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TOP STRATEGIES Longbow 2,
Jedi Knight, Age of Empires
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Monkey Island, Madden 98, Men In Black & more! UL
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“The world may never be the same after Unreal is released.” boot a revolutionary easy-to-use le

YOUR REALITY ALTERED

To reserve your copy of this game,
visit your local retail store or call 1-800-432-3493.

BT i
sﬂfﬂl‘emw

Ul‘llﬂil“' 01091'”[!: Muﬁwmﬂs Ing. All Rights Reserved. Created by Epic Megagames, Inc. Published and distributed Ily
mmm Soltware Corp. M{:rmtla! and Windovys® are regisiered of aft MM
lw Al other are the property of their respective wumanhs ‘www.unreal.com www.glinteractive.com




f
ditor ¥ optimized por MMX and leading 30 accelerators ¥ an endless multiplayer universe of user-created, hot-linked levels &

downloading is believing
register for shareware now

unreal.gtgames.com



portals 2 welcome to the Bermuda Triangle of the Galaxy ¥ “The best looking game of all time.” Next Generation
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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 beautiful courses all he’s waiting to tee off with you. An
over the world. New 3D golfers - made all-new Al engine powers challenging
with a breathtaking 2000 polygons - computer opponents who will try their
are the most lifelike and realistic ever best to beat you on the links.
seen in a golf game. Pro golfers were
motion-captured to create incredibly
accurate swings.

Even better, now you can play
uneven and sidehill lies. If you hit
a bad shot, you decide whether
And, going 3D means you can position to declare your ball unplayable
the camera anywhere, at any angle on  and where to take the drop.

the course to make shots and watch
replays. You can even line up putts at
ground level for precise aiming.

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

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

$10 ._
Rebate/Upgrade! |
For owners J._I.

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

LY



Gives You Jack! ;i
NEW 10 courses! More than any

other golf game including Lake Las
Praise for Jack Nickiaus® ' _ Vegas, Ireland’s Mt. Juliet and the
**ir** Computer Gaming World ~ “..impressive.."— GOLFWEEK exotic Hualalai.

NEW Grip it and Rip it. The new
MouseMeter™ gives you the real

It & Rip It 1\;‘;‘;\“’1 feel of the swing or choose from
S - - .
MOUSEME’teT give 7 either the 2-Click or 3-Click
feel of the swing. tand ters,
Bl Sariri
3-Click meters atIet also NEW Gary McCord. Hear the sharp
included for you 0 and often hilarious commentary of

choose from. 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.

g Pin Flags. Pin

o d poles actualh;
the direction 0
mmﬁén wind to allow for
recise aiming 0

m;fuf approach 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.

ur Own Courses.

951 ner
f%logléf;(}dm g NEW Game physics now allow

ate your for uneven and hillside lies as
well as ball drop feature.

Design Yo
The power

lets you 1M
raphics and cre

favo rite courses.

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

gpecial Laptop
* Vgrswn included!

AVAILABLE
I - now!!
NICIHK L _AalUS = 7

Available wherever
you buy software or

2 Jack Nicklaus to Ol'dﬂl‘ directly call /i
Al A Froductions.
nLLuu-\l.n_ eicoiuid ol 1-800- 2/46 7744 bty
VR TR !
; ' " ‘\ 9@ A-.'\}hp f!'ergamhglom/mfolmk A AR
© 1997 Accolade, Inc. Ja fin.klau nd{ne aoll? L) §ymbc| v ‘Goldendar International. Accolade, Técam, Mousel ll-l'i!f ladéo ade com

trademarks of Acc ther ploduﬂham | sirrespective owners, Produced in assor.lallun with Jagk

v At 1 o




ENTERTAINMENT

WWWWL.BL1ZZARO.COM

. .
2 Unmipue ALEN SPECIES
Whether you command the
nomadic Terrans, mysterious
Protoss, or voracious Zerq,
you must devise totally unique
strategies to master the
specialized units, abilities
and lnchnnlug!%s of each. ,

. T -

. v

LUNEQRUALED
l CF(mPFlI!iN EociTor
Constyuct individual

]NTEN?E INTERNET ComPETITION mlsslons or enum

Challenge the world with FREE*

.

THE ONLY ALLIES

campaigns with unrivaled

access to Blizzard Battle.net:” Up to options and ease. O—
8 player Internet support including .
worldwide player rankings,

tournaments and challenge ladders.




" Zarg sk
Hatcbieg
s v

T Protoss Scowt

Mot yat
Koy 40

. REVDLUT‘[DNHHYFPEC‘IHL E;’FECTE
Real-time light sourcing, true line of sight and

i an advanced translucency engine comhine for
unparalleled visual and tactical realism.

JYIULTIPLE THEATERS OF BATTLE

Engage in a,deadly mix of space combat, i it
planelary assault and covert base infiltration. . . 1 adn ke ) 3 ——.
. ' | ) :a Lo, Edu 0 - A o o]
Command Ghost Espionage Agents, Protosgy . :?J ; _ 5 il !
High Templars, and Zerg Defilers as you seek g i "
Ll
- “Fres L ! L i r oot loes!
B dov gl ok g ey, : s e e
1997 Blizzord Al rights -

.
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I i and the | h d irodemarks and katense 30 and the bntense 30 Voodoo kogo ore irademarks of Intergraph Corporesion. Ellﬂml(lmbnn‘mﬂlmkmllﬂummdﬂnm
Mt MMnndeMMmhﬂmM June's bs 0 reghered trodemark of Jane's Information Group, L1d wsed under liesasa. Turok by 0 rog f GBPC, o subsidioey of Golden
Bools Fomily Extertainment, 304, the 30 hogo, Yoodoo Graphics and Yoodoa Rush are regisrered irodemarks f 30t Ieseractive, Int. Windows if o reghstered trademark of Microsolt Corp. Other bronds and mames ore
modemarks of their respeciva swners. Copyright 1997 Intergraph Corporation, Hantrvills, AL 355%-001, WC #1095 12557




“PC games are what I live for.

I just love standing in front of my really big-screen television, totally immersed in a helicopter battle,
fragging dinos or racing motorcycles at breakneck speed. It's wild. And [ like wild. Intergraph’s
Intense 3D Voodoo add-in graphics card '
vithits TV=0Ut connector lcs meliveit | just fove this graphics card!
And it supports the IﬂrgES'l' Iibrﬂry of 'l'il'les available for any 3D
accelerator. Its ﬂr(ﬂde-qUﬂlifv 3D grﬂphits are 5000 painfully .
good! And with 3Dfx" v00d°0 Rusl‘iﬁ"I‘EChnology you get the
world’s best combination of 2D (lnd 3D gl‘ﬂphi(s, That's good, bGC‘cIlIISE
in addition to 3D games, I can FUR reglllﬂl' Pc upplicuiions_

So, I can keep up my recipe files, chart the ups-and-downs of my stock portfolio and write letters

to my Granny. Yeah....really! Now, you can have the same kind of PC game Imm

experiences | do. Just buy an Intense 3D Voodoo graphics accelerator.

It's available at lots and lots of
computer retailers.”

PC Game Champion,
‘Slash’Doolin,says
"Get Really Intense with
Intense 3D Voodoo!”

Includes full-versions of TUROK": Dinosaur Hunter, I N E
e Moto Racer™ and Jane's™ Longbow FX | a ER/\ )I |

acti|

Intense 3D Voodoo elivers super-sharp graphics for COMPUTER SYSTEMS

stunning realism and intense game play.

Buy Intense 3D Voodoo at your local computer retailer.

www.intergraph.com/voodoo  1-800-763-0242

GO TO #07 N, COmputer comy/infalink
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Presenting the long-awaited third installment in LucasArts’ classic adventure series, Monkey Island. With features like 30-

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

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

So get ready to embark on a rollicking, swashbuckling graphic adventure where the seagulls have better { S
T . Ar/

aim than the pirates, and the sharpest weapon is your wit. Fer Winodews 95 CD-ROM

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

© 1997 Lucashris Enlertainment Company, Al Rights Reserved, The Carse of Mankey Istand Is a trademark of LucasAils Entertainment Company. The LecasArls loge is 3 registered trademark of Lucastiim Ltd., used under aulhorization,
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FEATURE

COVER STORV. |

Win At All Costs! LiGlRUEREIRATETE

: , | 1997 was a great year for computer gamers. We
If at first you don’t succeed...cheat! Okay, e —

maybe not the first time, but if by the 10th than ever, many of which benefited from rohust
time you're still stuck it's time to break out  [EEEIUUEN LY

: rampant sequelitis,
the all-purpose gaming lube. developers still suc-
Unsheathe that +100 Sword of ceeded in creating
Indiscriminate Carnage, load up on richer game uni-

unlimited ammo, turn the armies massed

verses. 0f course,
1997 also brought with it

against you into frothing pools of burnt some real turkeys, so for the

umber. It's easy! Plus, check out the nifty first time, we’ll offer our

hacks and Easter eggs we offer for your picks for the Best and Worst
of the year.

amusement.

cCw MARCH 1338




) HARDWARE

L] News: 3D Iron Works, Pipeline
A TV Superscan 2

A Turtle Beach Daytona Sound Ca
E[H PDPI Lightning 4 Game Card
I Seagate Medalist Pro 9140
I S Commander 2

CAMER’'S EDGE

EXI] Longbow 2
EZ]  Jedi Knight (part 2 of 2) b
B Age of Empires (part 2 of 2)

248 g

(We've skipped CG Tips! this month
in favor of our 501 Cheals feature.)

P COLUMNS

B3 Johnny Wilson License lo Kill
B Loyd Case Measuring Graphics Performance
EFZ] Scorpia Zork Grand Inquisitor
EEE] Dennis McCauley The Premalure Death of OT Sports
EXH Jeff Green Professional Gamers' Follies
EETl Denny Atkin 0id Sims Gel New Lease on Life
E Martin Cirulis What's the Deal With...Nelgaming?

} DEPARTMENTS

KL Onthe CGROM What's on the CD and How to Use It
B2 GameSpot The Best Gaming Coverage Onfine
E Lefters Our Readers Speak Out
BEl] READ.ME News, Views, and the Latest Releases
E&] Top 100 Readers Rate the Top Games
EE Hall of Fame Greatest Games of All Time
| JVatestistarcraftiinfo | Pagelaol

[l1] REVIEW INTRODUCTION
BI] REVIEW INDEX: mhes vonhs of atngs

ir74 Quake Il

Tomb Raider Il
G-Police

Manx TT

Test Drive 4

3D Pinball: Lost Continent
Men in Black
Excalibur 2555

Need for Speed Il SE
NetWAR

Mass Destruction

EEEEEEEREER

Blade Runner

K[ Longbow 2
FIA-18 Korea
KEF] F-22 ADF
EL10 F-22 Raptor
B[4 Heavy Gear

FIA-18 Korea

EEE] Seven Kingdoms

Warhammer 40K:
Final Liberation

FXE] Civ Il: Fantastic Worlds

PO Earth 2140

E Politika
LSPORTS! 2 3 T R

FIT] Microsoft CART Racing
FAl] Madden 98

FIF] FPS Football '98
FAEA Jack Nicklaus 5
FAT] SODA Off-Road Racing

EX1 You Don't Know Jack 3
EXZ3 You Don't Know Jack TV
EZZd Hoyle Classic Card Games

Pictionary

at would an Dlympic
gymnast have to doin order
to execute a “groined vault"?

You Don’t Know
Jack 3 & TV

MARCH 1923 CGW




Real-Time camera movements
DURING game play, and
Real Time animation with
Westwood’s own optical
motion capture technology.

Westwood’s
own True Color
Emulation
delivers game
play and break
through lighting
and special effects in full
screen (640 x 480).

”

- :

- Over 70 Real-Time virtual
s S

e

R =

actors pursuing their own

agendas that affect your

final outcome each time

you play.

{ -Actusl ivge
e

Blade Runner @ 1982 Blade Runner Parinership, Blade Runner™ Blade Runner Partnership. © 1997 Blnde R Wi 1 Pa hi
1997 Westwood Studios, Inc, W 1 Studios is a registered trademark of W | Swdios, Ing.




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.

AVAILABLE AT RETAILERS EVERYWHERE
OR CALL 1-800-874-4607

GO TO #247 @ www.computergaming.com/infolink
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For Windows® 95

Westwood
JEEE L oY o R

www.westwood.com



|N\§1 LE\FELS OF CARNAGE Q
5 l.||.TIPL£ SUB-PLOTS. . .

Frequent player peints )
multi- Iqur]mu & exclusive Personal home pages, chat rooms, 4.
EAT only games. omail, tournaments, and mal

I
www.heat.net
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The Teeth Clenching Actlon Continues!
e e
T ERST FRONY | ¢
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Finnish ski troops attacking a
Russian column.,

Polish cavalry attack German panzers

Actual screens may vary.

TalonSoft’s EAST FRONT™ CAMPAIGN CD 1

Take TalonSoft's EAST FRONT™ back to 1939, the very g 6 NEW NATIONALITIES: Poland, Hungary, Finland,
beginning of hostilities in WWII! This Campaign expansion Slovakia, Italy and Romania
CD adds several new nationalities and conflict situations ]
to enhance the action-packed excitement of TalonSoft's g % F‘I'E“':;_CAMPA'GN Glm;:cs The 1.2°,|'5h Trageclly;
EAST FRONT™, the platoon-level game of tactical combat Finland: David vs. Sl Romar:jlq >atiiggle.Alhe
in war-torn Eastern Europe. Pit the Polish cavalry against NeWiRoman Leglc.)ns, he ponvediiiktssia;
Germany's devastating armor advances. Dare to stave off Operation: Uranus; Budapest to:Viienna
the overwhelming assault of the Russians into Finland. \\6 50 NEW BATTLES, including coverage of: the Winter
Push your command skills to the limit! War, the Kharkov Battles, the Korsun Pocket, and the
Siege of Odessa
Available at Software Retailers g REVISED AND EXPANDED GAME MANUAL
World Wide!
Reserve your copy today! Note: REQUIRES TALONSOFT'S EAST FRONT™ TO PLAY

GO TO #243@ www.computergaming.com/infolink

Call (410) 933-9191 or visit aur web site at www.talonsoft.com ©Copyright 1995-1997 TalonSoft Inc.,, P.O. Bax 43730, White Marsh, MD 2123
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.4 ON THE CG-ROM
i |:

A Falcon
Awesome Disc

The Hottest Sports and Strateqy Games, Plus a
Host of Other Goodies on This Month's CD

or the high-flyers oul there, this month's A s st
F disk will have you performing loop-the- =
loops.

You've read the previews, now here's your
chance to get some hands-on experience with
Faicon 4.0 before it hils store shelves. We also
have a demo of FIA-18 Korea to accompany the
review in this issue. Look out, too, for our Wi
Comanoer: PropHEcY demo and experience
CGW's Space Sim of the Year for yourself.

And there’s also plenty of action for those
whao prefer to keep their feel firmly on the

ground. Platform-gamers wil fall in love with WING COMMANDER: PROPHECY Try your hand at
Age’s Ooorsee, while (e stralegists among you  yhjg four-mission demo of the game CGW voted best
can revel in DeaoLock Il and Star Commaano space sim of 1997,

Dewwxe. In ASC's Sanrmarium, adventurers will
find themselves stuck in a world gone mad, batfling amnesia to discover their true selves. And final-
Iy, action gamers can fest their tank-combal skills in Sony's TANARUS.

March C6-ROM Titles

PRODUCT NAME SIZEMB. PLATFORM DIRECTORY EXECUTABLE

CART 95 only  GART mscart(1).exe

€S Commader Lonphow Il SE 95 only.  CSCOMM setup.exe
Deadlock Il 95 only  DEADII di2_cgw.exe
EarthLink Win 3.1/85 EARTHLI setup.exe/setup.exe
FIA 18: Korea _ 95 only  KORDEMO kordemo.exe

F-22 Raptor ; 95 only RAPTOR! setup.exe

Falcon 4.0 _ 95 only  FALCON4D  setup.exe

NBA Live 98 g5.0nly  NBA98 setup.exe
Dddworld: Abe’s Dddysee 950nly  ABEODD abeodd.exe

PEL 950nly  TEN sefup.exe
Sanitarium 95 only  SANITARI sanitari.exe
Semper Fi g5 only SEMPERF| sfdemo.exe

Star Command Deluxe 850only  STARCOMM  setup.exe

Tanarus a5 only TANARUS tan93.exe

Wing Commanider: Prophecy 95 only  WCPDEMO setup.exe/wepdemo.exe
Wireplay 85only  WIREPLAY setup.exe
X-Men:TRA Win 3.1/95 XMEN selup.exe

How to Use the Disc
T he CD is Autoplay enahled and should begin upon loading it into the CD-ROM drive.

FALCON 4.0 Your chance to get a laste of this, the grand-
daddy of all flight-sims, before it comes out.

Otherwise, select Run from the Program Manager in Windows 3.x, or Start Menu in

Windows 95, and type D:\RUN-ME (where D is the letter of your CD-ROM drive) to run 7 L = > g -

it straight from the CD. You'may type D:\INSTALL to create a C&IW program!group on your ik 3k ol W
in order to run; therefore, we recommend installing the demos from our disc. exclusively for this CGW demo—in the sequel to Accolade’s
DeApLOCK.

o7 CoW MARCH 1998



WE’'RE RECRUITING A BAND OF
- RENEGADES, FUGITIVES AND REBELS
TO RID THE WORLD OF TERRORISM.




Put vour violent nature to good use on the
SION team [(Special Intelligence DOperations
Netwaork) as they attempt to purge the world
of terrorism. Select fmm alght nf the wurld’a .
finest agents to complete 30 volatile rnlaaluna.

Join a team with other
VIGILANCE. Intrigus

or form your own.
onage. Bloodshed.

-

¢+ SINGLE PLAYER MISSIQNB
MULTI-PLAYER DEATHMATCH
'I_'EAM BASED PLAY

§

‘BUY, SELL, WIN OR LQBE

3-D DEVASTATION.

'-'E:qparianca photo-realistic 3:-D
action and environments with
the new Anyworid™ 3-D engine.

f,..one of the most extraordinary
games of the year.” — uLTRA GAMEPLAYERS

"SegaSoft's Quake killer.” —ocr



For a free demo go to www.vigilance.com or 1-888- EEEAEI:IFT. SEGAS@FT
0163 Seg eks, Inc. Al rights d. Vighance, SegaSon, the SeqaSoftloga, HEAT and the HEAT logo o ¥ Ine. AX ot loges ara propesty of their rospective owners.

GO TO #186 @ www.computergaming.com/infolink



CGW’s Home
on the Weh

Turn to GameSpot for the Fastest

News and Reviews

f you're looking for the best online
news and reviews in gaming, turn to
the experts at GameSpot. Here's a

brief overview of what you can

expect on GameSpot over the next

few weeks. To see these arlicles

others, point your browser to the ultimate

gaming page at www.gamespot.
com/march98.

@ Strategy Guides

GameSpol strategy guides are unofficial
game handbooks, stacked with secrets and
step-by-step instructions on how to defeat
each level of your favorite games. Our slralegy
quides unlock those untapped hours of game-
play to help you get more fun for your buck.

Quake 11 The eagerly awaited sequel is
here, and GameSpol has everylhing you'll
need to battle your way through all of the sin-
gle-player levels, discover all the secret areas,
and conquer other players with our unbeal-
able DeathMalch tips.

Age of Empires Let GameSpot guide you
through the ages. Our delinilive Ace of
EmpIRes guide offers expert advice on all units
and buildings, and includes walkthroughs of
all the missions.

Tomb Raider Il While some of you may
be quite content simply to watch Lara jump-
ing and shooling her way across your screen,
others may be inclined lo finish the game.
GameSpol's quide to Toms Rainer Il provides
all the tips you'll need to make it through the
treacherous levels successfully.

'-Z)'\.

in Gaming

@ Designer ﬂlﬂ'I'IBS

Ever wonder what's going on behind the scenes while
those much-anticipaled games are in development?
GameSpol's Designer Diaries follow the progress of game
designers Jane Jensen, embarking on her third GagrieL
Krisit game for Sierra On-Line, and Tim Schafer, currently
working on Griv Fanpanco for LucasArts. lon Storm's Tom
Hall also provides regular updates on his new game,
ANACHRONOX.

@ CGW Online

Turn to CGW Online for news,
reviews, strateqy articles, and behind-
the-scenes features on hundreds of
top computer games. Because of our
joint venture with GameSpot, you'll
also see some articles posted online
before they're in print!

In addition, be sure to watch out for
a major new hardware section by Loyd
Case: The Ullimate Game Machine.

I's & joint venture from CGW and

GameSpot. If you haven't done so

already, be sure to add www.

computergaming.com lo
your bookmark collection.

and

SARESPOT REvig g
Tomb
Raider j
Lara Crof js p, ol
gl ! oy
anather globsy. xin
trolling trg gsury
Inml Tim Soota
438 along ang fin,
:n Achvoniys ,TJ:’

@ 3Special Features

GameSpot's Best & Worst Awards
for 19971

I's that time of year again—ihe
lime when we edilors look back and
evaluate what the best and wors!
products of 1997 were. When you've
had a chance to check out the CGW'
Premier Award-winners in this issue,
head over to GameSpol and see whal
the folks over there think. There may
be some consensus, but we're sure
there will also be a few surprises!

® Demos

GameSpol has the most thorough and
reqularly updated game demo libraries on
the Web. You'll find demos of many of the
games we've reviewed recently, including
TotaL AntHILATION, AGE OF EMPIRES, HEXEN II,
71H Leaion, FaLLouT, IF-16, SHADOW WARRIOR,
SHADOWS OF THE EmpIRg, and more!

MARCH 1998




REAT SOLDIERS AREN’T BORN.

THEY’RE MADE.

* Screw natural selection. Take command of one of four unique
clans, each vying for supremacy on an alien planet. Crush your
enemies and splice their genes in your lab to make stronger,
more diversified warriors. Showcase your shrewd combat
skills and resource management in single- or multiplayer mode
over modem/LAN/Internet. With over 37,000 possible genetic
combinations, you survive as the fittest or become extinct.

£1997 Broderbund Soltware, Inc. All rights reserved, WarBried and Red Oib E i are trad

GO TO #196 @ www.computergaming.com/infolink



For a piece of the action, go to www.hiuebyte.com.
I'll show you games that will get your heart racing at
prices which will put a smile on your face.
If you can’t visit me, call (800) 933-2983.

I Nafﬁng...
Awards Ilur liames Have Wnn'
Foreae ﬂr’preferred

GO TO #177@ www.computergaming.com/infolink
_ﬂ_hﬁ BﬂaSnﬂme, Inc. ETU__E Higglmloull, Suite 143, Sdmnhurg, IL60173
© 1997 Blue Byte Sofiware, Inc. All rights reserved. Source Code # MP2398




License to Kill-

When Do Licenses Help Computer
Games—and When Do They Hurt?

harles Ardai
once slammed a
new offering
from a now-
defunct publish-
er by stating that
it had more
licenses to kil
than James
Bond. The com-
ment was appropriate. Al that time,
the prevailing wisdom in the indus-
try was that anyone could sell any-
thing if it had the right license.
Many limes, those licenses were
totally wasted, as the familiar char-
aclers from popular books, comics,
movies, or television were pasted
atop unimaginative games as
though they were paper dolls.

Remember Capstone's Home
Atone and Homey D. Crown? What
about Acclaim’s Juose Dreop? It
was even worse than the movie.
And who could forget the inim-
itable incompetence of Paragon's
CAPTAIN AMERICA AND SPIDERMAN
Versus Doctor Doom? Fortunately,
most of those publishers have
learned their lessons.

Another popular publisher ploy
is o license a popular boardgame
or role-playing game and converl it
to the computer. Unfortunately,
such projects often involve produc-
ers who care nothing about the
existing property and are deler-
mined to put their “vision” on the
computer game, even if it guts the
spirit of the original product.
Certainly, such was the case in
Paragon’s MEGATRAVELLER |,
Mindscape's first Warhammer 40K
offering (a game so terrible it was

never released in this couniry—
though it was “reviewed” by our
competition), and the disappointing
handling of the Masic: THe
GaHerInG license by MicroProse.
Indeed, there isn't anywhere near
enough room on this page [o lisl
the traveslies engendered by
Advanced Dungeons & Dragons
products (once SSI quit publishing
the successiul “gold box" series).
Yet, licenses can be invaluable.
When LucasArts quit licensing its
hit film properties to third parties
and starling producing games
based on its own Indiana Jones
and Star Wars movies, the compa-
ny became an induslry leader
almost overnight. Activision cruised

P (< Licensing
isn’t a magic
hullet to fix
mediocre
properties. 77

from bankruptcy lo success with
the MEcHWARRIOR 2 series as ils
flagship. When FASA decided to
fake its properiy back, Activision
wisely found a similar license in
Dream Pod 9's Heavy Gear. The
new series hasn't started out on
quite as high a note as the Mec-
Wagrior 2 franchise, but it has a
rich game universe and tons of
polential.

Westwood Studios took a lerrific
risk when it licensed the title from
a science-fiction film that came out

almost 15 years ago. Yet, Buaoe
Runnen is, at press time, proving to
be one of the best sellers of the
year. EA Sports proved that celebri-
ly licenses didn't have lo be just a
gimmick when it gained access to
John Madden's old Oakland
Raiders playbook for the original

Joun Mapoen FoorealL. The compa-

ny also received plenty of consulta-
tion with Earl Weaver for the origi-
nal EARL WEAVER BASEBALL.

If you want counterexamples,
compare the limited success of
Sierra's EARTHSIEGE series with the
MecHWagrior 2 franchise, and
don't forget the graveyard of unli-
censed sporls games that tried to
take on EA Sports.

What then, makes licenses
work? Brian Fargo, CEO of
Interplay Productions, once lined
oul what | believe is the essential
success formula, “For me to
license a property,” slated the
exec, "It has to offer a rich enough
universe that | would enjoy adven-
turing in it myself,” Unfortunately
for Fargo and Interplay, that state-
ment was made lo illustraie why
Fargo had just signed a licensing
agreement to produce a game
based on Kevin Costner's expen:
sive flop, Waterworld. It is also
unfortunate thal Interplay opted to
merely jump on Lhe reallime band-
wagon and take the rich universe

MARCH 1998

behind Waterworld's background
story just to use it in a “Me, tool”
product. If the producer of the
game had held to Fargo’s vision
and enabled gamers to really expe-
rience the unique world behind the
movie, it might have succeeded—
in spite of the brand liability in the
film’s litle.

Why do we, as gamers, want to
experience games based on other
properties? It is simply because we
want to experience more of the uni-
verse and characters that we
enjoyed in the original property. If
the producers and designers of the
games negate the atmosphere of
the original products or put charac-
ters in situations thal seem prepos:
terous to us, they've done signifi-
cant damage lo our potential enjoy-
ment of the game. However, if they
slay consistent with the universe
and give us an experience lrue o
the feel of the original property, we
will reward them with the praise
that counts—continued purchasing
over a full product line.

Licensing is not @ magic bullel
to fix mediocre (or worse) proper-
ties, but it is an impartant tool in
shaping the kinds of interactive
worlds in which gamers will want
fo play. Licenses can be the differ:
ence between soulless products
and soulful products, but they have
to be respected. %

CGwW



The sky is your playground. Be the bully.

Irademark of Urigin'Syslen'r; Inc. and We Buid Sims by the Book is a frademark or registerad trademark of Electronic Arts in the U.S. andlor olhes countries. Allrights reserved
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JANE'S F-15 PUTS YOU BEHIND
THE STICK OF MILITARY AVIATION'S
MOST LETHAL STRIKE FIGHTER.
THIS DESERT STORM CHAMPION
TOOK OUT 36 BRIDGES, DESTROYED
48 SCUD MISSILES, AND LAID
WASTE TO NEARLY 500 ARMORED
VEHICLES. NOW, JANE'S HAS MODELED
EVERY ASPECT OF THE FEARSOME
F-15 WITH PRECISION, FROM THE
ADVANCED TARGETING SYSTEMS TO
THE 12 TONS OF DESTRUCTIVE
FURY RIDING ITS BELLY. STRAP
YOURSELF IN AND PICK A FIGHT.

anc’s
‘WE BuiLn Sms By THE Boog.™
WWW,Janes.ea.com



FORTUNE SMELLING

As alongtime CCWsubseriber, | felt the need

to write when | read Martin Cirulis’ mhlmﬁ about
“Tortune Telling” (CGWH#162, p. 372). In e arti-
cle, Mr. Cirulis points to the “sneak preview” aspect
of this and other game mags and ties this 'lill\\'l'”i
reviews, Essentially what he is saying is that we, as
gamers, have made it nearly impossible to give a
blockbuster game like STARCRART a fair review
sinee we are so hungry for information and ithas
been*previewed” so many times already. What |
think he is ignoring is something he has long railed
about: reviewer integrity.

He states,“The pressure on any critic is simply
to rubber stamp all that has been said.” Tuh?!
Torgive my ignorance here but why are favorable
previews (of a product not completed) such a pres-
stre to bias a review? No matter how n Ly guu(]
previews a product has gotten, if the final working
game sl inks, shouldn't a reviewer say so? I
STARCRAFT (for example) is a turkey, is Mr. Cirulis
going to give it four or five stars just because the
“previews” have? Thats how the article reads to me,
as if he were trying to explain “Sorry guys, [ was a
fair and honest reviewer until large sums of maney
became imvolved.” Is he not, by saying and imply-
ing such things, proving the accusation that many
gamers have held for a long time, that reviewers
rate games based on the amount of n ey {in
advertisements mainly) the magazine makes? It

reads that way to me.

x LETTER OF THE MONTH

WING COMMANDER: CROTCHETY
Did anyone else notice that the mothership
in the Wine CoOMMANDER: PROPHECY ad on
the back cover of the December
issue looks like a large pair of gray
pants over a pair of purple shoes?
And just what is that control tower
supposed to be? Looks more like a

fathership to me.
Matt Slattery

via the Internet
Thanks for helping us see this
ship ina whole new light.
Evidently, Origin desperately

- wants the game to have legs,

I con |p]clu|_\' agree with him that we, the gam-
ing public, are far too hot for previews and, general-
Iy, for any news of a highly anticipated title and 1 do
think your magazine (and the others) are giving us
exzactlywhat we want. However, when he puts the
fault for the trend toward prereviews on us, | take
great offense. We are not in any way forcii ig the
magazines to say anything about an upcoming title
other than to simply show us a few sereenshots and
give us some hasic data on what features the game
will have. Tt is the publication and all those who
comment on“neat” or “cool” soon-to-he-released
titles that drive this trend toward prereviews, 1, for
one, don't want or need someone to tell me how
greal a game is before its in my hands, | read your
previews with interest but [ would never base my
buying decision on an incomplete produet, I think
most gamers feel the same, The bottom line is that
we simply don't trust the previews when it comes lo
buying decisions precisely because of the trend he
talks about wherein previewers essentially “review”
the game before its done. Anvone remember
Ourrost? CCWand most of the other magazines
gave this game top marks in their previews and yet
the finished product was a dog (1o say the least),
What it sounds like to me is that M. Cirulis is try-
ing to shift blame from his (and his profession’s)
mistakes to the readers, which is lc;)rclu.'nkibk.

My advice to both Mr. Cirulis and to the gam-
ing publications in general is this: Clean up your

previews! Ste P telli g us liow great a game is when
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To BAVE THE FUTURE,
You MusT =NTER THE PAsT.

NEWMEDIA

AWARDS

WINNER oF SIx

NEWMEDIA INVISION ANARDS?f
INCLUDING GOLD AWARD FOR THE

BEST ADVENTURE/ROLE PLAYINGTITLE.

“.ONE OF THE BEST ADVENTURE GAMES |
OF THE YEAR." &
— COMPUTER GAMING WORLD

“wCOULD BE THE BIGGEST ADYENTURE

I’ n
GAME OF THE YEAR. w GM‘IECENTER

“You CAN’T HELP BUT GET ALL WRAPPED _,

UP IN THE ENVIRONMENTm JP3 REALLY 5

DELIVERS THE GO0ODS," :
— ONLINE GAMING REVIEH



NDS OF YEARS AGO THE GREAT CIVILIZATIONS
LA, EL DoRADO, AND ATLANTIS VANISHED.,
IND 'R MYSTERIOUS DISAPPEARANCE LIES
D OF POWER AND DESTRUCTION THAT WILL

Y DETERMINE THE FUTURE OF HUMANITY.

As GAGE BLACKWOOD, AGENT 5|0F THE TEMPORAL
SECURITY AGENCY, YOU MUST EMBARK ON AN URGENT
MISSION TO UNCOVER THE TRUTH BEHIND THEIR

'YOUR SUCCESS. TRAVEL THROUGH TIME, ASSUME
1g MULTIPLE IDENTITIES, AND WEAVE YOUR WAY THROUGH .
AN. INTRICATE WEB OF PUZZLES. HIDDEN IN THES
LOST WORLDS LIES THE KEY TO SURVIVAL. :

, lu‘(
UG 360° SCROLLING PANORAMIC ENVI OILHENTSs |
21! YOU IN A FULLY NAVIGABLE 3D .l.gJ ’




even youdon't know for sure! Stop jump-
ing on the hype wagon (upon which the
publishers are giving you such a comfort-
able seat) and simply report the facts! Save
the opinion and commentary for the fin-
ished product!

It5 good business to give your customers
what they want, and I don’t fault you for
that. What | do fault you for is pointing the
finger at us when you begin to show bias,
when you should be looking in the mirror
and pointing there.

As for telling us what to buy, as long as
you do it based on actual reviews of fin-
ished prodluct, then fine. Please do not
insult my intelligence and that of my fellow
gamers by saying that we're forcing you to
tell us what to buy before we even can buy
it. Thats ridiculous.

Steve Fox

via the Inlemel

Our Editor-in-Chief
responds; Like any good colum-
nist, Martin Cirulis draws the
issue with bold lines and arouses
strong opinions. This column In
even hit a nerve with me when [
edited it. How could the man
who skewered CGW cover cutie
Barmecruiser 3000 and excori- - date
ated the much-anticipated
Otrreostin his reviews of those
games ever believe that we uled
would allow sneak preview cov-
crage to taint review coverage?
Didn't he notice our complete
turnaround on PRvATEER 2 or
LEGENDS 98 Foonmarl? Our editorial
policy, as Martin knows, requires that
reviewers play the same final code con-
sumers have, and that they finish the
game, How could he believe that this
policy allows writers to shape their
reviews in the image of previews?

Martin is correct in saving that the pres-
stre to, as many readers lave put if, “pre-
review” games is very real. In blind studies
and online feedback, many readers have
complained that our reviews are offen too
late to be helpful, You want earlier recom-

mendations and often look to those of our

DIABLO
IS IN THE DETAILS

story on Diagwo 11, we
inadvertently placed
the target release

of 1997-98. Actually,
the game is sched-

1998. We apolo-
gize for the hell-
ish mistake.

competitors (who are not bound by the
same restraints of reviewing finished prod-
ucts and playing the game all the way
throughy) for carly guidance.,

[certainly agree with you, though, that
narkel pressure for carly information
should not be an exeuse to rubber-stamp
preview coverage. Many readers wiote
sitmilar letters to vours asking how any
writer or publication with integrity could
doso. The short answer is, they can't,
Which is why we reviewed HiEavy GEAR
and ULt ONLINE the way we did —
and rated them at 2.5 and 1.3, respectively.

Here's hoping letters like yours help all
of us in the business of covering games
focus on careful, sane coverage based on
playing working code. [ would welcome

such a counterrevolution

Oops, We Goofed!

our February cover

during the winter

to ship in late

rywite 1o the following address

COW, Letters tothe Edlitor

135 Main Street, 14th Floor

- San Francisco, A 94105
Weresene the right to edit all

' letters for space or clarily:
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”Fiﬁa_l_ly,_a-‘.&"nrld Warll X2t
PC Gamer, November 1997
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LF_E_E_I_ILI_E_S_l

Comple;e simulation of three of WWII's most famous medium . Over 80 unique battle areas with randomly generated battles fora
tank;:ﬁ(e;faiﬂe:i' -Sherman, German Panther,and Russiaa'[34}85- . wide variety of fighting scenarios.

_M@ll_ip_!e__dif_ﬁ(ully and realism settings for novices and hard-core
simulation fans alike.

; ~ Multiplayer options for cooperative or competitive play via modem,
fnrce—lncludmg au support, artlllery, mfantr)', rockets and more. local area network,or internet.

3D accelerated to display outstanding 3D graphic polygons.

P0.Box 13491 - Research Triangle Park + NC 27709
Visit www.imagicgames.com for more information
or call toll free 1-800-789-1534
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Uprising, 300, Cyclone Studios and 3D0 and Cyclone Studios logos are Irademarks and/or registered lrademarks
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"If you wanna deathmatch with the blg boys-

the Panther XL is your weapon of choige* ==,
J_q!m Bomero, Chairman lon Starm

-
g g
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.



nm-’ot reqmed tradamarks are propeny of their rcspeur;e mers.

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,

www.madcatz.com

GO TO #0893 @ www.computergaming.com/infolink



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

Microsoft Plays to Win

With Several New Titles In the Works, Microsoft Looks Serious About Games

fter the success of
At oF EMPIRES and
CART Precision
Racmie, Microsofl is
determined lo show
gamers thal its win-
ning titles aren't just
flukes. | took a lrip

pounding, force-feedback
action for the shooting junkie.
The strategy (resource man-
agement and unit commands)
adds an extra dimension lo
gameplay, but Microsoft
promises that the game will
be full of pyrotechnics and

to see the folks at Microsoft recenlly ~ swarming enemies.
and found the company's games The second litle, Qurwags,
division hard at work on several titles  begs comparison to Toms

Raioer and MDK. It will lry to
distinguish itself with squad-
level gameplay, wherein you
lraverse

that are scheduled to ship in the
coming months.

Microsoft may be placing ils heav-
iest bets on Uran Assautt and
Oumwars. Both stir the action shooter
pot with elements from other genres.
Ursan Assautt (previously code-
named Anarchy) is similar to 3D0's
Urnisie: It's an action game set
in a war-torn future with intense
combat and some sirategy ele-
ments thrown in for variety.
While the interface is currently
being overhauled, the gameplay
is sound, with plenty of pulse-

alien-infested warzones
and bases with Al
controlled squad-
mates by your side.
Puzzle elements
will ensure that
your brain doesn't
atrophy while play-
ing, bul for the most
parl, this game will try
to throw lots of action at
you. The squadmales element
seems to be this game’s best shot
at snagging an audience; each
squadmate will have ifs own Al,
and will behave realistically (shoot
them in the back too many times
and they'll go after you).

Both of these action titles will
have full support for force-feedback
joysticks and 3D acceleration.
Unsan Assautt is slated for an early
summer release, while Ouiwars
should be available this spring.

