-damaged
unit that just scored a kill is about to
become a hounty for your opponent.
That§ where the timed sub-missions
comie in: Their special bounties give you
an incentive to make otherwise Crazy
headlong assaults. The sub-missions are
usually something simple, such as
“Destroy eight enemy units” within six
minutes for 30,000 credlits. Thats hard to
pass up, because destroying cight measly
infantry for such a huge payolf scems like
an easy way lo boost your war effort.

Other sub-missions ask you to destroy
particular enemy structures, such as bar-
racks or gun cimplacements. These sor-
ties are often more difficult because your
troops must fight past defending units to
reach their objectives. Besides boosting
your praduction with hounties, the sub-
missions increase the pace of gameplay
because they give you big incentives lo
engage the enemy.

This emphasis on speed leads to
smialler assault forces. Smaller forces
are easier to manage because they are
less likely to get in cach others way
while traveling. When units block each
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Price: $39.99
Minimum System
Requirements:
Pentium 100, Windows
95, 16MB RAM,

15MB hard-disk space,
4x CD-ROM drive,
2MB SVGA video card,
DirectX 5.0-compatible
sound card
Multiplayer Support:
Modem (2 players),
IPX, TCP/IP LAN,
Internet (2-4 players).
Designer: Epic
Megagames/Vision
Publisher: MicroProse
Alameda, CA

(510) 522-1164
Www.microprose.com
Reader Service #: 337



v
B
=
=T
(<~
(=]
=X
=
LS
-
(]
Bamed
-
=X
[
[
wh)

REVIEW ¢ 7TH LEGION

Play Your Gards Right

on’t be so sure that your perfectly
D planned strategy will work against your

nearly down-and-out opponent.
MicroProse has taken a cue from popular card
games and added Battle Cards, with which a
player can really surprise an opponent. You
begin with four Cards and you gain another
every two pay periods. These Cards add ran-
domness to play. Your enemy can play a Battle
Card and change the tide of hattle in an instant.
Your hig had force might end up Cursed,
Confused, and Immolated before it gets any-
where near its objective. Your legions of infantry
could be burnt to ash, your tanks could take a
thunderous pounding, or your assault robots
could go mad and start shooting each other.
Suddenly you are out one expensive army with
nothing to show for it.

In a way, the Cards are a disincentive to
massing a single large force, hecause units
grouped together hecome much likelier targets
for area-affecting Cards. If you use smaller
groups, you won’t be able to sweep a field clear
without heavy casualties, but your opponent
may exhaust his reserve of Battle Cards while
affecting fewer of your units. Or your opponent
might choose not to use Battle Cards against
such a small force, which will allow you to use
your Cards to support your assault. A small
attacking force may be Blessed or enter into a
killing Psychosis, suddenly mowing down forces
twice its size. Yes, you could do the same with

THE LUCK OF THE DRAW Battle Cards add a new dimen-
sion fo real-time gaming. You can reverse your fortunes
just by playing a destructive card like this Fist of Doom.

a larger force, hut if the enemy plays one of his
Cards, you may have wasted a beneficial Card
as well as your costly army.

Take care, though, hecause dispensing death
directly via Battle Cards or simply running over
infantry with your tanks doesn’t count toward
completing your special mission directives.
Likewise, despite being an attractive way to
reduce attacking forces in a crisis, sneaky
tricks such as luring units within range of gun
emplacements get you zero hounties. You may
find that you’ve destroyed a dozen units but
haven’t gotten credit for a single kill toward
your mission objective. There’s a full deck of
fifty-two cards, so be sure you know the differ-
ence hetween Psychosis, Battle Rage, and
Chaos. You can bet the enemy does.

While it’s true that 711 LEGION

other’ path or run into an obstacle, they
stand still or look for a new roule,
spreading out and straggling, Some
never get lo the battle. This calls for
close management of large forces,
which is a bother and another push
toward using more small groups of
forces. The dangers and benefits of
Battle Cards (see sidebar) also drive the
pace of battle. Overall, the use of small
forces and time-constrained missions
causes players to engage often, and with
more balanced forces. The result: heavy
casualties and bounties all around.

PICK A CARD

Unlortunately, some mission scenar-
ios leave the standard game and ask
you to lead a small band of “marines”
into an enemy base to capture or
destroy something that advances the
storyline. These levels are totally differ-
ent from the rest of the game and are

CowW JANUARY 1938

absolutely unredeemably boring. You
have only three marines, so — unlike in
the main portion of the game —you
really don’t want to engage the enemy
unless you absolutely must. The only
special Battle Cards you have are
medikits to heal those marines. Also, if
your units were stupid on the land map,
they are tragically so here. It really
doesn’t serve much purpose to shool
barrels and walls when enemies are in
the next room, especially if shooting all
day won't put a dent in anything that
isn't flesh and bone., Luckily for your
intrepid “elite” units, the enemy is just
as stupid: In some cases, guards won't
even nolice you mowing down their
compatriots if you can place your gun-
ners just far enough away. These infil-
tration missions could just as well have
been left out for a purer strategy game
Luckily, these missions arc short and
you'll soon be back in the fray.

doesn't nearly have the depth of a game
such as TOTAL ANNIHILATION, it also
doesn'l present itself as anything other
than a fast-paced, action-oriented real-
time game. Although it suffers some Al
deficiencies and poorly crafied indoor
missions, 7TH LEGION deserves points
for its refreshing “kills for cash™ and
Battle Card features.%

PAPPEAL: Real-time commanders
lonking for something light, fun, and
a little different.

PPROS: It's a good, simple, fast-
paced real-time game; cool Battle
Cards randomize Shm
gameplay.
PCONS: So-so
storyline; a few
throwaway mis-
sions; bad Al.
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INCUBATION * REVIEW % % % 7

3D Hatchling

X-COM-lite—a New Breed of 3D Wargaming?

by Loyd Case

m always mystitied why huge num-
bers of real-time strategy games
lnurmim]i.w store shelves while
good tum-based combal games
have few; if any, imitators. Sure,
Commann & CONQUER spawned
a host of imitations, but you'd think
that X-COM and JaccEn
ALLiasct would have done the
same. Along comes German devel-
oper Blue Byle to the rescue with its new
Windows 95-based, science-fiction combat
game, INCUBATION. [tmight just have
more than ils tumn-based novelty going for
itas it battles for shelf space.

BIOHAZARD WITH A BITE

INCUBATION takes place in Blue Byics
BATTLE [SLE strategy games universe.
"The games story is smaller and more per-
sonil, though, following the adventures
of i squad of space marines trying lo
make sense of a growing phenomenon.

Apparently, the inhabitants of the planet
Seaylaare rapidly mutating into killer aliens
(are there any other kind?), A small detach-
ment of marines under Captain

WARGAME, YOU SAY? This is the 3D glory of Incuranion, which is a departure
from the traditional, boring-looking tactical combat game.

Rutherford has been assigned to defend
the remaining healthy population while a
cure is developed. The plot thickens as the
causes of the mutation are discovered, and
the integrity of higher command becomes
suspect. [t all elassic space opera fare.

In the game’ missions, you carry out

Rutherford’ orders as Corporal (and later

Sergeant) Bratt.

I NEED PERSPECTIVE

One of the unique features of
INCUBNTION s its use of e 3D
technology. Theres evena 3Dfx-
enhanced version of the gane.
You not only have the classic iso-
metric view so common in gimes
such as X-COM, but you also
can see the view from an individ-
ual squadmate’ perspective. ' The
isomietric view can be rotated a
quarter turm and moved lo
ground level or a higher perspee-
tive, You can ailso have the cam-
cra follow the mutants around
during their moves, which is

gives you clues as lo their position.
QUARE it not, but it is interesting to see
tactical action from a different viewpoint.

"The combat animations are nicely
done, with different motions for different
weapons. The voice-overs are effective,
though simple. The lead marrator, who
plays Bratt, does a nice job of playing the
combat-weary veteran, and for once, the
wriling isn't overly hyperbolic. The cut-
scenes are all 31 animations and are
graphically awful. This is the first game
I've played in some time in which the
gameplay animation is far superior lo the
cul-scene graphics."The 3D characters in
the cut-scenes look as if they were
created with about six polygons (okay,
now I'mbeing hyperbolic). Wee talking
about square necks and square heacs,
folks. Still, they doa nice job of moving
the story along,

THE CAMPAIGN
"The campaign is the main single-player
story, with as many s 30 missions. | he
campaign does branch oceasionally, but
only lo present altermative paths through a

linear story: [5ach battle represents a slightly

different tactical challenge, but the variety
of mission types is fairy small —clean out
an arca, escort a civilian, gel loan exit
point. You choose battles from a nicely ren-
dered view of the city, with hotspots identi-
fying locations, A location may be a cul-
scene, an armory, or the next battle.

JUMPING JUPITER Movement is a bit
restricted in the game, though jump jets can

enterlaining enough, but also

improve your tactical options somewhat.
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Price: $49.09

Minimum System
Requirements: Pentium
90 (P166 recommended),
Windows 95, 16MB RAM
(32MB recommended),
T0MB hard-disk space
(110MB recommended),
4x CD-ROM drive, DirectX
5.0-compatible graphics
card with 2MB of graphics
memory; supports 3Dix
Voodoo cards.
Multiplayer support: LAN,
Internet, Mplayer, Play-by-
Email (2-4 players).
Designer: Andreas
Nitsche

Publisher: Blue Byte
Software

Shaumburg, IL

(800) 933-2983
www.bluebyte.com
Reader Service #: 338



STRATEGY/WARGAMES

REVIEW ¢ INCUBATION

Let's Make a Deal

n larger missions, assign one

character to be “Monte Haul," and

open all the equipment cases he

can find. Equipment points are
used fo “buy” better weapons and
gear between missions.

Marines are rewarded with skill points,

which are a scarce resource. You need
both skill points and equipment points
to buy some of the more exotic hard-
ware. Commendations can be used to
add to a marine's skill-point pool, but
those are also scarce.

WHAT'S IN THE BOX? Make sure you
open all the chests you can. You never
knaw what you'll find.

Save skill' points and commendations to get better firepower and armor. It's
tempting to get stimulants for that extra movement point, but the servo system
is a permanent enhancement. Reserve enough points for at least two grunts to

get jetpacks; they greatly enhance tact

Save-game support in the campaign is
robust. You can save between, and during,
battles. In the heat of a fight, therel a quick-
save button that allows you to caphure any
moment in a fight, but be wamed: The
quick save disappears if you lose a battle
and start over, Using one of the nomnal save
slots as a temporary save is a good idea.

Fach marine has his own sel of statis-

Check out
Incusanion on this
month's CG-Rom!

tics, including different weapons skills,
leadership, and so forth. The experience
interface is purely graphical, but is casy
lo grasp. Cerlain weapons or gear can'l
be used until a grunt gains enough expe-
rience. Units can gain commendations
in some battles, and these commenda-
tions can “jump” an individual soldiers
experience up a notch (nice for getting
that nest good weapon).

CHESSMASTER 40,000
The actual taclical combat is a little sim-
plistic. [Fach squad member has aset of

LEVEL UP Incusation employs a simple experience system to
open new weapons and gear for your growing squad.
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ical flexibility.

action points that are used to move, fire,
and perform actions. Action points can be
slightly modified — permanently by the use
of the servo system or temporarily with
stimulants. The characters can move and
shoot, up to their action-point limit, Action
points can be reserved each tum for
opportunity fire, but theres no permanent
reserve selling as in the X-COM gamcs,

Combat oceurs on a square grid with
no true diagonal movemenl. Characlers
cannol move through squares that contain
othersoldicrs. Unlike in X-COM:
APOCALYPSE, you can't erotich or go prone.
Youalso can't climb or jump off even small
bariers — it seems silly to come lo a ludder
and notbe able to climb it. The exception
is when your gnunt becomes advanced
enough to geta jetpack; however, jumping
with a jetpack uses all action points, which
makes jumping into a furball a little dicey.
Yonalso can't use a jetpack to jump direct-
Iy to an exit point; you must land at least
one square away,

ISach combat level presents a maneu-
ver or lactical challenge. Some are tacti-
cal puzzles akin 1o a chess problem. The
monster Al is adequate, but doesn't con-
cenlrate fire on single targets, nor does it
coordinale altacks well.

"There are a nice variety of weapons, and
you'll definilely need the more advanced
hardware later in the game. The combat
graphics are spectacular, but grisly, with
exploding gobbets of bloody flesh, nice
lighting effects, and great explosions.

The user interface is nicely done. To
move, you click on a square, indicate the

facing (which is critical — armor
is weaker in the back) and
release. "Theres a“take back this
turn” button and a save butlons.
You can alter the view camera

al any time.

“Toy sum up, combat is enter-
taining, but not particularly realis-
tic. Its much like playing chess
with ranged weapons — but
somechow ils more satisfying
blowing a monster to smithereens
with a plasma gun in 3D,

TURN-BASED FRAGFEST
[ ike almost every new game,

INCUBATION has a multiplayer

mode. You can play over the

Internet, either directly through

TCPAP or on MPlayer. Local

area network play and play-by-
email are also supported. | couldn’t get the:
IPX network game to work at all, but
changing over to TCP/IP cured those
bhues. Up to four players can“buy” squads
of marines. You can't change gear on the
fly, but there are a large variety of specialist
marines with different equipment mixes.
Its quite a hoot, and a refreshing departure
from real-time games.

FINAL REPORT

Although not without [laws, such as
the somewhat chesslike tactical combat
system, INCUBATION is a nice change of
pace from the frantic mouse-clicking of
the C&C sel. The story works fairly well
and keeps your interest, though it will
never be mistaken for great literature.
The voice-overs and character advance-
ment give cach marine a personality,
though not to the level of detail of, say,
JAGGED ALLIANCE. If your hands are get-
ting sore from all the mousing around in
the real-time games, check oul
INcuBsTON. §

PAPPEAL: Strategy gamers who
may be getting tired of real-time
clickfests; X-COM and Jaccen
Avuiance fans.

PPROS: Gorgeous 3D graphics add
to the “you are
there” feeling;
interesting story;
easy interface.

YCONS:
Tactical combat
is chesslike and
unrealistic.
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CONQUEST EARTH * REVIEW % %

Failed Conguest

New C&C Wanna-be Falls Way Short

by Mark Clarkson

ONQUEST AT has so
much going for it that its
hard to imagine how it
could fail to please.
Although the game is one
ol many real-time strategy
games currently glutting
the market, it offers so
many original ideas and
nifty features that it’s hard
to decide where o begin.

WHAT'S GOOD

The back story, featuring alicns con-
quering the Earth, is familiar, but
CoNQUEST EARTH gives it a nice tilt
by offering you the choice of playing
as the Exarth’s human protectors or as
the invading Jovians. Beller yet, the
difference between CONQUEST
FarTHs forces is actually significant.
While the humans develop the usual
assortment of guns, tanks, and air-
planes, the Jovians learn to morph into
a variety of forms, from the humanoid
Walker to the scorpionlike Glider to
the seemingly innocuous rock.

CoNpuesT s 64,000-
color graphics feature hand-
painted backdrwops, nighttime
lighting effects, semi-transparent
explosions, and more. In addition
to head-to-head play, Conguisi
[EarTH offers two single-player
maodes for cach species: Mission
made —similar to solo cam-
paigms in WARCRAFT or
CoMyann & CoNouER—or
Campaign mode, where you
must manage resources, research
and develop technology, and
move loops across the globe
between missions.

You can even take contral of individual
units and drive them around. Its hard to
imugine how a game could offer all that
and still fail to please, vet this one does.

INTERFACE WOES

[Fany among you still aren’t using hot-
keys, this game will convert you.
CoNQUEST EArTs point-and-click
inlerface is impossible to use. While the
human interface is relatively familiar,

CRYSTAL CLEAR In Conouest Eaamh's novel approach to the fog-of-war,
specially-equipped alien troops work to clear away the hideous blue air of Earth.
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HIDE AND SEEK Here is the between-missions
screen for the Jovians. | challenge you to find the
Save game icon.

despite its European aceent, the Jovian
interface looks like a small dog turned
inside out: a moist, throbbing mass of
pinks, reds, and browns with protruding
control icons and yellow liquid bubbling
through a small section of what looks
like intestine.

I think this genuinely alien interface
is a cool idea. [ really do. But, still,
somebody should have killed it —nol
all cool ideas actually work in the real
world. The labels are...well..alien: a lit-
tle yellow ball, a little green ball,
something that looks like a flys eyc.
Not exactly intuitive, but the worse
part is that their clickable arca is so
small. The little things you click to
issue orders have an active area that
is a whopping 20 pixels tall.
Accidentally move past it and the
sereen serolls, I you're on a fast
machine, it scrolls really fast. “Trying
to hit those damn icons in the heat
of batile is actually one of the game's
biggest challenges.

The human interface is little better;
you have lo hold the space bar down
inorder to keep the controls visible. In
cither case, the controls obscure the
battlefield when they do pop up.

ARTIFICIAL UNINTELLIGENCE
Thankfully, there are hot-keys.

Learn them well, hecause your units

do nothing without explicit orders,
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Price: $50

Minimum System
Requirements: Pentium
90, MS-DOS 5.0 or
Windows 95, 16MB
RAM, 215MB hard-disk
space, 4x CD-ROM,
SVGA-graphics card
capable of 640x480, 16-
bit color, mouse,
soundcard.

Multiplayer Support:
Modem (2 players),
internet, LAN

(2-8 players).
Designers: DDI
Puhlisher:

Eidos Interactive

San Francisco, CA
(415) 547-1200
www.eidosinteractive
.com

Reader Service #: 339
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Their default mode is to stand still,
without returning fire, while they're
being gunned down. Troaps won't
defend themselves unless you specifi-
cally tell them 1o do so. And those
defensive orders don't stick; tell troops
to do anything else —move or fire, for
instance — and they drop back into
their default catatonia.

I found the direct control of litlle
use. More useful is your ability to man-
ually direct the fire of selected units
with the left mouse button. Most early
missions can be won by simply sclect-
ing a big group and manually moving
them around while using their concen-
trated firepower. But even this simple
action is harder to do than it should be.

If you manually direct fire o a specific
location, selected units will just stop in
their tracks and fire in that direction. If
they're spread out, it means most of them
are out of range, If they're in a clump,
they'll shoot each other.

Fortunately for you (but unfortu-
nately for realism buffs), troops don't
take damage from friendly fire. That’s

good, because
when you give
orders fora
group of units lo
escort another
unil, everyone
invariably fires a
round or two al
him first.

THE NEED
FOR SPEED

On myvenera-
ble P13 system
(now retired), the
game ran fairly
smoothly when
things were ¢uict.
But once the
action heated up with lots of those nifty
semi-transparent explosions and what-
not, my system started choking —
scrolling was choppy and | had trouble
selecting troops, assigning way-points,
and so forth,

"The game ran quickly enough on
my new Intergraph P2/266...too quick-

ing the terrain.

ALIEN BASE A Jovian base under construction. The zig-zag
blur effect beneath the bottom-most alien is a building under
construction. Some elements of the interface pop up, obscur-

COMNQUEST EARTH * REVIEW
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ly at first When [ finally located the
controls to adjust game speed, they
slowed down the entire program.,
As you turn down the game speed,
scrolling gets jerky, mouse response
degrades, and so forth. | want

the game’s speed reduced, not the
game’s performance.




Many years after the great con-

flict, much has changed on Yavaun.

Humans. reluctant colonists, are
now part of the cultural diversity
of this alien world,

WAR WIND" I1: Human Onstauchr
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 whale new game.

To Order: Visit your retailer
or call 1-B00-234-3088
(USA & Canada) with

Visa or Masterlard.

War Wind is a trademark of Strategic Simulations. Inc. ©1997 Strategic Si

WINDOWS® 95 CD-ROM
WWW.WARWIND.COM
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CONQUEST EARTH ¢ REVIEW

(¥ o
THOSE LITTLE EXTRAS game by selecting “quit game,” badad
The 64,000-color, hand-painted back-  retreating to the main menu, and > =
grounds range from nice-but-blurry to coming back in again. =X
ugly-but-blurry. The music is loud and I never got to try Con- (& ]
repetitive. The human dialogue is limit-~— QuEST EARTI head-to-head. =
ed and uninspired. The alien dialogue Although the game comes =
seems to have been recorded by actors on two CDs, all players still g

with their head’s submerged in a loilel, need their own copies. The
You can save games between missions,  advertised free play on ;
but, as far as | can tell, you canonlyloada ~— MPlayer wasn’t available UGLY LANDSCAPE Despite 65,000 colors, some )
during my review. of Conouest Earth's hand-painted landscapes fail el

to please.

AN EXHAUST- e :
ING ENUMERATION not a chore. There’s a big difference. P~
I could go on— about Suffice it to say you should skip e
the 200MB “minimum” this one. & v

install; the lack of basic
options; the mistakes inthe  p AppEAL: Real-time fanatics with
manual; the mouse prob- quick reflexes and a very tolerant
lems; the innavative, vel nature.

4| ultimately aggravating MPROS: Some nice

XN implementation of the fog— graphics and plenty
i of original ideas.

NOT ALL BAD Conouest EaRTH does have redeem-  ©f war— butI'm getling

. o : : depressed just talking PCONS: A quirky,

ing qualities, such as truly different sides and ot nearly unplayable

some nice attention to detail, including tire-tracks =~ " 0 game that fails in
Playing a game is sup- 5 ration

left by passing vehicles.

posed lo be a challenge,

iy .- i :g :
TANK{PLATOONII
8COMINCRSOON

AKE SURE YOU HA HE-PROPER WRITINGINSTRUMENT.
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You won'’t find this kind of history in any book. We've taken gaming
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you can mastermind an entire historical naval saga? In full
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With a 3D combat engine.you View a floating 360° panorama Rule the waves. forge the:steel
don't just'see explosions — and engage in ship-fo-ship and earn the medals.
you exparience them: confrontations.

GREYHOUNDS
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When it’s this real
it’s not a game - it's war.
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MAN OF WAR ° REVIEW % % #

Sea Quake?

A Third-Person Wargame/ First-Person Action Hybrid—With Mixed Results

by Bob Proctor

fyou believe things always
come in threes, then you
aren't surprised by the fact
that 1997 has praduced
three games on sailing ship
battles: Avalon Hills
WooneN SHips & [rox
MeN, Talonsofts Acr o
SalL, and now, Strategy
Firsts Max oF War As
with the others, Man OF WaR has
scenarios for some of the greal
battles of the Revolutionary and
Napolconic wars,

What makes MOW differ-
ent? Itis the only game of the
three to use a first-person per-
spective. That is to say, you are
right there on deck, with the sea,

R e T
P

sky, and other ships all around
you. This is a common format
for simulations, including every
submarine sim ever madle, but
it’ the first attempt to bring the
idea to sailing ship warfare.

SIM OR STRATEGY GAME?

Forget the marketing: MOW is; at
heart, a tum-based strategy game. You give
arders to all your ships for the next four-
mintite turm; then the clock starts and yon
watch as movement and combat oceur: At
the end of the tum, the clock stops and its
time for orders again. Orders are given
using an overhead isometric view of the
ships on an ocean that looks like:an old
parchmentmap. Only instead of watch-
ing the action from thisview; vouare
transported to the deck of your flagship.

For me, this attempt at first-person
point-of-view falls short. It never gave me
the “you are there” feeling that the back of
the box claims. There are two reasons for
this: alack of realism and impotence. L et
me explain that last one first. From the
gamers perspeetive, the “Action Phase” is
reallv a time of inaction; you have nothing
to do for four minutes except watch, Oh,
you can use the amow keys lo move

around the deck of your flagship, but there
isn'ta single order you can give until the
four minutes are up. Ifyou're like me,
you'll quickly have the clock on 8x(the
fastest setting) or be hitting the Skip but-
ton to geton to the next orders phase —
thats where the realaction is.

As for the realism aspect, you'll find
the deck a lonely, surrealistic place; there
isn't another soul on deck! No helms-
man, no lookouts; no midshipmen wait-
ing to carry orders below decks where all
those cannon go off every few minutes. |
think I understand why: Its a huge pro-
gramming effort to puta crew on deck
when they're just a decoration in game
terms —you couldnt give them an order
if you wanted to, On the other hand,
they spenttime depicting a dozen or
more different weather and lighting con-
ditions (and the sea and the sky are
beautifult), so why not include some
crew members as well? At night, the gun
flashes reflect off the sails nicely,

JANUARY 1698

WHERE'S MY CREW?Though you seem to pilot a ghost ship, the quarterdeck view of this large
warship does give a good view of the action. Notice the compass across the bottom and the
four-minute timer (with controls to set the clock at 1x, 2x, 4x, or 8x speed).

although all the ships look the same.
That is, there are about six different
classes and all the ships of a class look
alike, even in regard to color. The largest
class is “Ship of the Line,” so these all
appear as thiee-deckers, even though
most are G4s and 74s and should only
have two decks. Large Ifigates are all
two-deckers, even though no Frigate
ever had more than one full gun deck.
Smoke is one thing MOW gels right.
When your broadside fires, a huge cloud
of white smoke obscures your vision until
it dissipates in the wind. The cannon also
boom realistically, with sound attenuated

by distance. When a mast goes overboard,

there is the sound of splintering wood and
snapping corcage. Other than these how-
ever, sound is an arca badly neglected —
why do I never hear the wind or the sails
above me? Where is the whistle of ean-
nonballs flying by or the sound of the
splashes (which I can see) when they fall
short? And why can’t I hear the sounds of

CCW
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Check out Man of
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Price: 549.95
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ROM; supports Windows-
compatible sound cards.
Multiplayer Support: Hot
seat, modem, null modem,
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(1-2 players).
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Distribution: Virgin
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REVIEW » MAN OF WAR

my crew, even if T can't see
them? Many events should
be reported to the Captain
and Adiniral, as they were
never expected lo see every-
thing, Realism is all-impor-
tant in any first-person game,
as the development in“3D
shooters” demanstrates, but
it’s also subjective in that

what is realistic “enough” for i Jton 100 Tand in ansikes
l battle some handreds of miles
St oef Wihant,  Lord Heowr
*guing hiv glere al the exprnse
1 of Millaret-Tocenne

some will not work for others.
Tor me, MOW falls short
(with asplash).