Microsoft also has two new
slrategy litles in the works. The

e

W S

PRETTY VIOLENT Expect heavy doses of rapi

| fire combat mixed with a little strategy in Uraan
| AssauLt (center and bottom).
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BUG HUNT Our 5 IS a
squad-level exterminator game
that's equal parts Toms
Rainer, MDK, and Starship
Troopers.

company is working with AGe oF
Enpires developer Ensemble
Studios, and although the company
refused to offer details, we have a
feeling that our empires will see a
few more ages. On a more immedi-
ale front, Ensemble has completed a
patch for At oF EmpIRes that greatly
enhances Al and unit pathfinding,
and also blows away the unit limit.
Racing fans won't be left out
gither—Microsoft assures us thal
another racing title is in the works, but
no one at the company would reveal
any further information at press time.
In my visit with Microsoft, | saw
plenty of solid litles (and | sneaked
peeks at several even cooler games in
progress). This leads me to believe
that Microsoft has finally gotten its
gaming act together.—Efliolt Chin




READ.ME |

¥rrEidos Interactive
announced a deal with game

developer and publisher,

’ . Square Co. Ltd., lo acquire
It's Been Delayed, But STARCRAFT Looks Worth the Wait — veesuse oo imarear

d and European rights to publish
Finiat Fanmasy VIl—the latest
instaliment of the best-selling
role-playing game franchise—
for the PC. Released for the
PlayStation fast year, FFVHl sold
over 3.2 million units in Japan,
making it the best-selling game
on that platiorm. The PC ver-
sion is scheduled for release
lhis summer,

release date, some minor
tweaks in unit path-finding
and Al were apparently
needed. Blizzard admitted
as much when, shorlly
afler the parly, it an-
nounced that the release

he launch party for 1997's most anticipated
I real-lime strategy game turned into a con-
solation prize for the press and members of

Mrlon Sto 1)
the public who were lucky enough to be invited. ik Storre ooy

announced that CEO Mike

StaCrarT wasn't ready to ship for the parly, but that date had been pushed to the Wilson would be leaving the

didn’t stop Blizzard from showing its real-time game al end of January 1998. Still, the company {0 purstie a new

the Wizards of the Coast entertainment center in Seattle. game looks good, and we had to be interactive game publishing
Although the single-player component wasn'l on display, pried away from our computers at the end of venture. Wilson will join several

Blizzard did demonstrate SaRCRaFT's multiplayer combaton  the night. Although StarCrarT still needs a little polishing, top-level developers to form a

new profit-sharing game com-
pany. The new company will be
known as g.o.d (Gathering

battle.net, with great results. Each alien race proved itself to Blizzard says it is faking the extra time to ensure that the
be unique and full of surprises. While Blizzard had seemed game lives up to expeclations. | wish more game companies

optimistic about meeting its intended end-of-year 1997 would do the same.—Efioll Chin of Developers). John Romero
will assume the litle of CEO of
lon Storm,
Core gamers: Casual Core
$63,307/year gamers: gamers: PrrFox Interactive has
Casual gamers: . $16/month $60.36/month teamed up wiih Fox Sports
s&1,l][]0.fyearﬁ_g . 1o launch a nei line of Sports
'-'2_1(%\ products, including Fox Seoms
i

Hockey, GoLr, Ternis, and
Soccer under the brand name
Fox Sports Interactive.
The games will be supported
by a number of major partners
and endorsements, including
the National Hockey League
and the National Hockey
Players Association. British
game developer Gremlin has
also signed a long-lerm agree-
ment to develop. products for
the new division.
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“War Goes

Internation

hile U.S. gamers have slim pickings on  some competition on its hands.
w space sims thal pul you in anylhing big-

The game will be released under
a different name over here, as "I

ger than a fighter (only BATTLECRUISER

3000 and StarrLeeT Acanemy come fo mind),
gamers in Europe have the fortune o be playing |-
War. This sleeper space sim places you in com-
mand of a 150-meter corvelle on he side of the
Commonwealth, warring against the
Independents, a faction of rebels thal wants 1o
establish its own government. The sim is being
hailed for its extremely realistic flight model,
which models mass, inertia, acceleration, and
other physics concepts that are often glossed
OVET iN Space sims.

|-Wan was developed by Particle Systems, and
distributed throughout Furope by Infogrames.
Although negoliations were sfill in progress at
press time, indications suggest that Activision will
pick up the litle for the U.S. release. Slated for
first quarter '98, the U.S. version will include
some exlra features, namely multiplayer capability
and 3Dfx-acceleration (although the game already
looks phenomenal in software). Gamers in Europe
are raving aboul IFWag's complexity of gameplay,
realistic flight model, and awesome graphics—it
looks as if WinG Commanper: ProprecY may have

War" is already trademarked in the
U.S. by Atari.—Thierry Nguyen

Near-Total Annihilation?

GT Interactive/MicroProse Merger Falls Flat

veryone on Wall Street seems fo have an opinion about the “annulled marriage” of MicroProse and
E GI Interactive. But when we cut through all the spin doctoring, CGW found that the merger broke off
due to a fundamental difference: how each company writes off its research and development costs.
MicroProse uses the more typical approach for game publishers. For example, when Utimate Civ [l ships
this summer, MicroProse will pay the developer, and write off those fees that quarter—taking the revenue
“hit" immediately. In a similar situation, GT, on the other hand, will amortize the developer fees over a longer
period of time. The GT approach can pul a belter bottom line on paper in the short run, but if, say, more
than a single product’s sales are below expectations, the company could feasibly show huge losses down
the line. This is nat the first time such accounting differences have been divisive among game publishers.
Forbes magazine once wrote that Sierra was playing “adventure games” with its books for wriling off debis
using the enterlainment industry method that GT uses. Sierra changed its accounting procedure several
years ago.
In the end, the two companies could not come to a compromise between the two methods, and a split
gnsued. In the long term, the non-merger may end up benefiling MicroProse more than GT. We'll know for
sure once FaLcon 4.0 ships, —Terry Coleman

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

WARWIND Nl
With the couple bazillion real-
lime strategy games Ihat have been
released of late, many will be lost in
the deluge. Lel's hope WarWino 1l won't be one

of them. While not
exactly on the
genre’s cutting
edae, WarWno |l
has unique, enter:
laining gameplay
thal offers four
separate cam-
paigns for over 46
different scenar-
ios. Gamers will

e

have lo carefully consider how o
use limited troops, since the game
doesn't allow you to just churn out
units. In addition to the first game's
aliens, two human factions have
joined the conflict

CHAOS
ISLAND

along with new unils Somelhing has

and indigenous ani: survived all right:
il mal life that you can the need for

1ame to aid your Dreamworks to

cause. license anything

—Robert Coffey

| Strategic Simulations, Inc,
| (408) 737-6800.
 www.warwind.com

i PC CD-ROM

and everything to do with Jurassic Park: The Lost
World. Craos Istanp, though, is well worth the
purchase for youngsters who need their latest
dinosaur fix. The graphics are pretty good (espe-
cially the landscapes), but the main selling point
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Jane’s Combat Gits 3

works for devoled Lonesow fans. Owners of 3D cards

not based on 3Dix Voodoo chips will be happy to
hear that the Lonsgow 2 team has created a Direct3D patch
for the simulation. Because so many 30 cards don't support
many of the fealures used by Longsow 2, however, the sup-
port will only be for cerfain high-end cards. First to be sup-
ported will be the nVidia RIVA 128 chipset.

A 3Dfx patch is also in the works for Loncgow GoLo for

Win 95. Although the graphics won't match the detail of
Lonsow 2, the palch should make for much faster frame

T he Origin Skunkworks team has three patches in the

rates, as well as improved visual effects from bilinear filter-
ing, better shadows, and an improved sky.

Fimally, hard-core Longsow 2 fans will want to download
the Utriaare Longgow 2 Campaigt CHALLENGE, a modified ver-
sion of the Azerbaijan campaign that replaces all the enemy
Iranian combat equipment with the latest Russian hardware.
Jane's Combat Sims' Andy Hollis promises “if you can make
it through this one, you are truly one of the elite.”

All of these palches, as well as a new matchmaking ser-
vice for online Loncsow 2 play, can be found at www.
janes.ea.com. —Denny Atkin

»r»Considering the huge fol-
lowing The X-Files has estab:
lished aver the last couple of
years, you'd-expect licensing
kings Fox Interactive to be
publishing X-Files products by
the dozen. But, as of press
lime, there wasn'l a single X
Fites CD-ROM on the markel.
It looks like that will change
this summer when Fox releas-
es the X-Files advenlure game,
developed by Hyberhole
‘Studios (Quantum GaTe,
Vortex) in cooperation wilh
Chris Carter. The game’s
release is scheduled to coin-
cide with the premiere of the
X-Files movie, In the mean-
time, though, Fox does have a
little teaser for those requiring
a Scully and Mulder fix: X-
FiLes: UnmesTAicTED AcCEss.
This multimedia product—
basically a database for chron-
ically obsessed X-Filers—Is
stuffed with full-motion video,
shals, sound bites and all the
information you could ever
want to know about the series.
Using Microsoft Internet
Explorer as a browser, it allows
you to leaf through over 90
case files and 600 dossiers
covering the first four seasons

is the real-time engine coupled with the
excitement of halching Stegosaurus
and directing characters from the
movie. | have to admit, this game
brought back the feeling of wielding my
action figures over imaginary land-
scapes. I's not as sophisticated as
some mission-based real-time games,
but it's great fun for those who loved
the movie. —Tahsin Shamma
Dreamworks Interactive,

" (800) 428-5331
www.dreamworksgames.com

Win 95 CD-ROM

CONSTRUCTOR
Constructon treads on familiar terri-
lory, allowing gamers to build and man-

age a city from the ground up. The

game offers an element of humorous
complexity, however, by requiring the
player to interact with the individuals
who inhabit the game world, Players

must keep tenants in line by
maintaining their houses, r
dealing with their com:
plaints, and somelimes
even intimidating them into
submission. Up to four
Machiavellians can compete

through networked play, fo see R

who can run the best city
while ruthlessly sending hip-
pies, gangslers, and psy-
chotics to harass their ene-
mies. Be forewarned that the

required reading of the manual may not
pay off in lhe gameplay.

—Malthew Schaefer
Acclaim, (516)759-7800
www.acclaimentertainment.com
PC CD-ROM
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of the show. And, as season
five progresses, fans can con-
nect to a special XFUA Web
site to download waekly
updates and add fo their data-
base. XFUA also includes a
Desktop Designer with screen
savers, wallpaper, icons,
sounds, and X-Files trivia fac-
toids. Il should be on store
shelves by the lime you're
reading this.
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“I dunno what's so special here. "Using e

It's a game aboul everyday flame thrower about three

life, ain’t it2"” on a rival gang things = fast cars,
just gives me that easy money And...
warm and fuzzy fast cars.”

feeling all over.”
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Talonsoft Signs Hall-
of-Famer Gary Grigshy

But the Famed Designer Also Inks New SSI Deal

ary Grigshy is one of the
G few game designers

whose career spans the
entire history of the industry. It's

HOT PROPERTY: Industry
veteran Gary Grigshy has
heen contracted to do
SteeL PantHers IV for SSI
as well as BarTLE oF
Britain 1941 for
Talonsoft.

been a real adjustment for
someone who witnessed the
advent of CGA graphics o
adjust to Windows 95 and
Internet gaming, but the suc-
cess of his recenl designs, such
as the SteeL PanTHERS series,
shows thal Grigsby still has a
few surprises hidden away in
the old hexgrid.

In fact, Grigsby is very much
in demand. Just after TalonSoft
announced that Grigsby had
signed a deal for Barie oF
Brinain 1941 (scheduled for an
August 1998 release)—a strate-
gic-level air game similar to
Grigsby’s venerable USAF on
the Apple. CGW discovered that
Grigshy has also been contract:
ed lo do Sreew Pantuens IV for
SSI(lo be released in 1999).

Grisgby's co-designer for both
games will again be Keilh Brors,
with whom Gary has enjoyed suc-

TR .r""

TLONSA.

cess since SteeL Paniners (and
who often doesn't get the respect
Ihat he deserves). Thal Grigsby
and Brors are designing games
for both TalonSoft and SSIis a
sign that the competition between
the two main wargame publishers
is heating up. Of course, if these
games are anywhere near lhe
quality of CGW's 1995 Wargame
of the Year, STeet PanTHERS, OF
CGW Hall-of-Famer KamPrGRUPFE,
it's gamers who stand to benefit
the most. —Tery Coleman

EVOLUTION r }
When the booklet that comes %
with a game is both more enter- ‘ ;
taining and more educational than
the product it supports, there’s a problem.
And the Discovery Channel's new strategy
litle, Evoumion, sure has problems. Players
must nudge their species up the evolutionary
ladder while contending with rival species
and a constantly changing (and frequently
hostile) planet. It may sound good, but in
praclice it's a dull exercise in non-control and
waiting, dominated by non-events. A thor-
oughly unfriendly interface does an incredible

Discovery Channel Multimedia,

(800) 780-6044

http://multimedia.discovery.com

PG CD-ROM

STREETS OF SIM CITY ' o=
In this game, you drive around ‘ x

your own SmCiry 2000 city in mis-

sions that require you to efther eliminate the

opposition or perform other tasks. This style of

game has not only been dong before (nTersTaTe

'76), it's been done better. A few minutes of

gameplay and you'll realize that this game is nel-
ther as invalving nor sophisticated as I-'76.

job of standing directly between the gamer —Tahsin Shamma
and what little enjoyment there is to be had. Maxis, (800) 336-2947
EvoLution is extinct upon arrival. www.maxis.com

—Robert Coffey  Win 95 CD-ROM
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PIFPELINE

Aces: X-Fighters Slerra

Air Warrior 1l Kesmaill-Magic
Asheron’s Gall Turbine/Microsoft
Baldur's Gate Inlerplay

Baltle ol Britain 1841 Talonsolt
Baltlezone Activision

{{Crealures’ Il Mindscape

Dalkatana lon Storm/Eidos
Deep Six Virgin
Descent Freespace Interplay

Duke Nukem Forever Apogeef3D Realms

Earthsfege 3 Sierra

Earthworm Jim 3 Inierplay
Eurapean Rir War MicroProse
Faloon 4.0 MicroProse

Fighter Duel 2 Ocean

Final Fantasy VIl Squdresolt
Freedom in the Balaxy Avalon Hill
Gualdalcanal Avalon Hill

Guardians: Agents of Justice MicroProse
'Half-LHe Valie/Siera

Hardhall 6 Accolade

F-{A<18 Inieractive Magic’

IA-10 Warthog Interactive Magm
Interstate '77 Activision

iPanzer &4 Interaclive Magic
Jagged Alliance Il Sir-Tech
Jane's F-15 Jane's/ EA

King's Quest: Mask of Eternity Sicira
M-1 Tank Platoon Il MicroProse
MAX 11 Interplay
MechCommander MicroProse
MechWarrior [l MicroProse/FASA
Mi@ Alley Empire

" Might & Magic Vi New Warld/an0

01 Light & Darkness Interplay
Operational Art of War TalonSoft
Panzer Commander SS|

Pray ApogeeiaD Realms

Quest For Blory V Sierra

Reach for the Stars Il Microsoll 556
Redguard Belhesda

Redling Accolade

Return 1o Krondor Slerra
Revolution Fenris WolllGT Interactive
Secrel of Vulcan Fury interplay
Skles Segasaft

Sanitarium ASC Games/DreamForge

Sid Meler's Alpha Cantaurl Firaxis/iEA

SimCity 3000 Maxis
Sin/Activision

Soldiers at War Sl

Sorry Hasbro

Snuad Leader Big Time/Avalon Hill

Star Trak: First Contact MicroProse

Stratego Hasbro

Su-27 Flanker 2.0 85I

Tac Ops '38 Avalon Hill

Trespasser: Jurassic Park DreamWorks
Uhik Cryo

Ultima 1X Origi/EA

Ultimate Civ 11 MicroProse

Uprising Cyclone Sliidios

VR Basehall '89 Interplay

WarBreeds Red/Orb

WarCraft Adventures Blizzard
Warhammer 40K: Chaos Bate SS|
Warhammer: Dark Omen EA
Wizardry Vill Sir-Tech

X-Files Adventure Bame Fox Interactive
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ILLUSTRATION: NATHAN OTA

Gracking
hGodes

501 Underhanded Ways to
Cheat Your Way to Victory \ { '

ou're under the gun
and things don’t look
good. Fifty Shang vil-
lagers are beating on
your poor Choson axe-
men in AGE OF EMPIRES.
Overwhelming odds are making
you reconsider your decision to
embrace the Light Side of the
Force in Jeol KnigHT. You keep

Compiled hy
Tahsin Shamma

dying in STar Trek: Bora and you
really, really want to move on to
a more interesting game. What
will you do? What will you do?

Cheat, that's what! Luckily for you,
game programmers usually slip in a
few magical codes that can give you
the power to kill all your enemies in a
single keypress, open doors, heal
wounds, or even turn back time! The
biggest problem with these wonderful
cheats, however, is finding out what
they are. Well, have no fear, we've
taken the time to search out every
cheat code known to man (or ogre),
and they're all listed right here. After
all, there's nothing wrong with cheat-
ing—just don’t get caught...

CCwW MARCH 1998



ADVENTURE/RPG

Betrayal in Aniara

Press Cirl-Shiit-Z to bring up a window,

then type in these codes:

1. some call me tim Kills all enemies

2. supermarket for the rich Brings up
inventory full of weapons, armor, vials

3. why am i so dull Maximizes stats

4. gotta have magic Aren learns all spells

5. ash a glass of waler Teleports party to

beginning of chapter
6. man does my leg hurt Heals party

Monty Python and the

Quest for the Holy Grail

7. Type uranus at the options screen just
after you start a new game to travel
anywhere immediately.

8. Type lobstergirl at the screen just after
you run away to get the hidden sub-
game.

9. Type allclips in the Book of the Game to
see all the video clips on the Grail Vision
page.

Star Trek: BORG

10. Type in ohey to skip to the next
challenge point.

11. Type in borg or hugh to skip to the parts
where you are a Borg.

SPORTS

FIFA 97 o
For these to work, you need to set your
system date back to February 29, 1997.
Select the Singapore team and type these
while playing.
12. cantona  Enables player to do a flying
kick to a speclator
13. kayn  Referee wears only underwear
14, kelong  Gets players Abbas Saad and
Michael Vana
15. laochiao Gets players Quah Kim Song
and Dollah Kassim
16. Ith Opponents forced to own goal
Formula 1 _ =
Save a game using these names, then
start a quick race and abandon it. The
effect should then work.

TP T 150 0 P T i S T N S M T TSt F Al
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I BETRAYAL IN ANTARA Instant healing, full stats, or access to al the spells in existence certainly can

help speed your way through the game's quests.

17. speedy Enables the bonus track
18. muzirank  Changes in-game voices
19. ashcakes Lava mode
NHL 97

Press Shift and type WAGD

to enable cheats

20.h Home team scores a goal
21y Visiting teams scores a goal
22.p Ends period
23.9 Ends game
24,0 Goes into overtime
25.1 Causes an injury
26.1 Causes a fight
27.1 Shrinks players
28. Shift-t Enlarges shrunken players
20.1 lwo-minute penafty is called
30.2 Four-minute penalty is called
3.4 Five-minute penalty is called
32.5 Penalty shot
NHL 98 —

Type in these codes while playing.
33. mantis Gives players elongated arms,
legs, and necks

34. nhikids Makes players kidsize
35.homegoal  Gives home team a goal
36. awayqoal Gives away team a goal
37. penally Causes a penalty
38. injury Causes an injury

MARCH 1528

39, zamhbo  Puts the zamboni on the ice
LD, victory  Starts fireworks over the rink
41.1lash  Camera fiashes from the stands

42, spots Turns on pregame spotlights
43. check Every player automatically
body-checks an apposing

player to the ice upon contact.

44, grah Similar to CHECK but with
a stick hold instead of a check

45.eaean  Gives you the FA Blades team

P4 .

NHL 98 Qpposing players cramping your style?
Drop a Zamboni in their way.

CoW



P Iﬂy your cards like an

APERI

and you'll win every time.

AT I —it’s all in the cards.

powerengy. ATl has the winning cards. Witness the

2 industry’s most recent awards from PC
Magazine, PC World, PC/Computing and
Boot, and ATIs partnership with the top
ten OEMs. ATIS ace is our award-winning
XPERT products available in both PCl or AGP Gamers go
berserk over XPERT@Plays 3D features and performance,
TV-out and video playback. Not to be outdone,
XPERT@Work delivers maximum levels of business
productivity with industry leading 2D, 3D and video
acceleration. And don't forget to add on ATI-TV, ATI's
TV tuner card. Everyone loves a winner — and thats ATI.

ATl is setting the new standard in 2D and 3D
performance. Now ATl is even faster with the latest
ATl RAGE PRO drivers. Check out our websate at

for informatron about
ATls most recent awards.

3D Performance Comparison - ZD 3D Winbench98
ATl XPERTEPLAY
Diamond Viper 330
Digmond Monster 3D
Hercules Stingray 128
Maltrox Mystique 220
| _90.8]
Matrox Millenium 1l
| 88.5]

Creative Labs Graphics Blaster
. 72.2

Now You See It

www.atitech.com/cgw —l

GO TO #1086 @ www.computergaming.com/infolink




Triple Play 87 .

To play in the alternate stadiums, go to
the Stadium Select screen and press the
arrow keys (r = right, 1 = left, u = up,
d = down) in the following sequences:
46.r, Lu, L d, 1,1 Mystery Stadium
47.u,d,r,u,d,1,u Cornfield
48. To hit a monster home run, hold down
the 1, 2, and 7 number keys while swinging.

Triple Play98
49, 1212-Cirl Lets you play as the

Electronic Arts Dream Team
50.1212-Ctri 21 Gives yau access to

three new stadiums: The Cornfield,

Ebbets Field, and the Polo Grounds

51. 1212-Shift-Ctrl EA Dream Team
plays in their underwear

SIMULATION/SPACE

Advanced Tacftical Fighters
52. At the main screen, press Alt-Shift-Cirl
on the right side of the keyboard. This will
make every plane available to you.

Comanche 3

During flight press R, then type the

following commands and hit Enter:

53.cal9 Existing damage disappears (only
works with nonfatal attacks)

54.1pin  Weapon loading becomes faster

B5.ralz  Become invisible for 30 seconds

G-Nome

At the main screen, hit Ctrl-F1. This
gives you a hox in which to enter cheats.
56. homyelkleer  Maximum range
radar
97. o'sarge Gives the training
mission sergeant an Irish accent
68. rediop trod Play any mission
59, rotted drop Press Ctri-f for
heavy damage
Press Ctril-z for full
ammunitian
Press Cirl-i
for invincibility
62. half'libel Press Ctri-b to teleport
63. oh nol'less japan:  Press Clri-x
for lon Strike

61. hada nude on

F/A-18 Korea

6%, To take the tactical nuclear bombs
along on any mission, first set each pylon
to read Empty. Then click the right of the
Empty row until a red X appears. Now you'll
be able to mount two nukes on your wing
pylons.

MechWarrior 2: Mercenaries
Hold down Cirl-All-Shift while typing
these codes:

65. superfunkicalifragisexy invuinerability

66. iseenfireandiseenrain Toggles
unlimited ammao

67. ooohhhlliaaalllaaa Toggles
heat-tracking

8. itsdabooomb  Nukes targeted Mech

MARCH 1338

69. inmybeautifulballoon

Instantly adds
Jjumpjets to your Mech

70. redjackandtikrules Destroys
targeted Mech
71. likethecomstarbahy Successfully
completes mission
Toggles time
compression
Toggles infinite
Jumpjels

Free-eye mode
Toggles time expansion
Toggles autogrouping

72. ontimeeverylime
73. crazysexycool

74. heholdmyglory
75. antijolt
76. flashyflashy

Privateer 2: The Darkening

Use Alt-N to enter the navigations display

during ship flight. Type { for find and then

enter the following codes:

T7.rep me up  Repairs ship armor and
shields to 100 percent

78. pety pely Refilled afterburner fuel

79. chill out Reduces faser

femperature to 0
80. napaim Get infinite nukes
81. no talent Invincibility

The cheat codes last until you land at a
station or planet.

STRATEGY

Age of Empires -
Type these into the chat dialogue:

82. diediedie All units die
83. resign You resign
84.reveal map  Reveals the whole map

85, pepperoni pizza Gives 1000 food

86. coinage Gives 1000 gold
87. wooilstock Gives 1000 wood
88. quarry Gives 1000 stone

AGE OF EMPIRES What strange mounts hath
the Shang unleased upon the Emperor’s forces?
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DEATH-DEFYING JUMIPS
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" REALISTIC WATER PHY5IC5 ['REATE WAHE EFFEL'TS {"‘ :

o0 REAL ... YOU’LL WET YOURSELF.



Strap in and theolle up as

you whip through the mosi "_ —
realistic and immersive - '

1 TRl ‘-'ﬂ‘ '-"“-.-': '{:"ﬂ =
powerboal racing game - \ﬁ& = ---:_':":’f“'jﬂ
ever made. Jump over & e

roadways and through £ SRR .
Cheele mu the unnels bul don’l
1]{]55ing convoys or 5]}9@[1 el oo riendly with the walls.
hetween oil tankers before
they close off the rack
and urn your boat o
splinters. Find a shoricut

and rake the lead, or belter -4 bl v . » =N
.'i-l_'{' the sigh)s Inl New York,
and foree your opponent but wareh out for the cabst

yel, secure your victory

into a river bharge
ar 200 miles
per hour.

@ Dive under water, crash through
wives and caveen oll jumps.

@ [ully interactive J0 environments

thar continually change during races. Split your sereen 4 ways and
play 3 Irlends simulianeously.

® Race compuler opponenis or compele
with up 1o eight neiworked players.

@ Light super-iniense raceiracks from
around the world to lear through.

@ ("an't lind a worlhy opponent? Race
your “ghosl” using your own best lime.

l.'. o e W

- ' it Use firsi-person or
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89.no foy
90. hari kari
91. medusa
(when medusas die, they become
black riders; when biack riders die,
they become heavy catapuits)
92. pholon man Gives you futuristic soldier

Removes the Fog of War
Commit suicide
Villagers become medusas

93. naia Allows you to control animals
94. flying dutchman Changes your
Jjuggernauts into flying dutchmen,

allowing them to fly over land

95. steroits Gives all units and all upgrades

96. home run You win scenario
97, killg Defeats the player at
starting position
98. higdaddy Gives you a guy in a
car with a rocket launcher
Birthright:
The Gorgon's Alliance

During play, hit F3 and enter the following
codes:

99, syncash
100. synaidv

Gives you 500 gold bars
To play any adventure

= S

.

BLOOD AND MAGIC New creatures are a cheat
away, but the computer gets one, too.

Blood and Magic
Hold down Alt while typing these codes.
Any creatures you create will be given to
the computer as well.

101. fog?whatfog? Shows entire map

102. hoost Maximum mana
103. elminster Al research options
104. shadow Wraith
105. body guard Guardian
106. smog Wyrm
107. yodgi Ranger
108. concrete Stone golem
109. acolyte Basal golem
110. father Cleric
CoW

Heroes of Might & Magic Il

Using the following codes will hrand

you a cheater after you win.

125. 811 Instantly win current scenario

126. 1313 Instantly fose current scenario

127. 32167  Gives the selected hero
five black dragons

128. 8675309 Reveals the enlire map

129. To access the debug menu, add
[NWC to your Heroes Il command line.
The final program command should
read “Heroes2W.exe INWC"

111. wolverine Druid
112. fatal attraction Fury
113. flying monkeys Gargoyle

114, raise dead Ghoul
115. alaska Gnome
116. merv Griffin
117. needs food hadly Warrior
118. metrlin Wizard
119. dead flesh Zombie
120. microsguish Juggernaut

These three work only on the Harvest of
Horrors levels when you play as Redfang
the Reaper:

121. mother in law Harpy
122. gremliin Enchanter
123. jareth Gablin
Dungeon Keeper

124. During gameplay, press the Enter key
on the numeric keypad for a cheat menu.
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Imperium Galactica
While in the game, hold down Shiit and

type karaly—this will activate the cheat
codes.
130. ¢
131.v

All colonies and inventions
Gives you 100,000 credils

Master of Orion II:
Battle at Antares
During play, hold down the All key while
typing these codes:
132. canhonlyl  Computer players unite
against you
133. crunch Type at individual planet
screen to finish current building project
134. einstein All technolagies

135. iseeall Shows all planets and players

136. menlo Finishes researching
current technology
137. moola Gives you 1000 BC

MASTER OF ORION II A little help from Einstein
can put you at the top of the technology lree.
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‘_ ACTIVISION,
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Blast your way through
complex levels of unholy
terror as you investigate the
secrel source of the
epidemic plaguing the city.

HYPER-IN
ENVIRONME?

Walk, run, swim, and even
_drive through six distinet
worlds enriched with beau-
tiful graphic detail and a
rich interwoven story line.

NEVER-BEFORE-SEEN
WEAPONS

| Your arsenal includes
el o e Lo £ R laser-sighting sniper rifles,
¥ : remote-control detonation
devices and extreme
weapons 50 powerful they
will rip you apart,

MULTIPLAYTER
SINFESTS

Get into some of the most
intense DeathMatch levels
ever CrEiI'E(I as l\'(N.I
annihilate others over
modem, LAN and seamless
—_ : . Tnternet play.

COMING SPRING 1998
ON WINDOWS 95/NT CD-ROM
www.aefivision.com

www. ritual.com

entertainment
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138. maxammo
139. maxsurvey
140. maxspy

141. maxsuper

Full load of ammo
Reveals all resources
Reveals all enemies
Allows chasen unit to be
upgraded to fevel 30
maxstorane Fills raw material units’
cargo complelely

Myth: The Fallen Lords

143. Hold the spacebar down while
selecting the “New Game” option to
select any mission.

142

NetStorm .

During play, type this into the chat
dialogue:

144, .chealorama 8675309 This will allow
you to play any mission from the campaign
and gives you a cheat menu for getting
10,000 Storm Power.

Settlers 2

Type THUNDER to enahle these codes in
gameplay:

145. Alt-F7 View the whole map

146. Alt-1 through Alt-7 Sets game speed

Total Annihilation
These codes work only in multiplayer or
skirmish modes. Access the message hox
and then enter the codes.
147. +atm 1,000 Metal and Energy
148. +contour# Shows 3D contour mesh
#1-5 (use a number in
the code instead of #)
Dithering instead of
line-of-sight

148. -+ dither

MYTH Can't get past a particularly tough mission? Then just

Icheal your way to the next one.

TOTAL ANNIHILATION A double shot of damage awaits the gamer who's willing to throw his honor
aside and enter the world of slimy multiplayer cheaters.

150. +doubieshot Twice the damage
of all weapons

Full map and
disables line-of-sight

100 percent radar coverage

151. +nowisee
152. -+radar

War Wind
Hit Enter and type in the following cheats:
153. 'golden boy Gives money
154. 'he great pumpkin ~ Win campaign
155. Ithe sun also rises Shows everything
156. I am the hishop of hattle Win mission
157. Ishow me the way Map coordinates
158. lon a mission from sawd  Workers
build faster
159, loh come all ye faithiul
Workers produce Fast-Inns faster

X-Com: Apocalypse

There are two cheat activators,
one for the cityscape and one for
the tactical screen. To access
either of them, hold down Alt at
the main interface and type ufo
cheal for the cityscape and tac
cheal for the tactical screen. You
should get a confirmation that
the cheat mode has been
activated. In all cases, All-Esc
cancels cheat mode.

MARCH 1933

Cityscape codes
160. Ali-numpad + Get one more of
all equipment
161. Alt-a Autosave on/off
162. Alt-h Force base mission
163. Alt-e Force UFOs to crash
164. Alt-d  Dimension map cheat on/off
165. Al Build base facililies
cheat on/off
166. Alt-g Test alien dimension
167. Alt-m Get $100,000
168. Alt-n Show number of
aliens in buildings
169. Alt-p  Finish project instantly on/off
170. Alt-n  Allow all manufacture onfoff
171, Alt-r Allow all research on/off
172. Alt-s Force overspawn
173. Alt4 Force apocalypse
terror mission
174. Alt-v View ufopaedia on/off
175. Alt-x Get one of each vehicle
176. Alt-z Show all people

tube connections
Tactical codes

177. Alt-t Training mode on/off
178. Alt-k Kill all hostile units
179. Alt-w Weightlessness on/off
180. Alti Invincibility on/off
181. Alth Hidden terrain on/off
182. Altv Hidden units onloff



ACTION

Abe’s Dddysee

From the main screen, hold down Shift
and type in the following codes using the
arrow keys (u = up, d = down, | = left,
r = right):

183. ulrlrlrd View all movie scenes
184. drlririu Select any level

Carmageddon

At the screen in which you select the map,
vehicle, or start the race, type enable to
enahle the cheat mode—which will also
give you access to all tracks and vehicles.
During gameplay, press F4 to cycle through
the modes until CHEAT MODE appears. Then
the following cheats will hecome availahle:

208. F5 Total repair
209. F6 Toggle invulnerability
210. F7T  Adds 30 seconds to the timer
211. F8 Freeze/Unfreeze timer
212. F10 Increment lap counter
213. F11 Earn 5,000 credits instantly

214, F12  Switch between each opponent’s
camera and your own (external view only)
215. Shift-F6  Show opponents on map
216. Shift-F7 Adds 300 sec. to the timer
217, Shift-F8  Toggle shadows between
nonelyour car only/all cars
Increment checkpoint
counter
219. Shift-F11  Lose 5,000 credits instantly
220. Cul-F8  Toggle shadows between
solid(faster)/translucent

218. Shift-F10

221. Clrl-Keypad 1 Toggle fly mode

For the ahove code, use normal
movement keys. Keypaid 5 places you on
the ground (still flying). Keypad 9 and
Keypad 6 change the car’s pitch.

Blood

Press t; then type these codes:

18b. hunz All weapons (dual)
and:ammo
God mode
100 health

Hurt yourself

186. capinmyass
187. clarice
188. edmark
189. eva galll  Toggle clipping mode
190, funky shoes Jumping hoots
191. goonies  Shows the entire map
1982, griswold Full armor
193. hongkong All weapons and
unlimited ammo
idaha  All weapons and full ammo
jojo Drunk mode
kevorkian Kill yourself
keymaster All keys
Krueger Self Immolation
mario Level warp
montana All inventory. items
mpkia God mode
nocapinmyass Djsables god mode
rate Displays framerate
spork 200 health
slerno Fades in'from a
black screen
Dual weapons
Short god mode

194.
185,
136.
197,
198.
199.
200,
201,
202
203.
204,
205.

206.
207.

tequila
voorhees
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. Shifl-§

0 Bonus
1 Mega Bonus
2 Pedestrians glued to ground
3 Giant pedestrians
4 Explosive pedesirians
5 Hot rod
(i} Turbo pedesirians
7 Invulnerability
8 Free repairs
0 8 Instant repairs
. Shift-0 Timer frozen
. Shift-1 Underwater ability
. Shift-2 Time bonus
. Shift-3 Bady work trashed
. Shift-4 Blow yourself up

Frozen opponents

¥

than you can throw a bulldozer at.

I CARMAGEDDON This game has more cheats

238.
239.
240.
241,
242,
243.
244,
245,
246.
241,
248,
249.
250.
251.
252.
253.
254,
255.
256.
257.
258.
259.
260.

Shift-6 Frozen cops
Shift-7 Turbo opponents
Shift-8 Turbo cops
Shift-9 Gravity goes strange
Alt-0 Pinball mode
Alt-1 Wall climber
Alt-2 Bouncey-Bouncey
Al-3 Jelly suspension
Alt-4  Pedestrians shown on map
Alt-5  Pedestrian extro-bastard ray
Alt-6 Greased tires
Alt-7 ACME damage magnifier
Shift-Al-2 Instant handbrake
Shift-Alt-4 Turbo
Shift-Alt-5 Mega-Turbo
Shift-Alt-6 Blind pedestrians
Shift-Alt-7 Pedestrian respawn
Shift-All-8 5 free recovery vouchers

Shift-Alt-9 Solid granite car
Gtrl-0 Rock springs
Cirl-1 Drugs
Clrl-2 Grip-0-matic tires
Girl-3 Pedestrian harvest
CeW



| “The tightly integrated mix of combat,

§' storytelling and puzzling keeps the pace
brisk and lively, and it'll keep you coming

back for more.” i

T JITG it R | .

“It's a game that clearly was a labor of love. . .with humor, style, and brains to
»~—._ spare, and with a wonderfully refreshing emphasis on character development and

> ) decision making.
%.;\j:;: ) Ty - Computer Gaming World (Rating 4-1/2 out of 5)
s “Inan age where many are predicting the death of traditional RPGs

.. atthe hands of multiplayer extravaganzas, Fallout is a glowing
% example of the genre, one which positively radiates quality.”
- - Strategy Plus (Rating 4-1/2 out of 5)

“Interplay set out to create a ‘real’ RPG for the PC, and it's
% more than succeeded.”
- GamePro (Rating 4.75 out of 5)

“Fallout is one of the finest games published this
year, and is sure to be a serious contender for
i, numerous Game-0f-The-Year awards.”

g - Online Gaming Review (Rating 9.5 out of 10)
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Dark Forces: Jedi Knight

Press | to access the chat dialogue then
type on to enable the cheats.

For the toggle cheats, 1 is on and 0 is off.

261, 5858ivr All map
262. haclame Full heaith
263. deeznuts Level skip
264. eriamjh Fly made
265, imayoda Light master

266. jediwannabe # Toggles God mode
267. raccoonking All Force powers

268. red5 All weapons
269. sithlord Dark Master
270. slowmo # Toggles stow motion
271, thereisnotry End level
272. wampral All items
273. whiteflag # Toggles Al
274, yodajammies Gain Mana

JEDI KNIGHT In the Baron’s Head level, you'll
find & familiar crazed bunny named Max.

Destruction Derby 2

Go to stock cars, championship mode,

and enter your name as one of the

following:

275. MIACSrPOD  Access to all tracks,
stock cars, and wrecking racing

276. ToNyPaRk  For full-motion-video

277. GREDITZ For animaled credits

Extreme Assault
Type of dear at the main menu to enahle
these codes:

278. Al-1 Fulf ammo
279. Alt-2 Upgrades current weapon
280. AIt-3 Full energy
281. Alt-4 Invulnerability
282. Alt-6 Completes mission
283. AR-7 Deactivales enemies
284. Al-B Helicopter mode
285. Alt-9 Tank mode

Hellhender
286. totlpwr
100 percent energy
287. urdead#
Gives you weapon #
288. maxmeup
100 percent hull
289. impumpd
Gives you all
weapons
290. auntemy
Warp ta level #
291. imstuck
Skips
current mission

Hexen Il
Type in these

codes at the game I HEXEN II What action game would be complete without a god mode for

console (accessed
by pressing ~ ):

292. god God mode
203. give h #  Gives # amount of heallh
294, impuise 9 Al weapons and mana
205, impulse 14 Sheep
296. impulse 23 Torch
297. impuise 25 Tome of power
298. impulse 39 Fly
299, impuise 40 Gain a level
300. impulse 43 Al weapons/mana ilems

301. impulse 44 Throw item
302. impulse 99 Restart game
303. noclip Turns off clipping

304. playerclass # Changes your class
(where i is 1-4)

305. name # Changes your name
to whatever # is
306. skill # Changes your skill level

(where # is 0-3)
307. notargel EFnemies don't recognize you

Hyperhlade
308. mdmksh  Increases attack ability
and makes you more
immune to opponent attacks
Decreases character size
310. shuin Enables a hidden team
311. oorilla Gorilla characters

312, spicybrains Upside-down characters

Interstate '76

313. This works only in TRIP missions.
Hold down Ctrl and Shiit while typing

309. potate
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showing off in front of your friends?

getdown. Now all the other cars will
attack you. After you’ve heen destroyed,
you proceed to the next mission.

Magic Garpet 2
Press i then type windy. Then enter the
following codes.

314. AI-F1 All spells
315. Alt-F2 More mana
316. Al-F3 Destroys all players
317. AIt-F4 Destroys all castles
318. AIt-F5 Destroys all balloons
319. AIt-FG Heal
320. AI-F7 Kill all creatures
321. AIt-F8 More experience points
322. Al-F9 Free spell usage on/off
323. AIt-F10 Invulnerability on/off

324, Shilt-D Complete current objective
325. Shift-G Complete level

MDK

Go to the help screen with F1. Then type in
these codes. Use Enter or ESG to continue
playing. Because of many different versions
of MDK, not all of the codes may work.
326. higarenade Homing striper grenade

327. healme Full health
328. iliketolob Mortar
329. ineedahiggun Gatt
330. kill Suicide
331. makemefull Health
332. twistandshout Twist
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. ‘m the world TANK PLAT(JDN 1.

* Everything here is hyper-real. The detailed cockpns, the thcrmal view,
the trees, the forests and even the helicopters that intelligently hide
behind hills. ]l’l fact, it's as close as you can get to 70 different ground
and air vehicles and their weapons systems without being classified.

* You're in co plete contro of four MIIA2 Abrams tanks in both the

gunner and commanc ler' positions. Test your prowess in first-hand

com t or comm aud feﬂhaﬂ% ) by, it 1ssumg battle orders and setting
m;s m the map view. :

: Co "'mand plamons in dynamic campalg‘ns set in draqg, North
WAfrica, the Russian Far East and Central'Europe. Every mission is

kﬁ'ﬁndom and dictated by your strategic mastery from previous
missions. The good news is as plarnom experience tough combat,
’L{they‘ll serve you better.

fg’ against the enemy as you afid your fellow tank commanders
in-a multiplayer battle that-will blow you away.

Eane www. mi
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Necrodome —
Hit Enter-t during gameplay and then type
in the following codes:

333. excalibur Get all weapons
334. smallrocks Unlimited ammo
335. rabhit Full shields
336. igothetier Full health
337. nimmesomesugarhaby Full gear and
weapons
338. swallow Refuel your gas tank
339. knight God mode
340. camelot End the level
341. runaway Fire alf weapons at once
342, shrubbery Get powerups
343. antioch Kill all enemies
344. unladenswallow Unlimited fuel
Need for Speed Il
Type in these codes at any menu screen:
345, armytruck Army Truck
346. bmw BMW
347. hus Yellow school bus
348. commanche Commanche pickup truck
349. drive2d Monolithic Studios bus
350. drive30 Limousine
351. drive31 Citroen 2CV
352. drive36 Cart
353. drive37 Outhouse
354, drive3s T-Rex
355. drive38 Wagon
356. drive4d Souvenir stand 1
357. drivesl Souvenir stand 2
358. drive42 Souvenir stand 3
359. drive43 Log
360. driveld Wooden crate
361. drive4s Monorail
362, drive46 Hover Police
363. drivel47 UFO

NEED FOR SPEED II When they said, “Drive a
dinosaur,” they didn't mean your '76 Tbird.

364, drive4s Sewage truck
365. drive49 Snowy wooden box
366. drive50 Snowy wooden box 2
367. hollywood Bonus track
368. jeepyi Jeep YJ
369. landcruiser Toyota Landcruiser
370. mercedes Mercedes
371. miata Mazda Miata
372. pioneer  Makes all secret cars faster
373. quattro Audi Quattro
374. redracer Ford Indigo
375. semi Big truck without traiter
376. slip Enables super slip 'n’ slide mode
377, snowtruck Snow truck
378. vanagon VW Combi
379. volvo Volva station wagon
380. vwhug VW Beetle
381. vwih VW Fastback
382. Hold down n while the track is loading
to race at night
Outlaws
383. olaithead  Fly mode (use jump and
crouch to move up and down)
384. olappear Makes boss appear
385. olash Unlimited ammo
386. olhounce Superjump made
387. olcds Full map
368. olether Invisibility
389. olips Displays frame rate
390. olops Displays coordinates
391. olgusher Unlimited oil
392, olimyella God mode
393. oljackpot Adds inventory
394, olpostal Al weapons and full ammo
395. olredlite Freeze enemies
396. olscore Skip level
397. olscreening Shows cut-scenes
398. olstinnet Gatling gun
399. cltombstone Suicide
400. olwimpy Autoreload
401. olyahoo Bronze badge
402. olzip Teleport
Jump to level codes
403. olhideout
404, oltown
405. oltrain
406. olcanyon
407. olmills
408. olsimms
409. olminer
410. olelitt
411. olranch
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Perfect Weapon
Enter these on the password screen to
warp to that particular moon:

412. DBDBBABA lce
413. ADDCAADC Garden
414. ACBABBCC Forest
415. ADDDCAGC Desert
416. DDBDBBCA Proteus
Enter this code during gameplay
for God mode:
417. gmgodm
Powerslave -
418. lohocop All weapons
419, lohodeity God mode
420, lohoswag All items
421. lobopick All keys
422. lohosphere Entire map
423, lobolite Removes flash from
explosion and gunfire
424, lohoxy Displays coordinates
425. holly  Gives a space at the top of the
screen to enter the following codes:
L26. level #  Jumps to level numbered #
427, doors Opens all doors and
activates all traps
428. creature # Places any one of the
folfowing creatures at your location
(where # is 0-11)
429. 0 Anubis
430. 1 Spider
431, 2 Mummy
432. 3 Piranha
433. 4 Basset
434. 5 Magmantis
435. 6 Am-Nit
436. 7 Set
437. 8 Kilmatikhan
438. 9 Alien Worker
439. 10 Alien Worker
440. 11 Omen Wasp
Redneck Rampage
441, rdelvis God mode
4u2. rdall  Gives all items and full health
443. vdclip  Lets you walk through things
444, rddebuy Toggles debug mode
445, rdfucknoo#?? Takes you to episode #
and map ??
446, rdguns Gives all weapons
447, rdinventory Gives all inventory items
448. rditems Gives all items
449, rikeys Gives all keys
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; : . : Dc{lsigned by Trevor Chan
A REAL-TIME SAGA OF INTRIGVE
AND DIPLOMACY, OF TRADE,
CONQVEST AND ESPIONAGE.




Long ago, ina time when the lives of men, monsters and
gods were intertwined, seven kingdoms vied for supremacy;
each grew to have its own distinct identity, possessing
unique skills and traditions. Their tools of conquest were
trade, diplomacy, espionage, science and sheer brute force.
By strength, cunning and guile they expanded their
burgeoning empires, fighting against the ravages of nature,
sometimes against rival kingdoms and sometimes against

uprisings from within.

+ Real-time empire building with seven unique cultures
« Multiplayer options via modem, LAN, serial or Internet

» Pre-built scenarios and random campaign generator for
unlimited gameplay

« Espionage and counter espionage with trade and
diplomatic options

+ Highly detailed 800 x 600 SVGA graphics
Windows ‘95 CD-ROM

Visit your local retailer or
call 1-800-789-1543 to order.a copy today!



450. rdmonsters Toggles monsters on & off
451. rdrate Shows your current framerate
452, showmap Shows the full map
453. rdskill#  Changes your skill level to

level # (1-4)
454, rdunlock Toggles all the locks
455, niview Chase plane view
Scorched Planet
456. fatal Loads your ship with full
weapons and ammo
457. allah Invulnerability
Quake Il

Press the tilde ( ~ ) key to bring down the
console, then type these codes:

458. god God mode
459. notargel  Enemies won't targel you
460. noclip No clipping
461. give all All items and weapons
462. give shells Shotgun shells
463. give hullets Bullets
464, give cells Cells
465. give grenades Grenades
466. give rockels Rockets
467. give slugs Slugs
468. give invulnerahility Temporary

invulnerability

Shadow Warrior .
Press { to open the chat dialogue to type
in these codes:

469, swehan God mode
470. swahost No clipping mode
471. swgimme All inventory items
472. swareed God mode, all

items and ammo
473. swloc Displays the frame rale
474, swmap Full map onloff
L75. swname Change name in multiplayer
476, swauit Quits the game
L77. swres Changes the screen resolution
478. swslar Restarts a level
479, swirek##t Jumps to level number ##
480. swirix Bunny rocket mode

Win at the Pachinko
machines

481, winpachinko

SKyNET

To use the following cheats, press All-\

and then type in the code.

482. arnold Gives all weapons,
but no ammo

483. slugs Gives you alf the ammo
484. superuzi Gives you the superuzi
485. surgery Gives you full health
486, illheback  Warps to the next level
487. willnoistop Invulnerability
4B88. garhle Turns on/off cheat code garble

488, targel Gives you a targeting
box on enemies
490. icantsee Gives you an infrared

targeting scope with zoom

HOTTEST CHEATS
FOR HELLFIRE!

We didn't'think 501 cheats were enough
50 we wentthe extra mile to getthese
Super secret cheals for DiAsLO'S
expansion, HELLFIRE.

Create a file called commangl.txt using
the Windows notepad. In the file, use
the following words to create the
listed effect. Save the file to the
Hellfire directory.

BARDTEST 7his enables the partially
completed Bard character. The stals are
there, but it looks the same as the
Rogue. This elass allows you to use two
single-handed weapons, and the benefit
will quickly become apparent when you
fight two'enemies side by, side.
THEOQQUEST A little girl appears in the
village. Complete her quest and get a
treasure.

COWQUEST: Here's the big one! This
code removes the farmer and puts in a
wacky cow. The cow gives you a quest,
but only if you're at'a high enough
level. When

you get the

bovine

armor, be

sure lo wear

it when you

Jace Na-Krul.

By the time you read this, there should
he'a patch that fixes the hugs in Hellfire
ani gives you this additional code:

BARBARIANTEST 7he Barbarian charac-
ter class! No magic ability, but has high
stats and can wield two-handed
weapons in one hand!
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Moto Racer
Enter these at the name input screen and
press Enter,
491. cdnalsi
492, cesrever

Gives access to all tracks
To race alf tracks

in reverse mode

To race all tracks

on “pocket” bikes

493. clekcop

Tomb Raider

Hold down the Shift key and take one step

forward, then one step backward.

Release Shift and turn 360 degrees to

your right three times. Then...

494. Jump hackward Get all the weapons

495, Jump forward Beat the current level
and go to the next one

Tomb Raider Il

4986, Repeat the steps for Toms RAIDER
except this time, have a flare in your hand.

WipeOut XL

497. rush Silly ships
498. xclass Phantom class
498, xteam Piranha team
500. xtrack All tracks

WIPEQUT XL A keyboard code will get you easy
access to all the tracks in the game.

Super Special Cheat
Code for WarCraft 2
Enter this code on the main menu screen
501. game over man
This gives you the full version of
SwunCrart, which was really ready for
release when WarCrar1 2 came out
(Blizzard was just building up the anticipa-
tion, and the design team for StarCraFT
has been in Hawaii the past two years). &
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YOU KNOW HOW THE MOVIE ENDS.
THE GAME IS UP TO YOU.
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MEN IN BLACK.
THE GAME
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Three new MiB missions — from the
Arctic to the Amazon.

Fast-paced oction shooter with
challenging pugzzles.
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INTRODUCING THE FIRST GAME YOU CAN PLAY WITH THIS JOYSTICE
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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.

97 Lucastiim Lid. All Righls R Star Wars, Dark Forces and the LucasAls logo tered trademarks, and Jedi Knight is a trademark of Lucastilm Lid., used under authorization WwWW.lucasarts.com
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he announcement is
punctuated with
applause, cheers,
and delighted
screams. A spotlight
swoops past pre-
assigned seats to
crown its target with a
luminous corona. Music
swells into a symphonic
cliche that would make
even Barry Manilow
proud. The winner walks
briskly to the podium
with visions of thanking
God, Mom, and invest-
ment hankers dancing in
his or her head. That’s
how most people think
of awards ceremonies,
and frankly, it’s a lot of
hooey.

Awards legitimate sin-
gular artistic efforts. At
their best, they encour-
age one to try an over-
looked product. At their
worst, they heap extra
hype on commercially
successful products. As
humans, though, we like
awards and await our
chance for recognition.
We can’t resist arguing
the worthiness and
unworthiness of other
people’s choices.

Each year, the editors
of Computer Gaming
World present the BEST
game in each gaming
genre along with the
ONE game that tran-
scends its genre and
opens up new worlds
and experiences to
gamers of other styles.
This year, we’re also
presenting the WORST
gaming experiences from
1997. And the best part
is, you don’t have to sit
through long dance num-
hers and ill-prepared
acceptance speeches to
find out who won! And
the winners are...




n a secret hallot vote, the CGIY Editorial
Staff voted almost unanimously (except for
one Gertvseurc fan) to give the 1998 Premier
Award for Game of the Year to LucasArts’ Jeni
KnigHt, designed by Justin Chin. This award is

given to the game that tran-

scends all genres, presents innov-

ative design ideas, and offers a

thoroughly rewarding gaming

experience—requirements that

Jeoi Knigit wholeheartedly fulfills.

Jeol Knighr introduced a host of
new design concepts into the
first-person action genre, helping
to elevate it ahove the other 3D
shooters in the market. The two
chief elements that set Jeni
Knicut apart are its integrated plot and its character development. It was the first action
game to tightly integrate the story into the gameplay, with cut-scenes that flowed straight
into in-game action and multiple-objective-hased levels that fit into the story. There have
been other attempts to meld story and gameplay together
in action games, hut none ever approached Jeoi’s level.

The character development in Jeoi KniGh also vaulted it
ahead of the pack and beyond just the sights of action
gamers. How many of us have wanted the chance to learn
the Force or join the Dark Side? You can do hoth in Jeoi,
and you can do so on an immersive level that actually
makes you care ahout your character’s choices. It’s a role-
playing convention that’s done hetter here than in other
role-playing games.

Besides the plot and character development, Jeoi offered a host of other features that
cemented its place as 1997 Game of the Year. Take, for example, the amazing level design
and clever puzzles, the hair-raising lightsaber duels with the Dark Jedi, the almost cine-
matic way in which the game set up those duels of good versus evil, and the immersion in
the Star Wars universe. The graph-
ics were good, multiplayer was fun, Roise a ¥
and the music (of course) was i ; é; "
first-rate. S

While Quake 11 delivers a more
visceral adrenaline rush, Jepi Knigut
offers a much richer single-player
experience. As did DiasLo the year
hefore, Jeol rose ahove the crowd
in appealing to gamers across all
genres. The Force was definitely
with LucasArts when they made
JEol KnighT, DRk FoRces I1.
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immersion.

INTERSTATE
'76 was
more stylish
and original,
but it suf-
fered a lack
of good 3D support and an irritating save fea-
ture. If both of those problems had been
addressed, you might be looking at a differ-
ent awards ceremony. G-PoLice was the most
beautiful of all these games, but its lack of
multiplay hobbled its chances for an award.
As for Jeoi, we think it is a better overall
game than Quake II, especially in its
story-telling, drama, and immersion.
That's why it, and not Quake Il, is our
Game of the Year. But when we asked
ourselves which action game delivered
the purest rush for hard-core action
gamers, we came back o Quake II.

ction games were in a pivotal evolutionary
Aphase this year. There weren't as many
quality titles to play, but what good
games did exist were head-and-shoulders above
last year's best. The action genre has never
lacked for excellent multiplay, but solo action has
suffered egregiously of late. This was the year to
fix that nagging disability, and our nominees pro-
vided incredible solo experiences in addition to
their great multiplay. Of these nominees, the
award goes to Quake Il. Why? Because this is an
action award, and for pure adrenaline-pumping,
visceral, instantly gratifying action, Quake Il is
the hands-down winner, No game gave us the
rush that Quaxe |l did. It
even had a good single-
player component, with
unit-based levels, multi-
level missions, and little
extras (such as radio
chatter) to deepen the

| OTHER ACTION FINALISTS:
G-Police Psygnosis
Interstate "76 Activision
Jedi Knight LucasArts

OTHER ADVENTURE FINALISTS:
Blade Runner Westwood
The Last Express Red Orb
Twinsen's 0dyssey Activision
¢ Zork Grand Inguisitor Activision

adventure games. While everybady (including
CGW) was busy bemoaning the sad state of the
genre, by year's end, we had more nominees
than we could have imagined.

I t lurned out to be a surprisingly good year for

The Cunse oF MonKEY ISLAND is an animated, 2D comic
romp that combines challenging, inventory-based puz-
Zle solving with unabashedly goofy cartoon humor,

There is one adventure game,
however, that clearly stood out as
an unqualified triumph:
LucasArts' THe CURSE OF
Monkey IsLan, the long-await-
ed third installment in the
angoing story of doofus pirate
Guybrush Threepwood. Like all
the great LucasArts adventures,

MARCH 1938

Simply everything is done right in this game: lush
graphics, outstanding voice-acting, strong storyline,
clever puzzles, and, best of all, a script with more big
laughs in it than just about anything at the movies
these days. It is, easily, the most entertaining adven-
ture in years, and is our hands-down winner,

QOur other nominees are also quite good.
Westwood's BLADE Runnen is a remarkable-looking,
faithful adaptation of the classic sci-fi film. Red Orb’s

THE Last Express, the year's best mystery, is
a stylish and intriguing period piece set on
the eve of WWI. Activision's Twinsen's
Oovssey is a charming 3D action/adventure
hybrid. And Activision's Zork Granp
InauisTor is @ wonderful return to form, with
the best humor this side of Monkey IsLAnD.
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= role-Playing
Fallout GANVIE OF THE YEAR |

Year is Fatour, Interplay's masterful postapocalyptic epic, The other role-playing games released this year—BETRAYAL IN
which is so good that we didn't even bother to nominate ~ ANTARA, LaNDS OF LORE: GuARDIANS OF DESTINY, SHapows Over Rva—
any other games. And though it had no serious competition, it's each had its moments, but each had huge problems as well, and
safe to say that FaLout would have won this award no matter how certainly none came close
many other nominees there were, because this is quite simply the to the vision, inspiration,
best RPG to hit the PC in years. and artistic
Dubbed the “spiritual successor” (as accomplish-
opposed to sequel) to the seminal RPG TS = N ment of
WhasteLann, FaLLout places you 200 years oA, S - s
in the future, where you must cope with a
nightmarish post-holacaust world of radia-
tion, giant scorpions, badass mutant zom-
bies, and more.
There’s a lot to praise—the stylish,
kitschy art design; the challenging quests;
the intelligent dialogue—but what puts this
game over is its deep commitment to char-
acter development, in which your decisions
and actions seriously affect the outcome of
the game. Favtour is an obvious labor of
love from a team that really knows RPGs,
and their enthusiasm permeates every

w ell, this is an easy one. The Role-Playing Game of the aspect of the game, down to the load screens and awesome manual.

S orts
GANIES| oF THE YEAR

hile the real world was full of boxers
w hiting ears and hoopsters choking
coaches, the PC sports world was a
much saner place to be in 1997. A number of
great new games came out, but two really
caught our eye. With no real way to compare
them, we are honoring them both as Sporls Games of the Year.
BaseratL MoGuL is about as humble as games get, but it was
more original than any sports title this year, putting you in charge
of a ball club and challenging you to do what all owners want to
do most; Make money. The focus was not on action, but on the
strateqy, intrigue, and back-room politics that form much of the
drama of professional sports. It isn't for everyone, but for armchair
coaches and fantasy
Jiuny Faynen freaks, it's the
Baltinore Orioles 5’93['5 5|EEI]EI' hit.

Age: 24
Career: 2 yoars

Soatrnet Ends. 2001 OTHER SPORTS FINALISTS:
Links LS 98 Access Software

NHL 98 Electronic Arls

NBA Live 98 Electronic Arts

icrosoft continued to redeem its
M name with gamers with CART

Precision Racing, a high-octane,
surprisingly well-done racing simulation. With state-of-the-art
graphics, Internet play, and incredibly deep options
that scale the game from novice play through
hard-core realism, CART offers the spiffi- N
est high-tech sports thrills of the year — W

Our other nominees were also i

great. NHL 98 and NBA Live 98 were
the latest and best entries in EA's
awesome action-oriented franchises,

while Links LS 98 2 &3?';’1‘5‘7‘5‘#&

made the world's Gamﬁf e -

best golf simulation - .
even better. .. _r;;: —— - I_w"u";’”" f'”‘"‘)* B
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Si1m u ilation ' " OTHER SIM FINALISTS:
Nyl E UFE T2 Y E NG | F-22 ADF Digital Image Design

| Flight Unlimited 2 Looking Glass
Longhow 2 =

or the second year in a row, Origin’s
F Skunkworks team walks away with a Premier
Award for a game based on the AH-64D
Langbow. Longeow 2, the sequel to last year’s winner,
maintains all the elements that made Lonceow special,
including authentic flight models, realistic instrumenta-
tion, and widely adjustable skill levels that make the
game accessible to begin-
ners and combat aviation
fanatics alike. ST .

Building on that solid TN L. : handling its weapons. Authentic, exciting, immersive, and
foundation, the team added [ el  graphically dazzling, this is a sim that transcends its genre.
a dynamic battlefield that o | g DID’s F-22 Air DoMmance FiGHTER, the follow-up to 1995
ensures you'll never repeat  [EEE . Premier Award-winner EF2000, featured dazzling graphics,
the same mission twice. Shicta ot great flight modeling, and immer-

There's more action on the T g sive missions, which made this
ground and in the air, and L s game not only authentic, but fun as
the addition of two new heli- : well. Had it not omitted a mission
copters to fly brings new tactics into play. The game looks great on editor, it might have edged out Lonesow 2.
most systems, and is absolutely dazzling on PCs with 3Dfx Voodoo ~ FucHT Unummep 2, the first aviation sim to
graphics cards. On top of all that, cooperative and combative multi-  truly capture the environment of real civilian
player modes let players share the duties of piloting the chopper and  flying, deserves a nod as well.

this year a great one for space sims. 10 PLaner never shipped,
and SwrrLEET Acapemy should have shipped a year earlier. The :
Euro-hit I-'War would surely be a contender, but it won't ship in the U.S. until late spring.

So it was left to Origin/EA to not just salvage a tired genre, but reinvent it in the process. Not
only would WinG Commanper Propecy have won Best Space Sim in any recent year, it was also
one of the few serious contenders to Jeoi Knight as this year's overall Game of the Year, PRopHEcy
sports tremendous graphics that look great rendered merely via software. With 3Dfx support,

you'll hardly believe your eyes, as the in-flight action looks better than the cut-scenes in most
other games.
PropHEcy is more than mere eye-candy. The gameplay, featuring a new, creepy
alien race, is easily the most engrossing since WinG Il—the missions were designed
before the movie, and it shows. Even the full-motion video segments actually
enhance, rather than detract from, the flow of the game, because what you see is
dependent on how well you perform in the mission: PropHEcy has multiple levels
of victory or defeat, another departure from previous WinG COMMANDERS.
Yes, Propuecy pushes your hardware (nothing new for Wing Commanper), but it's
also as close to Babylon 5 as we're likely to get on a PC anytime soon. For the
detractors upset about the removal of promised multiplayer options, well, we'll take a
compelling story, good characters, and classic Wing Commanner wrist-wracking action
over the empty single-player experience of X-WinG vs. TIE FigHTeR any day.

F ace it: Only the most starry-eyed gamers could possibly consider

CCwW MARCH 1798




IN 1983,

A HACKER
MEARLY
DESTROYED
THE LIORLD

WITH A
THES-28.

TRS-80 circa 1983
4k of ram — no hard drive




IT'S BEEN TWENTY YEARS
SINCE THE WOPR NEARLY IGNITED THE
CoLp WAR, AND NOUW, IT'S THREATENING
LIFE AS WE KNOW IT. THE WOPRHAS
FOUND A UAY TO END UAR: EXTERMINATE
HUMANITY. THE COMPUTER'S MECHANICAL
FORCES ARE DESTROYING EVERYTHING IN
THEIR PATH. WHAT BEGAN AS A GAME IS
4 NOW A BLOODY BATTLE FOR SURUVIVAL.
COMMAND NORAD’S FORCES ON LAND, AT
SEA AND IN THE AIR. AS THE BATTLES RAGE
AND THE BODY COUNT MOUNTS, THE FATE
OF THE HUMAN RACE IS UP TO YOU.

o st

IMAGINE
THE HAUOC

BRINGS BATTLES TO LIFE
H O U A

CAN WREAK

' X L. SR AN
D D ﬁ H Fight in real global hotspots Llike
. Saudi Arabia, Siberin and New York

|ltity. Experience real-time 3-D weather ||
including snow, rain and sandstorms. |
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UMITS FROM HEAUY
BLOW ALIAY YOUR ENEMY WITH SLAYER TANKS TO

DEVASTATING FIREPOWER BATTLEEHIPE AND
R STEALTH BOMBERS

TURN FRIENDS INTO EMEMIES
ON MPATH, LAN AND MODEM

" over 100 different 3-D
land, sea and air units far
the most strategic assaults.

THE FIRST TRUE 3-D STRATEGY GAME
TO DELIVER REAL COMBAT

Rotate the en battleficld
for unlimited camera angles
to let you choose the most

strategic view of the combar.

WAGE WAR AGAINST THE
ULTIMATE INTELLIGENT ENEMY

Learns as you
in the game.

Using advanced Al n\oJ

to gather money and intellipence.

-4 Sabotage your oneuy:; u?cﬁ.mrlur- and | 3
| — eripple his attacks. Use your hl:lan SR A =
/4

WARGAMES BAME ©A4097) M_HM Jnlurﬁtf’ﬁre,'lne. WarGames™ ant & 1983, Mollo:GaldwynMayer, doe." Distibulsg by MGM Home Emasainment
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number of ugly Comuano & Conauer clones that hit
the shelves. The good real-time games of the year
were more sophisticated, better-looking, and more fun.
Yet, while all the other nominees were evolutionary steps
in gameplay with the same C&C look, one game that
stood out for its originality was Bungie's MytH. TomL
Annriuanion did 3D terrain well, but MyTH blew that out of
the water with its undulating hills, exploding craters, and
obtrusive free tops—this was true 30 terrain that got in your
face. Sure, Act or EmpiRes added more depth to your real-time
building options, but Bungie went an entirely new route by including only tactical gameplay; there’s no building, just fighting. And to make
sure that the fighting was as sophisticated as possible, formations were added; when combined with terrain considerations, it made for a
deeper tactical wargame than any other real-time strategy titie. Warworos Il had a good role-playing, fantasy feel, but it couldn’t beat
Myi's originality or personality. Even Dunseon Keeper lost in that respect (its dated look didn't help either).

This was a good year for real-time games, even despite the

Q‘J}g?@ﬁ But what sealed Mym's award was its single-player experi-  — :
L v ence. Bungie created the best single-player strategy game of OTHER STRATEGY FINALISTS:
t:. s szpj(‘}, t’he yeaj: The_‘car?rover gt }hemgs‘ the voice-overs and NPCS in Age of Empires Ensemble/Microsoft
NGB ed actual :;r_:e_nann p _ay, a_n. the great back-story all combined to Total Annihilation Cavedog/GT Interactive
S A create an immersive single-player package that was the most Warlords Il SSG/Red Orb

oy

compelling of all strategy games. Dungeon Keeper Bullirog

Wa rgame
GANME OF THE YEAR

Sid Meier's Gettyshury

t was a year of sequels like no other—because the majority of ~ best BarrLe oF Brian game ever. A BRIDGE 100
ISE[]UB|S were surprisingly good. For the first time since the Far improved in every way over Atomic’s origi-
advent of the original Hanroon, real-time wargames proved that  nal Close Compar. NapoLeon N Russia sent the
they were here (o stay, comprising exactly half of our finalists. BartLecrouND engine out in style, and Panzer Gengrac |l is a clinic

Actitunc! Spitrre, a real-time/turn-based hybrid, was simply the in how to properly develop a sequel.
All of these fine games might have won the award in any other
year. But 1997 marked the return to form of arguably the best
designer ever. SID Meier's GETTvSBURG might not be as
painstakingly accurate as TalonSoft's BATTLEGROUND games,
but it delivers a potent Civil War punch. Everything con-
tributes to the period flavor, from the strains of martial
music to the panoramic sweep of the formations as they
move toward famous abjectives such as Devil's Den. Nol
only do you see the battle unfold as Lee or
Meade might have, you even find yourself lis-
tening for trumpet calls to give a clue con-
ceming enemy maneuvers. The tutorials are

i’
s -1 m_r -, S IEy-

mlvl oL

' OTHER WARGAME FINALISTS: b el T among the best you'll find in any genre, and

Achtung! Spitfire Avalon Hill S the random maps and multiplayer options
| Close Comhat 2: A Bridge Too Far Microsoft o - A ensure that this is one game that really will
Napoleon in Russia TalonSoft s ; ol 5 play until Johnny comes marching home.
Panzer General Il SSI
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Let the games begin.

The high cost of winning has just taken a lethal hit. Because Wal-Mart’s newly upgraded and expanded
computer software department has stocked its shelves with all the latest and hottest games at every day low
prices. You'll have no problem finding all the action, combat, and sports software you can handle. So come

check us out, and sce for yourself how affordable the cost of winning has become.

WAL
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[t The Sublelies 0f
- TMyth That Make It Greal

 Thatls. IF Vou Consider Hacking Up A Dusazf, Picking Uy
- His Head And Throuring I Back AL His Oun Unils Subkke.

Enter the world of Myth: The Fallen Lords, a three-dimensional landscape of blood-soaked hills and carnage-filled valleys.
Where the undead lurk in ambush under bridges, behind trees, submerged in swamps. Where your weary troops can see their
’ hﬁgqard faces reflocted in the water they wade through. Where lightning blasts men into cinders, and explosions shake
and smmh the ground. Where you view the horrors of war from any angle, cruising over the
hattleheld in real time. Where “realism” takes on a terrible new significance.
 (all800295-0060 or download the demo from www.bungie.com if you feel like
- youlreready for the biggest uphill battle of your life.

~Awilable for Windows" 95 and Mac" 0S.
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o Puzzle
GANIE OF THE YEAR

mart Games whetted our appetites

Smart Games Challenge 2
with snackettes such as Worn

s Puzzies and Stramiams, but noth-

ing quite matched the original—until now.
Instead of merely reinventing old puzzles
or adapting classics to the electronic
medium, CHaLLENGE 2 offers a few clas-
sics of its own. Our favorite is Polf, a
delightful cross between golf and pool
that requires you to hit balls into golf-
holes, using the most suitable pool-cue
for the job. And then there’s Say What, a
musical jigsaw puzzle in which you must
reorder snippets of music to
form a well-known arrange-
ment. Aware that Berkeley
Systems had cormnered the
trivia market, but nonethe-
less wanting to honor fans'
requests for a trivia collec-
tion, Smart Games also

:_MARTj GA

included Gates of Trivia, thousands of
questions that we guarantee will have
you running for your encyclopedia. Once
again, Smart Games goes for substance
rather than flash. But with brain-shatter-
ing puzzles like these, who needs fluff?
You Don't Know Jack Movies,
Berkeley's fourth instaliment of its hilari-
ous party game, came a close second,
this time aiming its caustic arrow at
movie institutions like LucasFilm and
20th Century Fox. Berkeley also ventured
into cyberspace with AcrRoPHOBIA, an
online game in which you must
invent the most apt definition for

Sunart s Zaua

22,003

9000 ©

an acronym in a given
category. And finally,
Lose Your MARBLES was
the best TeTriS clone
we've seen since last
year's winner, Baku Baxu.

I\."\ ES E

OTHER PUZZLE FINALISTS:

You Don't Know Jack Movies Berkeley Systems
Acrophohia Berkeley Systems

Lose Your Marhles SegaSoft

l:annmls I'ul'o 3D

his year has seen its fair share of
T outstanding hardware. We saw the
coming of age of 2D/3D graphics
accelerators that now hit on all cylinders,
not trading one for the other. There were
also some impressive strides made on the
audio front, both in and out of the box.
Positional 3D-audio established a beach-
head, and is poised
to make further
inroads in 1998.

f This year's

nered two boards this same award last
year. This year, it's Canopus' Pure 3D,
based on 3Dfx's venerable 3Dfx chipset.
Pure 3D distinguishes itself by providing
6MB of onboard memory, and a TV-out
that actually looks good. It runs
Direct3D, OpenGL, and Glide, covering
gamers on all fronts. In addition,
Canopus brings it home
for under $200.

Other honorable men-

¥ canopus

Multimedia speakers award goes to a

have also improved
markedly, with
solid units available
for $100.

Yet ironically,
despite these
advances, this year's award goes to a 3D
graphics board whose chipset is over a
year old, and is the same chipset that gar-

3D graphics board
whose chip-set is
over a year old... §9

tions go to Cambridge
SoundWorks' PC Warks, a
terrific satellite/woofer set of
speakers with great sound
for $100. Diamond's Stealth
Il, based on Rendition's
V2100 chip, made solid

20/3D performance affordable, and its
MonsterSound was also in the running for
helping to get the 3D positional-audio party

MARCH 1988°

started. The RIVA 128 chip from nVidia
made big waves this year, appearing on
myriad boards from a host of board-mak-
ers, including Diamond, ASUS, and STB.

' OTHER HARDWARE FINALISTS:
PG Works Cambridge SoundWorks
Stealth 1l Diamond
MonsterSound Diamond
RIVA 128 nVidia
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Age of Empires

t was a very good year for multiplayer games.
IThere was JEol KniGHT, INTERSTATE ‘76, HEROES I:

PRICE OF LovaLTy, SCOURGE OF ARMAGON, and
Quake 1. But one game in particular burrowed
deep in our brainstems, luring us back again and
again. Almost every day at six o'clock, work ceas-
es at CGW, and Act oF EMPIRES Degins.

Few people can resist Age's outstanding combi-
nation of graphics, sound, and gameplay. There is
enough variety in the different civilizations, maps,

liplayer games are alike.
But the heart of the game
is ils close-range melee
combat, which is accessi-
ble and exciting for every
kind of player. As a single-
player game, AGE is inter-
esting, but as a multiplayer
game it's outstanding.

"'Snecial Award:

1-'76

hile most computer games this
w year looked to the future or
distant past—or created a fan-

tasy world of their own—for their inspira-
tion, one game this year immersed us
instead in one of the most alien settings
imaginable: the 1970s.

The idea behind INTERSTATE ‘76—
an “auto-combat simulation” set in
an alternate universe 1970s—was
good enough, but the extent to
which the game’s designers real-
ized their vision elevated it into the
realm of the ultra-cool. With state-
of-the-art 3D graphics; a Mad
Maxian script infused with bravado
and style; and a silky, bass-heavy
funk soundtrack, INTERSTATE '76

shook the gaming world's collective
booty. Yeah, the action rocked, but all of
the chrome, including the hilarious open-
ing credits and wonderfully cinematic cut-
scenes, put I-'76 over the top And that's
the way, uh-huh

uh-huh, we like it.

atmospheric soundtrack possible. Paying homage to
the musical scores from Clint Eastwood'’s archetypal
spaghetti westerns—with their
attendant whistles, guitar strums,
’ and vocal grunts—the evocative
soundtrack seamlessly integrates
themes for specific locales, game
situations, and cinematic transition
scenes to provide maximum aural
salisfaction.

| n Quraws, Clint Bajakian has composed the most
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Stic Achievament' 0

and victory conditions to ensure that no two mul-

Quake Mission Pack Ne. 1:
sScourge of
Armagon g

his was a good year
Tfor expansion packs.

We played some
great games, and when we
were done, companies like Rogue, Cyberlore,
and Ritual came in and gave us some more.
0f all the expansions to all the games,
though, one stands out in our minds:
Ritual's Quaxe Mission Pack 1: ScOURGE oF
ARMAGON.
Simply put,
this expan-
sion, alone
among all
others, was
actually
much better than its original game. The lev-
els were better in Armacon than in QUAKE,
and the DeathMatch level was arguably the
best we have ever seen. There were many
other stellar expansion packs this year,
including Heroes II: THe Price o Lovary, Rep
Arerr: Arternmati, and Civ II: FantasTic
WorLps, but none succeeded in taking its
original game to the nex!t level quite as well
as Ritual’s SCOURGE OF ARMAGON.

" OTHER ADD-ONS FINALISTS:

Quake MP 2: Dissolution of Eternity
Rogue/Activision

Heroes II: Price of Loyalty
New World Computing

Red Alert: Aftermath Westwood

Civ II: Fantastic Worlds MicroProse

cowW



THE MOST COMPREHENSIVE LOOKS LIKE IT COULD GIVE
USE OF Al THAT I'V@9 'C8C RED ALERT' A RUN
ENCOUNTEREDS& FOR ITS MONEY.
-Rich Heimhich, Insid @t -Dave Richards, Happy Puppy




WILL IT HAPPEN
TO YOU?
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SUPERIOR ARTIFICIAL
TNTELLIGENCE.
It's probably smarter than you.
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WORST OF THE YEAR |

- Games that promis ed us the world, but
ended up g/wng us the W////es

than Uttiva Onuine. Take SoLpier Bovz—please. Bul Utrima Onuing gels our

F irst, let's acknowledge that there were plenly of lousier games in 1997

booby prize for one reason: No game came into 1997 wilh greater hype,

anticipation, and promise than this one, only to be so ullerly disappointing.

U0 was cynically shoved onto the market, with a hefty price tag and a

monthly connection fee, by publishers who were well aware thal the game
was not even remotely complete. Given the huge lag problems, bugs, and
sheer unplayabilily, Origin owed it to gamers to first, acknowledge—publicly,
immediately—thal the game was a bela, and second, waive the monthly con-
nection fees indefinitely until the game was playable.
We hope that Utrima Onuie will one day prove to be greal. But in 1997 it
was foisted prematurely upon the gaming public, and for that it is CGW's
Coaster of the Year.

MaceStaver (Raven): This | § A| CLue (Hasbro Interactive):
top-down shooter was ill.con- | §8H| The company should have
ceived in design and an utter S bought a clue before releasing
disaster in implementation. fl| this unplayable clunker.

A FORK IN THE TALE

(Any River):

A game so forking bad it took
down the company that made it.
FMV slill sucks.

cow MARCH 198

G-Nome (7th Level): This game was a wonderful simulation—of
whal happens when you drop total morons into the cockpits of giant
rohots.

NFL Lecenos 98 1| Antiva L31 (IBM): The only
(Accolade): So you got to good thing about this problem-
play bad football in four differ- prone system was the audio—it
ent eras. Big deal. That made ||| proved to be Ineptiva al nearly
the game stink four times ":_5-,_ gverything else. Hence, it is our
more than normal. &} | Hardware Coaster of the Year.

STRATEGY
Coa ster

Conouest Enrh (Eidos): Hyped
as a revolution in real-time play, this
game’s bizarre interface and disap-
pointing gameplay made it revolu-
lionarily bad.
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Sure,you see the guy- |
linthedoorway. " | |

But with Monster Sound,
you’ll hear his two cousins
sneaking up behind you.

 DirectSoundsD;"

* Drastically outperforms any

Front. Back, Up. Down. Left. Right. Diamond's got you surrounded

with Monster Sound—the first PCl audio card to deliver true

Positional 30 Sound. Monster Sound gets inside your head and

prepared to experience an all-encompassing, heart-pounding 3D sound that will
absolutely blow you away. Diamond's award-winning Monster Sound delivers explosive,
hair-raising 3D gaming audio by utilizing the same A3D technology that NASA uses to
create their virtual reality simulators. In fact, 23 separate audio streams combine to

create the most realistic sound experience possible. Monster Sound accelerates Microsoft's

DirectSound and DirectSound3D, the new audio standard built into Windows 95/98.

rY
And Monster Sound comes fully stocked with the latest Positional 3D _
Sound games and utilities. So get Monster Sound and get in the game. DlAMO“D

M U LTI MEDIA

Accelerate your world,
GO TO #190 @ www.computergaming.com/finfalink







- =

»Porsaken:com-.

_AQlaim

FORSAKEN TM & © 1807 Acclaim Emtartalnment, Inc, ACCLAIM Is a reglisterad trademark of Acclaim Entertainment, Inc.
All Rights Resorved, All other logos aro tho property of their respective parties.

GO TO #104 @ www.computergaming.com/infolink



Microsoft Finally
Emhraces OpenGL

n an interesting twist to the skirmish
between Direct3D and OpenGL, Microsoft
and Silicon Graphics Inc. have combined
efforts to bring OpenGL to all of Microsofl's
Win 32 platforms (Windows 95,
Memphis/Windows 98, and Windows NT
4.0 and 5.0).

Details of the deal are
somewhat sketchy, with
Microsofi taking on the
task of certifying
OpenGL Installable
Client Drivers (ICDs) in
their Windows Hardware
Quality Lab (WHAL, pro-
nounced “wee-kul").
Microsoll has stated in
the past that Direct3D
was for consumer appli-
cations, while OpenGL
was for professional
(CAD, workstation) applications. That mantra
remains unchanged, and while Microsoft would
like everyone to chant the mantra with them, il
does mean that if game developers want to use
OpenGL in lieu of D30, there will be enough
hardware support out there to make the title
run. And because having the OpenGL ICD will
now be an integral part of getting Windows 85
cerlification, OpenGL should begin to prolifer-
ate much more rapidly than it has to this poinl.

HARDWARE PIPELINE

Product

While the ABM (Anyone Bul Microsoft) crowd
may be smelling a conspiracy theory (hey,

Microsofl is involved), the news for gamers is, by

and large, good. Game developers will have an
alternative to Direct3D, and because OpenGL is
controlled by its Architecture Review Board

Ak
YA SiliconGraphics
(% <

Computer Systems

———

Fahrenhett

(ARB), which consisls of eight members (Micro-
soft is one of them), there's less of a perception
that Microsolt is lrying to bully developers into
using Direct3D. Bul wail, there's more...

Al press lime, Microsoft and SGI made more
waves with an announcement for a new set of
Application Programming Interfaces (APIs)
called Fahrenheit, which will incorporate aspects
of both Direct3D and OpenGL. This new set of
APIs, to be jointly developed by the two compa:

Deschutes (400MHz Pentium 11)

440BX chipset (supports 100 MHz system clock, 4 CPUs)

Intel 1740

3Dfx Voodoo 2

$3 ViRGE GX3

CowW
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Micresoft

nies, will eventually allow hardware vendors to
create one set of drivers that will run Fahrenheit-
specific applications, and also run DirectX 3.0,
DirectX 5.0 through 7.0, and OpenGL lifles.