HOW DOES THE
ENGINE RUN?

Okay, so half the chrome is
missing; how does MOW
compare as a strategy game?
Both the sailing model and
the combat model are simple.
1 don't mean that as eriticism;
I just stating facts, Ifyou
found either WooDEN SHips
AND [RON MEN or AGE OF SAll too com-
plicated, then MOW may be just the game
for you. "There are six points of sailing,
which I suspect is the result of a hexagonal
grid, but otherwise there’s no clue as to how

. S L
ﬁ Mayer | __I V‘/"#

J Mayer 2 :}‘ I_.

8 00 ihant
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Cape St MNineeal

('nllprufﬂmn

impossible to order every ship individually,
so you have to leam to give general orders
to the fleet and divisions.

"I'his brings up another innovation that
I really like: Naval Doctrine. This is
something you set
at the beginning
of a scenario and
consists of general
orders lo each
class of ship.
Should they close
the enemy or stay
al long range? Al
what range(s)
should they fire?
Should they use
full sails or battle
sails? (5 like pro-

BEAUTIFUL SUNSET TONIGHT From the foredeck, you can gramming the Al

look back at the fleet following. MOW models fog, night,

to do things your

and partly cloudy conditions as well as clear skies, though — way: Some of the

| have yet to see a storm.

movement is handled. You order ships to
move in 4 certain direction, but you never
know how fast a ship is moving or where it
will end up. This is good; its an Admirals
point of view. You issue signals to engage or
retreat and let individual captains (as
played by the computer Al) implement
those commands. The idea of giving orders
by flag is historically correct and works
well, alimit of 12 flags per tum makesit

CGW JANUARY 1998

flag signals, such

as ‘Engage
Fnemy More Closely” and “Make More
Sail,” have the effect of changing doc-
trine for a ship or division and must be
used carefully to avoid unwanted resulls.

You might wonder if Doclrine also

includes things like when to shoot grape-
shotand when to fire at the enemy rigging.
It does not, but then the combat model
doesn't represent these factors, Ivery ship
blasts away with such excellent accuracy

Cabrita Point
Trafalqar
S Neminge
Lisia

Teal Seimarie

PRELUDE TO BATTLE You won't find the beautiful 3D modeling on this Scenario Builder screen—
or the Orders screen—even though these are where all the real gaming decisions are made.

that ships are often dismasted and sunk
within two or three turms. Thats 8—12 min-
utes of fighting! Because of this, you'e
very unlikely to see an inconclusive bat-
tle—a point reinforced by victory condi-
tions that make draws impossible,

HOW ABOUT
“QUAKE WITH CANNON"?

In the Designer Notes, Justin
Przedwojewski fears that Grognards may
avoid MOW, fearing hat is will be
“Doom with ships.” MOW has a way to
go before its as involving as Doom, but it
is going in a good direction, Most veter-
an wargamers will be put off by the lack
of realism in the combat model as much
as the graphics, but MaN OF WAR might
be just the ticket if you are trying to inter-
est a young person in.our hobby. &

APPEAL: People looking for an
introductory wargame with some
eye-candy.

PPROS: Nice treatment of naval
toctrine in the Age of Sail; early
attempt to marry tum-hased
strategy to P
real-time first-
person game.

PCOMS: Nice
try, but the
marriage
doesn’t work.
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Price: $54.95
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K k%%  REVIEW ¢« BATTLECROUND 8: PRELUDE TO WATERLOO

Napoleon’s Last Campaign Marks the End of an Era

by Bob Proctor

une 16, 1815. France is threal-
ened by two armies: one
British, one Prussian.
Napolcon, hoping to defeal
each enemy in tum, moves
quickly to block the roads that
would allow his enemies to
join forces. 'The rapid march
of Napoleon’s army surprises
the allics (whose officers are
attending a ball in Brussels). Sensing
that Wellington’ forces are less than pre-
pared, Napoleon hopes to stall the
British at the crossroads of Quatre Bras,
while simultaneously smashing the
Prussians near the village of Ligny. This
bold plan —which came very close to
succeeding—is the subject of PrELUDE
10 WATERLOO, last of the famed
BATTLEGROUND wargame series.

NAPOLEON VS, ROBERT E. LEE
PRELUDE, the third BATTLECROUND
game covering the Napoleonic Wars,
uses a slightly different sct of rules than
those dealing with the American Civil
War. In the ACW games, cavalry can be
mounted or dismounted, but they can
fire only while dismounted. They are, in

SKIRMISHERS IN FRONT As Lhe French approach Ligny, notice the skirmishers deployed on both

effect, infantry that
can use horses for
greater mobility. In
PrELUDE, the caval-
ry fights from horse-
back with swords
and sabers, so each
turn has an addi-
tional phase —the
Cavilry Charge.
Cavalry gains pow-
erful bonuses by
charging into a
melee, 1t 5o effec-
tive that an infantry
unit of comparable
size cannot stand against them unless it
uses a special defensive formation — the
square. The square allows vou to shool in
any direction (albeit with redueed fire-
power), but it§ less mobile than either
line or column lormation.

Also, infantry units in PRELUDE can
split off zroups of 100 men as skirmish-
ers. Some units can do this once; light
infantry can do it repeatedly. Cavalry
likewise can split off squads of 100 riders.

These small units have no facing (thus,

they may fire in any direction) and they

sides (to the left). You can barely make out the variety of Prussian uniforms.
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EXTREME ZOOM-0UT Here's a portion of this viewing mode,
new to PeLuoE. It's useful if you want to see the terrain
approaches to Quatre Bras without units getting in the way.

serve I“ﬂ“'\" 118CS: A8 fﬂ'l'\‘-";]r(l ﬁCﬂl‘lS,
guards for vour flanks, or harassers of
enemy arlillery. You can also sacrifice
skirmishers to blunt an infantry assault.
They generally give as many casualties as
they take, and every turn the enemy
spends fighting skirmishers is another
turn you can reduce his numbers with
ranged fire. And you had better reduce
him because Disorganization does not
keep an infantry unit from melee (unlike
the ACW games).

Given these differences, PRELUDE is
more complex, much richer
tactically, harder to play
well, and therefore more
rewarding, Unfortunately, it
also means its harder to pro-
gram the computer o play
well. Once you've mastered
the game, you should be
able lo beat the Al in any
scenario plaving either side.
I guess that means the sce-
narios are balanced, al least!

THE NEW ART OF WAR
One new idea in

PRELUDE is Art of War sce-
narios with the same setup
as the historical battle, but
with highly variable release
times for reinforcements.
‘They are intended for head-




to-head play using the Extreme Fog of
War optional rule, Extreme FOW hides
the identity and quality of enemy units as
well as hiding the data that “normal”
FOW hides (exact strength and fatigue).
While they might be of little interest to
those who want to analyze history, both
Extreme FOW and the Art of Warsce-
narios make head-to-head play much
more interesting. Maybe Talonsoft will
bless us with Art of War scenarios for
earlier games?

Napoleonic games take longer, tum
for turn, than the ACW games because
there are more choices to be made and
because there are lots of units, especially
when skirmishers can double the num-
ber. Thus, PRELUDE comprises a won-
derful variety of long scenarios, but only
four (of 23 total) can be played in a single
sitting (see the sidebar for details).

If, like Wellington, longer battles are
your cup of tea, then PRELUDE has a
unique feature. Owners of BATTLE-
GROUND: WATERLOO can save their
results from PRELUDE as the starting
selup for a Grand Waterloo campaign
game. Nice as this feature is, though,
with such extremely long games, I'm dis-
appointed that Talonsoft hasn't
improved the user interface by adding
player aids. For example, artillery is more
accurate after it has acquired a target.
However, it can be really hard to remem-
ber which target a particular unit shot at
in its previous fire phase.

Another useful tool would be some
way to remember which units need to
change formation. A common example
is artillery that needs to unlimber.
Normally, this can happen only during
the Defensive Fire phase, but the “Next
Unit” tool will find only units that can

BATTLE OF LIGNY St. Amant is to the left, Ligny proper
to the right. The heavy fighting will be at the bridges
across the stream behind the two villages.

BATTLEGROUND 8: PRELUDE TO WATERLOO * REVIEW
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fire, which never includes limbered
artillery. If you don't remember to do it
you lose two more fire phases before
your next chance.

STRIKE THE COLORS
While there are more
than a few points about
which to quibble,
PRELUDE TO
WATERLOO still ranks as
a very good game, [Us
historically accurate,
challenging (especially
in multiplayer scenar-
ios), and still as attrac-
tive as a tabletop minia-
tures game, despite the
age of the engine. With
this grand finale of the

VANGUARD The best small scenario pits French cavalry &
against British infantry at the crossroads village of
Quatre Bras.

BATTLEGROUND series, Talonsoft has
maintained its high standard of
wargame design. We can only hope
the companys next venture will be as
successful. &

PAPPEAL: BATTLEGROUND Series
fans and students of the
Napoleonic Wars.

PPROS: New “Art of War” scenar-
ios for head-to-head play; campaign
links with Barmiecrounp: WarerLoo; still
the hest on its subject.

PCONS: Only
four scenarios
can he played at
one sitting; no
scenario editor;
engine and inter-
face starting to
show their age.

JAMUARY 1933

STRATEGY/WARGAMES




STRATEGY/WARGAMES

Price: 5$39.95

Minimum System
Requirements: Pentium
90, Windows 95 or DOS
5.0, 16MB RAM, 60MB
hard-disk space, 2x CD-
ROM drive, SVGA graph-
lcs, Sound Blaster-com-
patible sound card.
Multiplayer Support:
Modem, serlal connection
(2 players), LAN

(2-6 playars).

Designer: Optik
Publisher:
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REVIEW * WAR INC.

by Patrick C. Miller

ver since President
Eisenhower warned
Americans about the influ-
ence of the military-indus-
trial complex, the idea that
business interesls con-
trolled foreign policy and
manipulated us into war
has been a mother lode for
conspiracy theorists, In
WaR INC., a real-time strategy game
from Interactive Magic, corporations
not only supply the materials for wars,
they also field their own armies and
commanders to fight them.

The year is 2020, and you play the
role of an up-and-coming executive in
an international tactical reaction cor-
poration. Of course, you know that’s
just a more businesslike way of saying
that you kill people for profit. Your
employer, the Granite
Corporation, is a mer-
C(‘.‘IIE]T}' service !}!.’]l
specializes in solving
the problems of world
governments with
military forces of its
owrn creation,

PROFITS R US

But make no mistake,
the almighty dollar and
the bottom line are first
and foremost in every-
thing you do. Your busi-
ness acumen is just as
importanl as your mili-
tary mind, if not more
s0. The decisions you
make about which tech-
nologies to research, in
which stocks to invest,

CGW

A More Profitable Twist on
Real-time Strategy Gaming?
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and which
companies
to take over
all have a
dircct bear-
ing on your
ability to

wage war. And waging war is by far your

most profitable activity.

WARINC. can be played in quick
combat, campaign, or multiplayer
mode. Quick combat offers instant
combat with all technologies immedi-
ately available to you. Multiplayer
aptions include modem, serial, and 1PX
network, although they were not tested
as part of this review. There are no tuto-
rial missions and no levels of varying
difficulty. There are, however, a num-
ber of options that can be tweaked to
make the game easier.

THIS OLD BOT Wanr Inc. features a powerful unit editor that lets you
design and name your own denizens of destruction.

“The campaign game begins in an
exceutive suite where you can play the
stock market and choose the technolo-
gies you want your hired scientists to
research. In perhaps War INC.s best fea-
ture, you can design and name your own
unils or customize exisling designs.

From the office, you can choose to
advance time by the day, week, or month
while you monitor the status of your
stocks and the progress of your research,

HAVE NANITES, WILL TRAVEL
Eventually, you will be offered a mission

WAY OFF BASE Missions begin with a base where you build units for your strike
teams. Accomplishing all abjectives in a mission results in a hefty payday.

insome far-flung
comer of the
world. Yon might
quell the militia in
Canada, monitor
alien abductions in
Guatemala, or lay
siege o pirates in
the Bermuda
Tangle. Before
deciding whether
ornot to accepta
mission, you will
receive a detailed
briefing about ils
nature. Ifyou
accepl, you're
taken lo a stralegic
map where you can
check out your
headquarters,

Missions have
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primary, secondary, and tertiary objectives
that must be completed before you gel
paicl.

Atthe start of each mission, you're pro-
vided with a headquarters to construct
basic units. You use ore-sniffing vehicles to
locate minerals, which, when mined, give
you the necessary resource units to con-
struct more facilities, infantry, and vehicles,
You must also build solar power plants to
generate the energy for your facilities.
Stiike teams are assembled and then
moved (on the strategic map) to the objec-
tive areas. However, as you move toward

STRATEGIC PLANNING Strike teams are assembled and directed
from the strategic map, where you can also observe enemy attacks
headed your way.

your objectives, you can expect frequent
enemy raids on your base. Money is a
necessity, but other than selling facilities,
there is no way to increase your income
during the course of a mission. Therefore,
if you begin a mission underfinanced,
youTe screwed.

Interactive Magic deserves credit for
providing gamers with a storyline that
doesn'l rely on the worn-out plot of
nations battling for survival on distant
planets, as in DARK REIGN, TOTAL
ANNIHILATION, MAX, or ENEMY
Nanons. The concept of giving players
somelhing lo do between missions that
affects what happens on the batllefield is
well done. Unfortunately, WaAR INC. seri-
ously fails in the one area where it must
succeed — combat,

MARKET CRASH

The battlefield maps are vintage
CoMMAND & CONQUER mazes, and the
graphics and artificial intelligence offer lit-
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WAR INC.* REVIEW

tle improvement over the older game.
Combine that with an excessively micro-
management-heavy combat system and
an incredibly nonintuitive interface, and
suddenlysitting in the office designing new
vehicles is the most enferfaining aspect of
the game. While recent offerings in this
genre make it easier for gamers lo com-
mand large numbers of units by providing
queued commands and unit behavior set-
tings, WAR INC. stubbomly refuses lo move
ahead in this area.

You can't order facilities to build more
than one type of unit, and there’ o way to
automatically send a
new unit to a location.
Attillery unils won't
firc at the enemy
unless specifically
ordered to do so, and
units ordered to move
will too often remain
stationary if they can't
traceapath tothe
location. A feature
that supposedly lets
you move unils in for-
mation doesn'l seem
to make a discemible
difference. All this,
and the clumsy inter-
face, addsuptoa
tremendous amount
Of n]i(‘.rtn‘l‘l:ll‘l.‘lging.
Not fun.

WaR INC. tries hard to be a cross
between X-COM and CoMmann &
CoNQUER, but the weak combat system
brings the whole game down. Without
C&C5 hard-edged personality or X-
COMS immersive tension, theres little
to recommend it. &

PAPPEAL: Real-time strategy fans
Iooking for a game with a slightly
different twist.

FPROS: Ability to create and cus-
tomize units; multiplayer capahili-
ties; between-mission strategic ele-
ments dealing with research and
money management.

PCONS: A clumsy interface, unap-
pealing maps,
and the need to
heavily micro-
manage individ-
ual units render
combat unap-
pealing and
tedious.

STRATEGY/WARGAMES

Improved graphics mean brighter
explosions, greener terrains, bloodier war,

Hardcare. multi-player. Windows 85 action.
Fight it out pver the Internet, free.

Build alliances with alien races. leam their tech-
nologies, then annihilate them. Ouch.
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BUCCANEER * REVIEW 4

Under the Jolly
Roger

Buccaneer Sinks Under the PlayStation Flag

by Johnny L. Wilson

UCCANEER gives a bad
name lo more than ane
type of port. A conversion
of SSIs adventure/strategy
game, originally designed
for PlayStation, it is to S1D
MEER'S Pirais! and
[mpressions’ HICH SEAs
TrADER what fonmer Viee
President Dan Quayle was
to John I Kennedy. 'Io wit:“L know
PiraTES! and BUCCANEER is no PIRATES!”

“0H, I COMMAND A STURDY
BAND OF PIRATES BOLD AND
FREE. NO LAWS I OWN, MY
SHIP'S MY THRONE, MY KING-
DOM IS THE SEA.”

All quotations from “The Pirate of the
Isle,” an American sea chantey.

GUNNER’S SLAUGHTER You'll guess at the angle of fire from this perspective, but you'll be able to
see how effective that fire is.

BUCCANEER starts out as a good idea.
In addition to tactical real-time combat
with 3D ships and shifting wind direc-
tion, it has better graphics than either
Piraris! or HIGH SEAS TRADER and
music [hat exceeds all but the Amiga ver-
sion of Pirares! BuccangeR also gets
kudos for having multiple campaigns —
cach with its own unique abjective. Do
you take to the high seas to rescue your
lost love, avenge your late brother, clear
the family name, save your brother,
restore your fortunc after a betrayal, or
find a particular treasure? There are
twists in some of the campaigns, but the
game mechanics are the same, whatever
you decide. The limited, almost skeletal,
narrative unfolds with slight differences
and victory screens each time, but any-
one who bothers 1o listen 1o the voice-
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over will immediately wish that the actor
be forced to walk the plank.

15 when you start to play that you dis-
cover how dry the bones are beneath the
skull on your flag. Want to name your ship?
165 not an option. Since the PlayStation has
no keyboard, the port doesn't need one
either. Want to add a little swash to your
buckle as you slide vour rapier deftly
through your opponent’ viscera? You don't
control the fencing or shooling during the
tactical combat. It is a mere animated por-
trayal of the program calculations, while
you watch as an innocent bystander, Your
one valid interaction is to retreat.
Amazingly enough, though the ship-to-
ship combat offers real-time action, the
man-to-man combal doesn'.

Even the smallest matters bear a nega-
tive legacy from the PlayStation interface,
Want to restock your ship with
food and water? You'll have to
clickon the cursor for every
unit (one for each day you
expect to be at sea). Want to
replace the cannonballs you
used in the last battle? You'll
have to click for each and
every one. [f you just spent 200
aking down a fortress, you'll
have to click 200 times. You
can'tsimply click and type
“200." You didn’t have a key-
board with the Sony version of
the game, and Divide by Zero
(the developer) didn't think it
wasimportantto clean up e
interface for computer gamers.

“I NO QUARTER SHOW
WHERE E'ER I GO, BUT
SOON THE PRIZE WE'LL
TAKE IN TOW.”

Unfortunately, things
just get worse. Want to
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Price: $39.95
Minimum System
Requirements: Pentium
120, Windows 95,
16MB RAM, 60MB hard-
disk space, 4x CD-ROM
drive, 1MB SVGA graph-
ics (2MB recommend-
ed), mouse; supports
Sound Blaster-compati-
ble sound cards.
Multiplayer Support:
Modem or Serial (2
players); LAN or Internet
TCP/IP (2-4 players).
Developer: Divide by
Zero Software
Publisher: SSI (a
Mindscape Company)
Sunnyvale, CA

(800) 601-7529
www.ssionline.com
Reader Service #: 330
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REVIEW *» BUCCARNEER

send a prize party over to take that
ship you've just defeated? You can do
it, but you'll lose the ship you already
had. Imagine my chagrin when 1 cap-
tured a heavily laden Dutch I'lute in
my first campaign and subscquently
discovered that | had left behind my

fast, mancuverable sloop forever.
Piraris! allowed you to take that prize
lo the next port, unless you were
defeated by another ship en route.
BUCCANEER expects you Lo scullle
cither your current ship or the valu-

able prize at sea.

BORING PARTY You'd think from this screen that there would be plenty to do, but

you're stuck in spectator mode.

Also, while the tactical combat at sea
is the best part of the game, its also
lacking. You set the course for your ship
from an overhead oblique perspec-
tive —standard, adventure-game three-
quarter view. Then you hastily hit the
Insert key on your keyboard (obviously
an analog for one of the Sony gamepad
buttons) and get the gunner’s view. You
use the Plus key to raise the cannon and
the Minus key to lower it.

Unfortunately, the on-screen per-
spective doesn't let you know how
many quoins you've used to raise or
lower the gun, Although there is a place
on Lhe sereen to show the approximate
clevation, it doesn't actually show what
vou've done to adjust the gun, so you
are forced simply to fire and hope
you've remembered correctly. Still, its
painful to think you've raised the can-
non to a certain height so that you can
bombard a fortress from a safe distance,
only fo discover that you haven't raised
them as high as you thought you had.
Such a small change would have made
a big difference.

Play the game

Not the keyboa
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=¥ Contains command sheets for

Command & Conquer: Red Alert™,

o Fighting Falcon F167, MDK",

Microsoft  Flight  Simulatar®,

Civilisation 1", Quake™, Interstate

767, let Fighter 11*, Tomb Raider™,

X Wing vs. Tie Fighter™, Microsoft®
Word or design your own.

CIRCLE READER SERVICE #159

New...Revolutionary
Keyboard Simplifier
for PC Games

slide in a command sheet

play the game

Works with any PC game.
Includes easy Windows program
to design and print your own
command sheet.

" Saitek’

Visit our web site at http://www.saitek.com
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/Affordable
Virtual M@;@h
Is Here!

Mid-Air Virtual Reality Control
Revolutionary Solid-State Sensor Technology
Most Precision Control On The Market

~

INGRAM

MICRO .

DISTRIBUTING

For more information, visit CyberStuff Corp. at:
www.cyberstuff.com

CIRCLE READER SERVICE #144

STRATEGY/WARGAMES

PAPPEAL: Swashhuckling fans
with lots of patience.

PPROS: 3D ship-to-ship batiles;

REVIEW « BUCCANEER

HAPPY ENDING Buccanter uses the familiar splash-
page victory screen.

“1 LOVE TO SAIL IN A PLEASANT GALE
ACROSS A DEEP AND BOUNDLESS SEA.”
Still, the ship-to-ship tactic
interesting than those of Pira
'ou try to take the wind gauge on

1tties are more
I'he 3D ships

your loe and put hiis ¢ ‘]n]\ uurfu your lee in

de beller cues for
how the battle is going than those in PIRATES! :
itly more than !|1(m in HicH Sk 3
['his will save you from sinking ships Ih it you
intended to batter and board.

Frankly, its good that the ship-to-ship batlles
work, | se that’s all there is to the multiplayer
game. You can connect with one ather player by
modem or serial port, three others by LAN or
TCPAP. You get o choose [rom the six ship lypes,
but you'd have to be really good to try a flute in this

ick-combat mod

Sadly, Buc I doesn’l feature dillerent Lypes
of ammunition. You're stuck with round shot— there
is no sign of grapeshot or chain shot. Fortunately,

me d(}\.\ﬂ t simulate forl i

There are a few
ple, are lough eno
flying a foreign (lag ins L.ltlnhmlrpll iles ﬂat' \\Elulu~
er you can. Flying a foreign flag will allow you to sneak
inta port, sell your carga, and re he ship—unless
you have achieved such notoriety with the country
controlling the port that they recognize \<:nr<htpnn
sight. Of course, knocking down the wall
fortress with cannonballs is
both more satisfying and a

:I'\I\Ihll|ll\!1“
Butin the end, Buc-

campaign backgrounds add A vides far too few

interesting
elements.

»CONS:
Abominahle

interface; terri-

ble conversion
to PC.

fs. It is true that
in Bu Tyou don't
meet the fate of the pirate in
“li.“ *H g
men, but you get another
to try again. Problem s, y
|JI(11!d l\ won'twant to. &
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Price: $34.95
Minimum System
Requirements: 486/33,
Windows 95, 16MB
RAM, 9MB hard-

disk space, SVGA
graphics; supports
Windows-compatible
sound cards.
Multiplayer Support:
None.

Designer: Smart
Games, Inc.
Distributor:
RandomSoft

New York, NY

(800) 788-8815
www.smartgames.com
Reader Service #: 343
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PuzzLE CHALLENGE 2 IS the Best Bunch of Brain-Busters Ever

by Charles Ardai

ntil the summer of
1996, most people who
weren't die-hard puzzle
freaks thought of puz-
zle collections as the
lowest form of comput-
er game. This was
because puzzle collee-
tions, with a very few
exceplions, were dread-

ful little things, assembled with a mini-
mum of care for presentation, playability,
novelty, or anything else that might lead
lo player satisfaction.

"I'hen, along game Smart Games with
its CHaLLENGE |. This breakthrough col-
lection puzzle featured intelligent, varied
puzzles, designed lo meel the needs of
beginners and experts alike — and was as
close to endlessly replayable as any
gamer could want. The inevitable spinoff
litles— WoRD PuzzLES and
STRAIAJAMS —were nice games, bul they
were merely variations on themes from
CHALLENGE 1, leaving real puzzlemeis-
ters wanting. Well, the wait is over: 20
new puzzles, neatly wrapped up under
the PuzzLE CHALLENGE 2 tille, should
hit the stores just in time for Christmas.

BANK IT OFF THE GREEN Even the combinations of
traditional games are fresh, such as Polf, which

combines bumper pool and golf.