The announcement comes as SGI is prepar:
ing lo enter Lhe Intel-based/Windows NT 3D
workstation fray, a departure
from the company’s traditional
higher-end market segment. For
Microsoft, the deal seemingly
kills two stones with one bird:
First, the Direct3D/OpenGL
belching contest becomes irrele-
vant (we hope), and the deal
positions Microsoft to enter the
workstation market with its
Windows NT operating system.
The first versions of Fahrenheit
aren't due until sometime in
1999, so it's slill quite a ways
out. But taking the optimistic
tack, this Microsoft!

SGI collaboration will be a win for gamers, as
developers will have new avenues for creating
killer content. As for the dimmer view,
Fahrenheit could turn out to be one serious
piece of bloalware, since it has to {ranslate both
Direct3D legacy code and OpenGL code into its
own format, it could introduce additional API
overhead, and it might wind up being more of a
hindrance than a help. Because the project’s
rolled-out products are so far off, we're lefi to
speculate as to whether SGI and Microsofl can
really pull this off. —Dave Salvalor

ACRONYM O’ THE MONTH
HIPPI:

Hlgh Performance Parallel Interface



n the previous edition of 3D Iron Works, Loyd Case
¥ gave you the first skinny on Intel's new i740 2D/3D

7 graphics chip. This month, yet another vendor has
IRONIWORKS announced a board using this new chip. But this
isn'l “jusl another vendor,” il's Real3D, Lockheed-Marlin's real-time 3D graphics
division—the architect of the i740's 3D
graphics core.

Real3D is working on its Slarfighter
board in two versions: an AGP version
ihat will appear in off-the-shelf systems,
and a PCI version that will be sold at
retail. O the two, the PCI part is aclual-
ly more interesting, because of
Real3D's implementation. Using a pro-
prietary AGP-PCI interface, Real3D “fools” the i740 into thinking it's on the AGP
bus. It does this by crealing a local AGP bus on the board ilself. The Slarfighler
is populated with a 4MB frame bulffer, and texture memory ranges from 8MB lo
16MB. To the i740, this local-texture memory looks like AGP memory, and can
be accessed at AGP's 2x peak bandwidth of 528MBIsec. One concern | have is
the fact that the i740's 2D core was developed by Chips & Technologies, which
has done graphics chips for laptops, but doesn't have much of a track record in

LOYD CASE ¢

How Fast
Fast?

ast month, | talked about how to

improve the perfonmance of
your graphics setup. But what
exactly does improved perfor-
marnce mean? This month, Il
take a look at benchmarking,
both synthelic and real-world.
Il also spend some time exploring 3D
WinBench 98, Ziff-Davis” cool new Direct3D

The Black Art of Measuring Graphics Performance

benchmarking tool. Finally, I'll try lo address a
buming question that seems to be the most
common email query | get these days: Which
graphics card should | get?”

MEASURING PERFORMANCE
Benchmarking is a tricky job. Ideally, you
want to capture the performance of a piece of

hardware in a controlled situation, using a

Real3D Enters the Fray

the desktop PC space. Pricing is still being worked out, but we've heard guesti
males of around $249 for a board wilth a AMB frame buffer and 8MB of texture
memory. As soon as we get a Starfighter in-house, we'll put it through its paces
and let you know how il fares. Stay luned.
Turning to the audio front, Shark Mullimedia has just begun shipping its
Predator 3D audio card, an ISA-based card based on Analog Devices'
SoundMAX chipsel, which supporls Aureal Semiconductor's A3D 3D posi-
lional-audio technology, and can accelerate up to six simultaneous audio
slreams. Analog Devices claims lo have solved the problems associated with
CPU overhead when transferring data to the ISA bus. The Predator 3D arrived
right at press lime, so we didn‘t have lime to check this oul, but in a brief
demo running Jeoi KnigT (which uses DirectSound 3D) and in some of
Aureal's A3D demos, the board sounded prelly good. One downside: Predalor
3D only supporls DOS  rrd
games in a DOS box, so Mdafor 3D r.v.,mm
you'll want lo keep your
lrusty old SoundBlaster for
running in MS-DOS mode.
We'll bang on this one some
more and lell you whal we
find. —Dave Salvator

This Is How Your \'J'Inde-l 95 PC Should Saund!

' UNDER THE HOOD

method thats casy to quantify. It sounds simple,
but it proves complicated in practice.
"I'here are two types of benchmarks: synthetic

benchmarks, which try to stress the system being
tested in carefully controlled ways, and applica-
tions benchmarks, which try to measure how
real-world applications behave on a system.

Ixamples of synthetic benchmarks include
mrContinued on pg 98
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LOYD CASE

W Continued from pg 97

WinBench 98 and 3D WinBench 98.
Examples of applications benchmarks
include many of the games we use to test
3D performance, such as FLiGHT
SIMULATOR 98 and QUAKE.

At first glance, you might think that
applications benchmarks are the only

way lo go— but what do you mean when

you say application? It gets really tricky
with 3D graphics. Take the PowerVR
chip from NEC, for example. That chip
doesn’t do particulady well in 3D
WinBench. It also fares poorly in some

Direct3D games. In other D3D games,
its very solid, and in most games I've
seen that direetly use the hardware, it
runs quite well and the image quality is
good. I've seen other cards do quite well
in some games and choke on others.

At CG Labs, we use both types of
benchmarks and try to gauge perfor-
mance across a range of different types
of games. A card that does pretty well

CIECH

THE FINAL FRONTIER Note how the Stations scene now looks a lot bette

rw ww" amamasma= s sl S

and you want to run Jeoi KNigHT

with the best performance, set
the texture size to 4 from the default
of 1. You can change this in the Jeoi
KnigHT setup screen, under display
menu. There's a box in the lower
right labeled “3D Accelerator Texture
Size." Change this from 1 to 4.

I f you've got a RIVA 128 card,

CGwW MARCH 1998

across all the tests will probably get a
high score. (I say “probably,” because if
its egregiously hard to install or has other
flaws, it may not get a high scare.) When
you'e picking a card, though, you may
have only one particular type of game in
mind. A card that gets a score of 3 out of
5 may be better for your gaming needs
because it may do one particular thing
really well.

3D WINBENCH 98

This brings me to the latest version of
3D WinBench, the 98 version. First of

all, 3D WinBench 98 is much more
comprehensive than the 97 version. For
one thing, there are more than 40 quality
tests (of which 25 are used during the
actual 3D WinBench testing). No card
currently on the market passes all 25
tesls—in that sense, 3D WinBench 98 is
forward-looking,

The benchmark looks better, too.
First, the 3D WinBench WinMark
scenes look more like scenes from a
game, and the camera movement is
more like game movement. Second, the
image-quality tests are laid out in a more
useful manner. The image-quality tests
offer many more options (41 in all) for
checking out rendering. Of course, this
means that 3D WinBench 98 takes
longer to run, but it’s easier to use overall
and can really drill down and help us
understand how some cards imple-
ment —or fail to implement —key
Direct3D features.

1f you want to order a copy of 3D
WinBench 98, go to the Ziff-Davis

. Space stations belong in space, after all.

Benchmark Operation Web site,
www.zdbop.com. There’s an online form
you can fill out to order the CD. (You'll
probably want to order the CD, since the
program is a nearly 40MB download.)
ZDBoP charges only a $5 shipping and
handling fee, so its well worth the money.

A STICKY QUESTION

The most common question [ get via
email these days is “Which graphics card
should I get?” The second most com-
mon question is “Should | geta 2DBD
combination card or add a 3Dfx card?”

f

A

I'm always tempted to reply in a flip
manner: “Read the reviews.” But [ under-
stand that its not a simple issue, especial-
ly when it comes down to your hard-
eamed dollars. So my real answer is sim-
ple: It depends.

Okay, so that sounds like a flip answer
as well —but its not. It really depends on
your situation, your budget, your gaming
needs, and your nongaming computer
needs. Lets walk through a couple of
examples and show you what | mean.

First, consider a hard-core gamer on
abudget. He’s scraped and saved to put
together a 166MHHz or 200M1 1z
Pentium MMX system. The system has
a graphics card, maybe evena
mediocre 3D accelerator, but he wants
to play GL QUAKE or just not have to
worry about which 3D accelerated
games he can play. The right answer,
although not the cheapest, is a good
3Dfx card. If our hard-core game player
gels a 3DIx card, such as the
Monster3D or Pure3D, he’s set. He can



7 rebate \
on CH Racing
System Only!
See box for details

also available
without pedals

‘GREAT QUALITY. GREAT FEEL. GREATE
GREAT PRICE. AT ANY SPEED!!

To find the Racing System or your favorite CH game peripheral visit:

Best Buy Chips & Bits  Circuit City Comp USA  Computer Express [
Cyberian Outpost Egghead Electronic Boutique  Flight Sim Central  Fry’s Electronics E
High Flight J & R Computer Micro Center Musicland Office Max Sears Software ;

City Target The Good Guys! Thinkstuff United CD-Rom PC Connection ¢ r .
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your PC t0 3D-
for only $99°

wawenee 0] Experience the outer limits of 3D gaming with

the new Matrox m3D upgrade for games.

MOYMOK | Matrax m3D delivers over 30 frames per second

of non-stop, arcade-action game play. Its extensive set of
3D special effects offers breathtaking, realistic graphics for
a more immersive gaming experience. You'll be able to play
Tomb Raider, Wipeout XL, Terracide, and I1:;t|'|[t§'r I'Llizlt 30 %aml_e

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

What's more, Matrox m30 comes with Ultim@te Race™,

Hexen II™ : Continent of Blackmarsh, and over 20 game demos.
For only $99', Matrox m3D0 is the most cost-effective, full featured S

30 upgrade far yaur PC. Visit our Web site far mare information! MATADR m‘-‘

e for bt g g

alige

3D games included:

Matrox m3D

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

» Works with all 2 MB (or morel PCI araphics cards.
Over 20 3D gome demos included: and Matrox Mystigue®, Mystique® 220, Millennium
and Millennium Il graphics boards

/ P— HAR !
Qgﬁg& unpagEl {"“@»ﬂ—"-*] [@] [ = ] [lﬁxaﬁg‘:'] » PowerVA PCX2 30 controller with 4 MB of
! @ SOAAM memory

— “a ” | » 30 features include: perspective correct texture
{- i o ] P’Mﬂ&%] [ %% ; ] [ \M] [““’Wm‘J [u; ""“'] mapping, bilinear filtering, MIP mapping. fogging,

alpha blending. and transparency

mﬂl 'ox a free matrox board check out

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

* Estimated street price, Ulim@!te Race is a PowerVR Extreme * soffware game. PowerVR and PowerVR Exlreme™ are trademarks or registered trademarks of VideoLogic Ltd. (UK), All rights reserved.
Used wilh permission. NEC Electronics Inc. (USA) and Matrox G(aphrcs Inc. (Canada) are authorized duslnhulurs of Ultim@te Race. NEG Electronics Inc. is a worldwide distributor and licensee

of PowerVR software games loped by Kalisto E S.A. (France). £1997 Raven Sof ion. All rights r pd, id S Inc. softy code conained within Hexen 1™
©1996 id Software Corporation. All rights m"urw:d Developed by R:wnn thwzlrn CDI"pDr'lIIDn Puhllshed by id Software, Inc. Distributed by Activision, Inc. under sublicense. Hexen™ is a
registered trademark and Hexen 1™ is a of Raven Sof 1. The name and the id logo are trademarks of id Software, Inc. Aclivision® is a registered trademark
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might be one of

~| the many
Permedia 2 cards
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oul now, with as

stand format.

play GLIDE (3Dhe-specific) titles,
OpenGL games (well, GL QUAKE,
anyway), and Direct3D titles.

Now lets look at a more general-
purpose user. Heres someone who
does a fair amount of graphics work,
incliding some 3D modeling. While
a 3Dfx card might be an interesting
option for this user, perhaps he§ slot-

DRILLING DEEPER There's much more detail in 3D
WinBench 98, but it's presented in an easier-to-under-

s e

much memory as
_\T“I cian P”t onit.

Then theres

the typical home
PC user, Here,
spouses and probably kids are using
the computer, too, He’s not into tweak-
ing the system, but he does want fast
performance —or al least, doesn't
want to worry about slow perfor-
mance, A [ast combo card, such as
one of the RIVA 128 boards from
Diamond, STB, ELSA, or others
might be a good choice here,

answer here is both a fast 2DBD-
combo card and a 3Dfx add-on card.
The bottom line here is that there is
no one magic-bullet solution to solve
every graphies need for PC gaming,
Its true that a 3Dfx board will see vou
through on many fronts, but its not the
least expensive way to go, it lacks 2D
support, and there are other equally
able Direct3D) performers now avail-
able. For people wanting a one-board
solution, there are a number of ways to
go depending on what things youd
like to be able to do and what your
budget is. So before making an invest-
ment, consider what kind of gaming
you most want to do and what your
budget is, and go from there. &

LOYD CASE

Sl

Nearest Mipmap Linear limited somehow. Finally, there’ the really hard-core o
A good card for gamer who isn't on a tight budget. =<

himmightbean  (You know; the tvpical member of g

Allspert@work  CompuServe’s FSCOMBAT flight ==}

orevenanAllin- simulator forum.) These folks aren't (=

Wonder Pro, neeessarily rich, but they can indulge ==

Another oplion their passions occasionally. The right =

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

Marc Spiwak
POPULAR ELECTRONICS

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

Now Available
to the Public

- ThunderSeal makes your favorite fl!ght simas
 reallstic 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 holdar
and you have the perfect setup for both flight
simulation and office work,

Shake Rattle and Roll
for as little as $159.95!

For a FREE CATALOGUE CALL
8-THUNDER

1-800-

\
’i“.m Iﬂe of yo

NASCA u} recoil of your Chairl Guin, the
ThunderSeat lets you blast off toa new
level of realism. -~

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

714 + B51-1230 Fax: 714 - 851-1185
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THE CORPORATE EMPIRENEEDS Y O [J ]

It's war. Now, more than ever, the Nataka Corporation needs you.
Join the galaxy's most elite strike force: the Nataka Imperial Armored Cavalry.
Help enforce our contracts with our corporate neighbors.

Get GUNMETAL

The new high-speed combat adventure from Mad Genius Software.
Detailed missions with challenging puzzles and an exciting story.
Fight corporate armies, cultists, and mysterious forces in the far future.

Reconfigure your Nataka Remotely Piloted Vehicle [RPV]
on a mission-by-mission basis to suit your tactics and taste.
Meet the enemy on your own terms. Not his.

Kick some tail in a customized vehicle.

Choose your chassis, armor and weapons systems.

Cannons. Lasers. Meson guns. Proximity mines. Auto sentries.

And your very own .24 kiloton tactical nuclear device. Handle with care!

Your RPV's full neural interface puts you on the front line
from the comfort and safety of the NIAC Command Centre.
Fly any tactical combat scenario with extreme confidence.

GUNMETAL's powerful 3-D engine renders

complex and realistic environments. Battle in fog, rain,
underwater, and deep space. Hear interactive CD-quality
music change with your actions and environments.

An unprovoked assault by Network 54 has threatened our interests.
Our pilots are the front line of defense and retaliation.

Nataka cares for you. It's time for you to care for Nataka.

Join the Nataka Imperial Armored Cavalry.

Two player splitscreen mode. Network and modem play.
And no graphics accelerator required for
full stunning graphics on any Pentium platform.

SAVE THE EMPIRE!

DOWNLOAD THE
www.madge

razy people. Smart games.
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Price: $299 (street)
Vendor: ADS
lechnologies

(562) 926-1928
www.adstech.com

REVIEW ¢« TV SUPERSCAN 2

Bring Your Games _
Into TV Land

by Loyd Case

lot of the newer graphics cards are

shipping with TV-oul conneclors

these days, but many still lack this

feature. TV-oul is a handy feature

that adds a little bit of extra cool to
your setup.

"The TV Superscan 2 is an external
scan canverler, but unlike many similar
devices, the Supersean 2 doesn't require
software drivers. In fact, it has enough
anboard memory lo perform the frame-
buffer chores, so it handles the scan con-
version fully within the box. You can
connect both a TV and your computer
monitor to the ‘mmean 2if vou want
simultaneous display. Think about this:
Now your gaming can be a spectator
spoil. There are also conneclors for
composite video-out and S-video.

The controls are simple and easy to
use, One bullon brings up an on-screen
menu that allows vou to tweak the hori-
zontal and vertical settings. This little
black boxis also smart enough to handle
relatively high-resolution computer
inputs — up to 1024x768 with overscan,
and 800600 with no overscan.

Display quality through the compos-
ite output looks okay from a distance, but
S-video can look quite good if you're not
loo close.

The possibilities go beyond just using
a TV as a big monitor. Imagine that
you'e playing online, and you want evi-
denceof your frag totals, Just hook up
the Superscan 2§ composile output lo
your VCR—presto, instant gun camera,

So the next time you eye that S1400,

2l-inch moni-

tor, remember that 29-inch “moni-
tor” in the family room. After all, its a
wasle to use such a big tube for mere
television, &

PAPPEAL: People wanting a hig
tube without the cost.

YPROS: Easy setup; intuitive control
sel.

PCOMS: Expensive; you have to lug
your com-

puter to

the family

room; e<

ungainly

wires. RATED A A * #

Price: $99 (estimated
slreel)

Vendor: Turtle Beach
800-233-9377
www.theach.com

* Kk

by Loyd Case

his year is probably the last one in

which the aging ISA bus will be a

factor in PCs, One of the last bas-

tions of ISA hardware has been

sound cards. Windows 95 and
DirectSound are beginning to change
that, and we're finally starting to sce PCI
sound cards. The Turtle Beach Daytona
PClis one such example.

The Turtle Beach card uses the S3
Sonie Vibes PClLaudio-chip. The chip
can handle the new DLS technology
(downloadable sample store), which uses
your syslem memory to store cuslom
sounds that can be played back through
the anboard wavelable synthesizer. The
card comes with a 2MB wavetable that’s
loaded into main memory. During play-
back of several MIDI files with the
Windows 95 System Monilor running,
there is no significant CPU hit,

The quality of the MIDI sounds is an
entirely different issue, however. Even

cowW
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with the maximum 2MB selling, the
MIDI sounds somewhat tinny, and some
of the percussion sounds are simply terri-
ble. Digjtal audio sounds pretty good,
but this is a noisy card. "lurm up your
speakers when there’ no sound being
played back, and you could be standing
near Niagara Falls,

H('[np is pretly casy, but the card did
not like the fith PClslot in my system
(that’ often the case for bus-mastering
PCI cards). Moving it to another slot
fixed that problem. The setup program
was confused aboul the syslem seltings
upon reboot, and offered an accurate
walkthrough on how to fix the O
addresses that had been set incorreetly.

Windows 95 game audio sounds pret-
ty good (excepl for the hiss), and DOS
games that can be run from Windows 95
work quite well. However, neither Duki
NUKEM 3D nor DOS QUAKE ran prop-
erly froma Windows 95 DOS boot.

REVIEW *» TURTLE BEACH DAYTONA PCI

Unsound Ghoice

Although the low cost makes up some-
what for the deficiencies, its hard to ree-
ommend this card. For best compatibility,
the AWE-64 value edition still wins, and
its much quicter to boot. As a PCI sound
card, the 'lirtle Beach card doesn’t come
close to the more versatile Diamond
Monster Sound. Give this one a pass. %

PAPPEAL: Loyal S3 users looking
for a low-cost PCI sound card.

FPROS: Uses one of those free PCI
slots; fairly easy setup.

PCONS:
Lots of

hiss; poor .
MiDI Ly

sound m“n * *

quality.




falcon mach v gaming pc’s run faster
than other computers...

mach v pc’s are
more powerful..

%‘ YR GAMER
| EDTORS

~
ulll CHOICE
and falcons

have won

more awards...
.than any

other
gaming pc

2 custorn budt pc’s startng
uy 97 at 52495 for gome ployng.
praplcs, game desgn -
o éven gafting some wovk done

FALCON NORTHWEST ______ o
COMPUTER SYSTEMS -

G0 TO #2867 @ www.computergaming.com/infolink



by 3Dfx.
FOWER POWER POWER F’MH CTRERNER CCPORNER PR

Raw number crushing in physical form.

More polygons, more frames per second,

more pixels on screen. Blast software

straight from your monitor and into your brain.

Absolute power — no consequences.

Power.

Best Hardware. Best Software.

cH

Odod Graphecs and Yoedoo?

Lara Croft and her Ukesiess are coorbesy of Eidos Entestakiment. Tamb Raides, Lara Coolt and her ikeness are of Fidns F @17 ;ﬁ',' I Copyrigh & 1907 3D Itaractive, 1 The.
are taemarks of 301x Interactive, Inc. All Rights Reserved. . N 3 ’
GO TO #120 @ www.computergaming.c nfolink
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by Loyd Case

ve long lamented the fact that the

creaky analog joystick port, devel-

aped in the era of the original IBM

PC, isa CPU hog. Game ports on

mosl systems today behave in a vir-
tually identical manner to the one you
could get for the original IBM PC. Most
game ports —including those on [SA-
based sound cards —can consume 10 to
I5 pereent of your CPU cycles because
of the polling of the joystick input. On
top of that, during the actual polling
interval, interrupts are disabled — at
least they are in Windows 95 —which
further increases the latency of your net
gaming experience.

Almost everyone has been looking for-
ward to the day that USB controllers will
arrive in force. While we were waiting,
Pacific Digjtal Peripherals has sneaked in
with its Lightning 4 game card,

The Lightning 4 is a true game geeks
delight. It can support up to four full-fea-

PDPI LIGHTNING 4  REVIEW * % & X

The Invisihle Game Gardl

tured joysticks or eight 2-axis, 2-button
joysticks. It even comes with an extra
bracket, so you can have four joystick
ports. | conneeted a GH F-16 Combat
Stick, Pro Throttle, and Pro Pedals and
successfully flew FLIGHT SIMULATOR 98
and LONGBOW 2,

More importantly, the Lightning has
its own onboard processor to handle
joystick polling, resulting in very low
CPU utilization — less than 0.2 percent
in most cases. The card comes with a
DirectInput driver, the connector
bracket, and a small demo utility that
lets the device see eight joysticks in
action (splitter cables are not provided).
While the card supports digital devices,
such as Logilechs Wingman Extreme
Digital, it doesn't support the
SideWinder loree IFeedback Pro, which
requires the extra MIDI pin, If you're
using a standard stick, though, you
should have no problems. If you're

installing it into an existing
setup, make sure you dis-
able any existing game
ports. The Lightning grabs
[/O address 201, and you
can't change it.

So if you're looking to
cke out that last bit of frame
rate, take a look at your
game card, Maybe its lime
to add a little Lightning to
your rig. %

HARDWARE

PAPPEAL: Game players looking
for the best game card available.

PPROS: Low CPU utilization; easy
installation; four joystick ports.

PCOMS:

Doesn't

:T:g::;:"s Price: $119.95

Force Vendor: Pacific Digital
Peripherals, Inc

sF:if::h“k llﬂIEIl oot [8051)} 581-7023

www.pdpi.net

SEAGATE MEDALIST PRO 9140 « REVIEW * %k %k %k

Glosing the Gap

by Loyd Case

CSl devotees (me included) have

long maintained that one of the

advantages of sticking with SCSI

is that the higher performing

technology drives are all SCSI,
and that IDE drives are thase lowly
devices that run at a paltry 5,400RPM
—or less.

Seagate just changed all that.

‘The Medalist Pro 9140 is a 9.1GB
UltraDMA/33 hard drive that spins at
7,200RPM and has an average access
time of less than 9 milliseconds. This is
in midrange SCSI territory, and the per-
formunce this drive delivers makes other
LIDL drives seem like pale imitators.
Using WinBench 98% Business Disk
WinMark, I got a result of 1,500, some-
thing I've previously seen only with fast
7200RPM SCSI drives on my Pentium
11/233 test-bed. Disk drives being what
they are, that score won't be much dif-
ferent on slower systems. (We were care-
ful notto use the Intel bus-mastering

EIDE drivers, which can give spuriously
high results).

This new incamnation of the Medalist
uses most of the advanced technology
you'd expect from modem hard drives,
including MR heads (which helps
increase the number of bils per inch on
the disk— called arcal density) and
PRML read channels. One of the more
interesting features thats unique to this
drive is the use of fluid bearings. [ ligh-
speed hard drives can be quite noisy, but
the fluid bearings dampen the noise
quite nicely. In addition, Seagate realizes
that this drive will be bought and possi-
bly installed by consumers, so they
mount a plate (called Seashield) over the
electronics to reduce the chance of dam-

age lo delicate components,

Are there faster SCSI drives? Yes.
Even some 7, 200RPM SCSI drives have
faster intemal transfer rates, and, current-
Iy, nothing touches the 10,000RPM dri-
ves in terms of rotating storage perfor-

mance.
But alter
ninning
the Medalist Pro for some time now, its
made my A List for hot products, The
drive comes ina 9.1CB and a 6. 4CB ver-
sion. The 9.1GB drive should come in at
around $500, while the 6.4GB unit will
likely have a street price of around $350.
Gelling this level of performance at
these prices is a steal. &

HARDWARE

PAPPEAL: Anyone looking for
high-performance hard drives at a
reasonahle price.

PPROS: It's a big, fast, quiet hard
drive.

PCOMS: Some systems need new
Bl0Ses to support the 9.1GB size;

best per-

formance

with ; Price: S500

UltraDMA! e Vendor: Seagate

33 con- Technology

tollers.  |RATED & & & & 4 | | 405.438.8111

www.seagate.com
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and reliability."

Cyberathlete Dan (RIX) Hammans took first place at that QuakeCon 97, where
Micron systems ruled. If you're serious about gaming, face real competition like
RIX at www.cyberathlete.com. And if you're serious about computers,

dare to call Micron or visit our Web site today.

MICRON MILLENNIA Xku

Intel 266MHz Pentium® Il processor
(features MMX™ technology)
64,MB SDRAM
6.4,GB Ultra ATA hard drive
Cyberathlete 17" Micron 700FGx, .z6dp (16" display)
DAH [mx] HAmmAHs STANDARD FEATURES
824,40LX chip set
512KB internal L2 cache, 2MB BIOS
Integrated 100MB lomega Zip Drive, 3.5" floppy drive
32X EIDE variable speed CD-ROM drive
32 voice wavetable stereo sound, Advent oog
speakers with subwoofer
3Com/US Robotics 56K xz telephony modem®
Diamond Viper V330 128-bit 30 video with 4MB SGRAM
Microsoft® IntelliMouse, USB connections
Microsoft Windows® g5 and M5® Plus!
Microsoft Office o7 Small Business Edition
Choice of Micron Software Solutions Pak

R 5-Year/3-Year Micron Power™
WINNER @F QuakgCeN ‘97 limited warranty 52’ ".99

Quake® s a registered trademark and the Q™ logo is a trademark of Id Software, Inc,

Call for information on our Software Solution Paks. Other Millennia configurations also available.

To purchase a copy of Quake Il call Micron Additions at 888-8-MICRON.

P"WE R-" Micron Sales Hours: Mon-Fri 6am-1opm, $at 7am-5pm,

WARRANTY { Sun roam-5pm (MT) Technical Support Available

mwm‘“:ﬂn ok 24, Hours A Day-7 Days A Week. Toll free from Mexico:

ﬁk.."’.;‘.' ':n“‘.}..w hu“:::m -,'Z‘L‘%"‘s';'-ﬁb“ 95-B00-708-1755 * Toll free from Canada: 8oo-708-1758
fystem incidesd ressiytony incloded for Miermn server systesy K .

w:;n Toll free from Puerto Rico: 800-708-1756 * International

,&.d S‘H by Mcrn's muhﬁ,“m.ﬂmﬂa Sales: 208-893-8B970 * International Fax: 2088937393
Eu$ Gt e
Trvhed marriesies oy by sbtaed s o by ool

Wi transmsyion fpeed of up 10 §AKBRY when downisading dath and 33 &4bos whe
fransher rates may be bess than the maximum potentiale. "The r: ROM drive will be rems

et Pt by e traderie: o WA L nmwwcu.nu 12
Mmmummunvmﬂ Qi aCeThe €
i Publication e ot KOBACIIN rpese o0dy 4% Miey te Eaermark. of the prgect:

re to take Quake® to the next level.
The Micron™ Millennia® level,

Dare to take your power to where you
thrive amid peril and bloodshed. Where
the others are gibbed, fragged and
ruthlessly annihilated. Where you endure.
And where Micron dominates.

Get the Micron Millennia Xxu, the addictive
machine combining the latest technology
and killer multimedia capabilities. Lock and
load our Fusion 30™ option, and you get DVD,
2D and 3D graphics and a speaker system that

will make your ears bleed. And, you'll get a blistering
3D gaming bundle for more multimedia pursuits.

Micron systems powered the recent QuakeCon ‘97 competition. There, chief organizer
Jim (HzH) Elson said: "Among the hard-core Quake fans on the Internet, it's long
been established that Micron machines are peerless when it comes to performance

FUSION 3D OPTION PAK

DVD-ROM,™ DVD software
E4 Cool DVD PCI decoder card: 6 channel AC-3to 2
channel out capability
AWE &4 1SA sound card
Cambridge MicroWorks-
2 speaker satellite with subwoofer stereo system
Fusion 30 game pak: Mech Warrior 2: Mercenaries
D3D version, AH-64D Longbow,
U.S. Navy Fighters ‘g7, Command &
Conquer, Formula 1 D30 version
MS Sidewinder Pro joystick

w0’ lp 9

Call now to order.

888-669-0969

www.micronpc.com

ICRON

LECTROHNICS

Configured For Your Life.




HARDWARE

Check out the special
Lonseow 2 edition of the CS
Commander 2 on this
month's CG-ROM.

o ———
Price: $29.95
Vendaor: Calana
Software

Distributor: Flight Sim
Central

(B00) 477-7467
www.calanasw.com
www.fscentral.com

love the feel and amazing program-
mability of ThrustMasters FLCS
joystick and TQS throtile, but
they're a real bear lo program.
Normally, programming

ThrustMaster’s joysticks requires you lo

dive into a text-editing interface that
only WordStar aficionados could love,
not to mention that you have to deal
with function macros and obscure
acronyms for various butlon presses. Bul
using CS COMMANDER 2, you can sim-
ply click on the button you want to pro-
gram (on an on-screen picture of your
joystick or throttle), then click on the
keys you want that button to send (on an
on=sereen keyboard). It doesn’t get much
simpler than this.

Of course, the program also supports
and simplifics more complex Thrust-
Master programming. You can create
macros for various functions, and then
move them to a particular switch or but-

k k%%  REVIEW * CS COMMANDER 2

Taking Gontrol

by Denny Atkin

ton with a simple drag-and-drop opera-
tion. For instance, | created a macro that
would activate ECM and dump bursts
of both chaff and flares, and then
mapped it to a single button-push.
[fyou're going to do more than assign
simple keystrokes to buttons, you'll need
to dive into CS Commanpir 25 thor-
ough, illustrated, online help file. The file
includes both reference material and
tutorials, There’ no paper manual, but
this is a case in which online help makes
more sense. However, it would have
bheen nice to see more information on

ThrustMaster’ programming language,

because although CS COMMANDER
simplifies things, taking full advantage of
your controllers requires familiarity with
the 1 mguage’ rules. The only pmhlcm[
Luu:uulucd was a runtime crash when |
didn’t specify the path for the ConAn-
DR 25 config files during installation.
“The program supports the

ThrustMaster WCS, TOS, FLCS,

FCS, and I-22 controllers. If you have
any of these sitting on your desk bul
you've been stuck with using the canned
program files included with vour games,
check out the CS CoMMANDER 2. Tt
could help you get the most oul of your
controllers” capabilitics. %

PAPPEAL: Anyone looKing for a
friendlier ThrustMaster programming
interface.

PPROS: Offers point-and-click pro-
gramming of simple commands; sim-
plifies even complex macros.

FCOMS: You'll still need to leam
the details of the ThrustMaster com-

= 1ABS

guage to
RATED * A A *

take full
atlvantage
of your
controllers.

Play the game

Not the keyboard.

-

| learn games quicker
Available at CompUsa, Babb . Computer City,_ .

Egghead, Fry's, J&R Computer \nmrld and Microcenter:

(,-a\téf-

B Contains command sheets for

§ Command & Conguer: Red Alert™,
MDK"™,
Simulator™,
Interstate
767, Jet Fighter III”, Tomb Raider™,
X Wing vs. Tie Fighter”, Microsoft*

Fighting Falcon F167,
Microsoft  Flight
Civilisation 11", Quake~,

* Word or design your own.

GO TO #159 @ www.computergaming.com/infolink

New...Revolutionary
Keyboard Simplifier
for PC Games

slide in a command sheet

_pla_v the game

Works with any PC game.
Includes easy Windows program
to design and print your own
command sheet.

7 Saitek’

Visit our web site at http://www.saitek.com




Battlezone Put You in Command of a Tank. ]

ENEFT
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Q000
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In 1998,

Battlezone Puts You in Command of a \War. ]

B Follow Me
B 5o To Haw
B ATtTRcK

Fick Me Ur
B G=1 Rerar

beET FeLoAD
B HunT

RecyoLes
Fo Tom
- Go Ta LauncH Paop
CRMcEL

——‘[Actual Screenshot. ]

il J of Activision, Inc. © 1907 Activision, Inc, Batthezone Is a trodemark of Atarl/JTS Corporation, & 1980, 1997 Atarni/ITS Comporation. All rights reserved, Licensed by Aclivision




ACIIVISION,

Battlezone takes real-time
strategy to the front lines.

You are the high-level Commander making

decisions from your own war-ravaged tank. Lead

2 your U.S. troops on a mission to gain control of a

: superior alien technology in the true “space race”

— e # against the Soviets...or cross enemy lines to the
W Soviet side. It's all under your command.

Hay PomTt 2

Full-Scale 3-D Action
Pilot one of 20 antigravity
war machines, and wield
25 devastating weapons —
including mortars, mines,
and the Thumper Device
which triggers onthe-fly
earthquakes on the mor-
phable terrain.

Complete Strategic
Control

Coordinate full-scale attacks
with over 30 unique units,
such as tanks, infantry and
mobile assault turrets.
Build bases, deploy forces
and manage resources —
all from within your tank.

Dynamic First-Person
Immersion

Lose your vehicle in battle,
bail out, parachute to safety;
then use your sniper rifle

to take over another unit.
Switch vehicles right on the
battlefield of one of seven
distinct moons or planets!

‘ ;‘HDCI{ET BoMe l"‘-.- _‘-‘- -‘-

o Z N

Take Strategy to the Front Lines.

HEAT and HEATNET are of

Inc. Al olhar and trade nomes are the properties af thelr TS, WW

GO TO #230 @ www.computergaming.com/infolink
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The Most Respected Reviews
in the Industry for 15 Years

IEWS

CG Choice Games This Month

Review Quote of the Month

“For those who have been
turned off to adventure
games by portentous
Myst clones or feeble
FMV mystenes

the perfect
tonic.”

—Jeff Green,
reviewing CURSE
0F MoNKEY ISLAND

HOW DO WE RATE?

We revlew only ﬂnishetl p _ _ducts, nnt prerelease ve___ _nns. The ratmgs are. as fullnws. e

| nulstmdmg Very Good: Average: | Weak: Abysmal:
The rare game Ahigh-quality A mixed bag. It A game with seri- - The rare game
!hatgels ital game that suc- can be 2 game ous problems. that gels it al
right. The graph- .caeds in rnany 3:that reaches for * Usually buggy, wrong. Thisis ;
gs, sound and areas. It may - lhe slars bl dee: * sennusly Iacidng * rasemed for thuse
gameplay come have minor proh falls short in sey- _ in play valug, or pmducts 50
: lems, butis stillworth -~ eralways. Il can alsobe  justa poorly conceived bugagy, illconceived, or

your-money, especially. I[ - agamethatdoeswhat  gamedesion—you  valueless that you won:
g | youreinterested inthe It does well, butlacks ~ shouldthinklongand  derwhy they wer ever
._buying recnmmendaﬂun subjecl matter or genra '“!lalr or originality. “hard before buying . released in the first p}ac&
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; b hen the evil sorcerer

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

stop the reign of rterror and
- defeat the forces of tyranny. In
Lords of Magic, the successor to the popular Lords of the
Realm I, you enter a fantasy world where good and evil

cal races

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 II a break-
through in strategy gaming, Lords of
Magic combines turn-based exploration
and resource management with real-
time combat. Join forces with others
(up o 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 creatures, including elves,
vampires, skelerons, 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.

game map, with 16 bit SV

and texture, s &

www L siesra.com

STERRA®
Impressions

1996 Siceea On-Line, Inc. @ andfor T8 designare ieademarks of, or lieensed to Sierra OneLine, loc, Bellevue,
ot W < € T A4l € 416 119 € 37T 097 her 1.8 and forelen paternis vendine. All fights reservel

p——y
—

Lords of Magic features a true 3-D .

Graphics and a powerful map
editor that puts you in/controb

of terrain height, mpograph 3

P
As you explore the land of urak
yowll battle in dark and mysterious
caves, castles and dungeons i



select one of eight
citics to be the center
of your empice

—

—1n your library wizards
will research spells to
OVerpower your enemi

peep inside’

wizard tower s
practice their secrt

arfs fo conjure mr‘i’!?ilc‘ i)
creatures and train
new acolytes




from Those
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CGW Review Index

ADVENTUREL
ROLE-PLAYING

STAATEGY/WARGAMES

These Are the Games We Have Reviewed in the Last Three Months

Game Name

Blood Omen: Legacy of Kain
Chasm: The Rift
Defiance

Hexen |1

Jedi Knight

Mageslayer .

Nuclear Strike

Oddworld: Abe's Oddysee
Postal

Pro Pinball: Timeshock!
Resident Evil

Shadow Warrior
Shadows of the Empire
Shipwreckers!

Take No Prisoners
Terracide

Time Warriors

Uprising

Virtua Fighter 2

X-Car

Byzantine

Dark Earth

Dragon Lore 1

Fallout

Meridian 59 Revelation
Riven

Ultima Online

Boggle
Galapagos: Mantel's Escape
Lose Your Marbles

* Smart Games Puzzle Challenge 2

Armored Fist 2
Fighters Anthology
Flight Simulator 98
Forced Alliance
iF-16

Sabre Ace

Star Fleet Academy

ABC’s Monday MNight Football 98
Diamond Mind Baseball 7.0
NBA Action 98

NBA Live 98

NFL Legends 98

NHL 98

NHL Open Ice

NHL Powerplay 98

7th Legion
Achtung! Spitfire
Age of Empires

Battleground 8: Prelude to Waterloo

Birthright

Buccaneer

Civil War Generals 2

Close Combat 2: A Bridge Too Far
Conguest Earth

Dark Reign

East Front

“Imperialism

Incubation

Man of War

Myth: The Fallen Lords
Hetstorm

Outpost 2

Panzer General Il

Pax Imperia: Eminent Domain
Sid Meier’s Gettysburg

_Total Annihilation

War Ine.

Issue
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January
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February
February
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February
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January
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Page

306
153
160
216
298
163
159
146
150
24
246
230
227
159
233
316
326
196
238
338

176
172
328
250
165
254
162

230
228
391
314

204
384
374
209
256
200
368

346
342
195
194
362
186
187
182

285
400
270
302
416
309
226
218
203
394
216
403
289
299
212
224
114
261
221
274
281
304
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Publisher

Activision

GT Interactive

Visceral Productions/Avalon Hill
Activision

LucasArts

GT Interactive
Electronic Arts

GT Interactive

Ripeord Games
Empire Interactive
Virgin Interactive

GT Interactive
LucasArs

Psygnosis

Red Orb Entertainment
Eidos

Malofilm

300

Sega Entertainment
Bathesda Softworks

Interplay

MicroProse

Cryo

Interplay

3D0

Red Orb Entertainment
Electronic Arls

Hashra Interactive
Electranic Arts
SegaSoft
RandomSalt

Novalogic

Jane's Combat Sims
Microsoft

Ripcord Games
Interactive Magic
Virgin Interactive
Interplay

ABC Interactive
Diamond Mind
Sega Entertainment
EA Sporls
Accolade

EA Sports

GT Interactive

- Virgin Interactive

MicroProse

Avalon Hill

Microsoft

TalonSoft

Sierra On-Line
Stretegic Simulations
Sierra On-Line

~ Microsolt

Eidos

Ativision

TalonSoft

Strategic Simulations
Blue Byte Software
Virgin [nteractive
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kkkk? REVIEW * QUAKE Il

by Dave Salvator

lhomicidal tendencies
in your computer gam-
ing experiences, we
have one thing to say:
“QUAKE T is your boy!”
Alter wowing action gamers with the
worlds first true 3D shooter, id Software

wanna kill. | wanna
killl” shouted the iconic
character in “Alice’s
Restaurant.” If, ina
similar vein, you have

1 Wanna Kill?!

Improved Single-Player Action and Dazzling
Graphics Highlight Quake’s Triumphant Return

has rocket-jumpet the “If it moves, shoot
ill” genre to the next level in QI

PLAYING WITH YOURSELF

One of the primary erilicisms of
QUAKE was that its single-player game-
p];l}' was weak, a by-product of uninspir-
ing level design and borderline brain-
dead Al This time around, the Al is
more “special ed” than brain dead, a
slight improvement, but not much. The
biggest improvements for solo slaggers

have come in overall level design, and
mission based “units,” in which you have
actual objectives rather than just finding
keys 1o open doors and exit the level,
There’ actually a story line in which
you're pitted against the Strogg, an alien
race hell-bent on the destruction of
humanity. Okay, not the most original
story line in the world, but fortunately,
the missions from unit to unit have a cer-
tain continuity and flow: Also, as you bat-
tle your way toward the inner sanctum,
your missions include retrieving a

P — . ———]

Price: 359

System Requirements:
Pentium 90, Windows 95,
16MB RAM, 50MB hard-
drive space, 4x CD-ROM
drive, Sound Blaster-
compatible sound card.
3D Support: OpenGL, 3Dfx,
PowerVA.

Multiplayer Support: LAN
and Internet TCP/IP (2-32
players); no CD required
with 225MB install,
Designer: id Software
Publisher: Activision
Santa Monica, CA

(800) 477-3650
www.idsoftware.com
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severed head for a retinal scan,
knocking out a reactor, and dis-
abling a communications system.

One thing any first-person
game has to do is set a mood lo
(]rﬂ“' }"ﬂ]l in .'II'I(I I\'C{:l) '\,"‘_ll] \\"E]I'Ili“g
more. Qll sels the mood early on,
and I found that each night |
played, by the lime [ reached a
“practical stopping-point,” it was
2:30 in the morning —again. QII%
audio became much more
immersive when [ used head-
phones, and made the overall
mood much creepier. QII defi-
nitely has the jones factor.

There are several elements
from DooM evident in Qll: There
are small health unils that you can
still accumulate beyond 100
health points, as well as armor

BE ALL THAT YOU CAN BE In Qll, you can choose from among a variety of skins to wear in mulliplayer action.




GET BENT, GET DEAD Like the monsters, you can crouch, too.
While handy for hiding, it'll leave you a sitting, or crouching
duck in a firefight.

shards (small amounts of armor to balster whatever armor you
have). QI also features the new and improved BFG 10K, very
handy for clearing entire rooms. Monsters are more of the
evhorg variant — part humanoid, part machine —and have
higher polygon counts than QUAKES ne'er-do-wells, so their
movemenls seem much more realistic, And when they do final-
ly give up the ghost, some, like the guards, have a last dying ges-
ture: They cither flail around on the ground before expiring or
they sit up to try to fire one last shot before passing on. So, you
definitely have an incentive to reduce them to giblets.

Most of the same power-ups are back in OIl, except for the
Ring of Shadows (invisibility), which has been replaced by the
Silencer. All power-ups, underwater breathers, and environ-
mental suils can be stored in your inventory and used when
needed. Its very handy indeed to have on-demand quad dam-
age for those especially hairy moments,

Each unit through which you bal-
tle consists of three or four intercon-
nected QUAKE-=sized levels. One
annoyance with the new larger “units”
is that whenever you reach a connec-
tar between two levels, theres nathing
to tell you which level you're about to
enter. Having this might seem like
sm‘nmlhing of a crutch, but given the
longer load times between levels, it
would have been a helpful addition.

The Strogg combatants are a little
smarter than their QUAKE ancestors,
though they're still not an especially
bright lot. In QII, some of the baddies

YOUR WINDOW ON THE WORLD In addition to lots of
giblets, Qll's graphics include spectacular scenery.

QUAKE Il » REVIEW

can crouch to duck your shot, though they stay crouched long
enough to become catehers of your lead fastball. “Tiwo words;
Aim lower. The monsters” Al routines are scripted, so they can't
react dynamically to what you're doing, but there are some
clever effects. l'or example, some preset events take place at
certain Y-junctions: You might come in, go left, start partying
with a couple of Stroggs, and suddenly realize that you're also
taking fire from behind. The other pranksters were lurking on
the other side of the Y-junction and have decided to join the
fun. So, while individual Al isn't stellar, enemy placement and
clustering can still keep you on your toes,

The three difficulty levels — easy, medium, and hard —scale
up the number of foes and the number of hit points needed to
cown your enemies, while reducing the amount of health
scatlered throughout the units. QII doesn't have a Nightmare
difficulty level, but the Hard setting should keep you sufficient-
ly overwhelmed.

"The final showdown is with the Strogg commander, one big-
assed boss whose arsenal includes a BFC and twin chain guns.
Ouch. Without giving away too much, there’ a very cool
sequence during the Final Showdown that’ reminiscent of
Aliens. The final level also has a pretty cool secret that 'l leave
you lo discover,

THAT'S WHAT FRIENDS ARE FOR

One thing that QUAKE did absolutely right was its multiplay-
er gameplay. QlI, therefore, faces a huge challenge to outdo its
predecessor in this arena, The news here is for the most part
good, with a few weaknesses. First, the good stuff:

As insingle-player action, you can opt to store power-ups or
have them instantly activated. Among the Frags-R-Us crowd
here at CGW, the opinions about power-up hoarding are
mixed, Some like it, while others think it unfairly tills gameplay.
Rather than glowing, a player with the quad tums blue, whereas
someone with invulnerability tums bright red. Definitely a case
in which it better to give than receive. Another cool addition is
that you gel a countdown when a power-up is activated so you
know when its about lo run out of gas.

Curiously, co-op multiplayer is nowhere to be found in QIL
It probably wasn't the preferred way to play QUaKE multiplayer,
but it was fun. Q1 no longer supports LAN multiplayer using
the IPX protocal; it now uses only TCP/P. Thankfully, setting
up TCP/P has become much less painful in Windows 95.

Multiplayer gameplay feels similar to QUAKES, though your
weapon is held to one side, so
there’s a bit of learning curve
to aiming in OII. You can set
your weapon to be centered,
but it won't be visible. The
biggest downer in QIIs mul-
tiplayer is that there aren’t
any levels included that are
expressly multiplayer levels.
All DeathMateh levels are
actual single-player levels,
and while some make for
good DeathMatch levels,
they're not quite up to the six

¥¥Continved on pg 134
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Price: $49.95

System Requirements:
Pentium 90 or better,
Windows 95, 16MB RAM
(32MB recommended),
1MB hard-drive space, 4x
CO-ROM, Windows 95-
compalible sound and
video cards.

3D Support: Direct3D.
Multiplayer Support:
None.

Designer: Core Design
Publisher; Eidos
Interactive

San Francisco, CA

(800) 617-8737

www.eidosinteractive.com
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‘Back In Tomh

A Bit Less Tomb-Raiding and Some Minor Polishing Makes for a

Decent Sequel

by Thierry Nguyen

ho was it, | won-
der, that started
the idea that
archacology is
sexy profession.
(Okay, I also won-
der how Lara
Croft can run
around 'Tibel in

short-shorls, hut
that’s a different topic.) In all the
Indiana Jones movies and in Toug
RAIDER, archaealogy looks to be
career full of danger, intrigue, and many
tombs. In reality, the job usually
involves endless, monotonous digging
and sifting, but you can continue the
fantasy ideal of archacology via the lat-
estinstallment of Core Design’s Tomn
RAIDER series.

DEADLY DAGGER

In the original ToMB RAIDER you
searched for the Scion that would
unlock the seeret of Atlantis and ifs fate;
‘Tone RuDER 1T has you going after the
mystical Dagger of Xian. The game
opens with a f:mc_\'-]nnking [IYAY
sequence demonstrating the power of
the Dagger, as it urns its owner inlo a
Dragon. You then see it buried heneath
the Great Wall of China. That’s your

WITHIN YOUR GRASP This is the Temple of Xian, where the famed Dagger resides.

Don't think your quest ends here though.

setup. Unless vou opt for training in
Laral mansion, starting the game will
whisk you off to the Great Wall where
vou then begin vour journey through 18
gamne levels,

MORE GRAPHICS

“The gameplay in Toms Ruper 11 is
identical to that inits predecessor.There
have been no serious overhauls here:
mast of the chzmgtfs are minor tweaks,
fixes, and additions.

Lara has a few new moves and a few
new weapons. She now shows a new
style of climbing and has the ability to
flip underwaler
and in the air.
The game lea-
tures a few water
threats and some
puzzles that
require you lo nse
lier new moves,
Finally, there are
afew instances in
which Lara gets
to pilot vehicles (a
speedboal and a
skimobile),

As for her

WELCOME BACK Many of the new levels are outdoors or under-
water, but the Tibetan foothills are reminiscent of Toms Raner.

CGW
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weapons, the

magnums from the original game are
gonc. In their place are full-blown auto-
malic pistols. There is also a harpoon, a
grenade-lameher, and an M-16. In
inventory, the only additions are flares
and three Dragon Statues, which signify
seerets in each level.

One of the more hyped-about
changes in ‘Toms RADER [ is Lara's
famed ponytail. When [ first heard about
it, I scoffed. I must admit, though, that it
did look pretty cool, as the ponvtail
reacts Lo the environment, swaying real-
istically in the wind or water, or under
the force of gravity.

Another hyped graphics change is the
dynamic lighting, Its also done well and
is best demonstrated by either throwing a
flare or firing a grenade down a dark tun-
nel. Lara lias a limited supply of flares,
though, so you may need to use your pis-
tols (which still have unlimited ammao)
as a substitute flashlight.

‘I complement the improvements in
the graphics, Core Design has
enhanced the games sound. There’s
more speech his time, as well as betler-
sounding weapons. The magnum and
the Uzi used to share a very flat, dull
firing noise, bul now game sounds pack
apunch.



LESS TOMB RAIDING

Although the engine and gameplay
are basically the same, the setting has
undergone a significant change. There$
less emphasis on tombs this time, as you
explore levels ranging from the
Catacombs of Talion and the Wreck of
the Maria Doriato Venice and an
Offshore Qil Rig.

"The level design in this game has
improved significantly. Many of the lev-
cls are more interesting architecturally,
and the traps are a lotmore devious.
This game is definitely tailored for the
Toms RAIDER veteran, not the newbie,
Quite a few of the traps are based on the
“die and restore” principle, in which you
die when you first encounter the trap to
see how it works, and then restore a

MASSIVE MACHINERY Toms Raper Il adds many
new textures for the various new levels, such as

this underwater shipwreck.

TOME RAIDER Il = REVIEW

saved game to tackle it seriously.
You'll need to save a lot more fre-
quently this time. While these
traps were annoying, others simply
required a good sense of timing
and some quick thinking, A good
example is the small gauntlet of
razor blades, spikes, and boulders
in the first level; consider it a test lo
see how well you'll do in the rest of
the game. Between the levels,
you'll sometimes get either a pre-
rendered or in-game cul-scene
detailing more of the story.

“The enemy variety has also
widened a bit. The previous game
focused more on animals and exotic
creatures. Now, we get animals, some
exotic beasts, and a lot of humans. ToMB
RAIDER was slower paced, as
the animals came at you every
once in a while; but Toms [15
pace has been quickened with
more human apponents popu-
lating the levels. The human
opponents brandish weapons
ranging from simple baseball
bats to nasty flamethrowers.
The animals look much better
now, but the humans look
primitive in comparison.

The game is improved, but |
still have some issues with it,

—

Lovable Lara

from Toms RaiDer, it's that

marketing can do wonders for
a game. Eidos has managed to
create the most hyped character
in the history of gam-
ing. Who else but
Lara could be the
only fictional char-
acter in Time
Digital’s List of
Influential’ People in
the Computer
Industry?

it's also painfully
obvious to whom
Eidos was marketing
this game. Lara again
sports a tight shirt and
short-shorts through her adven-
tures, which makes even less
sense now that she is traipsing

Ifthere is one thing | learned

L

around frigid Tibet. | guess a
wetsuit and bomber jacket could
be considered an improvement,
but she’s still got those nearly
nonexistent short-shorts. And
when she's In
a skimpy
nightgown
and taunts
: / you at the
/" conclusion,
5/ You know whom
* the game was
made: for.
It's too bad more
emphasis was placed on

// Lara's looks than on the

game's content. If Core Design
had concentrated more on the
actual game, Tome Il would've

probably been a contender for
action game of the year

LARA'S RIDE Now Lara gets to pilot speedboats and skimobiles
in certain levels.

Core has added better lighting and tex-
tures, but there are still horrible clipping
problems. Laras arm often disappears
into the wall, and in some rare cases,
enemies waltz right through doors. Also,
the plot is weak, with virtually no back
story. Lara decides to go after the Dagger
inthe Great Wall, . .well, just because.
Atleast money was offered as the moti-
vation in the original,

Finally, the biggest issue is a simple
case of sequelitis. This is TOMB RAIDER
but with more guns and better level
design. Some people don't mind this:
Doom I did the same sort of thing, and
its not necessarily bad. But because this
is essentially the same game, much of
the freshness of the original is lost.

The bottom line is this: If you liked
the first ToMB RAIDER, you'll probably
like this one. They've made enough
changes lo make il interesting, but its no
longer breathtaking. If you didn't like the
first game, this won't make you change
your mind. Newcomers on their first
date with Lara should be wamned that
Towmg [T was made for veterans who
completed the first game. A third install-
ment is planned, so lets hope that Core
pulls some new tricks out of its hat and
gives us a better edition next time. &

P APPEAL: Fans of the original,
action gamers who like tough puzzles.

PPROS: Some heautiful levels; better
pacing and puzzles; improved graph-
Ics and sounds. —
PCOMS: Weak
plot; puzzles may
annoy beginners;
some of the old
engine troubles
remain.
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Witty speech, dynamite sound effects and original
music, Brain-tickling strategy and politically correct
violence. Go it alone Wormho-style against i7 other
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Blue Wonder

Psygnosis Puts Qut a Dazzling Sci-Fi Helicopter Shooter

by Scott A. May

fyou've been waiting to buy a
3D-accelerated graphics card,
Psygnosis may have come up
with a reason you simply can't
refuse: G-PoLice. Ported from
the original PlayStation version
(excellent in its own right), this
Win 95 sci-fi shooter emerges as
one of the fastest, most visually
impressive arcade games ever
made. This isn't just emply praise. One
look and you'll be a believer.

The game begins with a lengthy FMV
sequence to introduce the back story and
the intricate plot. In the 2Ist century,
Earth has been rendered a dead planet,
thanks to years of environmental
neglect, resource plundering, and war.
Nations and governments have toppled,
and the entire planet is now controlled

CELLULOID HEROES Full-motion video
plays @ major part in G-PoLice.

by a handful of greedy, global corpora-
tions. Hungry for new resources,
humans have begun to colonize and rayv-
age the worlds beyond Earth,

One such space colany has sprouted
on Callisto, one of Jupiters moons,
Because there’ no life-sustaining atmos-
phere on Callisto, the surface consists of
alarge complex of interconnecting
domes. Some domes contain large
urban sprawls, complete with massive
skyscrapers and busy spaceports. Out-
lving domes house smaller communities,
farms, and mining operations.

"To maintain law and order on
colonies such as Callisto, Earth’ corpo-
rate leaders have created a galactic
police foree called the G-Folice. As Jeff
Slater, a crusty war veteran and master
pilot with an asteroid-sized chip on your
shoulder, you join the G-Police to inves-
tigate the Iragic, unsolved murder of
your sister, a former G-Police pilot.
Before you solve the murder, though,
you have to play cop: tracking smugglers,
securing zones, seanning for contraband,
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CATCH THE WAVE Gamers who have 3D accelerators will be overwhelmed by the stunning graphics

in G-PoLice, such as this series of shock waves set off by your deadly bomb.
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and blasting various evildoers. Along the
way, you'll uncover clues not only to your
sister’s death, but also to an ominous
conspiracy that reaches directly into the
corporations themselves.

CRY HAvVOC

You begin G-PoricE piloting an
assault vehicle called the DASA-Kamov
gunship, a HAVOC-style helicopter
armed to the teeth. Though futuristic by
today’s standards, this airship is consid-
ered a rickety bucket of bolts by the
game lead character. But therein lies its
charm. While other shooters, sci-fi or
nol, outfit their players with the latest
and greatest fighting machines, there’s
something ramantic, A la Road Warrior,
about placing a bruised and beaten hero
behind the stick of a less-than-perfect
vehicle. It not only offers a greater chal-
lenge, but also conveys the idea that true
fighting spirit is measured by inner forti-
tude, not oulward flash.

“The gunship uses an arcade flight
model, which is both good and bad.
Helicopter fanatics may
consider it superficial, but
then again, the game does
not pretend to be a true
flight sim. On the other
hand, for anyone who has
ever struggled to learn true
helicopter flight dynamics,
it’s a welcome simplifica-
tion. The truth is, this gun-
ship flies and controls
more like a hovercraft
than a helicopler.
Whatever your opinion of
the flight model realism,
this is certain: Control is
fast, tight, and responsive.
Novice pilots can go
through several training
missians in order to
acquaint themselves with
the gunship’ navigational
systems, manenverability,
and ordnance.

COW

Price: $49.99

System Requirements:
Pentium 133 (P166 rec-
ommended), Windows
95, 16MB RAM (32 MB
recommended), 2MB
hard-drive space, 4x
CD-ROM drive; sup-
ports Direct Sound-
compatible sound
cards, joysticks, MMX,
and AGP technologies.
3D Support: Direct3D.
AGP.

Multiplayer Support:
None.

Designer: Psyanosis
Publisher: Psygnosis
Foster Gity, CA

(415) 655-8000
www.psygnosis.com







The most anticipated RPG of the year.

In the FORGOTTEN REALMS®, we've lived through foul pestilence,
vicious battles, exorbitant taxes, and cven the occasional dragon. But
when HE showed up, things really started getting ugly.

Prepare to be immersed into a world of intrigue and mystery on a

perilous quest to rescue a storied Jand from impending war. Even your
own soul is at stake as you and a party of adventurers become entangled
in a dangerous riddle of betrayed alliances, dark prophecies and murder.

Will you become the unlikely hero of the story, or merely another of
. its unfortunate casualties? Before you answer, the big guy here might
 have something to say about it.

3 Explore an immense, intricate game world - from cloud-covered
4 mountains & rain drenched plains to dark catacombs & abandoned
" temples - all meticulously rendered in lush, 16-bit SVGA graphics.

* 'y Invoke more than 100 spells - Freeze enemies with an icy blast
%, from a Cone of Cold, or incinerate them with a searing stream of
* magical flame.

5 X Push your leadership skills to the limit as you guide a party of up L
¢ 1o six characters, each with a personality that affects gameplay. . W

* Don't let your stubborn fighter pummel the arrogant thief - you |
| may need their teamwork in your next battle.

' Create your character from six AD&D® races and 26 different i
. classes and subclasses. You control every attribute, down to skin iy
" and hair color, weapons, and armor - all accurately
depicted on-screen.

{ERS, FOR GAMERS.™
terplay.com

Y Jr.mrpl'u,r Productions. All othor copyrig

GO'TO #076 & www.computergaming.com/infolink
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BARF BAG CITY Multiple camera views, such as this exter-
nal overhead shot, convey the depth and detail of the
game world in G-Pouce.

LETHAL HARVEST Beyond the urban sprawl, G-Pouice mis-
sions also unfold in less hectic environs, such as this farm-
land biosphere.

THE DOGS OF WAR

Gameplay is comprised of some 35
missions, with fascinating I'MV
sequences interspersed to advance the
story line, introduce new characters, and
build upon the sinister plot. Missions are
strictly linear, which means you must ade-
quately complete one before heading to
the next. Most missions have both prima-
ry and secondary goals. Failure to com-
plete a goal requires that you start the mis-
sion again from scratch. Games can be
saved between missions, bul not in-flight,
which makes some of the later, lengthier
sorties frustratingly difficult to finish. Ona
negative note, the first half of the game
has some pretly repetitive missions,
Persevere, however; its well worth it.

The game defaults o firsl-person
view, although multiple camera
angles—such as chase, fly-by, and over-
head — can be accessed via hotkeys.

There’s plenty of heavy weaponry to
assist and amuse you throughout the
game. Your standard weapon is a nose-
mounted 30mm fixed cannon, featuring

CGW
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an extremely high fire rate and an annoy-
ing tendeney o overheat. Other ordnance
includes a variety of short-, medium-, and
long-range missiles; bombs; lasers; plasma
launchers; and pulse paralyzers.

The new weapons pack a wallop, but
my favorites are definitely the starburst
dispersion missiles, which launch in
bursts of eight, and the 1000Kg bomb,
which unleashes a shock wave unlike
anylhing else you've ever seen.

EYE CANDY

Here’s the best part. G-POLICE features
graphics that are arguably the most elabo-
rate and fantastic to ever grace the com-
puter sereen. Although the game doesn't
require a 3D-aceelerated video card, its
beauty can't be totally appreciated withoul
one, Most missions lake place in cily
domes, with myriad skyscrapers, each
MIP-mapped with stunningly realistic tex-
tures, lashing lights, signs, and billboards,
Like scenes from Blade Runner, these
urban vistas are absolutely furious with
activity, both on the ground and in the air

Other graphic goodies include spec-
tacular explosions, transparencies, light-
source shading, and lens flares. If you
don’t have a beefy machine, you can
toggle various graphics effects. Tested on
a P233MMX with both 3D Blaster and
Monster 3D cards installed, with all set-
tings on high, the frame rate and control
were absolutely liquid. The game is even
smart enough to recognize multiple
2DAD cards, allowing you to pick vour
preference before loading, Finally, this is
one of the first games to support the new
Pentium 11 with AGP technology.

Blazing action, resplendent graphics,
and an intelligent story line — G-PoLict
has itall. If you rate a game’ enjoyment
by its“wow” factor, put this one at the top
of your list.

PAPPEAL: Advanced-level sci-fi
blast masters.

PPROS: Knockaut 3D-enhanced
graphics and sound effects; large
variety of missions and locations;
genuinely Inlemhnn stnqr line.

PCOMNS: Steep
system require-
ments; no multi-
player options;
missions eventu-
ally hecome
repetitive.

onsole Grud

= or years, computer play-
Fers have thumbed their
collective noses at
tames ported from consoles,
and for good reason. Typical
console ports have heen shod-
dy, designed simply to
sfueeze more revenue out of
popular videogame titles. How
else can you explain the likes
of MormL Komsar, Ten Pin
ALtey, or Mapoen FoorsaLL on
the PC?

Psygnosis has changed all
that with G-Pouice, a
PlayStation conversion so
good that it does more than
merely raise the stakes for
other publishers: It sets a
whole new standard of excel-
lence. From here on out, PC
gamers should expect nothing
less than what Psygnosis has
painstakingly achieved. Hell,
we should demand it.

Much credit goes to sec-
ond-generation programmers
who now fully comprehend the
power and potential of 3D
accelerators. Let’s admit it,
PC gamers have always been
secretly jealous of their con-

o

. sole counterparts. What con-

sole games lacked in depth,
they more than made up for

- with a comhination of fast
- action and killer visuals,

thanks to dedicated graphic
processors. At long last, the
tide has turned, thanks to
atvances in PC hardware that
have heen long overdue.

But the ultimate kudos
should go to the new genera-
tion of console-to-PC
conversion artists who finally
take pride in their work.
Programmers like the in-house
crew at Psygnosis are hegin-
ning to deliver quality prod-
ucts far beyond previous
expectations.

So thanks, Psygnosis, for
throwing down the gauntlet.
G-PoLice proves how extraor-
dinary console conversions
can he.

The End of
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Price: $30.00
System
Requirements:
Pentium 90,
Windows 95, 16MB RAM.
3D Support: 3Dfx.
Multiplayer Support:
Modem, serial link (2 play-
ers), LAN (2-8 players); 1
CD per player.
Publisher: Sega
(888) SEGASALES
WWW.Sega.com

by Kelly Rickards

cga has once again dipped into its
huge library of arcade titles to
bring a fast-paced moloreycle
racer lo the PC world —Manx TT,
its 1995 motoreycle racing sim
based on England’s annual Isle of Man
Trophy Race.
Graphically, MANXTT is breathtak-
ing, especially with a 3Dfx board. 'This is

the first Sega PC game that looks better
on the PC than in the arcades. Texture
detail is vivid, with realistic polygonal
models. The [rame rate was smoolh,
never dipping below 24fps on a 3Dfx-
enhanced P200MMX. Overall, Manx
has a visual flair that’s hard to fault.

MANX enjoyed only lukewarn success
in the arcades. Part of the problem is that
the game only had two tracks,
Unfortunately, Sega didn't add any
new tracks to this porl, Since the
game is based on the Isle of Man
Trophy Race, there is really enly one
racing course in the game. Players
can race i long and a short version of
the main course, and the PC version
adds reversed/mirrored versions of
each track (so you can race them
backwards), but thats it.

SHORT BUT SWEET The gameplay in Manx

TT is fun and easy. Before you know it,
though, the game will be over.

"T'he gameplay is fast-paced and
fun, but lack of variety really
inhibits the overall playing experi-
ence, For what amounts to just a

S Yoy
ey

R

two-track
game, Manx
TT does sport some decent

features, There are four different
mades of play: arcade (the original two
arcade tracks), PC mode (extra mirror
tracks), time trial (basic practice), and
network (multiplay for eight).

In the end, MANX was a bittersweet
game experience. | finally experienced
graphically rich conversion of a high-
powered arcade game, but couldn’t find
enough to keep me happy. %

FAPPEAL: Fans of arcade racers
and hard-core Sega huffs.

MPROS: 3Dfx version offers true
arcade-quality R
graphics; acces-
sihle, fun game-
play. .
MCORS: Too few |
tracks; very little
replayability.

BAD GUY GO BOOM Things, and monsters for

REVIEW *» QUAKE Il

Wy Continised from pg 123
DeathMateh levels that shipped with
the first QUAKE.

On the upside, Q115 DeathMatch
players look much better and have a vari-
ety of skins, both male and female. In
addition, there are three wave gestures
you can flash opponents: the salute, the
crolch-grab, and the bird.

HARDWARE ACCELERATION VS,
SOFTWARE IMAGE QUALITY
QUAKE had 3D accelerator support for
Rendition when it shipped, and it was
ported to run on OpenCL, running best

that matter, blow up with great fanfare, com-
plete with particles.

cow MARCH 1938

on 3Dfx. OIl has again opted for
OpenGL and has specific ports for 3Dfx
and PowerVR. Ifyou have a 2DBD
board with an OpenGL driver (like a
Permedia 2-based board), Qll should
run aceelerated on your system. When
hardware accelerated, the effect is noth-
ing short of stunning, Improved dynamic
lighting, colored lighting, and higher poly-
gon counts on the models all contribute
to create a much more compelling effect.
When the game runs in software, many
of the lighting effects aren't present, and
QIls image quality does suffer. Despite
the system requirements listed on the
box, Oll doesn't really run well unless
you've got more than 32MB of system
RAM. There was some lag in weapon
switching on 32MB rigs. Some of this
latency is built-in and designed to be
part of the gameplay, but at limes it
would actually pavse the game while
it brought up the animation for the
new \\'CEII][H].

IN THE AFTERMATH
Does Q11 deliver on the promise
of being a solid sequel? Well, in a

word, yes. There are a few missing
ingredients — co-op multiplayer and
specific DeathMatch levels, to name
two— but the improved single-player
gameplay and stellar lighting effects
(when running accelerated), not to
mention a plausible back story, do lake
QI beyond the QUAKE experience. If
you're a QUARE zealot, then QUAKE Il is
an absolute must-have, If you're won-
dering what all the fuss is about, pick up
a copy and find out. &

PAPPEAL: Action gamers looking
to dive head-long into visceral may-
hem and, oh yeah, heautiful scenery.

FPROS: Improved single-player
gameplay; addictive multiplayer
action; Immersive, beautiful graphics;
colored lighting effects in hardware
acceleration.

PCONS: Al is still
pretty dim-witted; |
some ohstacles
become tedious; no |
specific Death-
Match levels; no
co-op multiplayer
mode (yet).
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Price: $49.95
System
Requirements:
Pentium 80, Windows
95, 16MB RAM,
220MB hard-drive
space, 2x CD-ROM
drive; supports all
major sound cards.
3D Support: 3Dfx.
Multiplayer Support:
Serial, modem (2 play-
ers, 1 CD per player);
LAN (2-8 players, 1
GO per player).
Designer: Pitbull
Syndicate

Publisher:

Accolade, Inc.

San Jose, CA
800-245-7744
www.accolade.com

REVIEW ¢« TEST DRIVE 4

Flat Tire

Test Drive 4 Will Test Your Patience and Drive You Nuts

by Gordon Goble

on't believe everything
you read. On the box of
Accolade’s Test Dirivis 4,
it says in big, bold print,
“Test Drive 4 is the clear
choice for BEST RAC-
ING GAME OF 1997
This leaves me with but a
single question: Has the
author of this drivel
played any other racing games lately?
TD4 is the latest in the long-running
Test Dive: ling, and it continues in the
same direction as its immediate prede-
cessor, TEsT Drive: OrF ROAD.
Unfortunately, that direction is downhill,
Accolade has dumped the four-wheeling
trucks and gone back to the original
TEsT Drive: format of exotic cars, high
speeds, and pavement. [t doesn’t help.
Consider TD4 a substandard sibling
to FAS NekD ror SpeeD 11, from TD45s
copyeat introduction right on through.

FIRST, THE GOOD NEWS

The game does offer 6 twisting high-
way and backioad courses from around
the globe, as well as 10 vehicles, includ-
ing “exotics” like the Dodge Viper, and
“muscle cars” such as a '69 Chevy
Camaro. So far so good.

In stark contrast to the lameness that
surrounds the rest of the game, the driv-
ing physics model is surprisingly con-
vincing. From general acceleration lo
handling and braking to the differences
between cach vehicle, the sensations are
quile believable. The problem? All of
the above applies only when
your speed isat a
[TINTTN

CGW
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BUMP AND RUN Although the tracks look nice, the erratic

I gameplay al high speeds is loo frustrating.

THE BAD AND THE UGLY

Onee you really start moving, 114
becomes far more arcadelike than any
“lest drive” should be, Il you ever played
POLE POSITION, you've got the picture.

Subtlety? Forget it. Crank your joy-
stick hard to the left, crank it hard to the
right, and repeat. You'll bounce around
some and, ifyou're lucky, may go a full
half-minute without blasting into one of
your unintelligent peers, oncoming traf-
fic, or the annoying invisible barier pro-
tecting the noninteractive scenery. Al
least Accolade had the good sense to
build in some interesting acrobatics,

Graphics, meanwhile, are a mixed
bag, with mare bad than good. On the
upside, the racing environments are real-
istically rendered, with varied, remark-
able settings. "I'here are nice touches
like authentic dash-

' STINGRAY Test Drive 4 does offer some very cool cars, including Corveties.

boards, semitranspar-
ent smoke, and air-
planes that fly over-
liead, On the down-
side, the scenery is
cursed with tons of
pop-through—you'll
see some of the out-
side world from inside
a tunnel, and some-
times you'll even drive
through cars,

The frame rate suf-
fers mightily if you
don't have a 3D
card, unless you play
in low-res mode or a hall-size window.

Off the track, 1'D4 is a cumbersome
mess with no mouse support whatsoev-
er. Italso forces you to reselect options
every lime you load the game, To make
matters worse, you'll have to choose a
steering wheel just so the game recog-
nizes the buttons on your joystick,

After all this, is it any surprise that a
season cannol be saved? Or that the race
distance and entrants are fixed? Or that
there are no car customization options?
Or that, even with more than 200MB of
installed files, CD aceess is everywhere,
and you have to endure several screens
ol legal documentation every time you
begin the game? | thought not. At Jeast
TD4 comes with an uninstall feature. &

FAPPEAL: Fans of hang-hang
arcade racing with a dynamic
driving model.

PPROS; Circuits are challenging,
thoughtful, and realistic; cars exhibit
individual characteristics.

PCOMS: Slew of interface, contraol,
and execution prohlems; graphics
are had on non-
3Dfx machines;
Al drivers that
are way too fast
and stupid; driv-
ing physics are
nonexistent at
high speeds.
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Price: 544.95
System Requirements:
486/DX66, Windows 95,
8MB RAM

3D Support: None.
Multiplayer Support:
Hotseat (2-4 players)
Publisher: Sierra On-Line
(B00) 757-7707

www.sierra.com

* k Kk k- REVIEW ¢ 3D ULTRA PINBALL: LOST CONTINENT

Pinhall Lizard

by Shane Mooney

here finally scems to be a trend
among developers to put more
story into their action games.
Sierra evidently decided that even
a pinball game could use a good
plot, and believe it or nol, it works.
3D Urimra PissaLL: Lost Con-
TINENTS opening animation shows a
small plane crash-landing on a Lost

World brimming with thunder lizards. Its

up to you to guide the plane’ three pas-
sengers through the perils of the Lost
Continent...by playing pinball.

The 16 tables found throughout the
island are multimedia extravaganzas
bursting with glorious sound effects,
impressive graphies, and surprisingly
entertaining gameplay. On one table,

you'll use a pinball to take down a
carnivorous dinosaur, then navigale
that same ball into a strategically
placed cave to advance further
through the steaming jungle. As
you progress, more of the story (as
well as additional supporting char-
acters) is revealed. While most pin-
ball games motivate you solely to
beat the current high score, this
one actually adds an adventure ele-
ment to the mix.

But, LosT CONTINENT is not
without flaws, This game is going to
lap your hardware pretly heavily.

Iven ona
Pentium
117266, the ball would

sometimes freeze momentarily. And, at
times, the goal of each table was just loo
obscure. Plus, there’ no printed manual,
only measly online documentation.

But all these minor annoyances are
easily countered by the realistic pinball
physics, immersive environments, and
plot-driven play. %

»APPEAL: Pinball fans looking for
a solid shot in the arm for their
favorite gaming genre.

PPROS: Realistic pinball “feel,”
superb multimedia elements.

»COMS: A bit
too easy, some
tahle goals are
obscure, pinball
purists will decry
the break from
tradition.
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MEN IN BLACK: THE GAME « REVIEW % %

Extraterrestrial

SouthPeak Can’t
Cover Up MEn IN
BLAcK'S Basic Flaws

by Steve Poole

lancing over the games
based on movies released
in the past few years, you
|11tg| it wonder why any
game publisher even pur-
sties the concepl anymaore.
STAR TREK: GENERATIONS,
THE LAWNMOWER MAN,
BLOWN AWAY, JOHNNY
MnEMONIC, CONGO —
all these and others served only to prove
there§ a lot more to making a great game
than acquiring a hol movie license. In
fact, Bethesdas SkyNET and LucasArts”
X-WING and DaRrK FORCES games were
about the only movie-inspired offerings
that delivered high-quality play:

ANOTHER MOVIE,
ANOTHER GAME

Still, the appeal of leveraging box-
office success lo boost PC game sales is
strong, especially when the movie is lust
summers simash hit Men in Black On
the face of it, M1 seems like a pretty
good choice if you're going to make a
movie-based game — its bizarre aliens,
high-tech weapons, and tongue-in-cheek
plot are a nice springboard for an action-
adventure game, Unfortunately, MIB:
Tri: Game: suffers from a double wham-
my: Serious gainers will be dissatishied
with the lack of depth, and casual
gamers lured by the movie tie-in will be
left cold by the game’ average graphics
and lethargic voice-acting,

The engine takes its cue from games
like ALONE IN"THE DARK and BIOFORGE.
From a third-person perspective, you
control Agents ], K, or L. (the Jones,
Smith, and Forentino characters from

PUZZLE ME THIS One of the game’s few bright points is this challenging
puzzle in the Amazon.

the flick) as they investigate mysteries in
the Arctic, the Amazon, and the ficti-
tious Frales Island. Complementing your
standard MIB pistol are exotically named
weapons, such as the “Series 4 De-

Atomizer” and the “Pulsar Arm Cannon.”

In some cases, though, you'll have to
square off barchanded against evil aliens
and humans.

MIB does add a few traditional
adventure-game elements lo its run-and-
gun gameplay. Most puzzles are straight-
forward — use an inventory item on an
object in the game world —but a couple
of missions require you lo solve some
slightly tricky logic puzzles, tao.

MUCH LESS THAN
THE SUM OF ITS PARTS

MIB has the core components of a
good game, but for various reasons they
simply don’t add up to very much fun.,
Remember those fancy weapons? Well,
vou can carry only one on each mission.
Not that it matters much, since each
weapon looks drab and packs a nearly
identical punch. Hand-to-hand combat
can be needlessly difficult because of
perspective problems, but then again,
once you master the keys, outfighting
your enemies becomes a breeze.

MIB has numerous other shortcom-

ings— nonconfigurable keyboard

commands, no gamepad support,
strained attempls Lo duplicate the film’s
humor, weary voice-acting, lo few alien
types, and a Kludgy interface for explo-
ration. Look past those problems and
you'll find perhaps the biggest drawback
of all: Its way too short. Set asice ane or
two sticking points, and you're looking at
somewhere between one and three hours
per mission for intermediate players.
Duplicating the excitement and fun
of a movie such as Men in Blackin a
compuler game is a fough row to hoe,
but that doesn’t change the fact that
MIB: Tri Ganiis is, at best, merely aver-
age. Given what gamers have to choose
from, that’ just not good enough. &

FAPPEAL: Gamers who are looking
for a watered-down version of the
movie with average action and
puzzle-solving.

FPROS: A decent mix of action
and puzzle-solving.

»PCOMS: Too few and undifferenti-
ated weapons;
uninspired voice-
acting; drab
aliens; cumber-
some interface;
too little and too
shallow game-
play.

MARCH 1998

Price: $39.99

System Requirements:
Pentium 100, Windows
95, 16MB RAM (32MB
recommended), 10MB
hard-drive space, 4x CD-
ROM, 2MB video card,
SoundBlaster 16-compat-
ible sound card

3D Support: None.
Multiplayer Support:
None.

Designer: Gigawatt
Studios

Publisher: SouthPeak
Interactive

Cary, NC

(919) 677-4499
www.southpeak.com



REVIEW ¢ EXCALIBUR 2555 A.D.

- EXcali-hore

Sirtech’s New 3D Action-Adventure Game Is Anything But Magical

by Mark Clarkson

Price: $39.95
System
Requirements:
Pentium 100, 16MB
RAM, 20MB hard-drive
space, 2x CD-ROM
drive, SVGA video
card; supports Sound
Blaster-compatible
sound cards.

3D Support: 30Dfx,
Direct3D.
Multiplayer Support:
None.

Designer: Telstar
Electronic Studios
Publisher: Sirtech
Ogdensburg, NY
(800) 447-1230
www.sir-tech.com

n 2555, the mega-
lomaniac Delavar
decides the one
thing he needs to
cement his plans
for world conquest
is the fabled sword
ixealibur. Delavar
invents a time
machine and
sends a few of his plug-
nglies back to Camelot to
snatch the blade.,

I response, Medin the
Magician invents a time
spell of his own to jump
into the future and
retrieve the stolen blade, Now, he just
needs to geta chalmpion lo single—
handedly fight legions of evil future bacl-
dies, evade myriad traps, and wrest
Lixcalibur from Delavar’s villainous
grasp. Merlin chooses his young niece,
Beth, for this heroic task,

WELCOME TO THE FUTURE

The Earth of Sirtech’s new action-
adventure, EXCALIBUR 2555 A.D.
(I£2555), is a postapocalyptic hellhole.
Everyone lives underground in cramped
complexes, the upper levels of which are
populated by filthy peasants, skeletons,
thugs, and wizards...just like medieval
England.

You fight your way through the levels
using one of two awkward, third-person
viewpoints. The game boasts 600 loca-
tions, but many are empty hallways.
Theres little sense of continuity since
you cannot see from one room into the
next; open doonways reveal only black-
ness. Worse still, every time you leave a
room, theres a pause while the next
room loads from the CID.