SOMETHING OLD,
SOMETHING NEW

Fans of CraLLeNGE | will feel right at
home here. The bouney music and lively
graphic design are the same as ever; only
the icons representing the individual prz-
2les are new. No individual puzzle type has

CCW
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been repeat-

ed, although,
on abroader
level, you still
have a couple
ofword puz-
zles, a couple
of numerical
puzzles, a cou-
ple of spatial
relationship
tests, and so
on. Many of
the puzzles
feel brand
new, such as
Mirror, Mirror, in which you have to fill a
grid with reflecting and beam-splitting
mirrors and nnglc them justso to carry a
beam of light from an emilter to one or
more targets, Others are more familiar:
Leapliogis really just a heavily disguised
variation (though a greatly enjoyable one)
on Marble Jump from CHALLENGE 1, and
Tee Houseis a frictionless version of the
original game’s Warchouse

Every plaver will have his favorites.
One CCWeditor found himself quite
taken with Polf, a combination of pool
and golf in which you use
cue sticks of various weights
to sink shols on a golf course
filled with sand- and water
traps. | fell in love with Say
What?, ajigsaw puzzle in
which the pieces you have lo
fit together are tiny audio
shippets that combine to
form a familiar speech or
picee of classical music.
Trivia buffs will enjoy Gates
of Trivia, \he Smart Cames’
spin on their favorite pastime
(closer in spirit to Jeopardy! than to You
DON'T KNOW JACK), and fans of word-
play will devour s A 1-i-’r;rp. a parlil:tulzlr—
Iy choice bit of cryplic crossword-style
clue solving,

In this stellar package, not every star
shines equally brightly. 1 could have died

SAY WHAT? Puzze CraLLenee 2 features a lot of brain-busters, such
as this sound-wave teaser, which can be done only on a computer.

happily without secing another version
of Tangrams, the Chinese shape-build-
ing classic, but Smart Games has robbed
me of my chance. However, it has more
than made up for that by the quality of
the other puzzles and the panache with
which it has pulled off this truly satisfy-
ing sequel. Where else will you find a
reverse word search (the grid is emply,
and vou have to fill it with letters), much
less one in which the words you have to
insert are from the morbid first sentence
of Albert Camus” existentialist novel
L'Etranger? (“Mother died today, or
maybe it was yesterday. | can't be sure.”)

No, this is brain food of a very high
order, caviar for the cranium. It may
not make anyone smarter, but, by
hieaven, it will make a lot of smart peo-
ple happier. &

PAPPEAL: Those with limber
brains and a taste for ingenious
puzzles.

PPROS: Hundreds of puzzles in 20
new categories, the best of which
are irresistible.

PCOMS: Some
puzzles are
more variants
than really new;
the “You have
won!"” screen is
bigger and
more irritating.
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Do Stories Matter In Action Games?

think QuakE will be the
zenith of the jam-packed,
adrenaline-pumping action
game, the kind that relies
solely on awesome tech-
nology and graphics to win
favor. QUAKE. had that
intangible quality that
vaulted it over other action
games; parl of it was ils
inspiring 31 engine and atmosphere, the
other part was its addictive multiplay. For
the single-plaver experienee, though, |
think action games have reached an
epiphany. Things must change soon, and
I think in Juor Knicrr and Hixen [ we
are seeing the baton being passed in the
aclion world, from the sensory overload
package to the more compelling, story-
driven experience.

“What a minute,” you might be say-
ing. "HEXEN Il and JEp1 KNIGHT are
both story-driven, role-playing-like
action games.” However, without trying
to diminish the excellent artistic work at
Raven and id, | think JEDIis a shining
example of a story-driven shooter, while
Hexe 11, by not getting everything
right, shows you what not to do when
you're trying lo meld story and gameplay.

What set me on this contemplative
pathon the future of action games were
my gamning choices over the past few
weeks. To be honest, I've been
immersed in a variety of games, but
what I've been playing most are FNal
Fantasy VL on the PlayStation (don't
tell our Editor-in-Chiel or Il get hired!)
and Jun1 Knict on the PC. Both
games, especially FIVIL have great sto-
ries that unfold bit by bit, as if they were

movies. These games have been monop-
olizing my time, despite the fact that |
very much wanted to play HexeN 11
because of its fantastic artwork and
QUAKE heritage.

THE VANGUARD

The more [ Iried to play Hixin 11,
though, the more | tumed fo Jrni
KNG, Then it hit me, While Flixes 11
has great graphics and some incredible
puzzles, | just didnt care enough lo keep
booting up the game. On the other
hand, Jizp1 Knicrr, which to my eves
doesn't look quite as good as HixeN 11,
compelled me to return again and again,
wilh its story and tantalizing promise of
learning I'orce Powers. In a nutshell, |
caredaboul playing JEDIL and [ didn't
care about HExeN [1.

Why did | care? Iirst, | was ole-play-
ing the main characler, Kyle, and he had

UPPING THE ANTE Hexen Il is a
good game, but Jeon Knigur, with its
successful narrative, is better

aslory to be told, one that unfolded the
more | played. By creating a story,
LucasArts has made JEDI a must-play
title on three levels: in the general sense,
on a per-mission basis, and on a personal
(player/character) level,

All you learn in the beginning is that
the dark Jedi Jeree is after the Valley of
the Jedi, and that this is somehow con-
nieeted to your fathers death. The more
time you invest in the game, however,
the more you leam about your character
and his story, Cut-scenes reveal key plot
elements, and the missions themselves
are tightly interwoven into the story.

In addition to uncovering more of the
story, | play JEDI to improve my charac-
ter’s abilities. When 1 learn a Force
power, its a big event because | am
learning an ability that directly affects
the gameplay. | can jump farther, fo pre-
viously unreachable arcas; use new
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‘ ‘ In Jepr

KniHT and
Hexen II, we
are seeing
the baton
being
passed in

the action
world, from
the sensory
overload
package to
the more
compelling,
story-driven
expe-

rience. ,’




STORYBOOK ‘76 The success of
InmersTrE '76 can be attributed to
the ongoing, continuously unfolding
plot and story-driven, goal-based

ELLIOTT CHIN

offensive powers on enemies; and heal
myself when health packs are nowhere lo
be found.

On a per-level basis, | play cacli mis-
sion not because | need Lo kill all the
monsters and find the exit, but because
there is a story=clriven reason lo do so;
finding a droid, decoding a disc.
Basically, having a reason lo play a level
is always better than not having one.

THE OLD GUARD
If Jizo1 is an example of how to make a
game compelling with story and role-
playing, HEXEN [Tis a good illustration of
a game that falls short of that goal.
Hixen 1T has the role-playing cle-
ments and great puzzles, but it has no
overriding story lo tie it all together. The
story is lhere only to serve as an iniro-
duetion to the game. You don't care
aboul your character because you're jusl
awalking weapon-rack whose sole mis-
ston is o run through the levels until you
find the end boss. Nor do you leam more
by playing more. In HEXEN 11, you get no
sense that you are making progress.
People will keep returning to a game if il
rewards them regularly throughout the
gameplay. JEDI KNIGHT does this well —
wilh its cul-scenes, mission IJricﬁngs.
summarics, and unfold-
ing story— but
Hixin 1 doesn't,
Another area

where the lack of
a binding story
hobbles

JAMUARY 1658

HixeN 1 is in direction. There is much
to do in the large levels, but the game
offers you little direction, In JEDI, vou gel
direction via mission bricfings, but in
HEXEN [T you simply spawn in a new
level and are challenged with finding the
exil."There is nothing inherently wiong
with this type of gameplay, but theres
nothing o compelling about it either.

On the role-playing front, while
HixeN 115 different character elasses are
anice touch — especially in multiplay-
er—in s[ilglc—plilycr, your character
never grows enough to feel as if he is
embarking on new paths of discovery.
You remain essentially the same charac-
ter with a few more hit paints.

By these connments, | don’t mean lo
say that Hexen [1is a bad game. Its pret-
ty good, but because of the greal dispari-
tyin the narrative experience, it just isn'l

in the same league as JEDTKNIGIHT.

OTHER EXAMPLES?
Some of the most compelling games
of the past year — Ourriaws and
INTERSTATE 76— are also story-driven.
‘These were games that had mediocre-
to-good action, but presented deep sto-
ries and goal-based missions to hook
gamers. In both these games, you fell
immersed in the universe and cager to
continue playing to learn more about the
story, INTERSTATE 76 did a successful job
with its goal-oriented missions, which
made you feel as if you had a vole 1o play
in the universe. You weren't there just lo
kill, but to make a difference in the
world, whether it be saving schoal-
children from auto-villains or racing
to find —and save —a friendly gas

station. Outiaws did a fantastic job of
piquing your interest and compelling
you forward with its spaghetti Western
theme, plot, and music.

It isn't story alone that makes a game
greal, because OUTLAWS was otherwise
a mediocre product. But when in-depth
story combines with excellent level
design and immersive gameplay, as in
JEDI, you get that ultimale action game.

WHAT DOES THE FUTURE HOLD?

Aside from JiD1, where$ the proof that
the best action games are moving toward
that story-driven goal?

Zack Norman, lead designer on
INTERSTATE 76 and MECHWARRIOR 2,
agrees that story-telling makes a better
game: “There are any number of ways to
immerse the user, bul story probably
happens to be the most compelling one.
There will always be a place lor dispos-
able experiences [such as QUAKE and
Hixen]. Personally...| prefer to play
games that have narrative. [ don't think |
could make a game that doesn't contain
story and 3D characters.”

Other game designers agree. Ritual is
making SIN mission-based, with specific
goals per level, and will attempt to offer
an unfolding story as well. DAIRATANA's
designer, John Romero, has also been
very vocal about making it a story-driven
game. You can also bet that LucasArls
action games will continue to have
strong stories, as will Activision’s in-louse
games, such as the INTERSTATE and
Heavy CEAR [ranchises, Even id is trying
to add a few in-game cut-scenes and a
story to QUARE I1.

As Norman says, there will always be
a place for games that ofter instant grati-
fication via straight-up action. The
games that will earn a place in gamers'
hard drives as classics, though, will be
those with deeper stories. These will be
the games that lure players along, using
the promise of more story, information,
or deeper character growth, as the
enticement. By doing so, and by making
the gamers progress translale into tangi-
ble results, action developers will finally
make their audience care aboul charac-
ters and about what they play. &



WHO WANTS SOME MORE WANG?
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A'ba'fﬁing string of horrific serial
murders. A shadowy brotherhood in
pursuit of unimaginable power.

An unholy ritual revived from the dark
and distant past. This is Black Dahlia;
Amcrica’s most sensational unsolved
murder case, now a haunting adventure

of occult mystery.

 From the creators of Ripper, a superh storyline inspired by actual events.
N
= A stunningly r_f._'ri?rergi_ amazingly real 3-Dimensional game world thar
includes over 70 locations on two continents.

~
e More than 60 challenging and seamlessly integrated puzzles. - .’}*;‘;':M
* A unique interface which immerses you in the ultimate adventure game experience. (7
o An outstanding cast of professional actors slarring Dennis Hoppver, Y INTEAG TIVE SO At

Teri Garr and Darren Eliker. www.bdahlia.com

1997 Black Danlia and the Takn 2 logo ane registered trademarks of Take-Two Interactive Soltware, Inc. All ighls reserved.
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In troducing Chessmaster 5500, the latest in the award-winning software linc for the chess-obsessed. Thanks
to patented Illustrated Voice Analysis, Chessmaster 5500 doesn't just play you, it talks with you. Ger detailed tips and advice
from the Chessmaster himself. Hear International Master Josh Waitzkin analyze his favorite games. And wartch the
Chessmaster ponder thousands of potential moves in the new Visual Thinking Window. Interactive tutorials and difficulty

settings thar range from beginner to expert make Chessmaster an excellent mentor and worthy opponent for any skill level.

HEREFORD TO FIELD EIGHT.
------------------------------------- EWE TO TRECTOR SEVEN.

RAM MATES EWE.

Instant access to Chessmaster Live. By linking to Chessmaster Live through Chessmaster 5500
you can play others from around the globe 24 hours a day. Compete in on-line rournaments. Improve your game
with brain-reasers, tips and advice columns from Grandmasters. Even challenge and chac with friends. With
thousands of games played daily, Chessmaster Live is the most popular chess community on =S

the Internet. For more information and the name of your local recailer, call 1-800-234-3088. winnscare

Eﬂ:}' ta lt'ﬂl".fh SPO;M‘H moves.

All skill levels.

Hints and advice.

Audio annotation. Viswal annoration.

www.chessmaster.com
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...YARMOOR [YELLOW] DEFEATS FLATLINER [BLACK] IN A SANCTIONED MATCH ON SOLARIS...

Stone -GrpW-> ~=--- : Where did DW's Banshee go?
JT Chance -GrpW-> ----- : It shredded my gyro!
I'm out! DEAD!
Stone -GrpW-> ----- : I'm gonna need help

- who's left?

HELLO?

alLARIG
www.multiplayerbattletech.com

---$9.95 MONTHLY--ONE PRICE, ALL GAMES, UNLIMITED PLAY--FIRST MONTH FREE---

CIRCLE READER SERVICE #238

Used under license. GameStorm is a trademark of lKesmai Corporation @ 1997, All rights reserved.

MultiPlayer BattleTech: Solaris is a trademark and BattleTech is a registered trademark of FASA Corparation. KESMAI F 5:]
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SPORTS

Iry These Smaller Games Instead

ince most
issues of
CGWfind
this space
filled with hot
news, juicy
gossip, and my
own shoot-
from-the hip

opinions on
sports offerings from the industry’ big
dogs, I've made a New Year’s resolution
to give the little guys a chance. Now, its
only natural that | get to ramble on cach
month about the likes of EA Sports,
Sierra, Accolade, ABC Inleractive,
Acclaim, and Microsoft. After all, ke
to rant, you like to read, and they're the
major players who sell the most — and
the most popular—titles. But keep a
place in your heart, and occasionally in
your budget, for the

together the first Apple computerin a
garage nearly two decades ago?

LOW BUDGET

[ know what you'e thinking, Why
would anyone pass up a loud, glitzy,
action-oriented sporis game in favor of
some text-based stat sim hand-distributed
by a guy who works out of a sparc bed-
raom? Well, you've answered your own
question. Some of us don'tlike our sports
glitzy, loud, and action- (read: arcade-) ori-
ented. And who says a guy in a spare bed-
room can't have an idea about how a
sports game should work? Don't forget
those two guys named Steve,

There are, of course, other good rea-
sons why some gamers prefer the small
releases over major titles. Reason No. 1 is

a medical condition recently identified

by the Centers for Disease Control as

bit players of the
gaming world. After
all, what would you
and [ be doing for
fun—don't answer
that —if two guys
named Steve
hadn't slapped
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Overloaded, Overhyped Sports Games Got You Down?

I L

Upgraditis. Symploms

include tuming green at

the thought of spending $3,000 for a
gaming system that will be obsolete
within two years. You can administer a
sale, easy, home test for this condition. If
you'd rather go underwear shopping
with Marv Albert than replace your pre-
sent system, you've got upgraditis. See
your doctor and immediately discard
those lingerie catalogs.

However, | don’t mean to imply that
you have to be sick in some way to enjoy
smaller sports games. As a matter of fact,
quile a few warrior lypes opt for stat-
based sims. Road warriors that is. Deal-
closing, laptop-toting corporate gun-
slingers by day, after dark they take their
pleasure where they find it —in sports
gaming. Text-and stat-based sims arc a
perfect fit for folding computers, since
even the higher-
end laplops are
beginning to balk
at the 3D accel-
eration require-
menls alld CXCCS-
sive demands for
hard-drive turf
made by the
newer sports
titles. Microsoft’s
upcoming 31
BASEBALL, for

PN

o

1%

you'd rather

go underwear
shopping
with Marv
Albert than
replace your
present sys-
tem, you've
got upgrad-

itis. ’ ’
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their laptop? And
THE UN-MADDEN Dave Koch's Action PG

won't wow you with its graphics, but the
game provides some of the most realistic
football action around.

Accolades
LEGENDS
FoomeaLL 98

consumes 125

3 EndAround |35 Med-Slant /10 QB Kneel
y Reverse 14
Lineups
Replay
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hasic installation. As Jeff
Coldblum said in furassic Park,
“That’s a really big pile of .....” But
it’s especially so on the cramped
hard-drive of a laptop.

ACTION, JACKSON

Back in the Cro-Magnon cra.
when home computers were just
aline in a science-fiction novel,
sports gamers had to settle for
card-and-dice—based football

sims. In those days we wished for
a game that would manage the
stals and the rosters for us, and
autoplay all those boring Saints
vs. lalcons games. We didn't
know it then, but Actiox PC
from Dave Koch Sports was the

game we were dl’(::ll‘ning about: a
stat-based sim that covers both
the latest NIFFL season as well as a
healthy smattering of past cam-
paigns. Lately I'm having a blast
with the 1972 season disk, trying to
match the perfeet 17-0 record compiled
by Don Shula’s "72 Dolphins.

A flexible program, Action PC will
sim the games or allow you to match
wits against the computer. lts Al makes a
reasonably good opponent, and theres a
fair number of play options on both sides
of the ball. The game’ roster manage-
ment system allows for trades, waivers,
and player editing. Play consists entirely
of calling formations and ball carriers,
and walching as the compuler generates
results by moving the pigskin along a
small football field at the top of the
sereen. While its not MoNDay NicHT
FoomaL 98, Action PC does have
some nice touches. In league play, for
example, it informs you when new
records are set during games. Perhaps
most mpressive in a stal sim, quarter-
backs occasionally throw to secondary
receivers, a trick that some of AcTioN
PC5 bigger brothers have yet to leamn.

As good as it is, you have lo wonder
how Action PC and its small-time
brethren manage 1o survive on mail-
order and word of Net. Surprisingly,
designer Dave Koch told me that sales of

his game have been steady, and actually

CCwW

JANUARY 1538

show a slight yearly inerease. How does
he compele against the Mapbins and
the I'RoNT PacEs? Thats easy. He
doesn’l. Camers who opl for ACTION
PC like it just the way it is.

“My customers plead with me not to
have little guys ranning around in the
game,” Koch says with a laugh,
Although Action PC is DOS-based,
Kocl is toying with a conversion to Win
95 for upcoming editions. Such changes
arc big issues in small-game land, howev-
er. The leaming curve for 32-bit code is
steep, and Koch runs two sports apparel
shops as his main eccupation. So why
does he do it? Can you say “labor of
love™? T knew that you could. Other
small choices for foatball fans include
APBAS PRO FOOTBALL FOR WINDOWS,
and Lance Haffners 3-In-1 FOOTBALL.

HOOP IT UP

With hoop season starting up, I'm excit-
edly wailing lo see NBA Livie 98, but
when its time lo get small, [ tum fo Strat-
O-Maties Baskizsan. 4.0, Cactus
Leagues PRO BASKETBALL, or Lance
Haffmers Courtsibe COLLEGE,
Baskirral L Strat-O-Matics game isa

brand-new version, which includes the

Al flashes a quick smile at his comer.
He's very relaxed.

oth fighters seem to want this win very bad
oreman slides into his ovin comer...

Alilands a left cross.

WHEN WE WERE KINGS Relive the glory days of boxing in APBA Pro Boxing For Winoows, a
text-based boxing sim that focuses heavily on the strategy of the sport.

'96-97 NBA season, along with a healthy
sel of utilities to swap or create players.
SIRaO-Mane BaskitsarL 4.0 employs
the same DOS-based interface that the
company formerly used in its bascball
game (which has since migrated to Win
95). It ain't pretty, but it does provide a
framework for Strat-O-Matics realistic sta-
tistical engine. STRAO-MANC rates NBA
players in 10 distinet offensive and defen-
sive categories and allows you to manage

strategy, latigue, and lineup decisions.

RINGSIDE SEAT

Gamers who feel the need lo reach out
and touch someone may want to consider
APBA PrO BOXING FOR WINDOWS, Tl
“sweet science” has been lovingly detailed
in this sim, which not only lets you match
your favorile fighters, but allows you do so
al different stages in their careers. Pick the
weight class, the comer men, the referees,
and even the lacation of the bout. Ring
fans will love the opportunily lo create an
all-time tournamenl. Joe Louis vs.,
Iivander Holyfield? Go for it! IFyou love
the strategy of boxing and don’t mind a
relative lack of visual stimuli, this one is a
winner. About the only thing missing is a

bite rating for Mike Tyson. &



JEFF GREEN -

Or, Why Winning at Computer Games
Is More Important Than Life ltself

GREENSPEAK

am a man with a mission,
It5 a simple one really, but
ane that obsesses my wak-
ing hours and haunts my
dreams. This is my mis-
sion: | want to kick
Features Editor Denny
Atkins butt in a multiplay-
er game of AGE OF
EMPIRES.

1 know; | know —1 could have lofticr
goals. [ know there are more important
things to worry about, My daughters
education might be one, | guess. Those
land mines in Bosnia. Global warming,
But I can't help it. Ever since Denny
began cleaning my clock in AGE OF
EMPIRES — regularly, soundly, and with
cold, warriorlike precision— I've heen
longing for the moment when [ could
exact my revenge. And, look, my kid is
only three anyway. That leaves her 15
long vears to learn how to talk and read
before she has to enter the workforee lo
support me. So stop judging me.
ane

The funny thing is, before I came to
Computer Gaming World, 1 never con-
sidered myself to be very competitive,
Part of the reason is genetic. Despite the
fact that 'm CGW sports editor, | am
not—to be completely honest—very
good at actual, real-life, physical sports. |
blame this mainly on my mother and
father, who bestowed upon me the DNA
of your proloty pical skinny, droop-shoul-
dered, Yes-1'd-Be-Happy-To-Give-You-
All-My-Lunch-Money wuss.

Heres how bad it was. You know how
some peaple like to complain that they

were the last person picked for team
sports when growing up? [ wasn't even
that guy: L was the guy afferthat guy. The
leftover who ends up on the second
team by default, after the first team
miakes the final what-difference-does-it-
make pick between the only two people
left —the two hopelessly uncoordinated
future marching band members. (1
played the trumpet,)

LLLJ

[ wasn't exactly thrilled to be that
guy, but there was one guy [ wanted to
be even less. Because | wasn'l particu-
larly good at sports, | channeled my
energy into pinball and video games.
One of the defining moments of my
youth came when | saw a grown man
cry over a pinball machine. It was at
the Silverball arcade in Berkeley, the
machine was " Tommy,” and this
pathetic 30-year-old wretch was actual-
ly shedding tears — cursing and hitting
the machine —because the game
wasn't going his way.

“This, I thought, is a sign. This is some-
one telling me something, Don't be that
guy, Jeft Stop now:. It’s not that impor-
fant. Then [ promptly got $5 worth of
quarters, marched over lo Missile
Command, and played until the pimply
faced clerk who ran the place told me I'd
have to leave if I wouldn't stop banging
on the machine,

Today, | wouldn'l dream nflmnging
on my machine; computers don’t ill,
and there’s nothing much worse than
gelling on the bad side of the fiery domi-
natrix from our IS department. But, 1
have to admit it: my game lock—my
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utler fixation to beat
whatever game I'm currently playing—

“ How

does Denny—
that freakin’
flight sim
geek—keep
getting to the
Iron Age while
I'm still futz-
ing around
with cave-

men??? ’ ’

is as strong as ever, I'm a grown man
who can't stop thinking about games.
LLLJ

Right now, its AGE or Empires. On
the train, at home, at my desk, my brain
keeps swirling with thoughts like: How
does Denny— that freakin"flight sim
geek— keep getting to the Iron Age
while I'm still futzing around with cave-
men??? He must be cheating!!!] can't
stop thinking about this stupid game. |
walk around in public, oblivious to the
world around me, saying “erectus” and
“hommus” out loud, working myself into
a rage over Lhe idiotic 50-character pop-
ulation limit, and of course, scheming
about how to crush Denny the next time
we play. | study the game’s growth chart
like a desperate fool —looking for the
key that will ensure my future victory. [
hear the drums and attack homns in my
dreams, and have nightmares about
being stuck in the Stone Age forever
because [ can't find any food, while
Denny, in the meantime, is researching
rockel science and nuclear power and
has begun inhabiting other planets.

Somebody help me, please. Hommus,
I'm serious. Erectus. | have game lock
Abadakus. Its begun to lake over my life.
Frectus. I'm afraid I'm losing my grip.
Hommus. Mommy. ... %

What Jelt doesn't realize is that, while
he's finally leaming AGE OF EMPIRES,
Denny has already moved on to ToaL
ANNIHILATION, where he plans on humili-
ating Jelf all over again. You can send your
condolences to jhareen@zd.com.

CCW




ORKS!

Join Humanity’s Last Stand In This
Epic Battle For Survival In The
41st Millennium!

» Set in the WarrAMMER® EPIC 40,000 universe by
Games WorksHoP.® Features the armies of the
Imperium of Man and the Space Ork Horde!

» Command a vast army and wage turn-based
war on the battlefields of the 41st millennium!

» Campaign play features over 30 scenarios and
20 minutes of live action video.

» Comprehengive encyclopedia covers the forces
of the WAREAMMER Epic 40,000 universe — which
includes over 100 unit types to select and control!

P 4-player support via TCP/IP, IPX , and modem,

WINDOWS® 95 CD-ROM www.warhammer.ssionline.com.

TO ORDER: Visit your retailer or call 1-800-234-3088
(USA & Canada) with Visa or MasterCard.