A VOODOO HEX

[£2555 promised great graphics and
amazing lighting cffects, but | didn't see
them. 3DF mode didn't work on my
Intergraph Intense 3D Voodoo Rush

CoW
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NICE SWORD Merlin's niece Beth, sans pants, arrives in the year
2555 to retrieve Excalibur. You must guide her from sometimes
awkward points of view.

card. (A promised pateh should be avail-
able by the time you read this.)

The documented Direct3D) mode
was missing entirely. The 8-bit software
emulation mode did work, but the results
were so ugly that they made me long for
the days of Infocom’s wonderful text
games. The backgrounds are
warped and pixelated, lhe peo-
ple look hideous, and the spe-
cial lighting effects are agoniz-
ingly slow, even on a P2-266.

If the power-ups hadn’t
flashed, | would never have
found them against the splotchy
backgrounds, Secret doors, cru-
cial to solving the game, were
sometimes tolally indistinguish-
able from the rest of the wall,

In true cliché adventure
form, you're always running
around on errands lo get this
item Lo trade for this other item,
which in turn needs to be traded for yel
another item. In one level, you need a
key mold. You get it by trading a bottle of
whiskey for it, but to get the whiskey, you
need to trade a lacket. 'or the locket,
you need lo kill a robber, which you can
do only after trading medicine for a key
to unlock the room where the robher
waits. To get the medicine, you need to
offer a certain paper in trade, which you

get after shattering a block
with a spell. That spell you
can get only by grabbing the
spell components froma
room. [0 get to that room,
you need lo throw several
switches guarded by a
gauntlet of sparking electri-
cal cables. Why couldn't 1
just buy the key mold?

Still, its not all bartering
and swilch throwing. Therc’s
alittle fighting as well.
Unfortunately—and sur-
prisingly — the fighting is the
most ledious part of all.

525555 controls are
extremely awkward, and there is no save
game. Instead, the game antomatically
remeimbers the highest level you've com-
pleted. But if you die at the end of a
level, you have no choice but to play it
over, My advice? Save yourself the trou-
ble and find a good game to play. &

ERRAND GIRL Everyone in the world of ExcauiBur
2555 A.D. wants something from you.

PAPPEAL: Gamers who are glut-
tons for punishment.

MPROS: Full CD speech.

PCOMS: Ugly
graphics; unin-
teresting loca-
tions; poor user
interface; horing
and repetitive
gameplay.
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Forget the box.
8 Forget limits.

o Forget small.

Massive. Random. Forever changing.

Populated by thousands.
? h.‘ ’ ' Real people. Real battles. Real adventures.
This is the great unknown.

This is GameStorm.

$9.95 a month—all games

. unlimited pla

first month free limited play
www.gamestcrm.com
GO TO #244 @ www.computergaming.com/infolink



WRITHING, ROARING AND STRHGGLING, THE DRAGON FOHGHT WITH ALL ITS POWER AGAINST THE SORCERERS.
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Meorgana: no! Sir. Trent!!

[ www.legendsof kesmai.com

GAMESTORM.

---$9.95 MONTHLY--ONE PRICE, ALL GAMES, UNLIMITED PLAY--FIRST MONTH FREE---
GO TO #237 @ www.computergaming.com/infolink

Legends of Kesmai is a trademark of Kesmal Corporation. KESMALI
GameStorm is a trademark of Kesmai Corporation © 1997, All rights reserved. STUDIOS



NEED FOR SPEED Il SE * REVIEW * kX

Just Gruising

by Gordon Goble
nyone who fancies himself a PC
racer knows the NEED FFOR SPEED
formula. Take some truly exolic
production and prototype auto-
mobiles, place them on several
imaginative fantasy tracks, and race to
the finish. The graphics are strong, the
courses are varied and savagely challeng-
ing, and the car model is a lovely mixture
of arcade fun and simulation precision.
Bul thats only part of the story. NEED
FFOR SPEED is packed with extra good-

ies—immersive and flavorful stuff that
EA didn't have to include, but did. There
are visual effects (rear-view mirrors,
authentic dashboards, multiple viewing
options, end-over-end collisions), audio
enhancements (tire squeal, suspension
crunch), and a wealth of options (single
race, tournament or knockout round;
single- and multiplayer).

NEED FOR SPEED [1SE keeps up the
good work, and the bad. The Al drivers
don't race; they shadow. Crash a couple
times, and the drivers will slow
down to keep pace with you. Set
arecord pace, and the rest of the
pack will suddenly surge to right
behind your tail. Drivers would
sooner smack into you than
avoid you, and scenery is often
guarded by an invisible *force
field” that sometimes juts absurd-
ly into the roadway:

What SE does add, though,
are four new cars (inchuding some

Mexican
coast), and
3Dfx sup-
port that
beautifies an already pretty game.

If you own NFS 11, don't bother drop-
ping valuable coinage on the mild
upgradles of SE, when number 11l is
invariably around the comer. If, on the
other hand, you've never experienced
NEED FOR SPEED, get enlightened. &

PAPPEAL: Any PC racer who

'S(s muscle-cars), one new track

BFS muscling its way past a Mustang Mach Ill. (albeita good one; slong the

Net Loss

didn’t buy Neeo For Seeep 1.

PPROS: Arguably the hest action ~ [eeS—--————.

racing game; new track, new cars, Price: $49.95

and 3Dfx support make the game System

hetter. Requirements: Pentium

PCONS: Only Widos 85

minor enhance- 23

ments: same 3D S!Jppurt: 3Dfx

NFSHI problems, Multiplayer Support:

such as force- Null modem, modem (2

field guarded players), IPX LAN (2-8

scenery and players), 1 GD per player.

dubious Al driver Puhlisher: Electronic Aris

ahilities. (800) 245-4525
www.ea.com

IRO&D HOG The game cam captures a Bomber

NETWAR ¢ REVIEW % J

by Robert Coffey

ome people have never met a
bandwagon they couldn’t jump

on. For example, someone appar-

ently told Headland that people

like games that pit them against
other humans. The odious result is
NETWAR God forbid that these guys
ever hear about MysT.

NETWAR serves up a heavy dose of
hackneyed arcade action, in
which gamers maneuver one of
four virtually identical characters
across various killing fields.
Power-ups, inchiding 10 different
vehicles, help you take out other
players. ‘There are three different
mades of play: team play; multi-
round deathmatches; and
crowded, anarchic free-for-alls,
Its all pretty tepid stuff.

Lame gameplay is bad
enough, but NETWAR has other
problems. Characters may sud-
denly lose the ability to shoot

when running diagonally, and the game
is crash-prone as well. Trying to join free-
for-alls may dump you all by yoursell
onto a map where no one joins you.
Worse, there are some significant server
problems—bad news for an Intemet-
only game. At times, | could only con-
nect to one overworked server, When all
its servers are ranning, NEYWAR has no

LIGHTS ON, NOBODY HOME NeTWAR has lots of
players blowing each other up, but it also has
numerous glitches and lame gameplay.

latency prob-
lems, but once
ils crowded,
forget about it.
“The game also suffers
from “shadow frags,” where it reports
that you died even when you were
nowhere near the action — considering
that player scares are posted, it can get
undeservedly embarrassing.

1f you want military, arcade action,
get some quarters and find an arcade
with Meziat, Stuc. Skip NETWAR %
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PAPPEAL: Give me a minute, I'm ice: £39 05
thinking, I'm thinking. E;'s'“;iﬁ“'b
PPROS: There /s a $100,000 sweep- Requirements:
stakes for play- Pentium 90, Windows
ers. 95, 16MB RAM.

ONS: 3D Support: None.
;fnmm;_z':_"":rl Multiplayer Support:

J Internet (2-30 players);

pmhlm! crash 1 CD per player.
problems; lack-

Publisher: Headland
Digital Media, Inc.
www.netwar.com

of-fun problems.




We took a perfectly
good strategy Jameand
threw in a few curves. . |

G 0 ahead and stare. You've never seen
anything like Guardians: Agents of

Justice” Never before has a game so
expertly mixed resource management and
intense superheroic battle. Never hefore
has the army in a strategy game been a
handful of mutant, superbuff enforcers out to
save tomorrow'’s planet from its own scum. And never
before have there been such shapely superheroes,
as easy on the eyes as they are rough on the rib cage.
Guardians: Agents of Justice is the superhero strategy
game where you call the shots. You can even / .
customize your own mighty saviors, in case ours

fail to meet your needs. (Somehow, we doubt it)
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Rekindle Your Youth.

A

Real Combat. Plastic Men.

www.armymen.com

Army Men is a trademark of The 300 Company. € 1997 The 300 Gompany. All rights reserved.

GO TO #3112 @ www.computergaming.com/infolink



Mass Irritation

by Tahsin Shamma

game with the name Mass greal for console gaming, hut mediocre person
Desirucnionis bound toelicita — in the more complex world of PC games. — perspective
testosterone-pumped fever for "The basic premise behind the game?
devastation. Well, settle down, Blow stuff up. Story and realism has not commai

because this game won't invoke been tossed out the window in favor of barrage of mortar fire; vou're driving a

the most simplistic, single-minded remote-controlled toy thiougl a fire-
gameplay. Basically, you drive a tank in cracker-laden obst:

third-person perspective Mass DEsTRUCTION (hn\\lmp]l\tl 21
through a serics of missionsto shooting well. Unfortunately, simplistic
destroy targel objectives. 2D shooting doesn’t amount to much

tun L;nnn:p[al_\_ %

P APPEAL: Anyone fond of hlowing
up everything in sight.
PPROS: Cool variety nf weapons;
some tactical _ .
tank strategy. 3D Su p[;nrt.: None
Pcons: Weak NG Multiplayer Support: |
graphics; limited

2 wary B . 1 "
KILL THY NEIGHBOR The suburbs will never be ) garylay; a0

. thereafter it left me (lat. For a simplistic.
the same once your tank rolls into town. i :
¥ 4 game like this, the third- e www. 3"CI!|'!IT‘IE"§ com

specific buildings, but for the
most parl, everything begs for

System
chulremmils

SEEED. SPEED  SPEED 'SPEED PEEL
60 frames per second. Duckmg and

' @ weaving becomes an Olympic event.
ﬁ' .= You'll have to develop a new set of
; ¢ “ i reflexes just to keep up

Speed.

Best Hardware. Best Software.

- IE

World Cup France 88. © The France 93 Emblem
€ 1997 Electronis Arts, All Rights Resenved

cumpu{erga-ﬂlng com;’lnfulmk

GO TO #120¢
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k& kkk REVIEW ¢ THE CURSE OF MONKEY ISLAND

Monkey Shines

With a Treasure Chest of Big Laughs,
THE CURSE oF Monkey IsLAND Is @ Comic Classic

by Jeff Green

hile most gamers
associate
LatcasArts with
their Star Wars
games, for some,

the company will
always be revered

as the purveyors
of some of the
greatest comic

adventure games of all time. With Sam
& MAX Hrr e Roap, Day or 1
"TentacLE, and the two MONKEY

[S1.AND games, LucasAris virtually creat-
ed its own genre —a winning combina-

tion of Warner Brothers cartoon=style
animation and humor with traditional

advenlure gaming,

Now, after a hiatus of three years,
LucasArts returns lo adventure gaming

A PIRATE'S LIFE FOR GUY

For those unfamiliar with the series,
the MONKEY ISLAND games tell the
ongoing lale of hapless, would-be pirate
Guybrush Threepwood and his struggle
against his nemesis, the evil undead
pirate LeChuck, and the woman caught
between the two: Guybrush’ true love,
Elaine Marley.

As THE CURSE OF MONKEY [SLAND
opens, in a beautifully animated cut-
scene, the lame “It was all just a dream”
ending of MONKEY [SLAND 2 has been
conveniently forgotten (its explained,
kind of, later in the game), and we find
Guybrush adrift at sea, hungry and
thirsty and — typical for Guybrush —
oblivious to the food and drink drifting
by under his nose. Before he knows it,
he’ in the middle of a cannon battle
between Elaine and LeChuck, and in no

you unwit Iingly place a cursed ring on
Elaine’ finger, turning her to solid gold.
To add insult to injury, the solid-gold
Ilaine is then stolen by pirates. Your pri-
mary objectives in the game are, of
course, to scarch for a way to remove the
curse and then find Elaine.

BARREL 0’ PUZZLES

MONKEY ISLAND is a very structured,
six-act story, but within that framework
there$ a great deal of nonlinear action,
Most of it takes place on two large
islandls, on which you can frecly travel
between locations and solve puzzles in a
somewhat (though not always) random
arder. There are also a few places where
the game makes you confront a specific
predicament —such as being swallowed
by a snake, trapped in quicksand, or lry-

in a big way with The Curse or
MONKEY ISLAND, a game that proves lo
be not just a worthy successor lo the
MONKEY ISLAND series, bul is — quile
easily—the most entertaining adven-

ing lo get your shipmates to stop
singing —and won'l lel you proceed
until you've figured it out.

Anyone who has ever played a
LucasArts adventure will be right at

lime at all, he finds himself a prisoner
aboard LeChueks ship.

As Guybrush, you must first find a
way to escape from LeChuck ship.

System Requirements:
Pentium 90, Windows 95,
16MB RAM, PCI graphics

card, 4x CD-ROM drive,
Win 95-compatible 16-bit

sound card.

3D Support: None.
Multiplayer Support:
None,

Designers: Jonathan
Ackley, Larry Ahern
Publisher: LucasArs
Entertainment Company
San Rafael, CA

(415) 985-8227
www.lucasarts.com

ture game of 1997.

AVAST, YE SCURVY DOG This weasely lemonade vendor (played by Gary Coleman) is just one of
the memorably comic characters Guybrush Threepwood must face in THe Curse oF Monkey IsLanD.

MARCH 1598

Once you do escape and drift ashore,

home in CURSE— o big changes have
been made to the same
SCUMM engine that has
driven all their adventure
games up through FuLL
THroTTLE and THE Dic a
few years back. Now, howev-
er, the interface is as scam-
less as could be and is all but
invisible onscreen, leaving as
much real estate as possible
for the games stylish, meticu-
lously drawn graphics — the
best they've ever done.

The gameplay, too, is
nothing we haven't seen
before; for the mast part, its
standard point-and-click,
inventory-based puzzle-solv-
ing. The game can he played
on two seltings, regular or
“mega monkey,” which is
harder, but essentially just




THE CURSE OF MOMKEY ISLAND ¢ REVIEW

terms of never letling you really
serew yourself over. You can't die
(except in one of the game’s most
memorable puzzles, in which
dying is the object) and you'll
never enler a new SUL'!j{]Il (1[ H]C
game without the minimum of
what you need lo complete it.
The only part [ could have
done without is the ridiculous,

SEA CHANTEY HELL How to stop the pirates arcade-style ship combat in the

from singing? These guys are good, S0 you

better find a word they can't rhyme.

LEMONHEAD, MEET TOFUHEAD Getting

middle of the game. Mercifully,
you can loggle it to a very simple
selting. "The second part of the
combat —dueling insults with the
enemy ship captains —is hilari-
ous, but goes on a tad too long,

WATCHOO TALKIN' BOUT?
"The highlight of this game, of
course, is the dialogue, LucasArls
wriles funnier scripts than anyone
clse, including most of Holly-
wood these days, and Curse oF
MoNKEY IsLAND features humor
wriling of the highest order.

friendly with the natives on Blood Island means  \Whereas dialogue can often be a

sticking a slab of wet tofu on your head.

adds more puzzles (or more steps to the
same puzzles). Regardless of the setting,
the puzzles are abundant and, for the
most part, fairly simple — though they're
tough enough to keep you [rom breezing
through without a challenge.

"I'he greatest thing about the game-
play is that, as in all LucasArts adven-
tures, the designers consciously acknowl-
edge that theyre operating in a cartoon
warld. In fact, they revel in the absurdi-
ties of such a world. Thus, rather than try
t offer some kind of hall-baked “realis-
tic” explanation as to how G whrush
could possibly carry around such things
as a head-sized block of tofu, the game
simply has him shove it casually down
his pants.

What’s particularly cool is that despite
the fairy silly nature of what you pick up
or how much you can carry, the puzzles
themselves follow an internal logic —
and that keeps the game on solid ground.
In the game’s most memorably grotesque
puzzle, for example, you have to figure
out how to get a tattooed map off the
back of a sunbather. Itd never happen in
the real world—1 hnpl: — but the way
you do it here makes perfect game sense,

LucasArts also does the right thing in

chore in advenlure games —
something lo slog through o gel

the necessary clues — its a complete joy
here. As you choose your responses lo
the people you run into, you'll find your-
sell actively following dialogue trees that
deliberately, blatantly have nothing to do
with solving the game, just so you can
gel to the next joke. The designers waste
1o opportunily to be shamelessly silly in
every conversation, yet they never penal-
ize you for following useless paths —the
correet choice will always be there when
you're ready to proceed.

The game leatures the best comic
voice-acting since, well, FULL,
Toror g, with one memorable charac-
ter aller another taking the stage, includ-
ing a shifty lemonade vendor (played
wonderfully by Gary Coleman), a
snooty, please-hit-me cabana boy for an
exclusive beach club, and, best of all, a
disembodied skull named Murray, who
if hie had a shoulder, would have a very
large chip on it. Murray, like Kramer on
Seinfeld, manages to steal every scene
he's in. 1l he had legs, he'd walk away
with the game,

THAT'S IT?
Civen all the time and energy spent to
create comic payoffs for even minor

puzzles and conversations throughout
MoNKEY [SLAND, it seems odd, then,
that the ending— the games only real
disappointment —should be so abrupt
and perfunctory, as if the designers sud-
denl_\_' ran out of time, money, or inspira-
tion. Its still funny — especially if you sit
through the credits —yet after a terrific
buildup, there’s really no payoff.

Still, the game is so great until then
that theres no sense in denying it a per-
fect rating, Just as FaLLouT did recently
for the reeling RPC genre, MONKEY
IsLAND provides a case study in how to
do things right, without reinventing the
wheel. For those who have been tumed
offto the adventure game genre by the
overabundance of portentous Mysr
clones or feeble FMV mysteries, THE
Curst OF MONKEY ISLAND is the per-
fect tonic. Easily one of the best adven-
ture games of the year, it joins LucasArls’
hallowed pantheon of comic classics.
liven those who've never played an
adventure game might want to check it
out. Computer gaming rarely gels more
entertaining than this. %

OH NO, NOT AGAIN Meet Guybrush's inner
child near the end of Curse oF MoNKEY IsLanD.

Don't worry, it's a temporary condition.

PAPPEAL: All adventure gamers,
fans of the old LucasArts comic
adventures, pirate fetishists.

»PROS: Just ahout everything: out-
standing animation, plot, dialogue,
and puzzles add
up to the most
satisfying adven-
ture of the year.

FCOMS: Ends too
qguickly; final cut-
scene is a let-
down.
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lf you don’t do

SOMETHING. .

...SOMETHING will do
SOMETHING to you.

You are your own worst enemy in the moody world of Darle Earth. Dehyis fills the
air and your flesh is being attacked by a deadly virus. Poisonous clotds drift and
photosynthesis has ceased, Still, it'is your mission to uncover a sécret hisiany
that'll help restare the one thing that can save all of humanity=light.

You'll uncaver dark murder plots through real time adventure and controll

treacherous combat as you interact with greedy and bizarre characiers. Your foes|
envelop the City you protect whether you're there or :
nof, and then continue to prey. upon you as you ponder
your next move. But, there is a ray of hope-you
simply bave to find it. www.darkearth.com

GO T0O #1568 & www.compulergaming.com/Infollnk



BLADE RUNNER ¢ REVIEW X % % % J

Sham as a Blade

BLApe RUNNER IS an Entertaining, Original,
and Faithful Re-creation of the Sci-Fi Film Classic

by Allen Greenberg

“This was not called execution. It was
called retirement.”

hese words, backed by
Vangelis” maslerful score,
mark the opening of one of
the most powerful science-
fiction films of the 1980s.
Westwood Studios has now
adapted Blade Runnerto
adventure gaming, and a
very faithful adaptation itis
at that. Indeed, its sale to
say that no other film has been so faith-
fully re-created on a computer.

Fanatics of the film should know,
however, that the game mirrors only the
tone and style of the film—it
does not follow the same plot.
Gone is the soul-searching
Rick Deckard, the reluctant
police/hunter of the film. In his
place is fledgling Blade Runner
Ray McCoy, who is far loo
worried about getting on with
his job to stop and wonder
whether he had ever retired a
human by mistake. As MeCoy, your task
is to uncover and “retire” replicants who
exist illegally on Earth. How he finishes
in the story is up to you,

POINT AND SHOOT

Its Los Angeles in the year 2019, and
during the course of the game you will
travel from the city’s highest pinnacle to
its lowest dregs. Your goal, at least initial-
Iy, is to track down replicants: those artifi-
cial humans now outlawed except for
use in outer space. Lately, they have
been showing up on Earth with a seri-
ously bad altitude toward its few remain-
ing animals, as evidenced by more than
one massacre. What’s behind the slaugh-
ter? Could it be the replicants are trying
to hide something?

Brapk Russir unfolds in five acts,
and the conclusion of the game depends
upon how you play. The possible

endgames vary greally and range from
the complete wipeout of the [arth-
bound replicants to vour fotal alliance
with them,

"The game controls are fairly simple
You control MeCoys movement with
the mouse. Blue cursors indicate possi-
ble exits, while green arows indicate that
some type of interaction is possible.
Right-clicking draws your weapon and
brings up a targeting reticle. The carly
portion of the game allows several
episodes of target practice, but, unforiu-
nately, much of this takes place at quite
distance away, so the

amount of shooting action in general,
particularly toward the end of the game.
You don’t have an inventory lo work
wilh. While you can gather items and
put them to your advantage later in the
game, you cannot examine, rnnnipuhilc,
or use these ilems in any way.
Qlli_'!-“tlllillg(:h;l[’.‘lt“h‘.r.‘: is an important
part of the game, and their answers are
recorded for later reference. You have no
contol over the guestions you ask, but
different ones appear depending on your
prior experiences as well as the attitude
vou assume, Missing the plol leads early

participants appear quite
tiny. There is a fair

CITY LIGHTS Brane Runnen beautifully re-creates the stylish, moody atmosphere of
the classic Ridley Scott film.
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System Requirements:

Pentium 90, 16MB
RAM, 175MB hard-
drive space, 4x CD-
ROM drive, 16-bit
SVGA card with 2MB
RAM, Microsoft-com-
patible mouse, Win
95-supported sound
card.

3D Support: None.
Multiplayer Support:
None.

Designer: Weslwood
Studios

Distributor: Virgin
Interactive

Irvine, CA

(714) 833-8717
www.westwood.com
www.vie.com




GETIT
EVERY
MONTH

e

Vlisit our
special
Web site
at
http://
subscribe.
computer
gaming
world.
com/save

(-
o
[= 4
-~
b
o
—]
e
=
Leid
—
=
=y

PHOTO SHOP Zero in on the game clues using your lrusly
Esper, the same photo-manipulation tool used by Harrison
Ford in the film.

in the game can lead to incomplete
questioning later on,

CHARACTER ASSASSINATION
Besides McCoy, the game features a
host of other memorable characters.
Cryslal Steel is a female Blade Runner
who has a fondness for McCoy and
often saves his hide from perforation
and other abuse. McCoys superior —
and frequently the first to call McCoy
into action—is Guzza. Although he is
only temporarily filling the post, Guzza
has eamed the respect and admiration
of his fellow officers, but his gruff exteri-
or may hide some mysterious secrets.
The two major replicants are Clovis
and Sadik, who are responsible for the
game initial massacres. McCoy’s death
frequently crosses their mind, and they
are more than slightly inclined to follow

REVIEW ¢« BLADE RUNNER

their instinets. Then
there are the lwins —
Luther and Lance —
who share an unusu-
ally common poinl
ol view. Finally,
theres Lucy. By all
appearances a 14-
year-old girl with pink hair, she regrets
the harm she may have caused. The
question of her guilt, however, seems to
follow her wherever she travels. There
are many others to be sure, and cach of
them has an effect on both McCoy and
the story.

During the course of the game, you
can record clues about people and
events in a hand-held computer called
the Knowledge Integration Assistant, or

LARA WHO? Braoe Runner features some of the most incredible 3D modeling in
any game lo dae, as shown in this cut-scene between McCoy and the fetching

Crystal Steel.

CGW
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stand against them?

o Creare your character with the proven character design system based on the Da.ggcrfall game
system. Tt gives you unrivaled power to custom-build the exact type of hero you want.

o Chat with, conspire & then betray your enemies. Mere our
justice with sword & fyre. Bactle fiends so cunning they | I
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smell your blood, hear your foorsreps, & track you like prey.

e Eixplore exquisitely derailed 3D inceriors & cxteriors, From

ominous dungeons to towering castles, all rendered in
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REVIEVW ¢ BLADE RUNNMNER

KIA. This device keeps track of conversa-
tions, kL‘)’ 1|l(1ug11|5. piml(}s, and other
important information.

Fans of the film will remember the cru-
cial scene in which Deckard produces a
photograph by speaking to a compuler. You
have to use your mouse, but the computer
work is still an important factor in the story.
A gadget called the “Esper” does the work
and is used several times in the course of
the game.

IN THE MOOD

Graphically, Brapr Runnir is nothing
short of astounding. The cul-scenes use a
form of 3D modeling that is unparalleled in
compuler game history, matching the qual-
ity of the film nearly perfectly. Likewise, the
speaking cast handle their roles brilliantly.
Fans of the film will remember the ever-
present rain and fire that acted as a back-
drop to the drama — this feel has been
duplicated for the game. Topping it all off is
the powerful Vangelis score, which comple-
ments the game as strongly as it did the filin,

“The real-time element adds an unusual
degree of strategy lo an adventure game. As
in Broderbunds THE LasT EXPRESS, charac-
ters don't stand around forever in one place,

GET A CLUE You can store all of your visual and audio clues in the Knowledge Integration
Assistant, an easy-to-use device that saves you from taking copious notes.

appear oul of nowhere and take McCoy’s
life without warning,

Itis this element of action and timing
not any puzzles — that makes Brapg
RUNNER truly challenging, For this reason,

and for the incredible re-creation of the
mood and atmosphere of the 1982 film,
neweomers and experienced adventurers
alike will find the game a compelling and
unique experience. %

so timing is often of critical
value. This is particularly true
of Lucy, who must be encoun-
tered at a certain point in the
g&iﬂl(j in {mk_‘r lo (_‘Ill(]rg(_’ SHe-
cessfully. You will frequently
walk into life-or-death situa-
tions, and the only way to sur-
vive is through skin-of-your-
tecth timing. The replicants in
thC gillTlC are more ."\kl\'ﬂg';'
than those in the film and
serve as deadly proof of how
important it is lo save your
game often. They frequently

PAPPEAL: Fans of the film,
adventure gamers looking for
something different.

PPROS: Compelling story,
sound, and graphics; faithful to
the spirit of the film.

bCONS: Excess violence; in-
game char-
acters are
small and
low-res,
especially
compared to
the cut-
SCenes.

L

*BOTH CD AND DVD IN THENSAME PACKAGE.
*AWARD-WINNING 3D™RTUAL WQRLD BNGINE.
*FROM THE CREATORS OF "ADVENTURE GAMES QF THE YEAR."
UNDER A KILLING MOON AND THE PANDORA DIRECTIVE.
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She eats guys
like you for

an appetizer.
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" ORIGINAL SERIES. SIX NEW

: From the creators of Star Trek™ Starfleet Academy,” Star Trek -

IS SPRING . - _




INTERACTIVE EPISODES. ALL DIGITAL.
Judgment Rites, and ‘Star Trek 25th Anniversary, comes . ACTUAL GAME PLAY
the amazing digital adventure based on-the original series. et SCP\_E&NSHOTS_'

-

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

“Bottom 'Iina"-,,- Secret of Vulcan Fury is set to
become the ultimate Star Trek game ever” . ©

-Adrenaline Vault

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

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

-PC Gamer
- w ! -
TATING PERDING . % - o s
' o N =
. Ml ri 4 TV GAMERSFOR GAMERS ™ ¢ ':'- . - L - X
s WIS ATRON P y A A “One-Click” Interface Offers "

STAR TREK: SECRET OF VULCAN FURY: Software ©1997 Intarplay Productions. All rights reserved. (nterptay, Interplay Logo, By Gamers,
For Gamers...Tribal Dreams and the Tribal Dreams logo are trademarks of Interplay Productions. All rights resetved. Trademark and
©1997 Paramount Pictures. All rights reserved. Star Trek, and related markssare ifie property of Paramount Pictures. All rights reserved.
" Ml other copyrights and trademarks are the property of their rdspective owners. & i
. GO TO #149 @ www.computergaming.com/infolink

Immersive, Fast-Paced Action
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Price: $49.95
System
Requirements:
Pentium 60 or better,
Windows 95, 16MB
RAM, 40MB hard-drive
space, 2x CD-ROM,
Win 95-compatible
sound and video
cards.

3D Support: None.
Multiplayer Suppori:
None.

Designer:

Revolution Software
Publisher:

Virgin Interactive
Irvine, CA

(800) 874-4607 or
(619) 549-0222
www.vie.com

ome people really should
stay at home. Take George
Stobbart, for example.
Much like the Griswolds of
National Larmpoon fame,
Ceorge gets mixed up in
mayhem whenever he goes
on vacation, especially in
France. While the Gris-
wolds were wise enough to
goto Irance only once, George makes
the mistake of retuming, resulting in two
adventure ZAITIES: CIRCLE OF BLoc o,
which centered on the Knights Templar,
and now BROKEN SworD: T
SMOKING Miror, which involves a
ticked-off Mayan god of Death.

"THE SMOKING MIRROR takes place
sometime after the events in CIRCLE OF
Br.oon. Having spent time back in the
United States, George travels again lo
Ifance to see Nico. As the game begins,
George is frapped in a burning house,
tied Lo a chair, and
aspider is advanc-
ing toward his leg;
Nico, meanwhile,
has been kid-
napped by Central
American lhugs.
George frees him-
self and embarks
on :Ilmllkrr\l.nrfd—
wide adventure,
this time involving
Mayan folklore, a

major drug cartel,
and the imminent apocalypse. Heavy
stulf for our vacationing hero.

SWORD PLAY

The gameplay in SMOKING MIRROR is
identical to that in Circre oF BLoon
and is your standard adventure game
fare: running around the world for clues,
solving puzzles, and talking to peaple.
But the interface has been streamlined
so that right-clicking is for looking and
left-clicking is for using items or talking,

The designers have also enhanced the
graphics engine. The character anima-

CCwW

A CLOCKWORK GOLD This puzzle
near the endgame was one of the
more tedious ones, as it involves lots
of spinning and pushing.

tions and back-
grounds are still
extremely well
done, but now
multiple layers
have been added,
which help to
improve the look
and feel of the
game. Other
improvements
include shadows

all which can be

REVIEW * BROKEN SWORD: THE SMOKING MIRROR

Broken Record

The Adventure Is Decent, But This Mirror Still Needs Polish

by Thierry Nguyen

and translucency,
IQUIET ON THE SET This unexpected scene interrupts the story,

adjusted in order
to compensate for slower machines.

Finally, you'll play both George and
Nico this time around, though the
emphasis is still on George. Much like
Gasries Ky H: The Breast WrrsiN
and some of the LEISURE Surt LARRY
games, you swilch between characters at
specific points. The split isn't equal, as it
seems that Nico’s
portions are shorler
than Georges.

BROKEN PLOT

The main flaws in
the game lie in the
story and the dia-
logue, which didn't
engross me as much
as the original did.
Circre oF BLoob
featured a solid plot
filled with a strong
sense of irony, as protectors became
aggressors and vice versa, and you were
unsure of who was the real enemy for
much of the game. Here, the enemy is
mundane and clearly defined. This vil-
lain just wants power and destruction,
while the Neo-Templars wanted
vengeance for injustices they suffered in
the past. The story here ends up being a
ho-hum “Thwart the evil god to prevent
the apocalypse” tale.

"The dialogue in SMOKING MIRROR is
too uneven to improve matters. Though
there isn't as much droning on as in the
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but it also shows one of the new engine effects: shadowing.

previous game, the conversations can
still be boring. They are also punctuated
with comedy that, while welcome al
times, often feels out of place (especially
with the character of The General and
parts of Quaramonte).

Iinally, although SMOKING MIRROR
features some decent puzzles, the
endgame is a letdown. There’ one con-
trived puzzle —a mazelike alfair involy-
ing levers and doors — and that’ il. You
walk through the door, and the cut-scene
for the ending plays. No final, villain-
thwarting puzzle sequence, just a click,
and you're done.

Allin all, BrokeN SWorD: THE
SMOKING MIRROR is above average, but
its not great, While the engine and the
graphics have been refined, there are
some minor slips in plot, dialogue, and
puzzles that bring the whole experience
down a bit. If you're looking for a decent
traditional adventure game to lake up
your time, this will do. %

PAPPEAL: Fans of the first game,
newhie adventurers, veteran adven-
turers with time and money.

PROS: Refined engine and inter-
face; historically .
accurate story;
less chatter.

PCOMS: Weak
plot; uneven dia-
logue; poor
endgame.




.*sal,h VISUALS VISHALS VISUALS: WVISUALS VISU ;r;-'s*ﬁa-:_:

.' Benchmark this. A full swte of vusual |

| effects: tri-linear filtering, per-pixel MIP-

| mapping, transparency, fog, alpha blending,
texture animation, Z-buffering and a host of
other dynamic features - all without jmpairing
performance. Death never looked so pretty. ,

Visuals.

Best Hardware. Best Software.

y ot Attivision, ing. Etexis and SiN images are tradamarks of Actbasion. Inc. © 1997 Activision. Ing. All Rights Reserved. Copyright £ 1997 304 Interactive, Inc The 308 Interactive logo, Voodoo Graphics and Voodoo!

< ALY s iyes GO TO #120 @ www.computergaming.com/infalink




S‘,stem I‘eumremm.ts

Designers: |/
and W
Publisher: J

¥ REVIEW °* LO

NCEBOW 2

Longhow

Resurrection

This He//wpl(/ Sim [s Even Beller the Second Time Around

by Robin G. Kim

he sequel to CCWs 1996
flight sim of the year retains
its predecessors focus on
gritty realism and teeth-
clenching combat action. It
also introduces enough
enhancements and new
gameplay options to impress
LoNGBOW players and satis-
fy even jaded sim veterans.
Loncsow 2 offers three helicopter
models to fly. The star of the show is the

dynamic campaign, in which the consequences of one

mission carry forward into succeeding missions, theo-

retically guarantees unpredictability, increasing long-
term piay value. Lonsow 2 incorporates just such a system,
replacing Lonesow’s branching scripted-mission sequences.

Campaigns play out in roughly day-long tums. Each tum,

the program creates a new set of missions for you, determines
whether ground forces will attack or defend, and places rein-

» AH-64D LONGBOW APACHE The most capable helicopter gunship in the US invento-
ry, the Apache is available with or without the Longbow radar system.

US Army’s premier helicopter gunship,
the AH-64D Longbow Apache, avail-
able with or without the sophisticated
Longbow fire-control radar. Backing up
the Apachie are the OH-58D Kiowa
Warrior, for reconnaissance and light
attack duties, and the UH-60L.
Blackhawk, which specializes in troop
insertions and extractions. Fach handles
tlilllcrvnll_\', and the overall flight-model
realism is excellent despite the lack of
some esoteric rotary-wing aerodynamic
effects. As a test of your multitasking

Trail

skills, you can hop between the pilots
seat and one crew position during flight
on any of the aireraft. Ior the Apache
and the Kiowa Warrior, the altermate sta-
tion is the copilot/gunner’s and
(‘.n|1i1r:1.l’nhst:n'cr'.t; seal, respectively;
Blackhawks have no equivalent, so vou
gel to man the door guns instead.

CONTROL COMPLEX

Control panels and avionics systemns
have been modeled precisely. The AH-
641 is by far the most complicated, with
four MI'Ds (multifunction displays) and
multiple radar modes, helmet-mounted
display configurations, and electro-opti-
cal sensor displays. At the other end of
the spectrum lies the UH-60L, with its
broad array of analog instruments, The
OH-58D% moderately complex layout
revolves around its raison d'étre: the ball-
shaped Mast-Mounted Sight above ils
main rolor, which allows il o see over
terrain without being seen. Ironically, the
MMS is practically useless because its
image is confined to a tiny MFD., (The
images from the Apaches nose-mounted
sensor can be displaved full-screen,
making target identification much easi-
er) This “Mr. Magoo” MMS largely
undermines the Kiowa Warrior’s utility
unless you use the target 1D cheat key:

Both flight-model and systems com-
plexity can be toned down, but the leam-

forcements. A number of factors affect these decisions,
including casualties from the previous tum, supply levels,

troop movements, and the success or failure of your heli-

MARCH 1830

copters in their assigned missions. Occasionally, elaborate
scripted missions are slipped in for added flavor.

Overall, the campaign system succeeds admirably at pro-
tucing missions that are logically linked to the progress of the
wat. Unfortunately, the tum-based structure has a negative
effect on the missions. At the outset of every mission, all
choppers on hoth sides move out simultaneously. As a result,
deadly helicopter-vs.-helicopter clashes over the front lines



ing curve remains rela-
tively steep. To help
vou climb this curve,
the sim includes a
comprehensive spiral-
honnd manual, an
online encyclopedia,
and hands-on lraining

under the guidance of

simulated instructor
pilots. (Irame rate is
slow during training,
but it gets dramatically
faster in actual play,)

UH-60L BLACKHAWK A high-per-
formance infantry squad transport
helicopter, the Blackhawk is used
for troop insertions and extractions.

THE REAL DEAL

LoNGBOW 2 boasts perhaps the most visually and auditorily
immersive combat environment of any flight sim. Spectacular
graphical effects such as dynamic lighting, distance hazing,
transparent smoke, and terrain filtering that eliminates pixela-
tion (with or without a 31 card) are almost enough to make
you forget that trees are still MIA. The virtual cockpit view —
which you can pan manually or lock onto a target —models
head motions with astounding realism, providing a visceral feel-
ing of flight that is unmatched.

Frame rate on a P166 is tolerable at the lowest detail settings,
and the sim still looks pretty good. When you hook upa 3D
card sporting a 3DIX Voodoo or Voodoo Rush chipset, the
frame rate and image quality increase dramatically: Owners of
non-Voodoo 3D accelerators are currently stuck with the slow-
er, less attractive 2D mode. (A Direct3D patch is in the works
to support other high-end 3D chipsets.)

Sound effects and speech do just as much as graphics o
draw you info the experience. During a typical mission, you
might hear radio transmissions as other helo flights check in,
status updates from HO, or desperate calls for support from
embattled units. Mission-specific call signs and a variety of
voices help make it clear who is talking to whom. "The chatter is
not just atmospheric; vou must often make snap decisions
based on the information received. Ground troops to the south
have spotted enemy armor moving toward their position. Do
you put aside your assigned task to
counter this unexpected offensive?
Would you arrive in time to make
adilference?

In pushing the envelope of
sights and sounds, some compati-
bility problems exist. Some

Tt
il

are annoyingly common. This pre-
dictable start can be exploited by
rushing to the front and laying an
ambush or by hiding out until the

i
£

s
E’ifii

Voodoo users see graphical glitehes, and a DireetX5 quirk keeps
CH joystick hats from being handled properly. A patch s
planned fo fix these problems.

FOUR PAIR BEATS TWO OF A KIND

In the first LONGBOW, you had just one wingman o worry
about, LONGBOW 2 gives you responsibility for up to four
flights of two. Each aireraft is operated by one of 16 crews in
your squad, all of whom get better with experience —if they
survive. Play options include instant action, custom single mis-
sions, canned single missions, and two dynamic campaigns (the
first three play just like campaign missions, but without the sur-
rounding context). One campaign hypothesizes a conflict
between UN and Iranian forees in the rugged termin of
Azerbaijan, while the other simulates US Army exercises at the
National Training Center at 'ort Invin. Multiplayer functional-
ity is seamlessly integrated into the game, allowing others to
join in a single mission or campaign as wingmen, flight leaders,
or as copilots sharing the same eraft. The N'TC scenario even
allows head-to-
head campaign
action, mixing
humans and Al
crews on hoth
sides. Conneetions
are a snap lo setup
and work well
except for some
quirks in the
pilol/copilot mode.