Call 1.800-771-377R for Game Rating Information: WRE‘HOP

P

T e e . o P . et o
e e e T e e e
——————— e

Artwork and imagery © 1997 Games Workshop Lid. All rights resérved, Program © 1997 Stralegic Simulations, Inc. All rights resarved. Warhammer and the Games Workshop
logo are reqistered trademarks of Ganes Warkshop Lid. Final Liberation is a trademark of Stralegic Simulations, Inc. € 1997 Strtegic i lons, Inc., @ Mindscape Compary,
All rights reserved. Windows is'a registered trademark ol Mi It Corporation. All olher trademarks and regl trademarks are the property of their respective holders,
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Sim Year in

Review

In 1997, Flight Simulation Had Its Ups and Downs

| stheyeardrawstoa

close,itstime to
ook backat the
|vearin flight sims
~andseewhodid
things right —and
- (whoblewit. So,

| (drumroll, please) |
I' .| herebyannounce
1\ the first-cver Eagle
and B iffalo Awards for IFlight Simulation.

The =15 Eagle is still a premicr air-supe-
riority fighter more than 25 years afterits
first Might. With an unmatched combal
recordasa fighter (96.5 killswith no air-to-
airlosses), enviable performance asanat-
tack plane, and sleek good looks, it5 a clear
exampleofatop-notch design. Sofor the
companies whoset the performance stan-
dards, we present the Fagle award.

The unwieldy Brewster 124 Buffalo, on
the other hand, was a massive failure for the
Allies, proving only marginally more effec-
tiveat acrial combat than its furry, grounded

namesake. So the Buffalo
awardsgolothe folkswho
justdidn'tquite getit right.

FLY LIKE AN EAGLE

An Fagle lo MicroProse
for holding focus groups
withavariety of simulation
fans tomake sure that the
long-delayed Fatcon 4.0
will satisly gamers’ desires,
Lvenifimplementing the
groups’input makes the sim
take alittle longer to finish, the
delaywill be worthwhile if it re-
sultsinabetter game.

Fagles goto DID, Mission Studios, and
Impire Interactive for releasing free patch-
estoadd 3D-card supportto EF2000,
Jerticrer L and Fiyse Cones.,

IEagles to Virgin/Eagle Interactive and
Empire/Rowan for bucking the “me-toa”
trend and doing something original —
Korean War simulations.
Anothergroupof

Eagles goesto Eidos,
Activision, and Janes
Combat Simulations
forcreating combat
simswhich can be casily
plaved overthe Intemet
(1°1yING NIGHTMARES
2 FIGHTERSQUADRON,
and FicHers
ANTHOLOGY) withoul
joiningan Intemet gam-

| EAGLE SOARING You'll get your chance to see how the
F-15 Eagle became king of the air combat hill early this year |

when Jane's F-15 is released.

ingservice. Pying foran

|
|
1
|

Internet gamingservice
| should be anoption—

EAGLE AWARD

t.l

take advantage of the latency reduction,
matchmaking, and othervalue-added ser-
vices—rnotarequirement.

An Eagle to Eric Parkerand the crewat
Parsoft for creating the Open Plane
Interface for FIGHTERSQUADRON:
SCREAMIN DEMONS OVER [SUROPE.
Allowing openaceess tothe data fonmat for
creatingaireraft means that echnically
savvy Lhird partiesand end-users will be able
to create new planes for the simulation —
opening the possibilities for some really ob-
scure planestobe created for the sim, (Lets
give credit where credits due: Microsofts
FucHr SMULATOR has long allowed third-
partyaireraft. However, thatsimnolonger
hascombat, andits flight models don't han-
dlehigh-performance aireraftwell,)

Eaglesto Janes Combat Simulations,
DID, Eimpire, and every other company
thatincluded thick paper manualswith
theirsimulations. Online manuals are great
forreference, butare no substitute for paper
documentation. Kudos to past electronic

[:} Ej An Eagle
Award to all the
companies that
included thick,
paper reference
manuals with
their sims. 5 E

F

manual offenders Activision and Sierra,

W
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DENNY ATKIN

nteractive Magic has delayed the
iA-10 Warthog game it
announced at E3 until late 1998,

feedback from that game. Of course,
the new game will feature the addi-
tion of carrier operalions.

The compa-
ny's next game,
which is due
around May, will
be based on the
F/A-18 Homet. The
sim will be built on
the engine used in
iF-22, with numer-
0Us improvements
based on gamer

ON THE RADAR

who promise complete paper documenta-
tionwith theirupcomingsims.

FLY LIKE A BUFFALO?

ABuffalo to the legal goons at
Lockheed-Martin who lried tomakea
buckat the expense of the gaming indus-
try by exclusively licensing the name and
likeness of the I'-22 Raptor to software
companics, and an Eagle o the sensible
folks at the company who backed down
and promised nonexclusive licensing.

ABuffalo to FAs Janes Combat

Simulations for releasing AT Gorp only

afewshortmonths before releasing
FicHErs AN THOLOGY. Unlike US Navy
FcHERS 97, which added new aireraft
and anew campaign, AT GoLp simply
bundled Windows 95 ports of ATT* and
NATO Frcirrers, This was followed a
veryshort time later by the surprise re-

ure in Allied hands, bul it was the Mustang

lease of Ficirers Aniior.ocy, which
incorporated all the improvements of
AT Cotpand more. Itsasif EAkepl
FICHTERS ANTHOLOGY a seeret so as nol
to cannibalize AI'" Gornsales.

ABuffalo to Microsoft for the fan they
putinthe Sidewinder Force I'eedback Pro
joystick. The stickis greal, with precise -
fects, easy programmability, and an all-in-
one design. My only complaint oma
usage standpointis the lack of compatibili-
tywith rudder pedals, but there are techni-
cal excuses forthat. But despiteits
¢ualities, the Sidewinder FI*P evaliation
unit Microsoftsent mesits forlornly on the
floor gathering dust, used onlywhen |
want lo test force feedbackin a newtitle.
Why? The noisy fan! This thing is so loud |
can't hearthe fanin the computer that sits
direetly behind it. The stick has no power
swilch, so the onlyway to quict the fan
when you'enol playing
agameistoreachdown
and unplug the giant
wall-wart transformer.
(Abonus Buffalo for
thatone, Microsoft;
checkoutthe CH
lorce I'Xs transformer,
whichsilsin the center
of the power cord and
doesn’t block three
sockels.)

| WHEN BUFFALOES FLY The Brewster Buffalo was a fail- |  /Another Buffaloto

of the Finnish | Microsoftfor including

| air force. In Ocean’s FicHTeR DUeL 2, you'll be able to | onlyan online manual

experience the challenge of Buffalo combat.

L b seseeeeeesesssssssssssnsssn 98, This package fails to
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in FLIGHT SIMULATOR

eveninclude a keyboard reference card. A
realistic sim should have thick, paper
documentation — nobody wants to slog
through poorly indexed help files while
learning how to fly.

And a final Buffalo to Microsoft for the
glitchy DireetX. DirectX 5.0 does much
to make this APl less painful fo install, but
there are still plenty of problems. When |
reported an odd bug that caused
Windows not to recognize a properly in-
stalled joystick in late Seplember, the
company apparently hadn't heard thal
the problem existed. Yet Id seen numer-
ousreports of the same problem on the
Internet ever sinee DireetX5.05 release.
Its true that ereating an API that works
with thousands of machine configura-
tions s a daunting task, especially with
third parties doing the drivers. But what-
ever the excuses, the fact remains that
with the need loinstall DireetX 1o play
Windows 95 games, gaming on the PC is
far from the aulo-play experience
Microsoft claimed it would be.

ABuffalo to Apple forits lack of direc-
tion and fear of competition. Apple has
been inand out of the game market
more times that [ can count; anyone
who§ seen QUAKE running on a
PowerMac under the Camesprockels
APLknows there’s plenty of potential for
Mac gaming. But, for many Mae skep-
tics, Apple’s decision to kill Macintosh
clones instead of trying to compete with
them was the linal sign that the compa-
ny’s dayis past.

Auniversal Buffalo o every soltware
company who released a simulation that
required a patch lo address major game-
play and performance issues.

Abig Buffalo to the flamers, whiners,
cgolists, and spammers who just don't
understand the spirit of the Intemet (not
to mention basic civility), and who've
miade itharder for enthusiastic gamers lo
use the Net as an information resource.

Butto end ona high point, an Eagle to
every online flight sim pilot who’s helped
anewbie, shared troubleshooting infor-
malion, reviewed a hol new game, or
posted interesting combat stories on the
Netand online services. Its these folks
who still make logging on worthwhile. %
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HIGH REALISM STRIKE
FIGHTER SIMULATION

e latest in hardcore realism from the engineers of the
vurd-winnin? F/A-18 Hornet 3.0. F/A-18 KOREA,
ings the realism and quality of genuine military simulators

your Windows '95/NT4 PC or PowerMac.

A18 KOREA is the culminafion of over 5 years development
@ small, dedicated team of engineers and artists who

ve always known what if takes to please the discriminating
immer". Arcade game players need not apply!

'A-18 KOREA features the most accurate avionics and
ght dynamics of any simulation ever produced,
thout compromising game play.

ilizing the latest 3D technology, F/A-18 KOREA,
able fo provide the indusiry??nighesi resolufions and

3DIx scroen sh
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v
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frame rates. F/A-18 KOREA, offers texture mapped pa
3Dk Voodoo and Voodoo Rush ﬂmphics, as well as e
our own proprietary flat shaded differential 2
scan conversion graphics for exceptionally B
fast and crisp visuals. By

www.graphsim.com

F/A-18 KOREA's mission creator/edilor
allow you to design highly inteliigienr missions with defailed instructions for each computer controlled
player. Dictate the assignments of friendly and enemy airplanes, SAM sites and ground vehicles.

F/A-18 KOREA provides over 90 minutes of multimedia
fraining, with diagrams, movies and voice dialog, as well as
extensive printed documentation writien by a former

Marine "Strike-U" instructor and F/18 Homet pilot.

*Texiure mopping requires compatible 30fx Hord 3Dk Interactive loge, Voodoa Graphics and Voodoo Rush are irademarks of 3Dix Internctive.
CIRCLE READER SERVICE #0865
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Your Sou

Twinsen’s Odyssey

A World-Spanning Roadmap for Activision’s Epic Journey
by Robert Coffey

& ou trinmphed over evil in RELENTLESS, and you're finally Traveling Man
enjoying a well-camed break, peacefully awaiting the birth There, isn't that better? But what's up with these aliens? Well, its

of your first child. But adventure seems to seck you out no time o fix up Dino-Fly; these Lismers seem okay — for now. Take the
malter what you do, and as Twinsen, the hero of Twinsun, ferry to Desert Island and look for the healer. Sure, the maid says he’s
it’s your duty to answer the call. Take a look around your nol home but that doesn’t mean there isn't anything there for you.

house and then get down to it, Now find Jerome Baldino and get that car part Zoe mentioned.

Return and give Zoe the part. Someone, somewhere must want that
Rainy Days and Mondays Gallic Acid you brought back— find them and get something in
With Dino-Fly hurt, a fact-finding trip to town (especially the phar- — return. Head hack to Desert Island and Baldino’s for that radio. Zoe
macy) is in order. A stealthy recovery of the customer’s umbrella will should deliver your vehicle about now, so pick it up and drive over to
point you loward Desert Island. But don't rush off quite yet, because "Temple of Bu Park for some darts. Keep playing until you've pocketed
Trapped on there’s more to do in town, such as liberating your tunic from the at least 275 kashes.
TWiﬂSEII‘I? GIII!IEII museum. Is there another way to reach those controls? Time lo find this School of Magic you've heard about. Someonc at
glétr:%l:r[ Tour";?xs Now that you're properly dressed, its lime to do something about the hacienda might know something. Fngage in a little bad behavior to
saves at the this nasty weather. A series of conversations should have you leaping get o the top of things, then follow the snake charmer’s instructions.
toughest puzzles! 3cToss the cliffs and into the caves in no time. You'll have to take the When you arrive, the front door is locked, but theres another way in,
long way around to free that prisoner, but start by finding aswitchand  Dodge the blue ghosts and sneak the key out of the chest.
experimenting with throwing your magic ball at it in different modes. Well, it wouldn't be a school without tests. The first is fairly easy, but
Once you off the Tralu, free the lighthouse keeper and take a stroll finding a flower in the desert isn't. Once you hear of a likely place to
with Zoe to the lighthouse. look, make like Evel Knievel and return the llower to the School. A

Horn of Healing! Now you can fix up
Dino-Fly and your little friend
trapped in the elam outside.

Ride Dino-Fly lo the Dome of the
Slate. Pay close attention to the sign
outside before entering the building
and passing the last test. Fly back to
Desert Island, get your license, and
buy a wizard costume from a travel-

ing salesman. Return to the hacienda
and prepare for a long trip.

Space Cowboy

"The alien base is in ‘Temple of Bu

escapes, you'll have to run through this
kennel to the building beyond. You can Park. Redirect the cart through the

fight your way through, but avoiding mines, get a key from a chest you

conflict is probably your safest bet, eventually find, then climb down the

nearby ladder. Whack everyone in

CewW JANUARY 1948



WALKTHROUGH: TWINSEN'S ODYSSEY [ GAMEH!S EDGE

face your first assassin — hopping left and right in

Aggressive mode between shots should keep you alive
long enough to off this ape. Get the key, go down the
elevator and through the building, then dodge the
Irancos while crossing the bridge.

Welcome to the Island of the Wannies. You'll be
daing a lot mare fighting from here on oul— for sell-
preservation and to get keys. lgnore the buildings
and enler the first cave after them. Make frequent

use of your jetpack while exploring the mines and

. collecting all six gems and the glove you find there.

X S R, § : Kill the big Wannie for a key to another fragment
KILLA GORILLA This multiarmed gorilla assassin » : then leave the mines.
but if you hop back and forth to dodge the crates he throws 4 4 oy e o o®As  Linter the cave at the end of the path.
and squeeze off a few shots in between, you'll probably sur- N AT ! ‘r & After fulfilling the mole-mans request
vive with minimal damage. b LI you can enter the chapel and be direct-
{ ¢d to someonce who can help vou call

the barracks and thoroughly search the area. Ignore the spaceship and the ferryman.
head upstairs, kill some guards and get the token from the chest that
looks like a big, orange golf ball. Get in the shuttle and blast off.

On the moon, don the spacesuit and head to the small isolated

After the ferryman drops you off at
the Island of the Mousquibees, make a
beeline to the Queen, who'll demand

building, ‘Take the spacesuit off in the airlock (you'll be doing this a proof of your political position before

CHEWING THE FAT Take time |
out to talk to people during "
your journeys. Not only are
they chock-full of information- |

but they'll even sell you need- |

|
: | platform with a nasty flying walrus.
; . ed items. i ke
won a little more than 100 zlitos, head back to the docks and pay the TS |

few times) then kill some guards. Is that a map over there? Tumn all testing your worthiness. When the

the switches green, then leave and enter the big building so you can | Emperors forces invade, escape
free Baldino and his dissident pal. Now. .. run away! through a hole in the wall. Keep an eye
Someday, you'll learn how to pilat these things. Round up some li- open for gems as you work around o a
los from trash cans and barrels then enter the casino. When you've
Swat the fireballs back at him and
old salt for info and a ride. Once you talk to the heavily

bandaged salesman its time to return to Otringal to find
Rick. You'll have to kill the guard to get into Ricks office.

Since you can't reach the part of the island with the hotel,

The Great Escape

lets get Baldino to stop whining about that gazogem. ood thing you rescued Joe that nifty jetpack—fly your friendly
before—jump the guard that Dino-Fly to the island by the hacienda
Going Down? opens your cell, free the and hover in. Stay that spiny gaon and
Reenter the refinery and blast vour way through the har- -~ JIGIET TR RCTTTEEEN IS get the protection spell (it'll help your
bor base to the boat beyond. Arm your laser and prepare to  JES RGN AT TR EERT I escape). Go to Desert Island and find

the kennel to the building on the other  the bell near the harbor. Ride the tur-
side. Run through the shuttle terminal.  tle to the cave and get the pearl from
Dodge the guards outside (since they the giant oyster.
can easily corner and overpower you) Now it's back to Citadel Island and
and make your way to the tall huild- the wizard’s tent. Plop the pear in the
iny. Get the token and commandeer a cauldron for the lightnipg ring. Enter
shuttle home. the tavern in town and kill the aliens
Esmers and roller-blading Francos to get a key. Make sure you have full
have taken over Twinsun! Run home magic before going into the basement
and talk with Zoe. Save yourself a en route to the sewers. The pyramid
headache and use the money you key lets you into the room and the
accumulated playing darts to claim lightning spell will get you Sendell’s
your package. Before you dash off to ball and a new level of magic. Ready
the Emerald Moon you should hreak in o go to the moon?

THREE LITTLE PIGS The Emperor's sword is the only
thing that hurts the Hussars but it does a pretty good '
job carving up pork as well. :
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WALKTHROUGH: TWINSEN'S ODYSSEY

ARARACD'C ENCE |
GAMER’S EDGE

you'll get a key to another fragment. Now go
back to the Mousquibee platforms, elimb
down the rope, and ferry to the Island of the
Volcano for some harrowing jumps and infor-

mation regarding the Queen’s whercabouts.

Busting In

Iop on the conveyor belt in the mines lo
g0 o a packaging room. Smack the guard
around, then jump into a box, making sure
both switches are up. Climb the ladder in the
next room, jump to the next building, and
you'll be talking to Her Highness in no time.
Look for a far-ofl switch to open the cell, then
its back to the Queen’s throne room and a
new assassin. Use the Queen’s key on her
throne and you're on your way lo Island CX.

Fight your way out and up, knocking off
one of the guards for a key to the center tower.
Inside, work your way o the Emperor. After
he activates the rockets, use the key to get the
sword from the trunk —this is the only
weapon that hurts the Hussars. After getting a
key from the Hussars in the next room, climb
to the top of the lower to get a shuttle token
for your escape.

Finally —a soft landing. Bash your way

into the Otringal palace then make your way

through the rooms by carving out a large
right angle. After another boss monster

you'll get the final fragment and complete

the key. Head to Celebration Island for the with your arch-enemy. With luck (and

big showdown.

enough extra lives) you just might
save yoursclf, the children, and the planct
of Twinsun. &

It Was You!
All Along!

Use the key in the temple to

finally come face to face with your
nemesis. Follow the villain by
jumping from pillar to pillar into
the cave. Inside, you'll await your
toughest adversaries so far. Since
the stream of robot elephants never

ends, avoid fighting carly on and

STUNT DRIVER Sure it's a snazzy, gun-totin’ mode of
transportation. But this all-terrain vehicle Is also the only
way you're going to reach the balsam flower to pass the
second test of magic.

concentrale on freeing the wizards
(by clearing the monitor screens)
and on chasing your rival. Later,
you will have to kill a few elephants

to move into the final confrontation

Fuel Shortage

alk to the station attendant, then take the water taxi. Look for a low spot

on the fence and jump into the gas refinery grounds. Inside the refinery

you'll have to dodge scalding gas jets while you collect keys from guards
and little red boxes. Remember, you can use your ball to collect dropped keys
from a distance. Once you have the gas, hop the fence using some convenient
barrels and go into the charming Franco town.

Buy yourself a pickax and find out why everyone’s digging up town.
When you find the doggone key that the owl hid, open the Burgermeister’s
safe for a clue to the missing fragment—find a grassy part of the shore
and follow the note's instructions to dig out the fragment.

Now fake the gazogem to Baldino for

in a Milaze at the

a new, improved protopack. Go back to
the casino and play the slots until you
win a key. Inside the locked casino room
is a game-show host that's more crook
than croc. Beat him and his mugger
buddy to the punch with your magic hall.
When the new area opens up, use the
jetpack to cross it, and the subsequent
ravine, on your way to the hotel.

Bash the snotty bellboy, then find
Johnny Rocket. He'll direct you to the
dissidents, who’ll give you a nifty, if

Dome?

unloaded, gun. To get some ammo, go to
Celehration Island and work your way
around the volcano via a series of chal-
lenging jumps. Eventually you'll have to
use the protopack to jet over to the crys-
tals. Crack it with your pickax and...
voilal You've got a laser!
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GOMMAND MULTI-NATIONAL
FORGES FROM 1939 T0 1999

 The latest from
~ Gary Grigshy and Keith
Brors, STEEL PANTHERS 1T lets =
you'fight larger tactical battles using,
- the same easy-to-tise: interface featured in :
STEEL PANTHERS T &1L This brilliant tactical| wargame 1nr.ludes
6.campaigns and over: 40 scenarios, Engage in brigade-size battles
- from virtually every' major historical conflict from 1939 to/date,

- plusihypothetical battles, ‘such as NATO 1998 and Holy War 1999!
New 200, yards: per—hex and platoon-size units allow you to'control
- entira brigadesi— even divisions! Get key  reinforcements
. during gameplay And be assured of: limitless armored
conflict withithe improved Random Scenario
Generator, which includes more powerful
' scenanu edltmg features' :
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“SCENARIO ANALYSIS

Dark Reign

These Mission Maps Point the Way to Victory

Dark Reian is a cut above the usual real-time strategy game, with an adaptive Al, true waypoint-based paths,
and a host of terrain effects. The following detailed maps show you step-by-step paths for victory in two tough
scenarios—Prison Break and Teron Occupation—and offer general tips for success in any scenario.

Courtesy of Brady Games Strategy Guides

FREEDOM GUARD: MISSION 3—PRISON BREAK

n Imperium prison in
the uninhabited planet
is holding
Commander Jeb
Radec and several
other key Freedom Guard per-
sonmel. We must liberate these
prisoners and level the com-
pound, showing the Imperium
that we will no longer be sub-
ject to their imprisonment.

1 Morph your Scout

into a piece of land-
scape, then move north to
spot the guards around the
first stockade. Follow up
with Raiders, eliminate the
guards, and set the liberated
Medics and Mercenaries to
High Independence.

Move your Scout

northward, avoiding
Imperium Scouts, through the
clear area to the ridge over-
looking the next stockade.

Follow to this stock-
ade with other units
and sweep down off the

ridge, taking Imperium guards 4 After you eliminate the  to their patterns and move move your main force forward,
by surprise. Liberate the rush of Imperial while they are out of range. eliminating the Plasma Tanks
Skirmish Tanks and Infantry, move your Scoul east and liberating the Construction
Mechanics, holding your along the northern edge of the Position your Scout to  Rigs. Build an HQ and Water
forces in a tight group outside  map. Watch for patrolling see the guards in front  Facility Plant, and guard them
the stockade. enemy Plasma Tanks; get used  of the next stockade. Slowly until they are complete,

CCwW JANUARY 1938




SCENARIO ANALYSIS: DARK

FREEDOM GUARD: MISSION 4—TERON OCCUPATION

mperium forees are
slaughtering citizens
~onleron, where we
have kev coverl
resources. Assemble a
force and remove the
Imperium from "Teron, lib-

erating her cilizens.

Keeping the

1 Imperium forces
at bay while you build
your base is the toughest
part’ of this mission.
Imimgdiately build a
Water Launch Facility,
HQ, and a Taelon
Ger}éramr. Use your units
to cover the structures,
facusing their fire on
anything that comes
within range. Meanwhile,
send a morphed Scout
westward along the river
hanks to spot the bridge
and Imperium Plasma
Turrets.

Have your Skirmish
- Tanks shoot from
the bank if possible. Don't
damage the bridge too
much, or you'll have to
replace it.

%%

B

3 " ‘n’ .’... ; '-‘..I

Build more Construction Rigs,

Taelon Generators, defensive Laser
Turrets, and Assembly Plants. Then assemble
a large force and move it into the natural
choke point to the south.

Build a Repair Station between

your base and the skirmish line
you have established in the prison com-
pound. Sel your tanks' damage tolerance
to medium and advance closer to the
prison compound walls, but stay oulside
the imperium Plasma Turrets’ range. Once
you have the prison entrance covered,

you can safely deploy Freighters to the
other water spring.

8 You will find Jeb Radec in a
stockade toward the middle of
the compound. Thin the Imperium forces
and then rush in a unit to fiberate him.
Jeb's laser rifle will burn through most
enemy targets, but he is still vulnerable,
so make sure to eliminate most of the
Imperium units near the entrance before
liberating him. After Jeb is safe, system-
atically eliminate all remaining Imperium
units and structures.

After reinforcing your tank pla-

toon, roll it across and set up a
skirmish line along the road leading
north. Add a Laser Turret or two at this
location to hold it

Run a Spider Bike into the city,
4 50 that the citizens will begin
revealing terrain to you. Then, when
you've assembled a sizable force, roll into
the city and level the Imperium HQ.
Afterward, you can mop up the other
Imperium structures, saving the Plasma
Turrets for last.
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We'll Make This Overwhelming Game Easy for You

by Tim Carter

congquesl isn't wasted. SSIs

your economy fly, The perfeet IMPERIALISM player
would combine the diplomacy of Otto von Bismarck,
the military logic of Carl von Clausewitz, and the eco-
nomic skills of Adam Smith. In fact, it feels like the
game’ designers had all three in mind when they cre-

ated the model for IMPERIALISM.

The March of Progress

Perhaps the most interesting aspect of IMPERIALISM is

h, to be the perfect micromanager. To
wear thick glasses, carry a pencil pack,
and derive ecstasy from seeing the

trains run on time. Warriors might win
Empires, but managers make sure the

IMPERIALISM requires warfare lo win,
but you won't get very far on the bat-
tlefield without a solid understanding
of economics and the skills to make

"_'- ks

/ -ﬁ;ﬂdhl
£ A um‘-_-

LA eThlR g

lntormation: Al Qa'athin

Promicces: 4
Most Favored
Trading Nation: Min

¥
I @ Subsidy

o B cotony toycott @ Rtal Boyott

At Qa‘athing Trade Policies

APrw

Giboyeott

Major Exports:

GOODS FOR SALE An idea! first traﬁmg partner should be free of compehwr’s
interest and have a diverse range of raw materials for export.

that everything happens at once. Unlike in many grand

strategy games, in which you have ample time to explore the world
and build your economy before encountering oppasition, in
IMPERIALISM you arc in the thick of things from the start, Don’t fall
into a Civ mindframe, wherein otherwise reasonable gamers attempt
to make IMPERIALISM play like CIVILIZATION. You must get off to a fast

Pm'wew of the Ilmlnmats

i me game’s highest level of diffi-
culty you will rarely have friends. At
the normal and hard levels, though,
you can. offer alliances early in the game
and expect some modicum of success. This
is almost always a good iea, as an
alliance will generally keep hostile powers
“at'hay fora guu"d'z_imnunt of time. I your
“ally drags you into a wat, go along with the
declaration hut don’t do anything warlike
until you're ready.
You ahsolutely must get one or mote
colonies as quickly as possible. Check the

diplomacy screen frequently to make sure
you are the leading power with each of
your target countries. Focus your efforts. A
target power should get the following
things; im order: consulate, embassy, non-
aggression pact, development, and bribes.
You should always he a target's most-

favared trating partner, even if you have to

give huge discounts to retain this status.
There’s no secret to diplomatic suc-
cess—just don't do anything to agara-

vate your potential friends and follow

the logical steps to converting them to
your cause.
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start in all aspects of the game (see the “Quick Start Cuide” sidebar).
Also, don't panic when things go wrong, Unlike in many strategy
games, a single selback here is not an indication of your inevitable
doom. Good military planning can keep imuch stronger eneries at bay,
while a punitive strike or two can tum a negative situation inlo a positive

one very quickly. Also, your economy will
always be short of something, and just
because you failed to secure one trading
partner doesn’t mean that the same
resources cannot be acquired elsewhere,

Early in the game, you must rush the
development of your economy at the
expense of everything else, Invest heavi-
ly in infrastructure rather than spending
ﬂ]f)l1(:)’ on consumer gﬂﬁd.‘i.

The Adam
Smith Company

Begin trading right away, Use the
info keys in the diplomacy screen to
discover which minor countries have a
good assortment of raw materials for
export and aggressively pursue one or




STRATEGY & TIPS: IMPERIALISM

two of these countries. You should be able to build and sell
finished goods periodically, but all surplus cash should be
invested in your diplomatic efforts. Don't rush to increase
the population of your capital city. Early in the game you
will need more maney than workers, and it will be useful
to hoard as much foed as possible for the middle game,
when pressure on your railway network becomes intense,
e | you can spare the
limber lo create
paper, you may
want to upgrade
vour work force,
Don't forget lo
build depots or ports
inevery cily in your
empire. As your
ECONoMY grows,
these cities will
Sea of Tromso

R begin lo produce

Tar's Land's bk forew fn Sa 0d Traome of 11 vesals,
under erlan b blackats

a Ordune

Crrduna’y bk b i Tetyew 30804 viande, under sclan
b

materials indepen-

dently, a great bonus

to your overall pro-

SHIPS AHOY Keep ships, such as these three vessels off Ordune, on | duction. Regardless

the ready to run blockades in the event of war, | ol your domestic
I production, you

should buy every scrap of raw material you can. All of them can be put to good use or stored
for later consumption. Trading in raw materials is important, and should be limited only by

your shipping capacity, which you must increase as much as possible.

Onto Clausewitz

While military measures must take a back seat to economic growth, you have to build
few military units to keep the other players off your back. If you are fortunate enough to he
an island nation, concentrate on ships. Even if a small deterrent force doesn’t keep the
peace, a four- or five-ship navy should keep your shores secure in the early going,

When you are at war, check cach coastal square each tum lo see if your enemies are
preparing an amphibious landing. Race your ships into any threatened areas, and move your
land anmy lo garrison threatened provinces. With quick movement a very small force can keep
a much larger opponent at bay.

Internal lines of communication are crucial to all defense mancuvers. Keep a single strik-
ing force in your capital province and zip it around vour empire as provinces are threatened,
Don't be too worried if a provinee falls, as there is no pillaging in IMPERIALISM. Instead, be
ready fo immediately counterattack.

[f you are faced with a strong enemy, consider building a raiding force rather than an invasion
force. On the ocean, the benefits of rmiding arc obvious— the computer Al Iries it all the time,
with considerable success. On land, build a few cavalry and light artillery and go hunting for
weakly garrisoned provinces. (Both these units can usually escape in the event that you make a
mistake or fall victim to faulty reconnaissance.)

Your raiders should bash whatever militia is on hand and move on as soon as possible.
Don't bother to garrison conquered territory —if you could afford garrisons you could afford
a bigger army. Often, the computer will be very sluggish in counterattacking, and you can
impedc your opponents economic grm\'th for some time. Also, you may end up signing a
peace treaty while still holding useful territory.
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MPERIALISM on the: Nigh-On:

Impossible;level can be intimidating.

Here is my-guide to getting off to a
good start. '

Opening Moves

First, pick.a city site with the best
possible population.

Seeond; send ynur'-engineer {0 get
timber, either by-a.quoick.rail line and
depot or by building:a:port amid: far-
off forasts:

Third,. go to'the diplomacy screen;,
find:a: nearby: minor: power with! coal and’
iron:to:offer for export and open trade
constilates:there; The:trade screen also
shows you which other gréat powers
have opened: consulates; try to start
with minor powers: that:do’not have
trade consulates' front.anyone else; this
minimizing early economic. competition.
Don't pursue more than two potential
colonies; because your money.is scarce.’:

Fourth, build all'industrial buildings
necessary in your capital:city. Use the
slrplus matenals for rail and merchant
ships, and get one extra:population
point.: Buy-a miner anduse any extra
paper to uporade workers. Any idle
workers should convert. foad fo canned
goods;-and all timber should go'to mak-
ing lumber:rather than paper.

Eifth;-sell the rest of your finished
goads to augment your cash. Take
riote however that the:price of finished: -
goods:often rises after tum one, so
unless you:are: desperate, you may
Wwant to walt a tum or:two before sell-
ing. While at the trading:sereen, imme-
diately: place offers on Waol or cotton;
iron; coal, and timber. You are bound
to run:out of all.of these resources, S0
start buying right away:

Transportation Network
On stibsequent turns (the first five
steps.should be taken on turm one)




STRATEGY & TiPS: IMPERIALISM

focus your energy-onAour fledgling
transportation network: ‘Bacide:in
advance where your first few depots will
go, based on lumber; cotton, and:wool
squares. Begin mingral exploration in-the
squares nearvisible resources so that

your:garfy depots can be planned to take

go back and systematically search your
entire ‘country.

Trade . S5 Sl
Pay aftention‘to the l@'ade book and

modify your;diplomatic-actions to ensure
you:have at least one-overseas source of
mineral:resources. If your explorer-gels
[ucky-edriy. on, the.overseas. source
becomes less:of a priority, but tntil you
are sufe.your country is mineral rich you

should"act as:thouah you'll- have totbuy

everything. Also, you don’t want your
industry:to’lie dormant while-you build
your internal transportationinetwork:

Infrastructure

Build just engugh-consumer goods to
keep your cotntry from ‘going. bankrupt,
Evenything else should:go nto infrastruc:
turé=people; merehant ships, transporta-
tion: and:better industry.It's better. to
store materials than money, and all natur-
al resources can be converted:into. valu-
able‘goods &t no.cost 1o you:

“Last Words
Try to build one o two ships of the

fine early. (within 20
turms). as this tends to
deteryour enemies: A
salind.economy:that
grows:quickly:should get
your empire off.-to an
impressive start. Don't
worry. if you'sesm to e
falling behind, just make
sure'that all elements of
youF-economy. are Works
ing;-and:that your growth
js-steady. Eventually; ‘you
will:be‘able to:sort.out
those early bloomers
through military: dction.

advantage of all:resourees.. Later you can

best timber area while the explorer looks for mineral
resources in squares accessible from the port. I you follow these tips.

Without proper mop-up
capabilities, your opponents
defense will get stronger every
time you make his empire
. smaller. Ullimately, you may
“ face acapital city defended by
so many guns that taking it is
all but impossible,
When attacking a great
power late in the game, lake
care to prepare your assault

along a number of different
fronts. You should be ready to
blockade all of his major

RIGHT OF WAY This ammy should succeed by forcing one side

ofdhe:QnAMY = detenoesy ports from the start, and
should have units in place to

The Benefits of attack at least two provinees at the start of the
Strong Artillery war. This will keep both human and computer

When building an amy for conquest, don't opponents off balance and should allow you to
neglect artillery Your ammy will live and die by the - make decent gains before suing for peace.
power of your guns, If yon are faced with an During peacetime, keep a few [leets near
enemy fortress guarded by large quantities of enemy capitals as a deterrent. If they declare
artillery, consider loading yourattacktooneside ~ war on you, you will be ready to blockade them
of the map. Ifyou advance along a wide front, from the beginning. The computer is quite
you will take fire from all defending guns. By paranoid about losing its capital cities, and as a

moving up the right-hand street (in most city bat-  consequence does not garrison key cconomic

tles), you can minimize the number of defense provinces well. When attacking, your first priori-
guns that can hit you as you move up. Take the ty should be the resources you need, but your
time to set up your anny out of range of the second should always be the resources your
enemyso that your enlire army can move for- opponent can least afford to lose.

ward as a single unit along the right flank. Once Winning on Nigh-On-Impossible requires
your guns get into range, simply oll up the patience. You must focus on economic growth
enemys defenses from left toright. Wheninvad-—— until your industry is awesome, even if you are
ing for conquest, always bring cavalry and light atwar. Once you have the industrial power to

cannons. These units are crucial lomoppingup — field a large army, you should have little trouble
beaten defenders before they can escape. defeating your enemies piecemeal. &

THERE 1S HOPE As this late-game industrial screen
shows, you can win even on Nigh-On-Impossible level if
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Noti'njng puts you in l;h_e _
¢, of the action like 3DZon’gMa‘ster. .

effortiessly, fluidly, instinctively—without hand or arm fatigue.
simulation games? Or even worse, a keyboard? The 3DZoneMaster includes an array of programmable
Z% g Be! Maybe that's why legions of butt-ugly mutants are multi-function buttons to let you command all the firepower
N splattering your guts all over the BRI : each game has to offer. And it's ready out
galaxy before you advance even one level. SR il of the box with Windows95° drivers,
Don't crank-up the modem and start ~ fFEoe" % h Netscape Navigator,™ exciting games and
downloading game cheats. Just wrap your §#E¥ig J B a host of predefined game sets.
fist around Techmedia's 3DZoneMaster™ | L i ’ Push your skills to the next dimension!

Ultrasonic Positioning Device and wield (i 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 med i a

action. With its unique, patented ultrasonic tracking and Techmedia dealer Unexpected Performance.
ergonomic pistel-grip demgn you move in three dimensions, nearest you. Unexpected Price:

Jistered trademarks of Techmedia Comp ns Corp. A er are the p of therr respective companies
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Achtung Spitfire

Controlling the Tumultuous Skies Above the Thames

by Robin G. Kim

ging cynics lament that youth is wasted on the young,

say the same about air-combat simulations and the virtual
fighter jocks who fly them? No one can deny that the

opportunitics to delve into the fascinating realm of air-to-
air combat are few and far between for those gamers who

: prefer to ponder every move. However, if you fancy your-
sell an aml(h iir flight leader
morc than a joystick jockey,
Avalon Hill/Big Time
Softwareh ACHTUNG SPITFIRE
offers the perfect opportunity
to strut your stuff.

Unlike most traditional
WaArgames, I'IU“'L‘\'I:‘[,
ACHTUNG SPITFIRE pays stricl
atlention to the laws of physics.
The accurate modeling
imposes complex restrictions on movement, which in turn raises the
importance of proper maneuvering, Air-lo-air fighting is also excep-
tionally fluid: At 20,000 feel there are neither battle lines nor terrain
considerations, Positional advantages are purely relative, appearing
and disappearing quickly in the heat of battle.

So, if AcHTUNGS formidable Al has vour pilots diving for cover, the
tactics explained here can help you tum the tide. Since the Battle of
Britain is the heart of the game, we will focus mainly on the homber

interceplion and escort missions typical of this epic conflict.
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Could it be that a few reflex-impaired wargamers out there

The Best British Defense
Is a Good Offense

Fighters are, by their very nature, offensive weapons. As an RAIY
squadron commander, you have to defend your homeland fromits
waould-be invaders the only way you can: by knocking down their
bombers. Unfortunately, the Germans are rather protective of them, so
they are almost always accompanied by BI09s or Bfll0s. The trick is to
penetrate this fighter sereen and
lay waste to the bombers without
suffering significant casualties.
“The importance of keeping your
pilols alive cannot be overstated:
Too many costly victorics will
spell defeat in the long run.

Ironically, the computer-
controlled escorts’ intelligence is
also their undoing, The Als
immediate response when
attacked is to turn loward your fighters, presenting your pilots with the
worst possible shot apportunities. To take advantage of this self-preser-
vation instinet, strive to approach from behind and to the side of the
enemy, such that the escorts must turn away from the bombers to lum
toward your fighters. If done correctly, this will put them completely
out of position, neutralizing their threat potential for some time. With
the escorts safely sidestepped (yelling “loro!” at this point is appropri-
ate), drive on thren |g1! 1o the heavies, Don't waste ammunition on the

THE BETTER PART OF VALOR If you drive your Spitfires straight
through these German Bf109s, you will take horrendous losses. The
safer option is to tun away and work for a better angle before
attempting to slice past the escorts to get at the bombers.
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SURROUND AND POUND Forming a circle |

(or partial circle) of fast-maving fighters
around these more maneuverable Spitfires
Is an effective means of neutralizing their

tum-rate advantage.

escorts unless presented with truly primo
shots. Killing fighters may be glamorous, but
its hardly why you are here.

If the Cerman fighters are hot on your
heels when you reach the bombers, do one
quick pass and break off. Make it count by
firing only at close range, then steer clear of
the crossfire in the middle of the formation.
If, on the other hand, the escorts take them-
selves far enough out of position, you can
exccute a more deliberate assault, In that
case, throttle way back and try to camp your
planes about 400 yards (four spaces) behind
the rearmost bomber. From there, you can
blow it to bits while remaining outside the fir-
ing range of its mates — the lightly defended
German bombers are extremely vulnerable
without supporting fire, Once the first goes
down, move onlo the next. Keep your fighters
close together to concentrate their firepower,
but not too close or the movement systems
one-plane stacking limit will foree your
planes to make unwanted maneuvers to
avoid overlapping,

Because of the uncommonly poor
rearward visibility characteristic of early
Spitfire and Hurricane models, lining all
vour fighters in back of the bomber group
will canse you to lose track of the
German escorts serambling lo cateh you
from behind. Let this go on too long and
vouwill be in for a deadly surprise. The
casiest solution is to take one plane that is

either damaged or low on ammo and assign il

lookout duty. Have it turn 45-90 degrees
away from the bombers and weave back and
forth at high speed, staying nearby while
maintaining visual contact on the approach-
ing escorts.

Onee the escorts are within 900 yards or
50, it is time for you to firewall the throttles
and break off. Any planes low on ammo or
heavily damaged should get the heck out of
Dodge. Those that remain combat-ready can
try to circle around at high speed and do the
dance all over again.

Committing all your furces this way will
likely allow the bombers to escape hefore vou
can reengage, however. Instead, use the look-
out described earlier to keep tabs on the
bomber group while the others lure the escorts
away. The bombers will thus be prevented from
flecing, allowing your fighters to bide their
Linne, waiting for just the right moment loslip
by the enemy fighters once again.

Achieving Air Superiority

If youte lucky, you'll be able lo embroil the
interceptors in a furball after —or preferably
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The Thin
Blue Line

or the RAF player in the
Battle of Britain scenario,
optimizing response time to
incoming raids is a crucial part of
any winning strategy. The idea is
to keep as many fighters as possi-
ble ready for action at the forward
airfields in Hawkinge and
Manston. The problem with using
these fields is that the Luftwafie,
cognizant of the airfields’ strate-
gic importance, will do their best
to bomb them into oblivion. Such
attacks will not damage any air-
craft or personnel on the ground,
thankfully, but it will increase the
time it takes to repair, refuel, and
rearm any of your planes that land
there later. The solution to this
problem is simple: Don’t send your
fighters to bombed-out airfields!

If some of your planes take
damage in a dogfight, split them
off and send them to Homchurch
(assuming it hasn’t been hit); they
can he repaired there faster than
at any other airfield. Vector the
rest to the least damaged base
near the eastern shores. As planes
hecome ready, ferry them back to
Hawkinge and Manston. Since air-
craft require no servicing after a
ferry flight less than 30 minutes
long, your fighters will be instantly
ready for action after they land,
no matter how damaged the desti-
nation may he. There is no need to
worry about these extra flights tir-
ing your pilots, either; they don’t
affect fatigue levels.

The more interceptors you have

availahle, the more raids you will
be able to deflect and the more
casualties you will inflict. Keep an
agile and efficient defense and
victory will eventually be yours.




STRATEGY & TIPS: ACHTUNG SPITFIRE

German Escort
senrvice

ust as the RAF must attack

bombers to defend Great Britain,

so must the Luftwaffe defend the
bomhers to further its strategic offen-

sive. When you command the German
escort fighters, you must figure out
how to get at the attackers hefore they
decimate your homber group. To accom-
plish this without your flight being vic-
timized is easier said than done. One
possible ploy is to show the enemy your
six o’clock and attempt to lure them

before —they make their first pass. Both the aircraft to maintain the initiative—the  [GlE MUELNTICTER TGN U GRS

Spitfire and the Hurricane are more mancu- ability to engage or break off at will. As ~ JREHUMEEIED ineffective hecause the

verable than the BI09s you are likely to be fly-  icing on the cake, the cireular flight pat- BEUESSNIFR UG NER LR

ing, so be sure to keep your speed up. tern affords defensive mutual support hombers makes the British fighters dif-
If your numbers match or exceed the similar to the normal Lufberry. ficult to distract. Don’t think this

enemys, circling them at high speed in a kind Although the general tactics described PRI ([ CATH [N TR 0 e [ SR 6

of “outside Lufberry” is a great way to exploit here barcly scratch the surface of the com- SETRESTR TP TR AR U TSR 11 &

LOSE SIGHT, LOSE THE FIGHT The Spitfire that has tumed away from the rest is act-
ing as a spotter plane. This allows you to keep tabs on the approaching bandits that
would otherwise be in the blind spot of your other three planes.

the Al’s aggressive tendencies, The term plexities of WWIl-era air combat, they will SRR TP - Tt R (11 el L L
Lufberynormally refers to a defensive tacticin - help you get through your first few behind you, tum into them 80 degrees to
which a group of aircraft will fly nose-to-tail ina - ACHTUNG SPITFIRE combats, and they
circle to fend off attackers. Any attempt to will serve as a good forndation on which
shoot at a plane in the circle invites fire from to build in the long run. For anyone inter-

give them a tough angle if they decide to
shoot at you. But try not to turn much
farther, or it will take forever to reverse

the one to its rear, When you form asimilarcir-—— ested in a detailed treatise on multiaircraft
back and pursue once they blow through

cle outside a group of computer planes for tactics, | highly recommend Robert
offensive purposes, they tend to tum continu- Shaws Fighter Combat: Tactics and on their way to your bombers.

ously to remain inside the circle. This bleeds off ~ Maneuvering, the bible of air-combat tac- Usually, you won’t start out in such
their airspeed, allowing your faster moving tics among hard-core flight-sim fans, % immediate danger. If time permits,
estahblish a position behind and far to

one side of the hombers, climbing a bit
and weaving to reduce forward speed.
As the enemy moves past, dive to con-
vert your extra altitude into airspeed
and roll in on their tails. Timing is every-
thing here. Commit too soon and you
will fly out in front of the enemy and get
shot up. Commit too late and you won’t
he ahle to catch up hefore the British

run wild among your homhers. Even if
: _ : you do everything right, the bhest you
T e el A e can usually hope for is to get some
TIMING THE POUNCE By staying close to the Interceptors—but not so close as lo good shots at the rearmost aircraft in
invite attack—the German fighters at the bottom of the screen have positioned them- the enemy formation. The ones in front
selves perfectly to slide in behind the British planes when they make their move for will still get to the bombers, and will
the bombers (to the right). have to be dealt with later.
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TECY & TIPS

The Space Bar

Hop Aboard Starship Scorpia for a Guided

Interplanetary Tour of THE SPACE BAR
by Scorpia

@ 115 SPACE BAR is a tough game to write up asa
Scorpiak Tale. Much of the time, the puzzles don't
lend themselves to helpful little nudges in the right
direction. While | prefer not to give outright answers,
in some instances it will be necessary to do that, at

Fleebix
and Thud
hud's flashback is

: T simple, so get it out
"The first thing to keep in mind is that time is crucial in this game. of the way first. Then .
You can't afford many wasted moves in and around the bar; each 1o to Fleebix, who has per- THUD
move is a tick on the clock, and those ticks add up fast. One way to haps the most complicated of
save lime is to save the game, explore the various rooms, making all the game’s flashbacks. o W oo i
note of whats there, then restore. You may also want to do that when After taking the wrong bus and "fl ’g ‘}» \\
the computer terminal in the entryway is fised; the info on the alien arriving at Glom Hole, check out the - "
races is vital to completing some of the puzzle sequences. mailbox (don’t forget the mailing lahel on

As noted in my review last month, THE SACE Bar isn't all that  RUTEVITT B Naturally, you search the crash site for whatever you can
nonlinear. Some flashbacks have to be done early, or you may grah after the mystery plane smacks into the fuel truck.
become stuck in a nonwinning position. For best results, solve the A close examination of the fridge carton is also in order. Of course,
[Fleebix/Thud and Deven-7 flashbacks at the carliest opportunity. IR URGERGITEER TR A TUCHR GUER G LCH TR 21T
SeedRot and Click should be completed hefore you start finding  SCYALUIGERNEILE DU ERUTTERET D G

least partially.

any bodies. Soldier (the bartender) ought to be finished by On the way to the delivery, don’t just sit there, see what else is
around 8:00 or so, before the infrared jamming begins. Ciliaand  JUSIERIER TSNS CI=TG TR LR U EELTEEE DD R R
Bettaker can be left as the last ones. two drivers for some important information.

Always save as soon as you enler a flashback, just in case. In After delivery, do some more listening. You'll need to nip in and out
some instances, if you miss an important item or action early on,  [UICCRCAIEL G TR R LELE R EL L LRE IS
you won't e able to go back o it later, your arrival at Quantelope Lodge, where the clock needs fixing hefore

Fleehix can take his navigator’s test.
Soldier Unfortunately, you'll be sending Thud up and down the ladder a num-

Cetling the cgg to the shuttle is no easy task, especially as this ~ BUEETRESG TG RUSEE AT R T R R U
flashback has two real-time visit, you'll know what’s up there; pressing the yellow button will gener-
P NIl ate a report. Note especially the location of the “X” on the diagram.

margin for error. Move the The next step is to get the crystals, which requires a little experi-
egg into Food Prep, and mentation (hint: lever and one button), then put them back in properly.
el RN Ol When that's all done, close the apparatus and start up the clock. Now
whatever you can grab. Fleehix can take the test.

Make your way down the There are four tests, all of the same type: Making deliveries
[TRRRITOnRaSUNCatival  around the galaxy without running out of fuel. Typically, it's hest
e enta il to get rid of the heaviest loads first. Remember, as the ship
at the top opens the mine hecomes lighter, it uses less fuel during the hyperspace jumps. So
NEreR R e ineroR IS keep an' eye on the hyperspace multipliers as you travel around.
its not really bad. You only have [REURGITET A EESGET R R
to open the green and black
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»
GAMER’S EDGE

his is a nasty sequence. Your offer has to be in by
around 11, or you'll lose out to someone else. This Is
more than just adding up numbers; you have to send
your negotiators out to meet with
different groups. That means read-

ing up on the bidders, huyers,

negotiators, and “other interested
parties,” then figuring out whom to

send where.

Here are a few tips to help you

along (and to cut through some of J : Ny
the jungle): You need to negotiate 5 J

with the environmentalists, politi-

cians, Swonza-5, Gild-13, Dork-44,

and Yeef-8. Deven has two of the

hidders—Irk and Quosh—as guests

in his home. You will have to talk to them personally to get
them to put in their asking prices for Armpit 1,

When all negotiations are complete, work up an offer.
Keep in mind that you don’t need to have a bid on all items
on the spreadsheet. All that matters is producing an offer
equal to, or greater than, the total asking price. | could
never do better than even myself; it may not be possible to
do hetter. So get your offer in as soon as you’re even with

the asking price.

doors, as well as the floor hatches.
Save and take some time to do alittle
mapping, You need to find two items
and the way anto the tracks (not
where you came in). You must know
the fastest way back onto the tracks
(this will be important later).