LoNGBOW 2isa
textbook example
of how to make a
successful sequel.
By taking the
excellent flight
and systems modeling from the original and adding the fea
tures that sim fans cry oul for — eye-popping graphics, multiple
aireraft to fly, dynamic campaigns, and full multiplayer sup-
port—the designers have ereated a benchmark sim far beyond
ils ;|\\-‘urt|-\\'inning ])rcdcccssnr. %

7 2 « REVIEW

P APPEAL: Anyone interested in heli-
copter sims or realistic flight sims in
general,

FPROS: Dozes realism; gorgeous
graphics (especially with a Voodoo
card); immersive environment; true
dynamic campaigns; thorough multi-
player support; great long-term
replayahility.

FCOMS: Demanding hardware require-
ments; no mission recorder; compati-

SIMULATION

KIOWA WARRIOR A scout and light attack helicopter, the
0H-58D serves as the US Army's eyes on the battlefield.

» MISSION CONTROL The mission planner in
Longoow 2 is exceptionally full-featured, offer-
ing thorough briefings and letting you tailor all
flight plans, loadouts, and crew assignments.
However, its interface could be more conve-
nient to use, and debriefs are rather terse.

enemy helos have gone home, then

running wild in the enemy’s hack-
field. The missions are more real-
istic if you play them straight, but
freqquent air-to-air combat is
unavoidahle.

bility prohlems on some PCs; dynami-

cally generated -—
mission structure {
results in too much

air-to-air combat; o
Direct3D support Check out the exclusive
retuires upcoming ThrustMaster program-

patch. ming utility for Longeow 2

on this month's CG-ROM.
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Price: 545
Syslem Hequ:remenls

’erth.f' Power
system 7.0 or gr

3D Support: 30Dix
Multiplayer Support:
Modem, null modem, IPX

r‘f‘\l 1 CD per 4
Wacintash: M .m'n M, nu I

f ‘.odun. AppleTalk (2-4
players), Internet TCP/IP
(2-4 players); 1 CD per 4
players; cross-platform
connections not .31||Jp|)=[|'u

Designer: Trey Smil |.

Publisher: Graph
Simulations Corporation
Dallas, TX

(972) 386-7575
www.graphsim.com

Kk kk -« REVIEW ¢ F/A-I8 KOREA

Super Homet

F/A-18 HorneT Gets a 3D Facelift

by Robin G. Kim

s the state of the art in real-
istic flight simulations ad-
vances, creating a compeli-
tive sim from scraich
becomes increasingly
expensive. 'Thus, its no big
surprise that [F/A-18 Koria
is an evolution of its prede-
cessor, [7A-18 Homrner 3.0
But owners of the earlier
title must ask whether the added features
are worth the price of a new game.

FAMILIAR TERRITORY

“The basic simulation engine in KOREA
is almost identical to the patched version
of Horner 3.0, with a few minor
improvements, so it inherits nearly all of
that games strengths and weaknesses,
"The amazingly complex avionics model-
ing of the original continues in KORiA.
With a dozen different radar modes and
multiple weapons-delivery techniques,
the simulated combat is satisfyingly
deep. Excellent flight-model fecl makes
Mlying a joy, whether you're dogfighting
or swealing through a carrier landing at
night. Plane performance is still inacen-
rale in some respects — especially when
pushing the envelope — but only realism
fanatics will probably notice or care.

Kore includes 28 canned single-
player missions set in a hypothetical see-
ond Korean War, 6 multiplayer missions
flown over NAS Fallon in Nevada, and
the same 6 training flights as its forerun-
ner. All are well-designed, offering a
good variely of air-lo-air and air-lo-
ground action. Although missions are
prescripted, randomized encmy place-
ment provides some replay potential,
Later missions are rather tough o win,
but various enemy Al sellings can be
adjusted to suil novices us well as
experts. I"Iight times are generally short,
and mission planning is nonexistent —
just select a loadout from the large
assortment of ardnance and go.

“Two wingmen accompany you on
most single-player missions. You can

CewW
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V0OD0O MAGIC The unaccelerated polygon graphics update smoothly on lesser
machines, but the looks improve tremendously when run on a 3D card based on the

3DFX Voodoo or Voodoo Rush chipset.

issue them an array of commands for air-
to-air work, but - -they cannol
be ardered to attack ground targets.

-oddly

THAT VOODOO YOU DO

The polygon graphics engine from
Howrxer 3.01s still aronund, offering high
{rame mates al resolutions from 640x480
to 1024x768 even on mid-range
Pentiums (albeit at the expense of slow-
ing game lime drastically when over-
loaded), but Korea now also supports
3D accelerator cards based on the 3Dfx
Voadoo and Voodoo Rush chipsets,
Enabling 3D acceleration transforms the
plain polygons into some of the prettiest
visuals ever seen in a flight sim —with
no noticeable performance hit.

Other new features include a well-
written manual (a godsend for those who
don’t want lo sit through multimedia
tutorials), additional cockpit views, and a
mission builder. 'The new views consist of
17 fixed cockpit views, which provide
complete visual coverage with no unreal-
istic blind spots, plus a padlock view
mode that allows you to track incoming
missiles as well as neatby bandits.

The mission builder is an impressive
picce of work, allowing you 1o finely

seript the actions of both aireraft and

ground vehicles through an efficient and
intuitive interface, Custom missions can
be shared, offering gamers who have
Internet aceess a potentially unlimited
number of scenarios lo fly.

FIA-18 Korea is elearly a more com-
plete package than its predecessor, with
long-term replay value. If you're not put
off by the lack of a proper campaign, this
is definitely worth a look. &

FAPPEAL: Sim veterans who enjoy
complex systems modeling, or any-
one looking for a realistic sim.

PPROS: Outstanding avionics mod-
eling; gorgeous 3D-accelerated

graphics; high frame rate without a
3D card; impressive mission builder.

HCOMS: Flight
model flaws; no
campaign; incon-
sistencies in
multiplayer com-
bat when graph-
ics engine gets
hogged down.
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DESCENT. H‘EEM?HEGI\EAI WAR: 1998 Porallax Scirwore Corporarion, All Rights Nesened. Descent, Descers: Freatpoce The Great Wer luerpls; e I
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When we set out to create Descent: FreeSpace -
The Great War, our goal was the same as with Descent:
We're going to create the kind of game we want to play.

4

o
s

Mike Kulas
President of
Volition and
Designer of the
award winning
Descent and
Descent Il

"We've been working on Descent: FreeSpace - The Great War for two years,
longer than the original Descent. And it shows. The things Descent
players will expect are all here: the best technology, the
best A.l, the best physics, great gameplay and the continuous sense of
wonder and surprise. It's the kind of experience you can only create when

you pour yourselves into your game for a very long time.

We learned a lot when we wrote the Descent A.l. and we applied all that to
Descent: FreeSpace - The Great War. It's in a whole new class. The ALl _
system is three times as large, much deeper and much more
flexible. Every ship has its own set of goals it pursues through an
environment that is the richest ever. We observed how human players handle

complex situations and coded the A.l to do the same intelligent things.

In Descent: FreeSpace - The Great War, everything you do has an important
consequence. Not only Is the mission branching non-linear, but the choices

you make in a mission, such as whether to protect a ship, can have profound

_consequences. This offers almost limitless replayability.

Descent: FreeSpace - The Great War will be the greatest multiplayer space sim
ever. In fact, multiplayer code was planned from day one. Plus, we're
launching a free matching and tracking service through our website. You'll
always be able to find a game on the Internet. And we're going to track

games so everyone will know who are the best players in the world.

When Descent: FreeSpace - The Great War ships this April, it will do to the space
combat market what Descent did to first person shooters. We will have

set the new standard everyone else will have to measure up to."

WWW.INTERPLAY.COM
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Price: 549,95
System Requirements:

Penlium 133, 16MB RAM,
E'fh' 1B hard-drive space, 2x
ROM, SVGA video card
Ldjmbls, of 800x600x16-bil
color, sound card. mouse.
3D Support: 3Dfx,
Direct3D

Multiplayer: Modem,

direct cable, LAN (2-8

players), Internet TCP/IP

(2-8 players); CD not
required.

Designer: Digital Image

Design

Publisher: Ocean of

America

San Jose, CA

(408) 289-1200

www.did.com

kkkkiJ REVIEW ¢ F-22 AIR DOMINANCE FIGHTER

'Euro Raptor

The Creators of EF2000 Tackle the Ubiquitous F-22

by Denny Atkin

ollowing np its 1995

CCW Premier
Award-winning EF2000,
|)|=___;|l.1] Image Design is
back with a simulation of
another high-tech fighter,
the 1°-22 Raptor. As the
fifth I'-22 sim 1o come
oul in the past year, I-22
AIR DOMINANCE
FIGHTER (ADF) has a lot to prove in
a crowded market, But with its

detailed simulation of the 1-225 21st-
century cockpil, a host of engaging
missions, and a unique AWACS
mode, it a standout,

UNDER THE CANOPY

EF2000 fans who hop into the
cockpit of DIDS 122 will find familiar
territory. The high-lech, multifunction
display-based cockpit has been updat-
ed to reflect the 1225 highly automal-
ed systems. "The virtual cockpit, excel-
lent view padlock, and full-sereen
MED views are all tweaked versions of
those in 172000,

SAFE AT HOME Even if you suffer major systems damage, you may be able to
slide to a safe belly landing.

[fyou compare ADITs cockpit 1o
[ ockheed promotional literature and
articles in Aviation Week, its evident
that its simulation of the real 11225 sys-
tems is more authentic than any other
sion, Olfensive, defensive, situational,
and systems MITDs are thoroughly
modeled, as are the F-225% mdar, infrared
search and track, and LANTIRN sys-
tems, (The latter aren't fitted to the real
pure-fighter 22, but likely will be if the
plane is used in air-to-ground role.) To
suceeed al many missions, you'll need
lo leam how to set the EMCON
(I:Mission CONGditions), which control
how stealthily the planc’ systems are
operating,

IGRUUND POUNDER The F-22s here are equipped for mud-moving missions; like the F-15, the plane

will probably eventually be tasked for ground strikes.
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While the systems modeling is tap-
noteh, the Mlight model is missing a
few bells and whistles. The real 122
has automatic 2D thrust-vectoring
(this points engine thrust up and down
to allow you to pull the plancs nose lo
seemingly impossible angles), but

ADF forces vou to engage vectoring

by holding down the Tilde key (~).
"This makes the plane’ response more
predictable, but Id welcome an auto-
matic mode in any updates. Also, the
[ly-by-wire systemns in e F-22 actual-
Iy change the airerafls responsiveness
to control inpult depending on your sit-
uation; for instance, it tames handling
during landing. While Noval.ogic’s
1°-22 RarTor models
this leature, its absent
in ADIC

"These are the only
| noticeable omissions
in the aircraft model-
ing. Speed bleed in
tumns, performance
changes at altitude,
and the capabilities of
various aircraft types
all seem right on,
IFlight madels are
noliceably more
detailed than those in
EF2000.

CAN 0’ MISSIONS
[ ADF sports four
types of missions:
Instant Action, your
basic “shoot every-
thing” quick combat;




Simulator, single stand-alone missions;
Tours of Duty, linked, scripted missions
that form campaigns; and Multiplayer
missions, The dynamic campaign found
in EI2000 is AWOL (see the “Total Air
War” sidebar for further details).

Most of the Simulator missions focus
on training. They cover not only basic
flight, but also weapons tactics, using the
1-225 stealth and proper utilization of
wingmen. This is also where you'll find
the AWACs missions.

In the Tour of Duty section you'll find
three campaigns. While EF2000 had a
dynamic campaign that generated mis-
sions based on the outcome of previous
combat, the missions here are prescript-
ed. On the plus side, these carefully
crafted missions are generally more
interesting than the dynamic campaign
missions in EF2000, which quickly grew
repelitive, On the downside, once you've
worked through the training missions
and the 30 Tour of Duty missions, all you
ean do is repeat your experiences until
the campaign dises become available,

The missions themselves pose a num-
ber of interesting challenges —you'll
need to use your smarts, not just brute
force, to win many of them. Mission

Command
and
Control

long with the F-22 mis-
Asluns, ADF includes a num-

ber of AWACS missions,
which will give you a taste of the
upcoming TAW expansion pack.
Simulating a workstation in an E-
3 Airborne Warning And Control
System, the AWACS missions et
you specify air and ground tar-
gets for allied functions. You can
play an entire mission in real-
time strategy mode, specifying
routes and directing planes to
targets, or you can jump in and
out of the cockpits of F-22s in
the comhbat arena.

F-22 AIR DOMINANCE FICHTER ¢ REVIEW

Total Air War

ith the release of the ToraL Air Wan expansion pack.

DF doesn’t have an EF2000-style dynamic campaign, but that shortcoming will
Ahe corrected this summer wit

Digital Image Design has heen working with U.S. air-campaign planners from
Desert Storm and visiting various other air forces to ensure that the TAW campaign

simulates actual hattle doctrine with unprecedented accuracy. TAW's mission planner
will let your alter dynamic campaign missions or create custom missions for the
Simulator and Tour of Duty modules. You'll also he able to watch the missions play
out from the overview screen, control allied forces from an AWACS station, or jump

into the action in the cockpit of an

aoals usually involve protecting or
destroying a particular aireraft or ground
target, then returning alive to your
departure air base. "This can be annoy-
ing, because while the AWACS will hap-
pily point you to a divert air base if your
plane is heavily damaged, landing any-
where other than the preprogrammed
base will result in mission failure.

ADF includes nine multiplayers mis-
sions, with different weather conditions,
battle locales, and aircraft armament.
They range from guns-only deathmatch-
es to multiple team missions in which
the object is to defend your air base
while taking out the enemys. Up to eight
players can participate, but as of this
writing there was no online server along
the lines of I-22 Rartor’s NovaWorld.

CANDID CAMERA

Ever have a mission end suddenly
without ever seeing the guy who blew
you to pieces? With ADITs Air Combat
Manenvering Instramentation (ACMI)
module, you can record and replay both
single- and multiplayer missions. The
replay doesn't use the game’ 31 engine,
but rather a military-style wireframe dis-
play. Although its been visually spruced
up, it looks very similar to the ACMI dis-
plays | saw at Tyndall AF'B when [ visited
for my F-15 familiarization flight in 1994.

"The graphics and sound in ADF are
top-notch. With the game supporting
hoth 3Dfx Glide and Direct 3D (with
enhanced texture support for AGP
chips like the Intel 740), the graphics in
general look superb. There is a bit of
pixelation in city arcas, and visible
scams where some lerrain tles inter-
sect, but these glitches are overshad-
owed by the lovely desert and rolling
hill textures and the transparent fog and
cloud effects. I'rame rate was good on a
P166 running in 21D mode, and silky-
smooth on the same system running
under Glide with a Pure 3D card.

F-22,

SPLASH ONE Don't fly through the debris after you
shoot down an enemy or you may suffer damage.

Sound is very good, with wonderful
stereo effects,

Along with a good manual and thor-
ough online documentation, the pack-
age includes Allies and Adversaries, a
wonderful book from the editors of
World Air Power Joumnal, giving back-
ground on all the planes in the sim.
Aviation buffs will love this reference,
which could easily sell for $20 itself.

ADF isn't without its quirks and omis-
sions, You can't choose your plane$ load-
out before a mission, you oceasionally
see objects through hills, and the lack of
amission builder means play will even-
tually grow repetitive. Still, this is one of
the most addictive jet sims I've played in
along time, and by the time it starts to
get stale, the Torar, AR War add-on
should be around to rejuvenate it. &

FPAFPEAL: Anyone who enjoys
authentic modem jet-fighter simula-
tions; EF2000 fans looking for a sim
with a similar flavor.

bPROS: Good flight modeling; engag-
ing missions; detailed aircraft sys-
tems; innovative AWACGS mode.

PCOMS: Canned
missions combined
with the lack of a
mission editor limit
replay value; thrust

ded athnticaly IIMHI
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Boeing’s

To feature the revolutionary ISE™ graphics that enables fluid redraws in'calor = =
resolutions up to 1024x768x16 with no pixeliation (and at a playable frame rate). "

f

To moadel over 10 million square miles of beautifully rendered terrain
— the largest and most realistic terrain ever seen in a flight simulator.

To reveal the future of mgh -tech weaponry, including the AGM-154 Joint Stand Off
Weapon and the Lockheed Martin Wind Corrected Munitions Dispenser:
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Man the cockpit of the legendary DeHaviland Beaver Battle torrential rains and heavy crosswinds. Fly through the

Seaplane and experience something you can't with any other  most hazardous, realistic weather conditions.
flight sim—land on water.

R s e e N

Test your skills attempting to evade a pair of F-165 that are Take off and land from any one of 48 different Bay Area
trying to blast your butt out of restricted airspace. airports.

Flight Unlimited Il immerses you in the
sheer thrill of flying like nothing you've
ever experienced. Pull mind-bending G’s in

. your quicksilver P51-D Mustang. Play chicken
with F-16s. Get on the horn with Air Traffic
Control as you pick your way through skies
filled with aircraft. Hurtle under the Golden
Gate Bridge and around the TransAmerica
tower. With Flight Unlimited Il, you're not
just flying, you're really flying.

SlPO>

www.eidosinteractive.com

GO TO #069 @ www.computergaming /Jinfolink
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Price: $44.95

System Requirements:
Pentium 133 (P200 recom-
mended), Windows 95,
16MB RAM (32MB recom-
mended), SYGA graphics,
4x CD-ROM, mouse,
sound card; joystick rec-
ommended

3D Support: None.
Multiplayer Suppori:
Modem, direct serial, LAN
(2-16 players, 1 CD per
player), Internet (2-16
players, 1 CD per player),
NovaWorld (2-128 players,
1 CD per player)
Designer: Randy Casey
Publisher: Novalogic
Calabasas, CA

(818) 880-1997
www.novalogic.com

kK Kk REVIEW ¢ F-22 RAPTOR

Getting Serious

Novalogic’s Second F-22 Sim Gets More
Serious, But Still Emphasizes Action

by Denny Atkin

pparcntly stinging
from criticism that
last year’ 122
LIGHTNING [T was a
bit light in the realism
department,
Novalogic teamed
with Lockheed-
Martin (the company
that’s building the real
F-22) 1o develop a more authentic
simulated aireraft. The resulting
product, 22 RAPTOR, sports an
interesting combination of realistic
plane performance in a decidedly
action-oriented environment.

AIRPLANE BY LOCKHEED
The game box has Lockheed-
Martin and NovaLogic logos on
it—and thats not just the result of
alicensing agreement. Test pilots
for the YI*-22 and I-22 development pro-
grams consulted with Novalogic on the
sims flight madel, and Rarror shows
clear signs of the expert input.
NovaLogic’ first sim had a very light-
weight flight model, with odd takeoff
hehavior, rudders that would allow flat
turns at supersonic speeds, and too
much energy retention in mancuvers.
Here you'll find dramatic improvements:
Takeoffs feel right, rudcers are toned
down, and heavy maneuvering fakes its
SO |
G
L

LOCK AND FIRE F-22 LigHtninG Il vets
will like the new EF2000-style padlock
view for tracking enemy planes.

cowW

toll on your airspeed. Roll rates vary with
altitude and airspeed. And as with the
real 122, the jets fly-by-wire handling is
tamed when you drop the landing gear.

The F-225 advanced offensive and
defensive instrument displays are mod-
eled here as well, but that makes little dif-
ference in actual gameplay: Although
you can glance down and view any of
the instruments on the panel, the pup-up
radar display and [HUD give you nearly
all the information yon need —look
down only to check system damage.
While the HUD and displays match up
well with publicly available F-22 infor-
mation, the systems aren’t imodeled with
the level of detail you'll find in 1-22 Air
DoMINANGE FiGHTER o 1F-22. For
instance, the real 1-225 radar’ emissions
are lnable depending on the combat
situation and imporlance of stealth; this
has only on and offsetlings,

CAMPAIGN BY HOLLYWOOD
While the aircralt modeling sets new
standards for Novalogic, the campaign

MARCH 1998

RAPTOR DOWN An F-22 Raptor meets the business end of a Sidewinder missile in a game
on Novalogic's NovaWorld server.

is just an ineremental upgrade. Although
the box and documentation refer to
“dynamic campaigns,” in fact, the mis-
sions are prescripted. [f you fail a mis-
sion, you must fly it again, and you'll see
the exact same sequence ol events on
vour next attempt.

What is new is that targets you take
out in one mission stay destroyed
throughout the campaign. So if you use
aleftover JDAM bomb to take out a fac-
tory thal was to be a larget in a later mis-
sion, you'll find yourself with a different
target later on, Similarly, taking out lots
of extra fighters on carly missions should
help keep you from facing overwhelming
odds later on. While this does make for a
more interesling campaign than one
with no variance on replay, it§s far from
whats considered “dynamic” in the sim
industry. Many players will be content
with the mission structure that is there,
but shame on Novalogic lor misrepre-
senting it in attempt lo drag in gimmers
looking for a true dynamic campaign.

“To move onto the next mission, you



must accomplish all the primary mission
goals. These vary, and include destroying
particular flights of enemy aircraft, tak-
ing out a certain ground target, or ensur-
ing the survival of an escorted flight. On
onc mission, an enemy flight that was a
primary goal never showed up —even
when | replayed the mission —and | was
forced to restart the campaign. (Thank-
fully, it was only the third mission.)

The five campaigns have a Holly-
wood feel, evident from the very first
mission, when your wingman goads you
to disohey a “return to hase” arder and
take out another flight of enemy aircraft.
Exciting, but hardly authentic. Wingman
Al and control is much better here than
in the previous game — your wingies are
now a valuable resource for taking out
enemy targets, Enemy Al is improved as
well, with gunfights fairly challenging,

NOT IN THE CARDS

[*-22 RaPTOR's graphics engine looks
great on a 2D card. Enhancements over
the original include better lighting, more
detailed aircraft (including the best-look-
ing Raptor model of the five F-22 sims),
and software filtering to eliminate block-
iness at low altitudes. There are many
nice eye-candy details, such as flights of
Harriers doing VT'OL launches to your
side as you barrel down the runway,

Avariety of terrain areas, times of day,
and weather conditions keep things visu-
ally interesting in the sim. As with [F-22
LIGHMNING I, the terrains arc a bit exag-
gerated, with 10,000-foot mountains
popping up everywhere to give a sense
of speed and provide good terrain mask-
ing in dogfights.

On a P166 or better, you should sce

> BEAUTIFUL BIRD Despite the sim's lack of 3D support,
the Raptor here is the bast looking of any F-22 sim.

llnlme ﬂ-acas

F -22 Rapron supports DirectPlay multiplayer games over modem, null-

modem cahle, LAN, or Internet. But in addition to allowing you to
host up to 16 players on your own PC, Novalogic has gone a siep
further with the NovaWorld online matchmaking service. This allows you
to join games with more than 100 other Raptor pilots via the Internet.

At launch, NovaWorld supported two game types: a simple deathmalch
mode and the more intriguing Raptor Air War (RAW). In the latter game,
you join one of two teams and attempt to destroy the enemy team’s air
hase. Each player can choose to be a fighter, armed with guns and
Sidewinders, or a bomber, with only the gun and JODAM bombs.
Novalogic’s programmers did a superb jobh with the multiplayer code—
even in games with more than 30 players, there was no perceptible lag in
close-in combat.

There is room for improvement, however. You get assigned to whichever
team has fewer members when you join a NovaWorld RAW game, making
it tough to set up group versus group combats, and often putting you on
the same team as your former enemies, should you leave and reenter the
game. Also, flying radar-cold only seems to affect detection by SAM sites,
making sneak attacks on the enemy difficult.

Still, it's a blast, and play is free at the moment (Novalogic makes fine-
print references to it being free during its beta period, implying that a
charge may be instituted at some future date). Novalogic promises to
enhance the multiplayer functionality with automatic updates, with run-
ning scores, squadron
play, and ladders coming
soon.

fairly smooth frame rates;
playing ona PI33 [ found
things particularly choppy.
Look for a noticeable speed
boost on MMX PCs, but don't
count on your 3D card being
any help; Rarror doesn't sup-
port 3D hardware. Thisisn'ta
big issue on PIGOGMMX or S—
faster machines, but owners of slower
PCs equipped with 3D hardware will

Whkorn  Fugha  Time
KA. e et Doy 01 7
Drvattmuch Mo Page Daws . i
RAW. % Sewes W 1 n
L bed Do B 2

ol g 5

NET VALUE Up to 128 players can fight in the

same arena on the NovaWorld Intemet server.

means l“_'gin"L'r‘i \\'hfl move an |Il maore
hard-core sims won't have to unleam
any bad habits. Quirks aside, 1-22
RaPTOR is interesting and action-packed,

vearn for 3D support.

Sound has been done very nicely
here, with Dolby stereo support and a and should provide plenty of enjoyment
very wide variety of and fun for the sim pilot. %
digitized in-flight

communicalions, » APPEAL: Flight-sim fans who
which were recorded want realistic aircraft performance
by Marine pilots. hut don’t mind a little Top Gun in

g the sluryline.

While the action-

PROS: Top-notch flight modeling;
snme M the best 2D-card graphics
: around; superb support for multi-
I‘lli!)' []'Il.\tr.llc some ol [JlayBr Internet D]af-

the more h;lrtl-mrg 5: No 3D-card suppon
pilots, the flashy mis- campalgn mode
sions keep the simula- isn't really

tor interesting for the dynamic as

; claimed, which

A S forces you to fly
1his is not an intimi- unsuccessul
dating game, and the missions again.
realistic flight-model

oriented, marginally
variable campaign

more casual gamer,
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Available on Windows! 95.

. Jump into one of 16 tricked-olit-megahorse-power-street-cars and lay down some significant rubber. You and

* - Visit your local retaller or.
5 Cﬂ" HB00-695-GAME day
- or night (U.S. or Canadal.

. up to.16 other uncivilized drivers now can race on dozens of random and twisting city streets, desert terrains
and country tracks. Sure, the weather conditions change on you from thunderstorms to dense fog, but don’t
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DRIVE FAST. DRIVE PANGEROUS. DRIVE LIKE HELL THROUGH THE INTERNET.
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Price: $49.95

System Requirements:
Pentium 90 (320x200, no
textures; P166 minimum
for 640x480), Windows 95,
16MB RAM (24MB for
mulliplayer); SVGA graph-
ics, 4x CD-ROM, sound
card, mouse

3D Support: 3Dix,
Rendition, Direct3D.
Multiplayer Support:
Modem, direct cable, LAN
(2-8 players), Internet (2-8
players); 1 GO per player.
Original Design:

Dream Pod 9

Designer: Dustin Browder
Publisher: Aclivision
Santa Monica, CA

(310) 255-2000
www.activision.com

REVIEW ¢ HEAVY GEAR

- Jammed Gears

Activision's Giant Robots Have Fallen, and They Can't Get Up

by Greg Fortune

ctivisions MECHWARRIOR
games have long been
regarded as the best enlrics
in the “giant robot simula-
tion” subgenre. And unfor-
tunately, despite high
hopes, it appears that the
company’s HEAvy GEAR
won't be stealing any of the
thunder from the
MECHWARRIOR serics. Somehow, | gt
the feeling that the HEAVY CEAR design
team must be as upset about this as we
are, because ils obvious that this game
could have been another big hit with a
couple of months more work, As it
stands, the game feels more like a beta
than a finished product and is woefully
incomplele in many areas.

INSTANT ANNOYANCE

The first thing [ wanted to do after
getling the game booted up was jump
into an Instant

them again or go find a lag-laden online
game. The decision not to include a mis-
sion editor or random mission generator
is a serious blow to the replay value of
this product.

After configuring my control setup, |
went to adjust the graphics and see how
the game engine looked. |
changed to the software-only
made, and | have this recom-
mendation: If you do not own
a 3D aceelerator card, don't
buy this game. "The software
640x480 mode is not pretty,
and it has a lerrible frame rate.
The textures look pretty bad,
and if you tum them olf,
enemy Gears can be nearly
invisible. The game won't
even look as good as
MECHWARRIOR 2. As bad as
this sounds, its a masterpiece
compared to 3205200, the

recommended mode for Pentium 150 or

slower machines. 'There, | can't even
read the names of the weapons in the
HUD, and the other Gears just look like
strange blobs. In fact, [ once mistook a
rock for a gear in this mode and emptied
several rounds of ammo into it before

PRETTY, JERKY Running this level of detail without
3D acceleration results in jerky frame rales and
heavily dithered textures.

Action scenario
and get a feel for
the Al and engine.
[ checked the
main menu, and
figuring that [ was
just being blind,
proceeded to
check the manual,
Sure enough,
there is no Instant
Action mode!
MECHWARRIOR
2: MERCENARIES
TEImIAins on my
hard drive after all
this time because
I canjumpintoa
random mission
with random ene-
mies and mix it
up. After you've
finished the cam-

GrAR, you've got

paigns in HEAWY rDmﬂL ORIENTED The graphics look fantastic on 3D card-equipped systems, bul they slow down when the

shooting starts.
two choices, Play .

CGW

MARCH 1998



M A G A I N

pr

sents

The ground trembles...
Flames erupt...Smoke
and nitro fill the air...

----- _—UR 0\ W eight seconds, your
- 7 - machine swallows
the strip whole:

“a blurred quarter mile
of screaming speed
and the smell of
burning rubber!

8 ® 20 unique cars on 20 unigue tracks.
" @ Dozens of customizable components to tweak.

@ 32 telemetry and time card data points are
recorded to analyze your performance.

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

@ Replay and save your best races and crashes.

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

R © Multi-player support over modem and LAN.

powered by

» A1 @

Bethesda Sotwarks™ Burnowt™ and XMGine® are rademarks of Meda Tochnology Limited. Copyright® 1297 Media Technatagy Limitad. All rights fescrved. All et Irademarks, lagos of graphcs are the propery of their respeciive Twners
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closing to point blank range and seeing (sort of ) the
rock for what it was.

[ quickly moved on to the 3D mode cking the
3DE made first. Hizavy C soks considerably bet-
ler with a 3D card, but there were several really obvi-
ous problems, The textures just don't look quite right.
Other problems aren’t qui sublle, sueh as the dust
from your wheels as you roll across dry land. In an age
where many 31 sims have wispy, semitranslucent
smoke and clouds, the dust here appears in the form

uare black pixels rising from the ground, as
) e from another damaged gear.

Io top things off, while the frame rate can be quite
smooth when you're traversing terrain, the action gets
jumpy and starts stuttering as soon as ather Gears
appear on the battlefield and start firing. The frame-
rate problems make control difficult enough that |
end up playing the game in low light (wire frame)
mode, as the textures and visual effects aren’t worth
the hit to playability. My guess is that the designers
didn’t have lime lo optimize the graphic effe
performance, | -
ing them that w:

Not only can you play the
games you currently own, but
they will perform even better.
Over 150 games are already
WOfki!‘lg on Voodoo? with MESHING GEARS The drag-and-drop interface for cus-
hundreds more in developme nt. tomizing your Gear is a welcome improvement from the
PC gaming comes of age. MecHWaRRIOR Series.

| IN THE COCKPIT
SOHwa re m ‘The Gear design section is well done, with drag-

and-drop components and a simple interface. The

HEA——— M“ : Gear components can be customized as well, allow-

— ing vou to decice on de whether to use
light or standar ) ;

nlo place by dragging them to an
able mounting paint. | was surprised thal you

can't hold a second rifle in the left hand, which is
reserved for grenade use only. A second autocannon
in that hand would have been much more useful
than those grenades ever were.

There are Iwo mission types available: Story and
‘lour of Duty. Story is a scripled ¢ ign mode with
a predetermined story line. Here, you're an elite pilot
for the Northern Guard. If you want a little more con-

\ Irol over your destiny, you can choose the Tour of

\ - .- ‘ v
Best Sﬂftwa re. Juty, which allows you to pick your nce and
t Shiny Enferiinment. Messish image is %

mit. All Righls Reserved. Copyright & § tx o
1 Viordoo2 are trademarks of 00 Interketive, tnc. Al esérved, 0 CCW MARCH 1198

ry. Emerizinment




STAR COMMAND

D E L U X E

VIOLENCE, REVOLUTION, EENOCIDE, AND OCCASIONALLY,
ALL OUT WAR.
JUST ANDTHER DAY IN THE BALAXY.

So what if it's not politically correct? It's a game. A strategic challenge that tests gnﬁr mettle as well as
your mind. See. while you're blowing away ships from the baddest races in the galexy. you've got to build

your own killer space armada. If you survive. 5tar Command Deluxe. Not just your everuday blood and gore.

Unlimited free on-line play!

% WMICRO TECH
/) /) MARKETING SERVICES, ING.

Available 11/97. Impatient? Downlpad the demo @

KIDS T0 ADULTS

www.metro3d.com ;g';fg

GO TO #188 @ www.computergaming.com/infolink
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' ‘A baffling string of horrific serial murders. A shadowy

~ brotherhoad in pursuit of unimaginable power. An unholy
",-r;inml revived from the dark and distant past. This is
Black Dahlia; America’s most sensational unsolved murder

case, now a haunting adventure of occult mystery.

From ihe creators of Ripper, a superb staryline inspired by actual events.
stunningly rendered, amazingly real 3-Dimensional game world that
nelues aver 70 locations on two continents.

ove than 60 challenging and seamlessly integrated puzzles.

/nique interface which immerses you in the ultimate adventure

. jame experience.

= An outstanding cast of professional actors starring Dennis Hopper,

Terl Gam and Darren Eliker.
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s
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T[T Tp— www.bdahlia.com
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HEAVY GEAR * REVIEW

the Pain

he same problems that plague the single player game
make the multiplayer aspects, er, challenging as well.

There are a wealth

of connection options, and the

development team has admirably supported multiplay-

er campaigns instead of simpler deathmatch options.
Unfortunately, the performance and graphics problems are com-
pounded by the additional processing time needed to stay con-
nected and in sync. (Activision’s Heavy Gear FAQ on its Web site
admits that the multiplayer features are still at the beta level.)
While Intermet play supports up to eight players, you'll he limited
to four if any players are using modems rather than T1 lines.
Most of the comments I've heard ahout multiplayer Heavy Gear
have heen negative, and my own experiences have been under-
whelming as well. Many players who play regularly say it is fun
only if you tolerate the engine prohlems. Some games are saved

by their multiplayer value, hut
hamper multiplayer as well.

your battles. Your
victories in this
mode actually influ-
ence the course of
the battle, and you'll
see the front lines
move back and
forth, depending on
how well you do.
Your supplies, rein-
forcements, and
mission types also

here the single-player problems

depend on your skill SIDE SHOOTER With articulated guns and hips, why do -

in the Gears. There
arc a variety of mis-
sion lypes and

obje but they don't feel very dil-
ferent from one another.

gun barrel?

T s very good, but inconsistent.

There are times when the enemy will
hide behind rocks and duck behind
cover. There are also times when an
enemy Gear will stand there and take
fire for several seconds before react-
ing to it. The t problem is that
with five or six Gears on the field the
frame rate drops a lat, and you ean
almost hear anything less than a
Pentium II scream in pain when this

happens.

MECH IT STOP!
‘The most disappointing thing about
this game is that you see lots of parts of
ne that really do show care and
creativity. | don’t know what caused
Activision to stop the team short of
completion, but whatever the reason, it
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many shots have to veer off to the side upon exiting the

robbed them of producing a hil and us

F getting a great game, Ly GEAR
just doesn't look like a finished product.
I'dlove to see a fully cooked version of
this game, because parts of it show greal
potential. But as it stands, its still a bit
too chewy to enjoy. &

P APPEAL: Die-hard giant robot
game fans who really, really need
a new fix.

PPROS: Nicely done dynamic cam-
paign; good gear design lah; some
original gameplay.

FCOMS: Game
engine slows
easily; visually
looks unfinished;
unacceptahle
frame rate;
Inconsistent arti-
ficial intelli-

Improved graphics mean brighter
explosions, greener terrains, bloodier war.
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Hardcore, multi-player. Windows 95 action.
Fight it out over the Internet, free.

5]

e 4

Build alllances with alien races, leam their tech-
nologies, then annihilate them. Ouch.

AT SERMOEN, P

=1

Matropella D | ¢ |t A1

Avallable 11/97. Impatient?
Download the demo @
www.metro3dd.com
GO TO #168 @ www.computergaming.com/infolink
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Extensive Training Missions

It happens in a heartbeat.

You're commanding an AWACS aircraft through 2.5
million square miles of astonishingly detailed
battlespace. Or you're mixing it up with bandits
and bogeys in your own F-22 Air Dominance Fighter.

But it only happens with DID's F-22 Air Dominance
Fighter, the flight simulation Denny Atkin of
Computer Gaming World calls, "the most advanced
F-22 sim out there."

Believe it. DID's F-22 Air Dominance Fighter is
loaded with features you won't find anywhere else.

So strap in and prepare to lead, fight, or get out
of the way. It's your choice, but make it now.
There's a war to win...

GO TO #268 @ www.computergaming.com/infolink
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SEVEN KINGDOMS * REVIEW * 7 * %

Fit for a King

Interactive Magic's Complex Game of Strategy
Will Reward You With Deep Gameplay

by Elliott Chin

ith so many goad
games to choose
from, real-lime
g&imcrs arein IK_'&l'n'-
en these days,
Dark REIGN,
My, AGE oF
Enpires, TomL
ANNIHILATION —
these are the cream
of the crop, and STARCRAFT and
PoruLous are just around the comer.
There are other lesser-known RTS games,
though, that are worthy of gamers” atten-
tion: Diamonds in the rough, so to speak,
that will reward the patient gamer.
Interactive Magics SEVEN KINGDOMS,
developed by Trevor Chan and Enlight
Studios, is such a game. Like Chan’s
Capriavisy, SEvEN KINGDOMS is deep,
complex, and challenging, While it also
shares CAPIIALISMS steep leaming curve,
it goes beyond Chans first effort by being
more fun and personable.

HISTORY 101

Unlike the raft of sci-fi real-time
games, SEVEN KINGDOMS is a semi-
historical strategy game in a vein similar
to AGE OF EMPIRES. You can control one
of seven different cultures — Chinese,
Greek, Japanese, Mayan, Norman,
Norse, or Persian —in an open-ended
attempt to grow vour empire by winning
over independent villages and dominat-
ing your neighbors. You start out as a
small village of vour initial nationality,
but can assimilate other cultures by con-
quest or by persuasion,

When you first boot up Seviin
Kinapows, you'll see that there is no
campaign game and no scenario editor,
both staples of real-time strategy games.
Story-driven campaigns give us a variety
of linked challenges, allow us to feel a
sense of accomplishment after cach sce-
nario, and provide an impetus to keep
playing the game. SEviEN KINGDOMS'
lack of a campaign shortchanges gamers

Ll ] e JI0,049 11081 (3
[oomx [ o ] 28,217 ta220) 1
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on gameplay. The same can be said for
its lack of a scenario editor.
What you do get is a game similar to

CIVILIZATION. You start oul as one puny

town and then attempt to create a vast
empire. If you grow so large that you
can crush your rivals and climinate all
other kingdoms, you win the game,
Thats it. In many other strategy games,
inchuding Act oF Exteires, this would-
n'toffer nearly enough gameplay.
However, SEVEN KINGDOMS gels away
with it (barely) because of its incredible
depth and complexity. It also does not
emphasize combat, Many other real-
lime games, because they are all about
building up troops and smashing the
enemy, would be terrible as open-
ended single-scenario games. But in
SEvEN KiInGDows, there is so much to
do that an open-ended game could last
for hours.

Iiven despite the wealth of game
options (such as world sizes, viclory con-
ditions, and random
evenls), which serve to

SEVEN KINGDONS, the
lack of a campaign is a dis-
appointment.

IHowever, in addition to
the single scenario game,

a tutorial, and scenarios.

il package by providing your
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IN TOO DEEP Seven Kingpows is a complex strategy game. You'll need to pay close attention to

diplomacy, espionage, economy, and population management.
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"The scenarios liven up the

e om |l S .
fl - missions with specific con-
il ditions and goals, time lim-
its, and varying difficulty
levels. The tutorial is good,
and completely necessary
for a game with this level of
complexity. It walks you
through combat, trade,
mining and manufacturing,
and espionage. The tutorial
also covers he assimilation
of independent villages, the

9 s20
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increase the replayability of

there is multiplayer support,

STRATEGY/WARGAMES

[==———="_—

Price: $49.95

System Requirements:
Pentium 90, Windows
95, 16MB RAM, 45MB
hard-drive space, SVGA
graphics, 4x CD-ROM
drive, 100 percent
Sound-Blasler-compati-
ble sound card.