On the outside bridge, you have to
set up the cannon now (later is loo
late). It needs to be centered, and the
spear replaced with something else,

Alter starting a flood, open the
ventilation grate. This mustbe dane
before pushing the egg, as that starls
the real-time segment and there is no

ll”l}\\illlL’L‘ {UT CVEN ONS WIONg move,

Wrhen you come out the other end of

the shaft, act immediately:

"Take a breather, then get ready
for the next real-time segment on
the mine tracks, If it reminds you of
Indiana Jones, you're not mistaken.
Again, there is no margin for error
here. All your movernents must be
exacl; if you make a mistake, stop,

JANUARY 1508

restore, and try again. You must gel
to the shuttle room before the egg,
and without being killed,

Click

Your friendly neighborhood drug
runner.The first task is to make some
cercbomby; the recipe is in your PDA
(check messages). After finding the
lab, save the game. Drop two of the
insects into the analyzer to leam what
they are (there doesnt seem to be any
other way), then restore. While the
names of the bugs don't change,
which ones o use in the recipe does
vary from game to game, so be careful
there. Two other ingredients can be
obtained from the windows in the lab,

Explore the greal outdoors
(remembering lo deactivate lhe alanm
before leaving, and again when enter-
ing) and a series of platforms with
swinging vines. Look over the map on
your PDA very carcfully here. You will

have to use the proper sequence of

cowW
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vines and platforms to elude the cop
atthe upper right. | suggest copying
the arrangement on paper and work-
ing it out beforchand. When you're
ready, exit the house without tuming
off the alarm to get the cops attention,
and continue from there.

Onee at the spaceport, you have to
do something about the Queep
guards to get the c-bomb through cus-
toms, Perhaps if they weren't quite so
alert you could manage it. Check out
the notice on the wall; also check your
PDA email. The correct phone call
will get you safely into the kennels,
where you can read the Queep
Keeper’ logbook. Its the next pair on
rotation that you want here.

After you've taken care of them,
you just have to pass the archway
without triggering the alamm. Aniitem
you found recently will help with this
(save before passing the arch in case
you don't get it ight the first time).

Cilia

In this flashback, you must safely
get off-planet with important infor-
mation. Most of the action takes
place on and around the river; the
main objective is to bypass the lwo

inspection stations along the way.

SeedRot

"The first stop is the canal lock con-
trol tower, just past the two waming
buoys. Be sure to check out the police
boat and help yourself before going
up e tower, Read the notices before
using the panel, and note the button
on the wall, which s vital,

Play with the controls so the lock
floods and washes the barge past the
inspection point. The important
items here are the lever, lop and
middle numbers, and top button,
Listen carefully while fooling
around wilh them for important
aural clues lo what’s happening.
Don't leave by the door.

The second stop is just past the
next two warning buoys. This time
you're at the control tower for the
river currents, and working with
them is much casier, since you can
see \\"Il.’“ gﬂ(’_‘i on \\"hCI'I }"0[1 \mrk
the various levers and swilches. Its a
simple system, and a few minutes of
experimentation will be enough to
work out the puzzle.

Be sure you arrive al the space
dock with the barge only. The
Grentilbeast erate is the one you
want...empty, of course, Check
your invento-
ry for

he nees to drop a fruit. The key to

this fiashback is to listen to the “TV"

(more like a radio, as there aren’t any
images) to obtain four phone numhers. Keep trying the dials until
you have all of them (it may take a while, so he patient). One will
get Mom out of the way so you can go to work. The collar will help
in removing the annoying Sheep Plant.

Dr. Root can be called at any time; the earlier the hetter. The
photographer is important for more than just the “money”; don’t
forget about the spoon. When all the phone calls and their events
have been taken care of, you have to produce a frult. That means
diddling around with the atmosphere and light controls; you want
to produce a nice, swampy, well-lit environment. You also need fo
get one of your buds to blossom for attraction purposes. Then you
can look at the photos in the ook (any page will do; the first one
is the quickest).
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Kitchen

You can distract the cook with clever use of the megawave
oven. Something you find in the room will help.

Infrared Jammer

' GAMIER’S EDGE

You'll have to go down under in one of the rooms off the bar ta
locate it. You will also need a bribe of sorts.

Poison

You need the antidote before you're attacked. Right after finding
the hody with the dart in it, go see someone who would know about
such things. A trade will be necessary.

Gasino Office

You need money—hiyg money—to get in. Read up on Blobsters
heforehand, so you know what to do in there. The alien himself
isn't important, but one of the devices is critical.

a brief appearance on the
field. Wait again through all
the events until “Arguing
With The Referee.” Pay
close atlention lo what
your opponent does, and in
what order he does it. You

something appealing, and make

the best use of what you [ind.

Bettaker

This flashback can be annoying,
as there is no way to know ahead of
time whal lo wear for the playing
field. It is also a tedious segment;
you spend a lot of time waiting for
your turn.

Cet yourself cleaned up and wait
for the coach to haul you off to the
stadium. Once there, you have to
put on your uniform: the colored

as soon as you can. During the
interview, you can pretty much say

what vou like

Finale

Alter the llashback in the Shifters
mind, you'll know his weakness (you'll
already know the form hek in). Give it
to him, and the rest is automatic.

And thats about it for now In the
meantime, if you need help with an
adventure game, you can reach me
in all the usual ways. Until next

time, ]1;1|)p_\' ;td\‘cnluring! %

strips, boots, and knee pads m}&brpla at

('m giving it away, but this

N O W
AvalLlabLle!
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have 1o do the same thing ) ey - | _ ~
w I | ¢ | -
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At the talk show after- : E”d.g St rr
ward, check out the floor Cn2 cr:Ere
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will save you needless Emall:  scorpia@scoria.com
restores). Also pick up and Internet: Scorpla's D(’Jmaln at
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_Adventure/RPG

BasesaLL MosuL
SOI‘IlCﬁITIC after the year 2010, women
start showing up in the minor-league
systems, eventually breaking into the
majors. Their stats are similar to those of
male players, so draw your own conclu-
sions about how the grand old game
might progress in the next 20 years.

After about 2030, aliens, animals, robots,
and the like start to appear as player agents,
GMs, and, eventually, players. This doesn't
change any player stats; it’ simply for
amuscment.

1
1
L
4

Lt
¥4 CAN get omaning fur
noting

Adventure/RPG

BETRAYAL IN ANTARA

i¥ Look carefully at the staff on
the amulet in the close-up of the
puzzle that opens the Shepherd’s
headquarters.

FA In the cave you find during Chapter
Six, look for a lever chest to the east
of the entrance.

TwinSEN’s ODYSSEY
hile success in TWINSEN'S ODYSSEY
generally depends on keeping the story
moving, you'll have a hard time doing that if
you keep dying, Here are some tips to help
you stay alive long enough to save Twinsun.

® Bad guys aren't the only things that
restock when you leave a screen. Revisit
flowerpots and the like again and again to
load up on money and power-ups that you'l
need. If you're really low on health after the
aliens oceupy Twinsun, run home, then pop
in and out the door, searching the llowers
outside each time until your health is
restored.

»'The
short, gentle
arc of the
magic ball
thrown in
Discreet
mode is fre-
quently the
best and most
precise way lo
hit switches, especially if there’s an obstacle in
the way.

& While the Ismer races have a variety of
rapid-firing, devastating weapons, you usually
have an advantage in terms of range. Start fir-
ing from far away, and inch closer until you
start hitting your target. Chances are, their

weapons will far short of hitting you,

© With enemies constantly restocking,
there’s no reason for you to risk taking damage
by clearing them out (unless you're just natu-

rally hostilc). Running away is frequently the

best response to hordes of foes.

® [fyou don't see stars when
you attack an enemy, you're not
hurting him. Switch weapons
until you find something that
causes pain, then pound away.

 Can't use those health
power-ups when you're at full
strength? Equip the Triton of
Healing and it'll suck them up for use later
when you might need them.

* Take the time to explore for extra lives.
Make frequent use of the Save feature and hoard
those bonus lives until the end of the game, when
you'll need them to survive and win the final con-
frontation. — Robert Coffey

ER Hang the lantern you find in the
lever chest to the left of the mosaic to
solve its puzzle.

EX Click the rope on the pits in
Chapter Nine to cross them.
— Petra Schiunk
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Strategy/ Wargames
Panzer GeneraL [l

1. Ambush: The new recon rules niake for
much easier ambushes. [f you know the other

side doesn't have recon units in the area, put a
decent defensive unit in the path of attackers
about 3-4 hexes from where the attacker will
begin his move.

2. Antiaircraft ambushes: Don't place
your defensive AA units right beside high pri-

ority targets, such as artillery or weakened

armor. Both the computer and any human
opponents are vulnerable to AA units too far
away to see in advance, but close enough to
provide defensive AA coverage.

3. Wearing down tough guys: Any
defending unit will lose two defense points
and one level of entrenchment for the dura-
tion of a turn for every attack against it. This
means thal even the toughest unit can be cut
down ta size if enough firepower is brought to
bear, a crucial factor when you go against T-
34s and those tough Panthers and Tigers. Use
artillery and air power even if it will cause no

ManoF Wag

hile each countryis limited in
general to the types of ships it
built historically, there are no restric-
tions as to when you may build and
use them. So, in any American
Revolution scenario, feel free to give
the US 74— gun ships of the line —
why wait for the War of 1812 (when
these vessels were actually built)?
Also, all scenarios are determined by point
totals, and the smaller force always starts the

damage —save your best attacking units for
last, when the defender is weakest,

4. Taking out Allied air forces: If you
don’t want losses to your wimpy
Messerschmitts, you'd better employ anti-
aircraft guns lo soften up the Allied air first.
[f necessary, trap enemy planes between
two fighters and move a mobile AA unil
underneath the fighter. On the next tum
you should get a shot with the AA and then
be able to mop up with your
weaker fighters.

5. Move and defend: Most
units “unpack” when attacked,
unlike in Paxzer 1. This means
that you can move antitank
weapons right up to enemy
units without fear of a disas-
trous counterattack.

6. As the Germans in the
Blitzkrieg campaign: Don't
worry about buying infantry,
OKW will give vou plenty as
the game progresses. Instead, use your pres-
tige lo get artillery and aircraft. Focus your
early spending on artillery, as your best units
are available for purchase from Poland on and
won't require coslly upgrades later,

7. Use the computer’s aggressiveness
against it: [f you want to take out an espe-
cially strong enemy unit — particularly
entrenched infantry— get your artillery in

place and then move one of your units next to
the target. Don't attack, just wait for him to
come after you and let your defensive artillery
and direct fire do the rest. = Tim Carter

o ..

game “ahead.” So, if you want a cheap victory

with Admiral Nelson, you can win Trafalgar

JAMUARY 1338

Simulations/Space

FLIGHT SimuLaToR 98
fyou get an error that says you don't
have enough disk space free when vou
try to install FLIGHT SMuLaTor 98, vou'l
need to copy the MSCVRT.DLL and
MFCH2.DLL files from the sims CD to
your \WINDOWS\SYSTEM direclory.

[Fyou're having problems seeing the run-
way over the instrument panel, use Shift-
Enter and Shift-Backspace to simulate mov-
ing your seat up or down,

Io see your frame rate, hit Shift-Z twice,

To save some hard-disk space and achieve
a faster program startup, delete the MSLO-
COAVI file from your FS98 directory. The
program will function fine without the open-
ing animation.

Easter Egg: I'irst, set“Image
Complexity” to “Very Dense.” Then choose
“Go'lo/Exact Location” and set Latitude to
N47°39.08', set Longitude to WI22° 8.69",
Altitude to 0, and Heading to 342, Youre
now facing Microsofts Red West campus.
Taxi into the lobby of the building in front of
you and you'll see a picture of the FLiGHT
SIMULATOR development team.

by running away without firing a shot.
Likewise, the British can flee from
Chesapeake Bay, leaving poor Cornwallis
stranded in Yorktown. Such behavior can't be
called a victory in a historical sense, but if
you're in a cheating mood....

CCW




How’d we come up with an online
game based on acronyms?

One day, it just came to us.

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

Here’s the drill: we pitch acronyms online. You try to
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
prizes. Which, it turns out, you gotta declare.
Sheesh. Acrophobia. Get Over It.

YOU DONT KNOW JACK in o regatereet bracomank of Jalyviskon, b Acropholan snd Bares ae sarvmmas of Bevaiy Spitems, e A
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HTAR WARS FERFLLICH' A Star Wars fantasy come
true, with 55 characters and real-time play, Strategy
portion lets players manage manufacturing, feet
deployment and mission assignments. Innovative real-
time 3D taclical component lets players micromanage
baltle sequences.

Lixasar b= f*'h.hq_;&

Relosse Miter 1/

“Tth LEGION' Play either the 7th legion or the Chasen in
leverish finger-blistering combat .Endless strategic
choices and timed sub-missions in a futuristic war torn
world, Progressive lechnology levels reveal advanced
buildings, units and Qver 50 action &l t
cards and power-ups instantly turn the tied of banle.
Microprose (Strate #y;

Release Date: NOW PC CD $39

'STARCRAFT" You must gather your resources to
accomplish your goals, either freedom or galactic dom-
ination, Play 30 different missions in space, on planets,
within installations. Scenario and map editor allows
you lo create your own campaigns

Blizzard (Strate
Release Date:

T 000 Immerse yoursell in a lotal 3D
an\rlrnnn‘lant with hundreds of new buildings to choose
from, full nawigational control, and sophisticated
microsimulators allawing lor detailed control over busi-
ness and other facilities.

Mads (Sorabagy)
Felense [nre: 1/

48 FC (D 554

‘MAN OF WAR® Faithiully re-enacts an Admiral's life
al sea circa 1765-1815 using actual battles and strate-
gles. Contains 12 historically accurate scenarios, large
scale fleat action, and revolutionary real-time 30 first
PErson parspectiva,

Virgin (Wa !)

Release Date: NOW PC CD $37

11* contains enhanced multimedia
toolage snario briefings. Also, all new cam-
paigns, play some from the Allied side. New interactive
terrain rellects battle damage. Multiplayer support

88T (Wer)
Release Date:

MW FC (D 542

e Hanss e Sail across the length of Medieval Europe
as a merchant of the Hanseatic League, wying 1o be the
first to W your house with valuable goods. As you
Dbatlie the North Sea, you encounter pirates and block-
ades as you make your way home. English translation
included.

Mayfair Ganes (Boardg
Felease Date: MW

‘EUROPEAN AIR WAR' Pilot 20 authentically modaled
fighter planes from the American, British and German
forces. Play in single mission, career or multiplayer
modes.Includes virtual cockpits, flight film, radio
communication and great sound and visual effects,
Microprose (Simulation)

Release Date: 2/38 PC CD §$45

'PAX IMPEHIA. z Conlrol evary aspect of a civilization;
£ ge, exploration and
dlplnm'lry Blultl i "Ll.l ol mighty warships or
quielly eslablish economic dominion, the universe is
* urs to conquer,

HO (Strategy)
Haleasa Date: 01/98 PC CD $48

‘POPULOUS:THE THIRD COMING' Large strategies can
be planned and enacted from fully playable global view,
Varlous terrain varieties(mountaing, oceans, aerial
views) impose different challenges on your warriors as
you lead them into battle.

Electronic Arts (Strate 31‘):

Release Date: NOW PC CD $45

'STEEL PANTHERS 111" Command multinational forces
while auxilizry units enhance your core command.
Ineludes weapon and unit information tor 20 Workd War
11 era and 40 post WWII era countries. Comes with &
[ull campaigns and over 40 individual scenarios.
Mindscape (War

Release Date: 11/37 PC CD $33

PANZER|
GENERAL
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‘HEAVY GEAR' Pilot one of 16 Heavy Gear war
machines, as well as Striders and other armored vehi-
cles. Gears are capable of agile, humanoid movemenls
Construct your own Gear, then pilol it with your exact

customizations
Activision
Release Date: HO

imulation
PC CD $4

'FIGHTER SOUADROMN:SCREAMIN' DEMOHNS OVER
EUROPE' No combat simulation has featured such
flight realism, graphical detail or active game enviran-
ments. Each of the ning planes flies just like its
real-world counterpart, and comtaing 30 unique
scanarios. Planes take damage on a per-polygon basis,
which realistically and adversely aflects handling ,
Activision irnulatilm}
Release Date: 12/87 PC CD §5

‘FLYING HIGHTMARES 2’ offers a unique combination
of cutting-edge Night simulation and real-tima strategy.
Fully adjustable ditficulty tevels, contral options, and
graphics preferences allows nearly any player to enjoy
FNZ's challenge. Virtual cockpits increase the realism
and your situational awareness.

Eidos Slmulallun%

Release Date: 1/98 PC CD $4

‘TOMB RAIDER 2 Lara’s back, and better than ever,
with new moves, a new underwatar anvironment and a
whole new arsenal. Explore huge, exotic platform-
based 30 envirenments around the world, solve puz-

2las and kill baddies.
Eidos {(Action
Release Date: NOW PG CD $4

‘OUAKE II' Quake was just loreplay. Now comas Quake
1. Includes larger, mission hased lavels, superior artifi-
cial intelligence, and wicked multiplayer capabilities.
Experience smoolher 16 bit graphics and real-time

lighting etfacts.
Activision (Ac![un;
Release Date: HOW PC CD $4

‘UHREAL In one seamless flowing world, race acrass
vast ouldoor and indoor environments, enter enchanti-
ng cities, and mysterious templas. Use Unreal’s easy 1o
use object-oriented level-editor lo design your own

levels,
GT Inleractive (Mlinng
Release Date: HOW PC CD $4!

'BLADE RUNNER' Armed wath your investigative skills
and the tools of the Biade Runner trade, you'll be
immersed in a world that lives and breathes araund you
with breakthrough lighting and visual eflects. Interact
wilh over 70 maotion captured characters, all with Al

and their own agendas.
Vlr%ln (Adventure)
Release Date: NOW PC CD $53

‘CHRACING SYSTEM' Become a road warrior with the
system that was buill for speed and durability. System
comes complele with a high-performance racing wheel
with 160 degree range of motion, four push bultons
and foot pedals for acceleration and braking.
CH Products (SHatdwam
Release Date: NOW PC $8

'CH GAMESTICK 14" The comlortable base is equipped
with 14 functions, a slide throttle, trim controls, lwo
directional pads and patented gimbal, Designed for
both lettand right handed gamers.
CH Products ilnrdwanﬂ
Release Date: HOW PC $6

'STRIP POKER PROFESSIONAL VOL, 2° combines (he
action of 5 Card Draw with some vary diflerent table
stakes, 4 gorgeous opponents who are willing & abla to
bet it all for the chance to baat the pants off you!
Private Screenings are what you'll get in

Art Worx Adultg
: s ’ this sexy G pack!
A TS Romsoft (Adult)

Release Date: NOW CD $3
'‘ROMSOFT & PACGK’ Double Down, Doors
b2y Release Date: NOW PC 6-CD $36

ol Passion 2, Sensuous Girls In 3D,
Massive Melons, Touch Me, Feel Me and

Huge 5
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|
3D Magie Accelerator NOW
3D Spex NO
ATV Expression 2MB HOW
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Altec ACS Pw

8
$40
$36
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i HOW $132
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iack Book HOW 834
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Borderling now 319
Busty Babes 3 NOW 538
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Club 21 How  §29
Crystal Fantasy HNOW 820
CyberXperience HOW 520
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Deep Throat Gils 5 NOW  $26
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F-16 Agtessor 02/98 $48  Jei Fightar FIl Bum 12797
F-22 ADF NOW $48  Ja1 Fighter Piatinum  NOWY
F-22 Raptor NOW 846 Joint Strike Fighter 12787
FiA 18 Korea HOW £43 M) Tank Platoon 2 06798
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FA 18 Homaet 3 NOW 344 W Mercenaries 3DIxNOW
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ited 2 NOW S48 Moto Racer GP NOowW
Fiying Corps Gold ~ NOW  $39  Nascar Hacing 2 now
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Hardwar NOW $46  Nuelear Strike How
Harner 2020 NOW $45  Outlaw Racers 0338
Intgestate 76 NOW 833 Privateer 2 SE how
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J Eghitr Lghtning Stk NOW  $43 Red Baron 2 1297
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COMPUTER GAMES: ACTION
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Death Trap Dungeon 0198 S48 Highmare Creatures  HOW
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Dreams 1o Reality  NOW  $40  Postal HOW
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COMPUTER GAMES: SPORTS
Hardball 6 DIBE 346 Mieague Daseball 6 NOW
Heroes of Iron Grid  NOW  S44 Migague Foolbal 3 NOW
Legends of FB 98 NOW  $39 NBA Action 98 Row
Links LS 98 NOW  §33 NBA Live 98 Naw
Links LS Cng Clry Citb NOW 519 NGAA Football 98 NOwW
Links LS Davis Love  NOW  $25 NFL 08 Club 98 NOW
Links LS Oaking Hils NOW 519 NHL Breakaway 98 NOW
Links LS Valderrama  NOW  $19 NHL Hockey 98 NOw
Links LS Valhalla NOW $19  NML Power Play 98 NOW
MS Baseball 30 NOW 845 PBA Bowling 2 Now
Matden FB 98 NOW 845 PGA Tour Class Cis 1 NOW
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CH F16 Fighterstick  NOW $100  Diamond Monster 3D NOW $189
CH Force FX HOW $95  Gravis PC Gamepd ProOW  $26
CH Game Card 3 Auto NOW 526 IntIninse 30 Rush  NOW $199
CH Gamestick 4 NOW 520 Joyswitch NOW  $42
CH Jane's Combt SIckNOW  $69  Lablec LCS 2612 SphshOwW §112
CH PC Gamepad NOW $19  LtechCyberman2  HOW S99
CH Pro Pedals NOW 880 Ltech WingMn Wiriar NOW 885
CH Pro Throttle NOW $107  MS Skdewinder Pro. NOW 844
CH Racing Whneel NOW 840 MS Sidowinder FF PraNOW $148
CH Vi tPro NOW $78 M wnidr Prec Pr NOW 888
Groattee Encore DVD NOW 8339 MS Subwinder Pro Pd NOW 830
COMPUTER GAMES: ADULT
Dream Machine NOW 336 Mystea now  £35
Dream Machine 2 NOW $48  Mystigue Orient 2 NOW  §19
Duke Screw'sm NOW §46  Nourodancer nOw §32
Elite Amer Mals 4 NOW 519 Nightwatch Int 3 HOW 346
Elite Euro Mdis 4 NOW $19  Onental Syndrome  NOW  $22
Elite Madels 4 NOW $19  Othr Side Cielsea NOwW 529
Ergs 3 How 24 Oulpost 69 NOwW 540
Erotic Asia NOW 526 Pandor. ARRH'S NOW 516
Erolic Playground  KOW  $9  Pandora's Paxer Now 519
Face Jam NOW 527 Passion Poker NOW  §29
Famascenss NOW S§38  Penctration NOW  $16
Fanmseenes 3 HOW 539 Penthouse 1A 6 NOW 39
Fantascenes Anal - NOW 839 Pink Passion NOwW  $12
Fun House NOW 524 Platinum Six Pack  NOW 544
Geisha's Secrets NOW 512 Poker Party NOW 539
Girliriend Danna HOW 549 Pomo Poker NOW 536
Gitllriend Ten NOW 539 Pointris NOW  §24
Girltriend Tracy NOW 534 Privaie Goligtn 2 NOW  §22
Girls Doin' Glils 2 NOW  $19  Povate Investigator  NOW 8§49
Glamar Girls 3 HOW 818 Private Pist Park 2 NOW 840
Heldi's Girls NOW 810 Puvate Prison NOW  §44
Hist Of Blue Movie  NOW  $15  Racquel Released  NOW 512
Hot Leather 2 HOW 525  Racquelle in Wild NOW 524
Jade Patace HOW $19  Hodney Rubiber NOW  §39
Japan Interactive NOW  $46 Aomsolt Six Pack NOW  $36
Japangse Pearls NOW 519 Romsolt Six Pk 2 NOW 836
Kama Sutra HNOW $24  Room for Rent NOW  §20
La Blue Girl 4 NOW 8§22  Ropes & Chains HOwW %19
Latex HOW 844 Samurai Pervert 2 NOW 840
Latin Lust HOW 824 Scissors N Stones  NOW  §19
Lingene Models HNOW 519 Secrt Treas Japan  NOW 519
Luscious Leshians  NOW 515 SelectaPet2 NOW s34
Masters, Mistress. NOW 524 SexTv2 NOW  s24
Max Dominin P NOW 532 Sex With Asia NOW §42

Tire Rouasy
SU-27 Flanker 2 HOW
SU-27 Finkr 2 Add-On03/98

80U-27 Squadm CE - NOW
nNow

? NOW

Scrmn Demns Eurpe 12097
il HOW

0338
nir Pl 1-3 ea NOW
Spearnead NOowW
Spearhead Eap Pack 1297

h Reaper 2020 1247

Tank! 0248
Test Drive 4 HNOW
Touning Car 01/98

Wing Commander § 1287

XeWing V Tie Cmp 1 NOW

X-Wng V¥ The Fghter  NOW

iF-22 Raplor NOW

IPanzer 44 02/

Resient Bvil T HOW 52
Ruing 0298 &
Shadows of Empire NOW S8
Sin 0208 &
Speclps NOW &
Take No Prisoners — NOW 8-
Trespassr Jrssic Park 1287 8
Twisted Metal 2 NOW 8-
Unreal Adid-On 0198 §
Wreckin Criove 1297 5
PGA Tour Pro 3-D NOW 88
PGA Tour Pro Labtop NOW 52
FGA Tour Pro NOW &
Pro Golf How &
SimGall NOW &
Ten Pin Alley W35 NOW &
Tony LaRussa 4 HOW &
Triple Play 87 ROW &
Tripde Play 08 NOW 3
Trophy Bass Deluxe 12797 §-
VR Baseball 97 HNOW 5

Virtuai Sex Shoot
Virtual Valerie 2
Vintual Veronica
Virtual Victor
Virtually Yours 2
You Don't Knaw Dick
Zoom

Hintendo PC 30 Jystk KOW §
Sound Blaster 64 Va 1
Space 0rb 360 oW §
TM P16 TOS HOW St
TM F22 Pro now 51
TM Game Carg I .3
TM Nascar Racng Whikow &1
TM Rag= 20 Pad HOW &
VFX1 Virt Realty HG | 56
Vertal Commander NOW 5
Yamaha SBE 300 NOW §
Sex With Jena nNoWw S
Sexin Public Place  NOW §
Sex with Rocky HOW s
Sex:The Game NOW %
Shaved Pink NOW §
Shock:The Game HOW -
Space Sirens NOW S
Space Sirens 2 NOW &
Strip Fighter NOW &
Steip Poker Pro 2 NOW &
Sushi Bar Girls How &
Tattoid Beauties nNow §
Tune Warp NOW &
Tokye Glami Gids ~ NOW
Tokyo Hightlite HOW &
Tokyo Nymphs NOW §
Twin Angels 2 HOW &
Ultimate Takyo HOW &
Ulta Slots now &
Ultar Viwen HOW &
Vampire's Kiss now 5
Venus 5 ROW §
Venus Playhouse  NOW &
Village Goliection NOW &
Virging Vel 3 HOW &
Vimual Golden Eye NOW &
Virtual Sex 2 HOW &

s
-
L
E
3
$
§




Tira

7ih Guest 2 1110 HourNOW

7th Guest 2 W5
Abe's Ddysee

n Intetligence

Badlands

Beavis Buithd Virt 8t NOW
b,

Byzanting
Caltahns Crstm Sloon NOW
Curse of Monkey Isle NOW

Dark Camelot
Dark Eanth

Betrayal in Antara
Broken Sword
Burcansar

Dark Project
Diablo

Diablo Hellfine
Die By the Sword

ADED Core Rules
ADED DM Guida
AUSD Monstr Kal
ADSD Player Habk
ADAD DM Screen
AD&D B of Lairs
AD&D Failhs & Av
Albedo

Albedo Bonus Pek
Ars Magica
Bloodshadows
Bubblegum Crisis
Call of Cthuthu

in Dark Trilogy  NOW

NOW
NOW
01ss
098
oW
0398
02798

NOw

now
NOW
HOW

0398
NOW

ROW
now
nam
HOW
How
HOW
Now
NOw
oW
HOW

Row
NOW
NOW
NOW
NOW
HOW
HOwW
How
HOW

How
Now

829
529
347
343
343

10

7
548
3
$a2
534
$49
87
$23
L1

836
520
320
326

3
§12
518
518
530
26
525

Changeling Sern
Conspiracy X

Cyberpunk 2020
Deadlands (OL)
DL Marshal Law

COLLECTIBLE CARD GAMES

BTech BP Merc
Battletech Booster
Batthetuch Starter
Dixie- Bull Run
Dr Who Booster
Dr Who Starter
Great Dalmuti
Heresy SO
Ilgeminat BP

tl 50

NY PLAYSTATION

Aco Combat 2
Alundra

ua Prophecy
Armured Care
Ascil Grip V
Breath of Fire 3
Bushido Blade

C & C Red Alen
Castirvania

Clock Tower
Darkstalkers 3
Death Trap Dnga
Felony 1178
Fighting Force
Final Fantasy Tact
Final Fantasy VIl
Frogger

G Police

Game Shark
host in the Shell

NOW
NOW
NOW

Now
oW
HNow
now
now
HOW
HOwW
HOW
NOW
NOW

Now
1247
0248
v
now
(1]
now
now
HOW
HNow
nNow
oW
How
NOW
0198
How
How
NOwW
Now
ROW

$15
$20
S17
$2%
$13

§2

S44
545
$48
42
§29
S44
$39
548
S48
44
852
846
844
$46
356
559
550
c44
S4B
346

COMPUTER GAMES: ADVENTURE

Riuasy

Tine Rowrass Prict Tme Rease Paoy
Duels of Planeswikes NOW S46  LstFis Shelk Hims 2 NOW  $42
Ecstalica 2 NOW 847 Myst NOW 19
Evidonce NOW £42  Neverhood HOW 850
Fable NOW £45  Obsidian W35 NOW 835
Fighting Faniasy NOW &40 Pandora Directive  NOW 846
Full Throtile HOW $23  Patriot Games HOW 348
(Gabiie! Knight 2 NOW 528 Pepasus Prime NOW 539
Galapagos NOW 3539 Phantasmagoria 2  NOW 554
Gateway 2 NOW 519 Planetfal 0198 544
Grim Fandango 0688 546 Police OQuest 5 SWAT NOW 528
I04: Independance Dy NOW 544 Rama NOW 526
Istand of Dr Moreay  NOW 540 Redguard NOW 554
lenopoud 1297 S42  Respect Inc 0386 $45
Journeyman Projet 3 0188 $43  Retun o Krondor 0298 $45
KQTPrinceless Buoe NOW 519 Riana Rouge 0198 539
KO8:Mask of Eternity 0159 $48  Ripper NOW 848
Last Express HOW 832 Rivers of Davn HOW 841
Leisure Suit Larry 7 NOW 848 SCARAB HOW 833

LosiMnd DrBrain2 NOW 3542 Siege of Stormhaven 1088 548
Lost '.'.L-r_.gsi‘ NOW 528

_NOW 5 Space Bar NOW  §31

COMPUTER: ROLE PLAYING

Kn.ﬁ-!:ls)trn:.r PGIZ NOW 534

Dragen Lore 2

Dungeon Master 2 NOW 815 Lands Lore Gredns Dst NOW 848
Elder Scralls 2 NOW $38  Lands of Lore HOW  $25
Eldr Scrlls Mrrowind 0288 334 Legey Kain Bid Omn  HOW 840
Elric 0498 545 Might & Magic 6 0488 840
EverQuest 0488 544 Might & Magic 6 LE 04/98 3838
FA Descent Unoermin1297  S42  Quest for Glary 5 01/89 348
Fallout NOW $45  Heaims of Haunting HOW 339
Final Fantasy ViI 0238 $48  Redamption 0298 343
Forsaken 01/38  §42  Rims Ark Shadow Rvalow 536

PEN/PAPER ROLE PLAYING GAMES

DLOuick 8 Dead  NOW 821 GUAPS Rulebook  NOW $20
DL Smith & Robrd ~ NOW  §17  GUARS Gobiins HoW  $16
Cetestl Dice Mars ~ NOW S5 GURPS Marthl A NOW  $13
Celest! Dice Merc NOW 55 GURPS Mecha HOW  $15
Colesti Dice Plste NOW  §5  GUAPS Psionics HNOW 514
Celesti Dice Terra NOW 55 GURPS Raligion NOW S17
Celesti Dice Urans ~ NOW 55 GUAPS Robots NOw  $14
Celesti Dice Venus ~ NOW  §5  GURPS Space HOwW $14
Oragnince Sth Age  NOW S21  GURPS Vampire NOW 817
Eanthdawn NOW 518 HamPlayer NOW 315
Earthdawn Comp NOW §15 Heavy Gear NOW 525
Enthdavn GM Pk NOW 811 in Nomine NOW 525
Earthdawn Horrors NOW 815 n Nomine GM Pek HOW  $12
Earthdawn Magic ~ NOW $15  Macross 2 oW S11
Fading Suns ROW 322 Mage 2nd Ed HOW  $29
Fantasy Eanth HROW 312 Mage Chronicles 1 NOW §19
GURPS Autoduel HOW $15  Mechwarrior HOW 813
GURPSCyberpunk  NOW  $14  Mechwarrior Comp  NOW  §12
GURRS Dingsaurs  KOW $15  Mutation NOW 30
GUARS Famasy KOW 515 Neghilim How s18
GURPS Comp NOW 518 Nightspawmn NOW 316
GURPS Comp Il NOW S18  OfGodsAndMen  NOW §22

MTG Sth Ea 8P HOwW 52 MIG Fallen Emps HOW  §
MTG Sth Ea 50 now & Mid Eanth Dragens HOW 52
MTG Chronicles BF - NOW 1 Mid Eanh Dik Min -~ NOW 52
MTG Miragz BP How  $2 Mid Eanth Wiz BP HOW 53
MTG Mirags SD HNOW 88 Mid Earth Wiz S0 NOW 59
MTG Temoest BF  NOW  §2  Monty Pythan SD NOW  $9
MTG Tempest S0 NOW 38 Monty Python BP  NOW 33
MTG Visions NOW 82 On the Edge 5D NOW  $3
MTG Weatherlight ~ NOW 32 Star Trek Booster NOow 82
MTG Homelands NOW §1  SlarTrekNGAILU  NOW 82

Grand Theft Aulo NOW $51  Alber Odyssoy NOW 852
Jet Moto 2 NOW $42  Andreiti Racing 97 NOW 546
Manden F8 93 HOW $44  Battle Monsters NOW 534
Monster Rancher NOW £448  Brutal 2210 NOW 532
NBA Live 68 HOW $44  Comia NOW 539
NHL Powerplay 88 NOW 844 Courler Crisis HOW  S4R
Kightmare Creatures NOW $46  Croc HOW 848
PGA Tour 98 NOW 546 Dead or Alive 0188 346
Parasna Eve 0298 $69  Duke Nukem 30 HOW  §44
Rampage Weld Tr NOW 546 FIFA Soccer 98 1297 546
Ray Storm NOW S48 GEX NOW 546
Resident Evil 2 01/98 $52  Game Shark NOW 546
Revelatn:Parsona NOW 545  Guardian Heroes nNow  s22
Steel Reign NOW 842  Hercs Adventures  NOW 842
Street Fighter EX NOW 844 Hexen NOW %49
Sulkoden 2 1207 §46  Last Bromx HOW 846
Taches Dgre 12787 S46  Legend of Dasis NOW 834
Tamb Raider 2 NOW 549 Lost Worid ROW §:4
Triple Play 93 NOW S$46  Lunagy now 552
Wild Arms HOW $42  Lunar Director Cut - 12797 $46

Rupas
01/93
NOW

Tmr

Spaca Quast 2000
Spycralt

Star Trek Voyagar  NOW
Star Trk Jdg Rt Cotl  NOW
Star Trk Str it Acad - NOW
Starship Titanic NOW
Str Trk Scit Vien Fry 12/97

Super Stardust How
Temujin Now
TimeLagse Ang Civil  NOW

Titanic Jeny Out Time NOW
Tme Wrp Or Brain ~ NOW
Tone Rebellion NOW
Trial 058
Twinsen's Odyssey  NOW
Under Killing Moon  NOW
Versalile Now

Warcralt Lord of Cins 0658
Yoda Stories oW

Zork: Gind Inguisitor NOW

0%
0379

Septerra Core
Shadows of Death

Skyrealms of Jorune  NOW
Star Trall oW
Star Trk Final Unlty  NOW
Stonekeep HOow
Swords of Heroes 1098
Uttima 7 Series HOW
Uttima 8 Pagan HOW
Unima Unline NOW
Once Upon a Time  NOW
Palladium Fantasy  NOW
Paranaia Boxed Set NOW
Pendragon dih Ed.  NOW
Ritts oW
Robotech Invid Iy NOW
Aobotoch ROF Mnl - NOW
Robotoch NOw
Robotech Zentaegi  NOW
Senzar How
Shadowrun now
Skyrealms Jorune  NOW
Species Now

nNow

nNow
Traveller Now
Vampira HOW
Vampire Play Gde ~ NOW
Warhmr Fantasy HNOW
Werewull HOwW
Witcheraht NOW
Wrailh Row

Star Trek NG BP RO
Star Trek NG Hidck  NOW
Star Trek NG 0 NOW
Star Trek Starter How
Star Trek TNG SD NOW
Star Wars BP HOW
Star Wars 5D Now
Tank Commandar  NOW
X-Files NOW
X-Files How

Magic Knight Ray ~ 12/97
Karvel Super Hero NOW
Mega Man ¥4 HOW
NBA Action 98 HOW

HHL Hockey ‘98 NOW
Nascar 98 NOW
PTO2 HOW
Resident Evil HowW
Sega Ages now
Shining Holy Ak KOW
Shining Wisdom ROow
SimCity 2000 KOwW
Tunnal B1 now
VX Racing KNow
VA Soceer How
Wirtua Fighter 3 28
Virtua Racing How
WWF Wrestlin 30 01798
Wing Arms NOW
World Senes 98 How

514
520
$15
$19
2
i

$1

87
21
820
st7
21
519
525
§24
24
§19
519
£24
£20
24

52
82
2
6
5
sz
§7
§4
82
9

SEGA SATURN

552
842
s18
9
$46
546
§52
$40
846
2
R
546
$46
$49
$54
20
£50
529
346

p
or call 19800-699-4263

Source Code 10962

'KINGS QUEST &: MASK DF ETERNITY" We masterfully
combing a ravolutionaly 3-D action engine, complex
3-D viorlds and high interactivity with the bast teatures
of the King's quest universe: fantastic characters, fast-
E:Iu:etl puzzles and & compelling story.

erra (Adventure
Release Date:12/37 PC CD $48

‘OF LIGHT AND DARKHESS' Once svery thousand
years, gales open belween the waking world and the
reaims of dream time, offering opportunities to those
who dare, to save humanity from extinction. Now is the
time o stop catastrophes that could usher in a thou-
sand years of darkness,

Interplay (Adventure

Release Date: 11/87 PC CD $45

'MYST 2' will provide an exploration experience
through a new warld filled with 7,000 images, over an
hour of animation and original music, requiring acule
skills of observation,

Broderbund (Adventure

Release Date: NOW PC CD $46

‘TEX MURPHY:OVERSEER' contains a riveting script
and a stellar cast, an exciting addition to the series,
High color 30 “Virual World” environment. mavie qual-
ity 30 fps video, unique characters who respond to your
words and actions, Two levels of play, for expen
gamers and first-time adventurers.

Access {Aﬂvenlur?

Release Date: 12/97 PC CD $43

'BALDUR'S GATE' Is set in the legendary Forgolten
Realms campaign world. Uses 2 transparent interface
an gameplay that uses a real-time modification of the
ADD rules system, There are over 60 monsters to fight,
you control & party of six each with unique abllities
and parsanas.

Interpl oleplayin
I‘It!leaﬁ:y I}tarlle: l?ﬁ?l Pgs CD $45

‘DEFIANCE’ You arg a test pilot for an awesome naw
weapon when suddenly it is no longer a lest. First
person combat simulator, four levels of firepowar,
missiles and auxiliary weapons. Twin beam laserlok
firing system.

Avalon Hill {Action

Release Date: HOW PC CD £33

'STAR WARS' This roleplaying game plunges you Into
the hreaknack thrills and pulse-pounding excitement of
Ihe grealest space fantasy of all lime! Face overwhelm-
ing odds and impossible challenges, May the force be
with you!

West End Games Pen/Paper RPG)

Release Date: NOW RPG $25

‘MAGIC THE GATHERING STH EDITION This deck con-
fains 60 tradable game cards, randomly assorted, plus a
rule book. Each player must have a deck, This deck may be
enhanced with more cards sold in booster packs.
Wizards of the Coast (Card game)

Release Date: NOW CG $7

TIME CRISIS' Blast through the original arcade hit,
with an all new shooting scenario. Comes with the most
accurate gun avallable far PlayStation, which has a
button allowing you to escape incoming bullsts, not just
absorb them,

HNamco (Shooter)

Release Date: HOW PSX $52

‘MAGIC KNIGHT RAYEARTH' Three Japanese school-
irls must save a Princess to restore peace to the land.
Breathtaking animation with over 90 minutes of audio.
When you talk lo characters in the game, they reply!
Working Designs (Rulul;lay]ng)

Release Date: HOW SAT $52

‘HEAT INTERMET GAME NETWORK' allows people to
play their favorite multiplayer PC games over the inter-
net. Provides the fastest gameplay achievable over the

fisa, MG and Discover accepted. Gheeks hold 4 weeks. MONEY ORDERS UNDER $200 SAME AS GASH, COD 8. Price, availabiity, olfer subject 1o change
ind shipping Limes are approximiate, not guarantesd, and subject to change at any time. Har
ame product. All sales final. Gall for dotails
ced and the “per item” charge is charged
e a 12-month subscription starting with the Nov. 1997 issu

nelu

aleulated on 3
2 “per shipmenl”™ ¢
125 1ast) of Computer

pping and n.und!.np ch
tor each em or

& ordars may require additional sninpln1 and hanaling charges. Dafectives repiaced with
hipment, and per item basis.

charged once for each shipment
mes Shrateqy Pius Magazine, for which $10.00 o

he “per order” charge is
2 Make 10 you

internet, Includes 6-month pre-paid membership.
Segasoft
Release Date: NOW PC CD $27
at any time. Release schedules "_%;" o Ul"‘s;fl‘;‘_:tvl
arged once per oder o oo e 2i0n
ach United States arder wil | b1 OrCer HETI ]
F‘i‘le order cosl will be allocated. | pg 73 $1.00
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HIGHLY REACI'WE '\*
360°* MOVEMENT & D

AN AWESOME ARRAY OF sm-:us AND :
INVENTORY ITEMS FEATURED IN 15
CHAI.LENGING ;mn mcmmme REALMS

Call 1:800-771-3772 61,6
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Software Development & Publishing Parlrurs

WWWwW.ionos.com

7944 E. Beck Lane Ste. #240 o Scottsdale, Arizona 85260  602.607.3785

CIRCLE READER SERVICE #283



HOLIDAY SHOE =Sk

“Orldwor looks to hreak the molt
uames o

e .
- &:* Al
b e P

Immersive. Intuitive. BB <l Possess your enemies
Inexplicably challenging! and send them to work!
A hero that chants. Enemies that sleep. A trusty steed that can't be trusted. Sound odd? Welcome to Oddworld.
Unlock Abe’s powers and take an incredible journey through the most surreal 3D-rendered world in creation,
A world where you can talk (talk!) to other characters with just your keyboard and your brain. A world where every
hungry creature is an enigma of lifelike behavior. A world where your race is pie-filling...unless they find a savior.

Trust in Odd and enter a brave new world of computer gaming.

DDDWORLIY: ABES ODDYSE

000 WE TRUST

0DDWORLD §
INHABITANTS ‘\f)

T Intaractive
are

Aveare Lifeforms In
Virtual Entartainm

CIRCLE READER SERVICE #180
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78
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90
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260
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9
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105
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158
53
157
o
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262
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2600
129
4

149
5
197
244
34
135
%7
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3Dk Interactive

Access Software, Inc.
Accolade

Accolade

ACT Labaratory Ltd,
Activision

Activision

Aclivision

Activision

Antlrea Blectronics

Al Technologics

Avalon Hill Game Company
Berkeley Systems

Berkeley Systems

Bethesda Softworks

Bethesda Softworks

Blue Byte Software

Brilliant Digital Entertainment
Brilliant Digital Entertainment
Bungic Software

CH Products

Chips & Bits

Columbin House

Cireptive Labs, Inc.

Crusaders Studios

Cryo Interactive Entertalnment
CHCBlizzard Entertalnment
Crber Stuff

CyvberWarriors

Diamond Multimedia Systems, Ine.

A Sports

Eidos Interactive
Lidos Interactive
Fidos Interactive
Lidos Interactive
Lidos Intermctive
Lidos Interactive
empire Interaclive
empire lnteraclive
empire Inleraclive
Ialcon - Nordhwest
Gateway 2000

Graphic Sunulations Corporation

GT Interactive Software
CT Interactive Software
liternctive Magi

Internctive Magic
Interactive Magic
Interctive Magic
Intergraph Computer Svstems
Interplay Productions, Inc.
Interplay Productions, Inc.
Interplay Praductions, nc.
Interplay Productions, Inc.
Interplay Productions, Inc.
Interplay Procuctions, Inc.
Interplay Procuctions, Inc.
Interplay Productions, Inc.
Interplay Productions, Inc.
lonos

Kesmai

Kesmai

Kesmai

Kesmal

Kesmal

LucasArts Entertainment Company
Lucashrts Entertaimment Company
LucasArts Entertainment Company
LucasArts Entertainment Company
LueasArts Entertainment Company

MadCatz

Magix Fntertainment

Matrow Graphics, Ine

MO Telecommunications Corp
MEDIAON

Mexdia Station

ADVERTISER INDEX

PFREE

\b[K K ri X

Tex Murphy: Overseer
Desndlock 11

Jaek Nickls Golf
Wheel RS

Heay Cear

Choake [l

Sin

Zotk Grand Inquisitor
Headset

NXped@Play

Defiance

You Dan't Kiow Jack TV,
Acrophobia

Battle Spire

Burnout

Incubation

Choose Your Own Nightiare
Cyberswine

Muth

CH Racing System
www.cdmag.com/chips himl
Mall Order Software
AW Value
Grevhounds of the Sca
Dreams

Star Craft

Virtual Reality Joystick
Rubies of Eventide
Monster 3D

Macklen

Deathteap Dungeon
Danminion

Fight Unlinmted 1t
1ON Stomm

Joint Strike Fightes
Tomb Raider 11
Combat Cliess

Flying Coms Gold
The Golf Pro

Falcon MACH Y
Destination Big Screen
Korea

Oddwonld

Total Anihilation

F-16!

Liberation Day

Sexven Kingdoms

The Great Battles of Honnibal
Intense 310

Baulehrs Cate
Canmeggedon

e by the Sword
MAX2

OFLight & Darkness
Redneck Rampage
USCE Chess

Virtual Pool 2

Vulean Fury

Family of Ganes

Air Warion
CameStorm

Niens

Batletech

Legends

Jedi Knight

Shadows of the Empire
Thie Archives, Valume 11
‘The Curse of Monkey Island
N-Wingvs. Tie Fighter
Panther & Panther XL Combo
Magh Music Maker
Matrox m31)

Wireplay

Carning Svslems
Estreme Taclics

46

343
C5.07
23

140
1213
120-121
139141
166-167
3

162

]

119

332
M7

i

239
187

153
100-101
20
353.355
115
203-206
298
bl
45
Eid
260
263
1504151
7071
5734
63-05

o6l

73

|
145-148
329

354
CLC4)
44

347
2685264
345

67
28-21)
i
5559
I77-17%
30361
136157
301

247
819
338

49
3255

5l

32

54
02.93
236237
247

89
2113
M43
184

172

39
367
H6-117

16
39
100
196
166y
155
157
191
152
282

%

73
136
199

Metropolis Digital
Microfonmm

Micron Electronics, Ine,
MicroProse

MicroProse

MicroProse

Microlrose

MicroProse

Microlrose

MictoProse

MictoProse

Microsoft

Mictosofl

Mindscape

Metizen Islands

New Waorld Compnting

ORIGIN Svstems, Inc.
ORIGIN Systems, Ine
CIRIGIN Systems, Ine.
Panasonle Interactive Media
Tanasonic Interactive Media
Psyenosis

Psyanosis

QuickShot Technaloay, Inc.
Reed Oy Entertainment
Suitek

Sega Entertainment

Sega Entertainment

Seea Entettainment

St Soft

Sepa Soft

Sega Soft

Sega Soll

Sega Soft

Sega Sofl

Sepa Soft

Sega Soft

Segn Soft

Segn Soft

sferra On-Ling

sicrrt OneLine

Sierra On-Line

Sierma On-Line

Sierma On-Line

Sierra On-Line

Sterra Ohn-Ling

Sierra On-Line

Sierra On-Line

Sierra One-Line

Sierra OneLine

Sigrra On-Line

Sierra On-Line

Sir-Tech

Sir-Tech

Smart Games, Ine.

Sony Interactive Studios America
SouthPeak Interactive
SouthPeak Intericlive
.‘ih;llu:_;it' Similations, Inc.

o Simlations, lnc.

i Sinulations, Ine.
Take 2 Interactive Software
Take 2 Interactive Software
Techmedia Computer Systems
“The Laral Group

THO

MirustMaster, Ine.
TnnderSeat Technologies
Total Entertainment Network
Ll Soft, Ine.

Virgin Interactive Entertainment
Virgin Inleractive Entertainment
Virgin Interactive Entertainment
Wizard\Works, lng.
Wizard\Works, Inc.
WizandiWorks, Inc.

Star Compmand Deluxe
Online Gaming

1\ I'I] |('l {IHIHY

7ih Liegion

Civ IFamtastic Wenlds
Dak Earth

Falean .0

N1 Tank Platoon
Magic: The Gathering
MechCommander
Wormis 2

Cart Precision Race
Sidewinder
ChessMaster

Neiteen Istands

Might & Magic V1
Longbaw 2

Sid Meier's Gettysburg
Wing Commander
Forced Alliance

Pastal

G Palice
ShipWireckers

3d StrikerSound Foree 650
JourneyMan 3

PC Dash

Davtona

Mank'TT

NBA Live 95

[Tt Feenst

Heat

Vigilance

Vigilance

VigHlanee

Vigilance

Vigihince

Vigilance

Vigllanee

Vigilanee

Rabylon 3

Civil War Generals
Civil War Cenerls CONTEST
Foothall ‘95

Half Life

Hell Fire

Laseds of Magic
Nascar2

Red Baron 2

Skiing

SODA

Swat 2

Trophy Rivers
Excalibur

Vins

Pzl Challenge 2
War Hawk

Mervin Black
Temijin

Final Liberation (Warbanumer)
Steel Panthers 3
Warwind 2

Black Dahlia

Jet Fighter 11

300 Zone Master
Nintendo 301 Jovstick
Pax Imperia

Family Ad
ThunderSeat

POL

Subeulture

Blacke Runmer

Tone Rebellion

Lands of Lore

Chastn: The Rift
Wanton Destruction
XMen

305,307
2400
208211

20

7077

192-193
32
[4.15
154
320.321
-
85.87
7677
108109
Ch
78279
126-127
36
204
T84
9899
bl
162-163
159
160161
134733

3253
17
114
191

|

225

Zn

I_._At

a7
8283
283
134133
174173
136157
20:21°
228229
142143
4443
24.35
a5
106-107
306
267
308

212

125
16-17
326

IR
296
318319
3laG
339

185

362

169

202
244.245
218219
36-37
9403
356-357
248249
37

280
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Medla 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 Win95 Keyboard & Mouse

Diamond Supra 33.6 voice Modem
Mini-ATX CASE with 235 Watt Power Supply
Microsoft windows 95 & McAfee VirusScan
Monitor Sold Separately

$999

MGPX200 Featuring:

Intel 200MHz Pentium® Processor with MMX™ Technology
Intel AN430TX Motherboard with 512K cache & USB

32 MB EDQO DIMM / 1.44MB Floppy

3 GB EIDE Hard Drive

S3VIRGE 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 Walt Power Supply
Microsoft windows 95 & McAfee VS Scan
Monitor Sold Separately

Intel 233MHz Pentium® Processor w/MMX™  add $125

$1,199

Nola, Intel Inside Logo and Penlium are registered trademarks and MMX is a Irademark of Inlel Corporation. Al other names are properties
of their respoctive corporations.  Price and specilicalions ara subject lo change without notico, Mol mspunswn lor typographic emors. Good

only while supplies last.




Media On™

Graphic Extreme

MEPX200 Featuring: Expert Il Featuring:

e Intel 200MHz Pentium® Processor with MMX™ Technology
Intel AN430TX Motherboard with 512K cache & USB

32 MB EDO DIMM / 1.44MB Floppy

4.5 GB Ultra Wide SCSI w/UW SCSI Controller
3D Video w/ 4MB RAM

Yamaha Sound on board

16X SCSI CDROM

100MB SCSl internal ZIP Drive

Diamond Supra 33.6 voice Modem

104 Win95 Keyboard & Mouse

Mini-ATX CASE with 235 Watt Power Supply
Microsoft windows 95 & McAfee VS Scan

$2,155

® ¢ & © o o & o @& o @

= 2 years limited warranty /2 years Labor

To order call: 888-U-GAME-IT (388-842-6348)

CIRCLE READER SERVICE #1102

Intel 233MHz Pentium® Il Processor

Intel PT440FX Motherboard

32 MB EDO RAM / 1.44MB Floppy

4.5 GB Ultra Wide SCSI w/UW SCSI Controller
MATROX 3D with 4MB EDO RAM

Yamaha Sound on board

16X SCSI CDROM

Miamond Supra 33.6 voice Modem

104 Win95 Keyboard & Mouse

Mini-ATX CASE with 235 Watt Power Supply
Microsoft windows 95 & McAfee Virus Scan

$2,399




THE E“MPUTEH GAMING pUI.I. A MONTHLY SURVEY OF CGW SUBSCRIBERS

ach month, 2,000 CGW subscribers are selected at random to rate 100 computer games. The results of that poll are combined

TOP ACTION GAMES
COMPANY
id Software/Rogue
id Software/Ritual
3D Realms
Eidos
EA/Qrigin
id Software
EA
EA/Qrigin
~ Activision

Shiny

i Quake Pack 2: Dissolution of Eternity
‘2 Quake Pack 1: Scourge of Armagon
3 Duke Nukem 3D

Inlars!a!a

9.04
8.97
8.30
8.27
8.09
8.02
7.99
7.78
7.55
7.55

with the results of previous months to yield a cumulative average for the best plays in gaming. If you receive a ballot, please return
it with your ratings so that other gamers and game publishers can h_gn_gfit from your feedback.

TOP ADVENTURE GAMES

COMPANY

1 Gahrlel Knlght 2 Sierra 8.21
2 The Pantora Directive Access 8.20
3 Rama Sierra 1.78
W Twinsen's Diyssey Activision 7.73
5 The Neverhood DreamWorks 7.69
ealms of the Haunling Interplay. 7.68
Activision 7.51

Virgin 7.45

LucasArts 7.45

Sierra 7.34

COMPAHY
Berkeley Systems
Berkeley Systems
Berkeley Systems
Berkeley Systems
‘Sierra

Siarra
Microforum
Virgin/Westwood
Slerra

‘Sega

1 You Don't Know Jack Il
2 You Don't Know Jack
Bun'! Know Jack Mouies
1 Don't Know Jack SI!D!!S

8.21
8.08
7.72
1,28
7.21
6.85
6.83
6.63
5.94

COMPANY

1 Wing Commander IV EA/Origin 8.33

-2 AH-64% Longhow EA/Origin 8.12
hWarrior 2 Activision 8.08

! IlWﬂIﬂllr 2: Mercenaries Activision 8.06

_s Sile Hunter S8l 7.86
arine Fighters EA 7.85

EA/Jane’s 7.65

Ocean 7.64

EA 7.56

EA 7.46

TOP SPORTS GAMES

Access
Sierra
EA Sports
MicroProse
EA Sports
Accolade
EA Sports
Sierra

EA Sports
EA Sports

1 Links LS
2 NASCAR Racing 2

8.27
8.1
8.02
7.99
7.62
1.72
7.58
7.49
7.48

TOP STRATEGY GAMES

New World Computing 9.04

Heroes II: Price of Loyally

‘2 WarCraft Il Expansion Disk Blizzard 8.86
 WarCrait ll Blizzard 8.77
Heroes Il New World Computing 8.76

Red Alert Virgin/Westwood 8.75

6 Civilization 1l MicroProse 8.71
Red Alert {:numamlﬂke Virgin/Westwood 8.40
Virgin/Wastwood 8.25

Virgin/Westwood 8.23

MicroProse 8.20

TOP ROLE-PLAYING GAMES

COMPARY

1 Diablo Blizzard
2 Daggerfall Bethesda
3 Betrayal In Anlara Sierra

& Anvil of Dawn

5 ulhmn Blue Byte

New World Computing

7.12
6.07

TOP WARGAMES

Steel Panthers Il Campalan Disk

1 SSl ;
2 Steel Panthers Campalgn Disk S8 8.68
3 Steel Panthers Il S5 8.42
-4 Stesl Panthers 5§l 8.38
5 Battleground: Shiloh TalonSoft 8.12
6 Battleground: Bull Run TalonSoft 8.05
| | 7 Ballleground: Antietam TalonSoft 7.98
'-ii_. Tigers on the Prowl 11 HPS 7.90
9 Battleground: Napoleon In Russia TalonSoft 7.80
10/ Battiearound: Waterloo TalonSoit 7.73

CCW
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GAME
Heroes II: Price of Loyalty

COMPANY TYPE
New World Computing ST

Quake Pack 2: Dissolution of Eternity id Software/Rogue  AC

Quake Pack 1: Scourge of Armagon
WarCraft Il Expansion Disk
Steel Panthers Il Campalgn Disk
WarCraft Il
Heroes Il
Red Alert
Diablo
Civilization 11
Steel Panthers Campaign Disk
Links LS
You Don't Know Jack Il
Steel Panthers 1
Red Alert: Counterstrike
Steel Panthers
Wing Commander IV
Ouke Nukem 30
NASCAR Racing 2
Tomb Raider
Gommand & Conguer
C&C: Covert Dperations
Gabriel Knight 2
You Don't Know Jack
Clvilization 2: Scenarios
The Pandora Directive
_ RH-84 Longhow

- Batlleoround: Shiloh
NHL 97
Crusader: No Remorse
MechWarrlor 2

* You Don't Know Jack Movies

__MechWarrior 2: Mercenaries

. Battleground: Bull Run
Grand Prix 2
Quake

~ NBA Live 97

- The Need for Speed SE

Battleground: Antietam
~ Tigers on the Prowl 1i
_ Dungeon Keeper
-~ Heroes of Might & Magic
 Silent Hunter (i
U.S. Marine Finhters
Jack Nicklaus 4
eground: Napoleon In Russia
Crusader: No Regret

 Baleground: Waterios
Twlnsen's Odyssey

id Software/Ritual AC

Blizzard ST
SSl WG
Blizzard ST

New Waorld Computing ST
Virgin/Westwood ST

Blizzard RP
MicroProse ST
SSl WG
Access SP
Berkeley Syslems CP
58l WG
Virgin/Westwood ST
SS| WG
EA/Origin Sl

30 Realms AC
Sierra SP
Eidos AC

VirginfWestwoaod ST
Virgin/Westwood ST

Sierra AD
Berkeley Systems CP
MicroProse ST
Access AD
EA/Origin Sl
TalonSoft WG
EA Sports SP
EA/Origin AC
Aclivision Sl
Berkeley Systems GP
Activision Sl
TalonSoft WG
MicroProse SP
id Software AC
EA Sports SP
EA AC
TalonSoft WG
HPS WG
EA/Bullfrog ST
New Warld Computing ST
58| ]
EA 8l
Accolade SP
TalonSoft | WG
EA/Qrigin AC
Sierra ; AD
TalonSoft WG
Autivision AD)

SCORE

9.04
9.04
8.97
8.86
8.78
8.77
8.76
8.75
8.74
8.1
8.68
8.66
8.57
8.42
8.40
8.38
8.33
8.30
8.27
8.27
825
8.23
8.21
8.21
8.20
8.20
8.12
8.12
8.11
8.09
8.08
8.08
8.06
8.05
8.02
8.02
7.99
7.99
7.98
7.90
7.89
7.87
7.86
.85
7.82
7.80
7.78
7.78
7.73
113

T4
75
76
17

19

85
86
87
48

GAME
Tripleplay 98

You Don't Know Jack Sporls
The Neverhood

Realms of the Haunting
X-COM 3

Pacllic General

688(1) Hunter/Killer

EF2000

Jagoed Alliance: Deadly Games
NASCAR Racing

U.S. Navy Fighters
Battleground: Gettyshurg
Interstale '76

MDK

Decisive Battles of WW II; Ardennes
Spycrall

NHL 86

Trinleplay 97

Advanced Tactical Fighters
The Need for Speed

Circle of Blood

Full Throttle

Lords of the Realm Il
Fantasy General

PGA Tour Pro

CivNet

Daggerfall

FPS Football Pro '87

FPS Foothall Pro '96

NBA Live 96

X-Wing vs. TIE Fighler

PGA Tour Bolf 486
Comanche 3

Leisure Suit Larry 7

Extreme Assaull

Rohert E. Lee: Civil War General
Tony LaRussa 3

FIFA 97

Magic the Gathering

Age of Ritles Campaign Disk
Power Chess

‘Lighthouse

Betrayal In Antara

Flying Gorps

Lasl Express

System Shock

Incredible Toons

Privateer: the Darkening
Theme Hospital

S 100 Zork Nemesis
L R M S A e T i~ e

COMPANY
EA Sports
Berkeley Systems
DreamWorks
Interplay
MicroProse
Ssl
EAlJane’s
Ocean
Sir-Tech
Sierra

EA
TalonSoft
Activision
Playmates/Shiny
SSI/SSG
Activision
EA Sports
EA Sports
EA

EA

Virgin
LucasArts
Sierra

Sal

EA Sports
MicroPrase
Bethesda
Sierra
Sierra

EA Sports
LucasArts
EA Sports
NovaLogic
Sierra

Blue Byte
Sierra
Stormfront
EA Sports
MicroProse
Ssl

Sierra
Sierra
Sierra
Empire
Broderbund
EA

Slerra
Origin
EA/Bullfrog
Activision

TOP 100 GAMES

TYPE SCORE
Sp 772
cp 772
AD " 7.69
AD 788
S AT
WG 766
Sl 7.65
Sl 7.64
ST 7.60
SP 7.58
8l 7.56
WG 7.55
AC  7.55
AC 7.5
WG 7.51
AD 7.51
SP 749
SP 748
S| T7.46
AC  7.46
AD 745
AD 7.45
ST 7.45
ST 7.4
Sp 742
ST 7.4
RP 7.40
8P 7.40
g 7.39
SP7.39
SiE 7.39
SP 7.36
Sl 7.34
AD  T7.34
AC 7.32
WG  7.30
Sp 720
SBET:2T
STEi2/
WG 7.26
CP T7.26
AD 723
RP  7.22
Siho SR
AD T.22
AC 7.22
e 7.21
s 7.2
ST 7.2
AD 7.8

Games on unnumbered lines are tied with game on line above. ¢ = Top game of type. Red = New Game, AD = Adventure, RP = Role-Playing, Sl = Simulation/Space Combat,
ST = Strategy, WG = Wargame, AC = Action, 8P = Sports, CP = Classic/Puzzie. Games are retired after two years and bacome eligible for the Hall of Fame.
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HALL OF FAME

Brone 1N THE DARK (1-Motion, 1992)
Lovecraftian horrar goes 30, with shifting camera angles
arding to the creepy almosphere.

BatrLe CHESS (Interplay,1988)
The Franklin Mint of computer chess games with violent and
lunmy animation disquising a solid chess engine.

BerrayaL At KRoNDOR (Dynamix, 1983)
As rich and imaginative as Raymond Felst's world itsell, its
3D perspective was fresh.

CHESSMASTER (Software Toolwarks, 1986)
The Cadillac of castling, this chess masterpiece gels beller
viith each version,

Dungeon MASTER (FTL
Software, 1987)

Trend-setting graphics, digitized
stereo, and great hack-and-slash
from a decade ago.

Day oF THE TENTACLE
(LucasArts, 1993)

Dffbeat sequel lo Maniag Mansion;
the inleractive equivalent of a clas-
sic Chuck Jones cartoon.

DOOM (id Soitware, 1993) Revolutionized
PC action games and network gaming; surpassed In tech.
nology but not gameplay.

Ear. Wenver BASEBALL (EA,1986)
Revolutionary physics-based baseball game that pleased
both action and statistics fans.

EMPIRE (Inlerstel, 1978)
WWIlin space, Ihis mainframe transplant brought elegant
mechanics, depth, and unanding replayabllity fo the PC.

F-19 SteaLtn FIGHTER (MicroProse, 1988)

A "thinking man's” sim, with greal missions, in which sneak-

ing around is as fun as doafighling.

Farcon 3.0 (Spectrum HoloByte, 1991)
Tough, detailed jet sim with ambitious Al, graphics, and con:
nectivity to mateh its realism.

Front Pace Sports FooteaLL PRo

(Dynamix, 1993)

Physics-based system, good Al, and unmalched career play
make his the ullimale in pigskin play.

Gerrysauna: THE Turning Point
(SSI, 1986)

Firs} variable order of batfle changed the look of all
American Civil War games on lhe PC. 2

GUNSHIP (MicroProse, 1989)
Great character continuity, R&R for
fatigued pilots, and even sick leave; best
chopper fare unlil Jang's Loncaow,

HarPOON (360 Pacific, 1989)
In-depth modern naval battles in real-time, based
on Cold War fears.

KAMPFERUPPE (SSI, 1985)

Armored warfare on WWII's Eastern Fronl, offered engaging
ballies on mulliple platforms.

CcowW

WeLcome 10 THE CooPERSTOWN OF GOMPUTER 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.

Kme's Quest V (Sierra On-Line, 1990)
Redefined the graphic adventure wilh non-text-based parser
and VGA graphics.

LEMMINGS (Psygnosis, 1991)

The lovable cartoon Lillipttians were real-time hils on every B

platform.

Links 386 Pro (Access Software, 1992)
Topped the leader board in graphics and realism for
ils era.

M-1 Tank PLATOON (MicroProse, 1989)
Realistic sim that properly focused on armored forma-
tions rather than single vehicles; good mission tesigns.

Master oF Magic (MicroProse, 1994)
The atmosphere and variety of Magio: Tue Garnermg with the
sophistication of Criuzanon

IVlaster oF DRION (MicroProse, 1993)
Remarkable diplomalic Al; deep and varied technology tree;
dliens required radically different playing styles.

MecH BRIGADE (SSI, 1985)
Modern armored baliles with Improved
Kampfaruppe system and more realism,

Wignr & MAGIC (New World
Compuling, 1986)

First:parson, maze-based RPG with
huge environment and tough taclical combat.

M.U.L.E. (EA, 1983)

A landmark mulll-player stralegy game that had no
weapons of destruction, just cutlhroat competition that
made economics fun.

PAnzeR GENERAL (SSI. 1994)

A truly fun wargame with an elegant interface,
greal campaians, slrong Al, good graphics, and
impressive sound.

RED BARON (Dynamix, 1980)
WWI air combat with great graphics, incredible realism, and
a versatile replay feaura.

Sin Meter's GiviLization
(MicroProse, 1991)

CGW's #1-1aled game of all time;
indescribably addictive world conguest/
exploration game,

Sip Meier’s PIRATES (MicroProse, 1987)
Combines pirale adventure, action, RPG, and straleqy to
maka the most successtul hybrid of all time.

Sio Meier's Raicroan Tycoon
{MicroProse, 1990)
SimCity meets 1830 with robber barons for emphasis.

SmGiry (Maxis, 1987)
Urkan planning with fascinating consequences and chal:
lenges; the first great software toy.

STARFLIGHT (EA, 1986)

Depth, greal characlers and a good sclfi storyling set early
standards for APGs.

JANUARY 1098

£ (Origin Systems, 1990)

The Baro's TaLE (EA, 1985)
Pioneered three-point animation, 3D color
mazes and automapping.

THE SECRET OF IVIONKEY ISLAND
(LucasArts, 1990)

Comedy adventure that sel new standards in
viriting quality and social sensitivity.

Their Finest Hou (LucasArs, 1989)
WWII 'sim with great campaigns and crew member options
some current sims lack.

i TIE FIGHTER (LucasArls, 1994)

Most satisfying Star Wars space-combat game to date lts
you live on the dark side.

Uvrima 11 (Origin Systems, 1983)
Coherency and surprising subllely emphasized role-playing,
and st the tone for later Unsas.

Urnima IV (Origin Systems, 1985)
High-concept RPG explores meaning of virlue and put the
ROLE in role-playing.

Uenima VI (Origin Systems, 1990)
This RPG as morality play paved way for Uimma Onuive’s

i realistic environs and abjects.

i Urmima UnpeRwWORLD

(Origin Systems, 1992)
The first truly 3D RPG, and till the most convincing; its dun-
geon walls were nicely “painted” with texture-mapped graphics.

War 1 Russia (SSI, 1984)
More realistic than Easrean FronT, it caplured the essence of
{he largest land campaign in history.

WASTELAND

(Interplay, 1986)

Derived from Mike Stackpole's
MERCENARIES, SPIES, AND PRIVATE EvES,
‘f?Fi‘EESIS the definitive post-apocalyptic

Wine Gommanper |

A hot spaceflight angine, unfolding story
path, and greal characters.

Wing Commanper 11

i (Origin Systems, 1991)

Darker story, grittier feel, sound card advances, and lougher
Al made this a sequel of sequels.

Wine Commanper 1

(Origin Systems, 1994)

Surprisingly salislying FMV space opera didn'l lose the
essence of the space combat game.

WizaroRy (Sir-Tech Software, 1981)
Defined the compuler RPG with maze-based viewpoinl and

atmospheric spell names.

Worrenstein 3-D (id Software, 1992)
Smooth scrofling action blastfest cleverly updaled the origi-
nal, and put shareware back on the map.

X-COM (MicroProse, 1994?

Premier lactical squad-level engine combines with alien tech
research and pop cullure for a sci-fi game nearly as addic:
live as Cw.,

ZORK (Infocom, 1981)
The progenitor of advenlure games on the PC, its humor
and challenging puzzles seem limeless.



Coming
Next NMonth
in GGV

Diablo 2

l s the hot sequel to CGW's 1997 Game of the

\'ear and we’ve got it. We’ll show you never-

before-seen screenshots, all-new character
classes, new monsters, spells, combat options,
and environments.

We’ll also unveil the new role-playing elements in
DiasLo 2: the story, quests, and discussion trees.
You’ll hear how the designers plan to increase the
role of NPCs: some you can hire, and some will
teach you new fighting technigques. So don’t miss
our exclusive cover story coming next month!

Bkl Your llwn Pl:

of our series,

we examined
more than a
dozen off-the-shelf
systems designed
to meet the needs
of gamers/home
users. In part Il
Loyd Case pre-
sents three
options for building your own
system from scratch, or simply
upgrading select components.
Ready for a retrofit? In a
quandary over Socket 7, AGP,
and competing processors? Loyd
knows what ails ya, and next

In parts | and Il

month he'll sort it out.
ON SALE
JANUARY 6

PC Sports Sunplement!

heck out our 30-page special
c section with comparative

reviews of some of the hottest
titles in PC sports. We'll review NBA
Live 98, NBA Acrion, NHL 98, NHL
Open Ice, and NHL PowerpLay 98, and
we'll offer strategies for Monpay NIGHT
FoorsaLL. Heck, we'll even predict
who’s going to win the Super Bowl!

Mega Reviews Issue!

Abe’s Oddysee
Mageslayer
Postal

Chasm

Nuclear Strike
SandWarriors
Defiance
Shipwreckers
Ultima Online
Meridian 59: Revelation
Dark Earth
Forced Alliance

Entrepreneur
Tone Rehellion
East Front
Boggle
Galapagos

Sahre Ace
Armored Fist Il
Close Combat 1l
Pax Imperia 2
Uprising

Strategies

Jedi Knight
Age of Empires

Total Annihilation
Fallout

(Subject to change if we can't shake our AGt o EwPiREs addiction.)

CewW
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MARTIN CIRULIS

What's the
Deal With...

Fortune

see a growing danger in computer
game mags loday; we are slowly
becoming soothsayers instead of
reporters. There was a time when,
except for the occasional preview,
we were pretty much grounded in
ihe present. Reviews were the bulk
of any given magazine, and
Overview or comparison pieces were generally
about games Lhat were already published—verifi-
able commodities. Gamers could then use this
information to make choices, with a reasonable
quarantee that whatever they were reading was on
the up and up. If it wasn'L, then there was fitle
room for the quilty or mistaken to shuck and jive.

But limes are slowly changing.

Mow the big games are previewed not once, but
two or three times. The fact is that magazines and
Web sites are hungry lo get the news oul first and
flashy, and sooner or later, accuracy becomes an
endangered species. Games of similar subject mat:
ter are rated against each other while most are still
in the mid-beta stage. The Buzz has grown to such
biblical proportions that the odds of having unbi-
ased reviews of hot games are dwindling—across
the industry.

A case in point: STARCRAFT.

Mow at the time that | write this, no ane has
seen final copy on this blockbuster, and while | am
pretty sure that it will be the slickest thing since

sliced cheese, | have to wonder: What if, for whatev-

er bizarre reason, it isn't? What's a reviewer lo do
when everybody in the business has previewed this
puppy al least wice, given it a half-dozen gush
blurbs and covers apiece, and proclaimed it, ipso
facto, “strat game of the year"? What the hell do
you do if this game ends up biling the big one,

lelling?

when the review is pretty much a fait accompli?
Regardless of how greal or awful SACRAFT lurns

out to be, the reviews are, for all intents and purpos-

es, already wrilten. The pressure on any critic is
simply to rubber stamp all (hat has been said.
Hands up out there—who thinks this trend is a
good thing?
And it's not just StarCrarT; two or three games
every quarler reach this crilical mass of coverage,
in which expecalion can shoulder reality aside. For

P <<€ The odds
of having
unbiased
reviews of hot
games are
dwindling—
across the
industry. 2?

every four games that are rightful winners, one
turns out to be a dog. And a whole bunch of you
end up wasling your hard-earned bucks and curs-
ing the fact that all us reviewers are corrupt, lying
baslards or bastardettes. But wha is fo blame for
this seductive undermining of the critical eye?

| blame you, the gaming public!

The ugly truth is, whether it's due lo the slow
development curve of big games or everybody's
love of bright, shiny things, Bubba’s Bought-Off

Gaming Monthly could smear the words "QUAKE 9
IN 4D1" across the cover, fill a page and a half inside
with a few bad jpg’s lifted off the id Web site, and
print a paragraph interview with some guy who
might have seen a design spec for the game in a
dumpster while he was taking out the trash...and
sales for Bubba that month would skyrocket. No ifs,
ands, or buts. Satan himself could appear in every
store across the land and claim a magazine is print-
ed in he Kingdom of Lies, and if il has yet anolher
preview of a big game on the cover, or a promise to
help you decide which games (that aren't even fin-
ished yet) to buy, hall of you would buy it anyway.

I's hard to argue with an economic truth like
that, and the effects are beginning to show: And it's
even harder to say what should be done about it.
Other than observe that maybe we should all relax
and wait for Christmas morning to open our pre-
sents, or commit a publishing blasphemy and urge
you lo quickly scan Ihe alluring arlicle in question
before you buy a mag to see if there is anyining rel-
evant being said, there isn't much we in the busi-
ness can do. In the end, you people have the dol-
lars, and it's you who call the tune most of the time.

If you, the readers, want fortune-lellers instead of
reporters, then we have to dig out our swami gear
or you'll go elsewhere.

| will leave you with this one dark thought: This
hunger for information before a game is finished is
going lo evenlually give lhe industry lhe handle il
has always wanted on review mags. Someday soon,
the game companies are going to start dribbling out
their litle preview morsels only to the mags that
make them happy, and you don't need an econom
ics degree to see the writing on the wall for the end
result of that one. It'l be a question of playing ball or
getting trampled in sales by those who will. &
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