3D Support: None.
Multiplayer Support:
Null modem, modem (2
players), LAN, Internet
(2-7 players); 1 CD per
every 4 players.
Designer: Trevor Chan
and Enlight Studios
Publisher:

Interactive Magic
Research Triangle

Park, NC

(919) 461-0722
www.imagicgames.com




STRATEGY/WARGAMES

REVIEW ¢ SEVEN KINGDOMS

taking on of fareign kingdoms, and the
tackling of the monster lairs in various
locations around the map.

SO HOW DEEP IS IT?

Unlike many other real-lime games,
you don't ereate unils. You start with
one town and a population. Peaple are
your most valuable resouree in this
game, but you don't dircetly increase
their numbers, Instead, you indirectly
increase population by carefully man-
aging your empire and building a robust
standard of living,

You can recruil cornimon workers and
soldiers or train specialists from your
town’s population. Specialists are impor-
tant for the six aspects of empire man-
agement in the game: construction, lead-
ership, mining, manufacturing, research,
and espionage.

With construction workers, you build
mines o extract resources, factories lo
turn the raw materials into finished
goods, markets to sell either raw or fin-
ished goods, forts to house and train
tioops, towers of science lo research
weapons, and war faclories to build siege
weapons, The faclories, mines, and tow-
ers reguire workers lo operate. [ you
build these buildings close to a village,
then villagers will automatically move
into the buildings to work. [fyou build
the structures far from towns, then you
need to settle a new village near your
work sites.

Economics is a little more complicat-
ed. As with the rest of the game, it relies
an some serious interdependencies. In

CAPITALISM REDUX The economic model is very robust in Seven
Kingooms. You'll need to mine raw materials, refine them, and sell
the finished goods to domeslic and foreign markets.

ITS NOT ALL ABOUT ARMS Combat is necessary for
eventual subjugation of enemy kingdoms, but you
need to weaken your enemies first through effective
use of diplomacy and espionage.

arder lo get money, which is necessary
for all your empire’ needs, vou need to
mine raw materials, You can sell these
raw materials at markets or refine them
in factories to make finished produets.
These products can also be sold for cash.
You can sell cither of these goods in for-
eign lands, but you must build your own
markel linked to foreign towns. However,
as with all aspects of this game, there are
additional considerations. To get these
raw or finished goods to foreign markets
(or to move raw materials between
unlinked mines and factories or mar-
kets), vou need to build caravans.

Yes, its complex, but the bad news is,
this is only a simplificd overview,
However, | like the economic model. Its
much deeper than the abstracted
economies of AGE and CIv.

[spionage is equally sophisticated,
and is much better realized here than in
many other strategy games. You can train
spies to infilirate enemy cities to check
up on your rivals or conduct occasional
assassinations and cily subversions. You
can even worm your spies into enemy
confidence; if they happen to be promot-
ed to general status, you could even take
control of enemy cities and armies,

['was also impressed by the game’
diplomacy. All kingdoms have a reputa-
tion score, which is affected by their
deeds versus their citizens and other
kingdoms. The diplomacy options are
very robust. You can enter into trade,
friendly, or alliance treaties; declare war
on enemy kingdoms; demand or pay
tribute; and unify disparate states by pur-
chasing a rival kings crown. The best

CewW MARCH 1933

thing about this diplomacy
model is that it works. The
Al doesn't reject treatics
out of hand. They will even
take the initiative lo ally
with you or o open frade
dialogue.

IT DOESN'T STOP
There are even more
aspeets of the gameplay to

digest. lor one, getling
independent villages to join
vou is dependent upon
their nationality, your kings
nationality, your reputation,
and the standard of living
you promise them (mea-
sured by the goods you can
sell them at market). Obviously, people
are more likely 1o join rulers who are like
themselves, However, you can force vil-
lages into submission through strength of
arms or grants of money. Once you gain
avillage’s loyalty, though, you'll have to
keep it by giving yet more grants and
ensuring that the villagers are employed
and happy:

“There is even a fantasy aspect to the
gamie, as monster lairs dot the land-
scape. Ifyou can defeat the enemies
within, you gain treasure and scrolls of
power. There are seven serolls, one for
cach nationality, which are used to
build Seats of Power. By getting each
nationality to pray al its Seat of Power,
you can summon that nationality’s
god —a superpowerful unit that can
confer some impressive bonuses on
vour kingdom.

You'll stumble several times before

vou can learn to walk in this game. You
could also leamn a thing or two from the
Al Itis fairly smart, and quite clever with
its use of spies, However, I did notice
that early in the game it proved suscepti-
ble to“grunt rushes.”

FALL OF THE EMPIRE

While SEVEN KINGDOMS is wonder-
fully deep, it does suffer some minor
problems. The biggest of those is its
interface. Although you can get brief
help after you hold your cursor over an
item for several seconds, the icons and
information setup aren’t intuitive (many
icons look alike, and some don't exactly
illustrate the command). I'm a big fan of
instant text explanation, such as what
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REVIEW ¢ SEVEN KINGDOMS

vou see in AGE OF EMPIRES or
WARCRAFT 1. Move your cursor over
the barracks icon, and vou'll see a line of
text at the bottom information bar that
says “Barracks.” Thats all L ask for: just a
little one- or two-word description of
what I'm clicking on.

The complexity of the game, com-
bined with the cumbersome interface,
also makes this game seem very

e o

o ;_.;"’z_rn:g

DIFFERENT STROKES The fact that each nationality
has its own look is a great touch. Each civilization
even speaks a liftle in its native tongue.

unwieldy at times. While careful study
of the manual and tutorial will mini-
mize this feeling, some aspeets of the
game — such as the nuances of cara-
vans that move from mine to factory to
forcign market — can take several
games lo learn. | don’t think difficulty is
a bad thing for strategy games, but
SEVEN KINGDOMS has a steeper
learning curve than many 4x turn-
based games.

My other gripes with the game come
during gameplay. Because units tend to
bunch up when atiacking, it hard to
select individual units from a mob. It also
bothered me that there was no easy way
to tell which ruler owned a certain vil-
lage. Many times, 'd accept a trade
treaty with a foreign ruler and then be
unable to find his city. | could clearly see

ey ¥ et e g ity name, but not its ruler (colors did PCONS: No
g‘l 3¢ i B R help, but including ruler initials would campaign play;
. ) lack of a sce-
1 have been betler).

1 also would have liked the game
more if there were greater unit variely. A
cavalry unit would have added morc
tactical depth to SEVEN KINGDOMS,

especially since you eventually will
engage in combal,

Although I've tried to capture SEVEN
Kincnowms as best [ eould in this review,
I've only scratched the surface of the
game. | haven't seen a game this com-
plexinalong time, Thats a goad thing,
especially when you consider that this is
areal-time game. SEVEN KINGDOMS
ist'Lfor everyone, but if you enjoy deep
strategy, | l'L'c{lnll.HL‘HrI)nll hoot this
game up yourself, and sce just how
much it has to offer. &

PAPPEAL: Strategy gamers look-
ing for a deep, sophisticated real-
time game.

PPROS: Excellent tutorial; lots of
depth; plenty to do; cool fantasy and
multicultural aspects.

nario editor;
unintuitive inter-
face; game is
too short.

QUALITY

QUALITY QUALTY

QUALITY QU

We don’t compromise, we don't lose
features, we don’t sacrifice framerate,

and most importantly, we never ever
stop working to be the best.

With Voodoo?, we've

upped the ante — again.

(0 JTF:1[]472

frdware. Best oﬂware.

likeness are courtesy of Eldos Entertalnment, Final Fantasy Vi, Cloid and his likeness are trads
doo? are trademarks of 301 Interactive, Inc. All Rights Reserved.

marks of Eldos Entartainment. © 1997 Eidos Entertainment. Copyright © 1997 301 Intaractive, Inc. The 301 Interaclive loge, Voodoo Graphics
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GunJam: bandits, 6 o’'cloeck high!

HiTech: i‘’m done -- bingo ammo
Gundam: run low -- i‘ll cover you home

HiTech: roger that -- p51 closing fast!

Gundam: pull left! PULL LEFT!

Gundam: HiTech!?!

@
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The new ULTIMATE CIvILIZATION IT' Lrings
vou face to face with the most volatile
opponents ever: real flesh-and-blood
humans just like you, The long-awaited
multiplaver edition of CrvinizarTion II
also lets you join a game in progress
and take over for an Al opponent.
A negotiation module lets you gsit
down with other playvers to offer
trades and make treaties. Or break them
if you're forced to, ;

Because with real

opponents, there's

no telling what

course history
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the IMAGINARY HORDES
TORCHING your VILLAGE

JUST TURNED INTO
REAL PEOPLE

UrtnvaTe CrvicizaTion II provides you
with the Dbest-gelling glol-)al strategy
pgame CrvinzAaTioN II and the add-on
scenario pack CONFLICTS TN CIVILIZATION,
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Plus, the ability to go
mano-a-mano with up to
six other plavers via hot
seat, mordem, LAN or the
Internet, You'll agree that
UrrivaTE CIVILIZATION 11 ;

turns an award-winning ml:;éﬁrl‘;ffrnﬂiﬁzn !
strategy game into an altogether new
experience. Because if you thought Attila
the Hun was nasty, wait 'til vou meet
Frank the Dryv Cleaner,
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WARHAMMER EPIC 40,000: FINAL LIBERATION ¢ REVIEW % % % %

Living & Dying
In 40K Time

Finally, a Real Warhammer for the Computer

by Tim Carter

mid the avalanche of real-
time clones that seem to
have buried the tactical
computer strategy game
miarket, its good to sce a
pmduct that returns to
where the genre hegan —
namely, computerized ver-
stons of traditional games
that are, by definition, turn-

based. Warrasmvir Fpic: 40,000: Fivat,

LiBERATION s the latest computer ver-
sion of the classic tabletop miniatures
game, As such, it enters the market with
alengthy background and history that
newcomers may find somewhat intimi-
dating, After all, if you're playing a W\WII
tactical game, the odds are that you
already know what a'l iger tank is and
you have some idea of how to use it
against those pesky Shermans, But when
you'e first confronted with a horde of

TECH TOYS IN A SANDBOX Warhammer tabletop miniatures come {o life on your comput-
er—if you can ignore the dull background graphics.

Ork Boyz, you may have lo step back for
amoment, reassure vourself that you
haven't purchased a rap opera of The
Lord of the Rings, and then delve into
WARHAMMERS online eneyclopedia lo
sort things out,

ORK BOYZ IN DA HOOD

Ilyou're a dyed-in-the-wool
Warhanmmer fan, you'll be in heaven
from the start. I you're new, don'l
despair; WaRHANMER 410K sports an
easy-lo-learn tactical interface.
WARIAMMER is essentially a tactical
wargame, in which you control platoons
and squads 2 la St PantiEers, albeit
in a futuristic sci-fi environment. While
you can create random “quick battles,”
the meat of the game lies in a sequential
campaign of scenarios controlled
through a strategic map. Between bat-
tles, you may decide where lo attack

MARCH 1838

nest, or, at higher levels of difficulty,
respond to enemy counlerattacks,

The interface for Warkaviver 40K is
highly derivative of carlier successful SS1
games. The majorily of your screen is
taken up by a tactical map, while the
right-hand side contains control buttons
and a overview of the strategic map.
Many of the commands and design cle-
ments are highly derivative of other lacti-
cal games, as WARHANMMER depends
largely on its science-fiction universe for
originality. This is by no means a bad
thing: | found that the game’ greatest
strengl hwas ils simplicily, and the free-
dom this gave me to play around with
the multitude of original units and unit
combinations, As with all good tactical
games, combined operations is a key to
victory. Depending on the race you are
playing, you will have to deal with radi-
cally different unit mixes that will greatly
affect your strategy once the battle
is joined.

AS UNSIGHTLY AS
ORKISH MUGS

Having said this, be warned
that on a purcly visual level,
WARHAMMER 40K is perliaps the
ugliest game | have seen in ages. |
have always been an advocate of
strong gameplay over flashy graph-
ics and design, yet I can’thelp fedl-
ing that a better color palette and
more crisp graphics in the tactical
battle screen would have helped
this game a lot.

"This is all the more surprising
because onee you enter the codex
(WartamuyiERs anline reference
guide), the background images are
quile attractive, However, the lext
that scrolls over these background
images to provide you with hard
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Price: $49.99
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System Requirements:

Pentium 90 (P120
recommended), 16MB
RAM, 30MB hard-drive
space, 2x CD-ROM (4x
recommended), SVGA
graphics, mouse,; sup-
ports Win 95-compati-
ble sound cards.

3D Support: None.
Multiplayer Support:
LAN (2-4 players),
TCP/IP (2-4 players),
Hotseat (2-4 players),
Modem/Serial (2 play-
ers); 1 CD per player.
Designer: Holistic
Publisher: SS|
Sunnyvale, CA

(800) 601-7529
www.ssionline.com
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yoursell enjoving the challenge enough to
overcome Lhe visual mess.

WARHAMMER gives classic boardgame
fans all of the aspects of turn-hased com-
bat that are so difficult to manage ona
tabletop. Reconnaissance and line-of-

WARHAMMER baltle-
field is a hostile and
unforgiving place.
While your massive
Titan AFVS might be
able to rumble

w™

b information is blocky, hard to read, and sight are crucial, as
= generally ugly. ambushes are fre-
=< To my mind, ugliness is no reason not quent and generally
v to buy a game, and I'm quite certain that costly. Supporting
(=] the markel has already seen fartoo many - artillery is handled
== attractive, vel mindless, games. But, quite well, particular-
g unless you have an Orkish appreciationof — ly when it comes to
~— art, you will probably find combat to be defensive opportuni-
S blocky and a tad dark. Once the battle ty fire during the
o begins, however, you should soon find enemy’s turn, The
[

o

==t

=&

[—
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BAD MOON RISING Here's a good view of the scale in
Whasnammer 40K; The diminutive Bad Moon Boyz (left) charge
like a wave of ants against a group of Siege Artillery.

straight into the heart of the enemy’s
defenses without risk of immediate death
(at least for a while), most of your other
forces will have Lo be very careful in how
they move and use cover if they are to
succeed. In particular, it doesn't pay to be
cavalier with your infantry, and the game
does a good job of ereating a sense of loss
when one of your infantrymen screaims
and goes down.

WarHAMMER 40K excels at forcing vou
to trade off between speed and risk, and
also to make the complementary trade
between maoving weak units on their own
or loading them into armored carriers
{and so risking & true catastrophe if the

human. drmy tEmL% lr: inuk am{

< feel much Tike an advanced Version of the
-anmes that wnemiwomn the: planet=Your= "' .
"J'mantry_-': ooty buuﬂmewhal yulpsrabler== E

paraﬁemd and yuu P
tend m have-decent artilery and airsup= =
0o Al strikes; by the way:-can be-called —

carrier is hit).

Personally, I have always thought that
tactical wargames are, by definition,
somewhat limited in their scope. The
game designers must always strive lo add
as many variables as possible to compen-

=-in:from-ot-he-map-bul. are-het: dirgetly=-
“controlled by e playar Your- hencomar-

B

sate for the lack of big decision-making
power that can lead to repetitious play.

“The depth of the WARHAMMER univers
= typE units provide: closer support and-offer ! ' RYEE

“=both'the benefits of Tielicopters {loads. of mobile-firef
/% nerability). “Anyone schiooled'{ the

ienge.can fake Tip. 1he Orklrh hanner 'tnd

of fieadlong at:the-betier organized and
" miaintained impertakforcas With a wild
. as*‘unmem of fight:-maobile tnits backed by

dangerous infantry My favorites include”

the Bowelbuma and the:Gobsmasha, bath

~ tesignateda5 " high-speed:assault battle

- buggysZ-if-battis-bugoys-battle beetles-in-a
Imme Newr minti -
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ryand their drawbacks (vul=-"
concept of Air/Land Battle {as'seen'through a
o IANTH K

helps out a lot in this respect, as the range
of weapons, enemies, and allies— along
with terrain and diverse scenarios — gives
you a pretly decent mix of toys fo play
with and different places in which to play.
Other than better graphics, what more
could you ask for? &

FAPPEAL: For fans of Warhammer
or anyone who wants a good tactical
game.

PPROS: Simple
and challenging;
it really is
Warhammer.
PCONS: Ugly
hackground art.




"Forget every prejudice you ma
have against real-time games."
V' UL Of UL 3

HOTGAMES
o Flame Rating

"THIS IS THE GAME
I'VE BEEN WAITING FOR
ALL MY LIFE."

"It's great, maybe the best Al I've ever played against."
- ""HIGHEST RECOMVENDATION."
- GAVESFIRST. 95% Rating

eallthe polish and appeal of a Meier classic.”

GAMESPOT 9.3 Rating
#1 Ranked Strategy Game

~ "...melds real~time action, strategic depth,

and historical veracity intooneiterrific -
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Ambushes. Barrages. Conflagrations.
- It Doesn’t Get Any Better Than This!

SoLpiers AT WAR” is turn-based, squad-level combat with all the heroism and drama of a good World War II
movie! Lead a squad of 8 men through a hair-raising campaign of 15 linked scenarios. Experience D-Day
and the assault on Monte Cassino. Execute commando raids and fight fierce house-to-house battles in
blasted cities like Anzio and Dresden. An extremely flexible mission editor and 15 extra stand-alone
missions, many from the German perspective, make the action virtually endless. Four-player multiplay
via network or the internet
lets you fight it out
with real opponents!

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

www.ssionline.com

A MINDSCAPE® COMPANY

©1997 Strategic Simulations, Inc., a Mindscape Company. All rights reserved. SOLDIERS AT WAR Is a trademark of Strategic Simulations, Inc. All other trademarks
and registered rademarks are the property of their respective holders. Call 1-800-771-3772 for Game Rating Information,
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CIV Ii: FANTASTIC WORLDS * REVIEW X %k % X

New Civilizations

New Scenarios and an Enhanced Designer for a Classic Game
by Mike Fay

icroProse has breathed
more life into one of the
most celebrated strategy
gamnes, SID MEIER'S
Cwviizanoxn 11 The
Cv Il Faxmasnic
\WORLDS expansion set
(MicroProse no longer
has the rights to the
word “Civilization™)

offers 19 diverse fantasy and sci-fi sce-
narios, and a greatly enhanced toolkit for
making your own worlds. Some of the
scenarios are so unusual that they give
CivITa whole new feel,

SPACESHIPS AND SORCERY

The set inchides 11 new MicroProse
scenarios and 8 Best of the Net” scenar-
ios, culled from the dozens available on
the Intemet. While the Civ [l engine is
used, many game aspects are changed,
including unit propertics, graphics,
sounds, the research tree, and even ter-
rain graphics and functionality. The
results are rich and novel. The Jules
Verne retio sei-fi scenario has quaint
Victorian-era units and wacky discover-
ies from an age when exploration, intel-
lect, and science could tame the great
unknown, Contrast that to the X-COM
scenario, which has almost no research
or production —just a battalion of

' FIRE AND ICE Scenarios run he gamul from fantasy/magic to sci-fi to whimsy.

marines plunked down on Mars to exter-
minate an alien infestation. A number of
the scenarios start with plenty of tech-
nology already researched and many
units aleady placed. MicroProse put a
lat of work into its Midgard fantasy sce-
nario, as well as its Mas 1R 0F ORION

and Master or Macic ones. Other sce-

narios fealure dinosaurs, a medieval
Japan selting, American Indian tribes, a
Dattle of the sexes, an interesting micro-
biology setting with “cultural” advance-
menls like cilia, and even an altemate
warld populated by teddy bears,

EXPANDED TOOLKIT
If vou're not into fanlasy or sci-fi, you
might still want the enhaneed seenario
toolkit. It covers lots

ol ground: universal

cffects, event triggers,
cily nnprovenients,
tech advances, lermain
properties (yes!), and
tribe properties. You
can easily edil unil
properties and indi-
vidual unit sounds via
menus. And graphics

can be edited easily

BUILD YOUR OWN WORLD Tired of the same old
4x game? Dance to your own tune with the enhanced

toolkit.

for units, city
improvements, lech
advances, terrain, and
cities. There are slots
EUI “3 1w llll“h Hl Id
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up lo 100 tech advances. The macro lan-
guage has been expanded, with better
lamdles on detecting who did what to
whom, and the Civ 11 1'W menu-driven
events editor now has 10 triggers and 11
actions. Scenarios designed by users prior
to Cv 11 AV will work, although they
might require minor modifications.

“The improved toolkit is not perfect.
“The effects of Wonders of the World still
can't be changed (although they can be
renamed and reassigned). Some of the
textand help displays in modified scenar-
ios look unpolished, and not all graphics
can be changed. Don't be surprised if the
steamy Fayptian messenger hails you on
the frigicl plains of an icy planet.

Cv Il Faviastice WorLDs is the
obvious next advance for anybody who
wants lo be more “civilized.” I vou like
sci-fi or fantasy scenarios, or you want to
edil new worlds, this is a must-have
expansion pack %

PAPPEAL: Cwv Il fans; turn-hased
strategy gamers with a taste for
fantasy or sci-fi.

PPROS: Rich fantasy/sci-fi scenar-
ios; major
design-kit
enhancement.

PCORNS: Still Civ
Il at its core;
toolkit not com-
pletely compre-

CGW

Price: $29.99

STRATEGY/WARGAMES

System Requirements:

486/33, Windows 3.1
or Win 85, 8MB RAM,

50MB hard-drive space,

2% CD-ROM drive,
Windows-compatible
mouse and sound
card, Sip Meier's
CiviLizemon 11

3D Support: None.
Multiplayer Support:
None.

Designer: MicroProse
Publisher: MicroProse
Alameda, CA

(510) 864-4550
WWW.MICroprose.com
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Price: $39.95

System Requirements:
Pentium 90, Windows 95
or DOS 6.x, 16MB RAM,
30MB hard-drive space,
1MB SVGA-graphics card,
2x CD-ROM drive, mouse;
supports most major
sound cards.

3D Support: None.
Multiplayer Support: LAN
(2-6 players);

1 CD per player.
Designer: TopWare
Publisher: Interplay
Irvine, CA

(714) 553-6655
www.interplay.com

REVIEW ¢« EARTH 2140

-

BEEN THERE, DONE THAT Eartd 2140 is a good-looking 1996 game, but today, it just
seems to be a competent Reo ALert clone.

by Martin E. Girulis

ou know you're in trou-
ble with today’ high-
expeclation consumers
when the biggest brag
on your box is “Slunning
16-bit color graphics.”
The problem is even
worse when your game
isa COMMMWD &
ConpuER clone and
vou'e trying to sell it on those crowded

Christmas shelves. This is the unfortu-
nale situation facing Interplays Earin
2140. And while it urns out there is more
to this game than nice graphics, the ugly
truth is that the real-time world passed
this title by before it even got out of il
flc\-'(f|npl‘t‘1('.nl Cy(:[(’..

SAME AS IT EVER WAS

The biggest hurdle Earrii 2140 faces
is low lo gel gamers lo want lo p|u§,’ yel
another version of C&C —though to be
fair, we are looking at a ReD ALERI—era
clone here. Earth is a ravaged wasteland
with only two great powers left: The
Eurasian Dynasty and the Union of
Civilized States. Neither has anything
better to do than argue about how to fur-
ther rape what is left of the planets

CcowW
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resources. | suppose you could consider
this slightly illogical selup a glimpse inlo
anonenvironmental future,

From here its the smme old build, mine,
and demolish gameplay: There’ the usual
mix of open-ended base-building scenar-
ios sprinkled with quest missions, as well
as two campaigns with bare-bones stories,
However, the seenarios and maps them-
selves are small and tedious, instead of
wide-open and imvolving, If all of this
seems novel to you, let me be the first to

\\'CIL'(”I]L' _\-'“'ll lo our IJ]:\I]L’I.

“Iie units themselves are varied and
interesting, with the UCS concentrating
on ‘mech-type units and the XD sticking
mainly lo good old-fashioned tanks. The
developers have also done some good
things with the basic combat model,

‘Yesterday’s News

Interplay Delivers Too Litle, Too Late

making buildings vulnerable lo enemy
accupation, for example, This means
your have to consider garrisoning troops
inside vital structures, as well as oulside.
Units in Earty 2140 are also more
inclined to roam than their counterparts
in other games, and this is both good and
bad. Since fire is an important combat
effect, its nice lo see units smarl enough
to get away from sprcading flames,
(Though it might have been nice to see
amovement Al smart enough to drive
around an already burming square ina
units path.)

The downside is that even if you set
your unils lo a purely defensive posture,
they tend to wander about. You end up
spending alot of effort herding units
back into the defensive positions you sel
for them. Another glitch is that your
units will kindly imove out of the way lo
let an enemy unit pasl,

HISTORY LESSON

There are i iteresting louches sprin-
kled throughout Earti 2140, but the sad
truth is this: There just isn’t enough origi-
nality here to rise this title above medi-
ocrity. "The standards of real-time gam-
ing set by such games as DARK REIGN
and ToTaL ANNIHIATON have lefta
game like this behind, These days, you
can get away with lacking 3D terrain or
a construction kit — but not both.

[T Ear111 2140 had been released
before REn ALERT, it would have been
revolutionary: Bul loday, it seems only like
awell-done clone bound to be lost amid
the horde of C&C copyeats. &

OLD-SCHOOL PLAY Scenario design in
Earth 2140 seems tedious and too
limited.

FAPPEAL: New players who have
yet to play C&C.

PPROS: Nice graphics; interesting
units; adequate Al

PCONS: Nothing to raise it above
the level of last
year's C&C
clones; weak
scenarios and
maps; some
yuestionable
pathfinding.




The biggest, baddest, ugliest toy on the block.

And you can be the first one on your block to get one. Find the five Voodoo? ads from
3Dfx Interactive within this issue (only) and identify the game each character represents.
Write the game titles in any order in the appropriate space on the attached business
reply card and mail in to enter.*

Win

3D graphic accelerator chips.

5 FIRST PRIZES: nap graphic accelerator hoard featuring the incredible
new Voodoo? chipset — the Demon Speed has found a home. This board will play the
3Dfx-compatible games you currently own faster and smoother than you thought possible.

4 SECOND PRIZES: rour complete Voodoo2-optimized games from four of the top
game publishers — Electronic Arts, Activision, Interplay and Eidos. These titles take advantage
of Voodoo®s phenomenal speed and breathtaking visuals. Whether you run these titles on
Voodoo? or first-generation Voodoo, the gaming experience is unmatchable.

]00 THIRD PR[ZES B Voodoo T-shirt direct from 3Dfx.

The exclusive 3Dfx Interactive T-shirt for the Voodoo family of

g S s

www.3dfx.com

Ask your retailer for a 3D graphic accelerator featuring 3Dfx's Voodoo? chipset ~ the new turbo-speed

Efu\m‘- L0

*Follow the directions below to send without the pre-printed business reply card.

Sweepstakes Rules:

1. No Purchase Necessary: To enter, mail a standard size postcard containing name, address, and phone
number to Veodoo? Sweepstakes, 301x Interactive, Box V2, 4435 Fortran Drive, San Jose, CA 95134,
No purchase or paymenl of any money is necessary to enter, One entry per houschold. All entries must
be handwritten. Mechanically reproduced entries will not be accepted. Entries must be recelved by April
15, 1998, All entries bacome exclusive property of Sponsor and will not be acknowledged or returnad.
Sponsor assumes no respansibility for lost, mutilated, late, illegible, incomplate, posta[ge-due. of misdi-
rected enlrigs. ﬂnl;una prize sfm amily, organization, or household; allow -8 weaks lor defivery,

2. Prizes: 5 First Prizes. Firsl Prize winners receive one (1) 3D m&rﬁc acceleralor board fealuring
Voodoo® chipset. Grand Prize has an approximate retall value of $300.00, 4 First Prizes: First Prize win-
ners illl recelve four (4) different PG software titles published by Electronic Arts, Activision, Interplay
and/or Eidos all n%mized_for Voodoo? pameplay. First Prize has an an!}mr._lmata_retail_value of $240.00,
100 Third Prizes; Third Prize winners will receive one (1) 3Dfx Voodoo T-shirl. Third Prize has an approx-
imate retail valug of $20. Winners will ba determined by a random drawing from all valid entries received
by 300 Interactive whose decisions are final. Drawing (o be held on or about April 30, 1998, All prizes
will be awarded. All prize winnars will be nolified by mail. Prize(s) are non-lranslerable. No substitulions
of prize(s) are allowed, except at the option of Sponsor should the featured prize(s) become unavallable.
3. Odds of Winning: The odds of winning will be determined by number of valid entries received.

accelerator in 3Dfx's Voodoo family. You can find the Voodoo? chipset on Diamond Multimedia's Monster ~REATIVE
3D 2 and Creative Labs Blaster 3D Voodoo?. Or visit our website at www.3Dfx.com for more information.

4. Efigibility: Contest open to residents of United States and Canada, Void in Rhode Island and Quebec.
Non-compliance with the time parameters contained herein or return of any pliza.vTrizs notification as
undeliverabile will resull in disqualification and an alternate winnar will be selected. Winngrs or their |
quardians shall sign an affidavit of eligibility/release of Hability/prize acceptance within 30 days of receipt
or forfeit prize. By acceptance of prize, w_lnner(s‘ agree to the use of their name andfor likeness for pur-
Eoscs of advertising, trade, or promation without further compensation, unless prohibited by law.
mployees of 30fx Interactive, Diamond Multimedia, Crealive Labs, Electronic Arts, Activision, Interplay,
Eidos, Zili-Davis and their tespeclive affiliates are nol eligible. Neither 3DIx Interactive, Ziff-Davis nor
their 1 ive affiliates, subsidiaries, divisions, or related I are responsible for any d
{axes, or expenses that consumers might incur as a result of this contest or receipt of prize. Winnars
accepting prizes agrea that all prizes are awarded on the condition that 3Dfx Interactive, Ziff-Davis and
thelr agents, representatives, and employees will have no liability whatsoever for any injurles, losses, or
damages of any kind resulting from acceptance, possession, or use of the prizes.
5. Winners List:  For a list of winners, sénd a stamped, sell-addressed envelope to “Voodoo?
Sweepstakes Winners List”, 301x Interactive, Box V2, 4435 Fortran Drive, San Jose, CA 85134, Requesls
for winners lists must be received by May 15, 1998, Allow 4 weeks for delivery of winners list:
6. Restrictions; Void where prohibited or restricted by law. All lederal, state and local regulations apply.
7. Sponsors: This sweepstakes is sponsored solely by 301x Interactive, Inc. !

Copyright © 1997 3Dt Interactive, Inc. The 300 Interactive logo and Voodoo® are trademarks of 3D1x Inferactive, Inc. - All dghts reserved.
All other trademarks and trade names are the proparty of their respective owners,
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Price: $49.99

System Requirements:
Pentium 100 (133 recom-
mended), 16MB RAM,
20MB hard-drive space,
Windows 95, 256-color
SVGA mode, Sound
Blaster 16-compatible
sound card.

3D Suppori: None.
Multiplayer Support:
Modem (2 players), LAN,
Inlernet (2-8 players);

1 CD per player.
Designer: Red Storm
Entertainment
Publisher: Mindscape
Novalo, CA

(415) 897-9900
www.mindscape.com

REVIEW * POLITIKA

The Great
Bland Menace

Clancy’s Strateqy Debut Is Long on Boredom and Short on Gamep ay

by Martin E. Cirulis

wa things are apparent after
your first hour of playing
PoLmika. The first is that
‘lom Claney is really into
himself, and the second is
that there are countless
other boardgames more
waorthy of being ported to
the PC. What we have here
is a competent, yet unin-
spired, wargame thal ranks somewhere
between Risk and Axis and Alliesin
terms of complexity, but far below either
when it comes lo playability:

THE TOM SHOW

The first hurdle in this game is getting
past the 4,732 uses of Tom Clancy’s
name, the paperback novel by the
techno-thriller master himself, and the
15 minutes of fake news lootage fcatur-
ing Clancy muttering about Russian
power-play politics following Boris
Yelisin’s death. Should you survive this
last ordeal, you find yourself facing a
nice map of Russia divided into a bunch
of provinces tagged with colored mark-
ers representing the influence of the
cight factions struggling for control,

You begin play by placing your two
representatives (cute little Monopoly=style
icons) an the board. These represent the
focus of your political interest. The basic
point of the game is to be the one with the
most markers and money at the end of a
preset number of tums, You gain markers
by"attacking” your opponents’ colors
through a process of “buying” dice with
cash or cards, and then olling those dice.
Roll high and the targeted opponent’s
marker tums to your color, If your victim
rolls higher, nothing happens except
_\T)I Irl'C oul some I'I'Iﬂl'lf_'_\' .'II'I{I (.'{'Ird.'\'.

Thats pretty much as exciling as it gets,
Each faction has a special ability, such as

CCW
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OLD GUARD The gameplay in Poumika is bone-dry. The pacing is also excruciat-
ingly slow, in single- and multiplayer games.

getting more money or stealing cards,
which helps to spice things up. Special
event cards —a erude simulation of ran-
dom, realistic, and sometimes lumulluous
evenls—also keep things from being too
straightforward. Unfortunalely, in terms
of gameplay, there’ not a whole lot more
here. For Diplomacy fans, this can be a
fun game of wheeling and dealing over
single victory points. Anyone else should
avoid this coup.

DON'T PLAY IT AGAIN

PoLimika may be one of those rare
cases in which the board version actual-
ly plays faster than the computer game.
It makes ADVANCED CIVILIZATION look
like a click-fest. I thought for a while
that this was only a side effect of play-
ing an obviously social game in single-
player mode. When Isigned onto the
free RedStorm server, though, [ discov-
ered thal multiplayer mode was even
more tedious.

While the Intemet play was definitely
designed to be an organic component of
the game (rather than a tacked-on aller-

thought), its unfortunate that the source
material is so dry: There are much better
games available that cover much the
sane lerritory, and the monotony is only
compounded by some bad choices in
execution. If the presentation were slicker
und smoother, if the game were filled with
Russian multimedia treats, and if the
computer players were given more per-
sonality, this game could have been aver-
age. But apart from a few cute animated
icons, POLITIEA s ullerly devoid of the
character it so desperately needs. &

PAPPEAL: Diplomacy fans itching
for a computer game; rabid Tom
Clancy readers.

PPROS: Free novel; some shades of
intriguing wheeling and dealing
gameplay.
PCONS: Too
much introducto-
ry fluff before
the game; unex-
citing gameplay;
yawningly slow
pace.




THE CRITICS AGREE!

“MicroProse's game offers weeks to months of gameplay.”
Computer Gaming World, June '97

7 Aok A

“Magic: The Gathering is just what the
Samite Healer ordered.”
Computer Games Strategy Flus, June '97

* Kook

“Magic: The Gathering Is a near-perfect
translation of the card game."
PC Magazine, June '97
*k k&

“...hard-core gamers will appreciate the flexibility
offered in the computer version.”
Newsweek, April '97

" "60 T0 #162 @ www.computergaming.com/infolink

Introducing everything you need
to play Magic™ over the Internet.

The Original Magic...Only Better

This special edition of Magic: The Gathering® for the
PC includes the original game, plus builtin Internet
multiplayer, an enhanced interface, and cards you can't
get anywhere else.

Multiplayer Over the Internet

With ManalLink", Magic's Internet online
system, wield your magic against human
oppoanents around the world on

GatheringNet at www.gathering.net.

New Cards—-A Powerful Expansion! }i

Get over 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. So, get what it takes
to reign supreme. Because this time,
it's the world you're playing with.

PPN =95,
L ] Visit your local retailer or
F EES=ER=— ® call 1800695 GAME day

WwWw.microprose.com or night (U.S. or Canada).

i TRAGIG: THE GATHERING. &
i B e e E00 R
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Price: $54.95

System Requirements:
Pentium 60 (P166 recom-
mended), Windows 95 or
NT, 16MB RAM (32MB rec-
ommended), 30MB hard-
drive space (100MB recom-
mended), 2x CD-ROM drive;
supports MMX and AGP
technologies, DirectSound-
compatible sound cards,
mouse, and force-feedback
joysticks; LAN connection
or modem required for
head-to-head play.

3D Support: Direct3D-com-
patible video cards.
Multiplayer Support: LAN
(2-8 players, 1 CD per
player), Internet (1-4 play-
ers, 1 CD per player).
Designer:

Terminal Reality, Inc.
Publisher: Microsoft
Redmond, WA

(206) 882-8080
www.microsoft.com

REVIEW ¢ CART PRECISION RACING

Full Throttle

CART Precision Racing Is One of the Best Auto-Racing Sims Ever

by Scott A. May

icrosolts commilment
to Windows 95 games
may be genuine, but so
far, other than ACE OF
LEnpires, the publisher
hasn't produced much
to brag about. "This all
changes with the
release of CART
PRECISION
RACING, an Indy Car simu-
lator unlike anything else
you've ever seen or played.
The folks at Papyrus
(INDYCAR RACING (1) and
Psygnosis (ForMura I°1)
have reason to be worred,
because CART is nothing
short of brilliant.

"The game authentically
simulates the 1997 PPC
CART World Series sched-
ule, encompassing a gruel-
ing [7-track tour of the best
courses available, The tracks
include dedicated ovals
(Michigam, lfontana,
Milwaukee, and Miami),
claborate temporary streel
courses (Queensland,
Detroit, and Vancouver),
and beautifully landscaped
permanent road tracks
(Laguna Seca, Portland, and Elkhart
Lake). A full roster of 1997 I'PC racing
teams is also represented, featuring 17
teamns and 20 drivers, complete with
career stats, highlights, and biographics
of each driver.

Race types include Single Race
Weekend—a six-step series of practice
and qualifying rounds that leads to a
Sunday race—Iull Race Season, Test
Drive, and Quick Race. Intimidated by
the track selection? Study the "Irack Info,
an overhead diagram marked with grid
positions, gearing, passing, and caution
zones. Click Track Tour for a cockpit-
mounted full-motion video tour of the
actual course in action,

Lap Info:

Current:

CewW

Lap Time:
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AUTO SHOP

Before you punch the ignition button,
lake time to visit the Garage, one of the
most outstanding features in a game
filled with pleasures. No other racing sim
comes close to malching CARTS fully
stocked tune-up shop. Here you can
plan pit strategies, adjust aerodynamics
(Gumey flaps and wing angles), drive

2/25 7 0l
155,710 R

__ .-a:

game was 5o new Lhal finding available
online competition proved impossible,
so this aspect remains untested.

CARTS on-track graphics are superb.
This is — without a doubt — the best-
looking racing sim on any format. The
game supports, but doesn't require,
MMX chipsets and Direct3D-compati-
ble accelerated video cards. I ran the

& YoTT 235 14 1

lines, tires (compound, pressure, and
staggcr), and suspension {axlc. COMmet,
and damping), among many athers. All
vehicles enter the garage using preset
defaultvalues for cach track. You can
then make adjustments, take a quick test
drive, and return fo the garage for finc-
tuning. A Virtual Meclianic, featuring
advice by real-life CART engineer Nigel
Benett, ean analyze your settings and
make necessary recommendations.
Multiplayer options include up o four
players battling head-to-head on the
Internet—via Microsolts free online
gaming service, The Zone—or up to
cight players connected to a LAN.
Unfortunately, as of this writing, the

DEAD HEAT Whether you're matched against an aggressive computer Al or up to eight players, via
the Internet, CART offers nonstop racing challenges.

game with both Rendition and Voodoo
cards, and each performed Mawlessly.
Photorealistic prerendered
backdrops—replete with recognizable
landmarks, such as the St. Louis
Arch—swirl about in smooth 360-
degree motion, as the track snakes
seamlessly below, creating believable
ambience.

CARTS Instant Replay sereen is yet
anothier highlight, featuring 12 camera
views (each of which you can manually
zoom or rotate), VCR-style controls, and
cight types of Pi race analysis graphs.
Use these graphs to study your racing
habits, such as lateral/inline acceleration,
steering angle, braking, throttling, engine



speed, and gearing. More than just tech-
nical window dressing, these graphs will
actually help you improve your on-track
performance.

CHROME WHEELED

This game is so full of subtle graphical
treats, its difficult to know where to
begin. As your vehicle eats up the
asphalt, trackside objects such as trees
and buildings gradually materialize—as
opposed to suddenly popping up, as in
almost all other racing sims—showcas-
ing the 3D cards transparency effects.
And take a gander at your race in instant
replay, using the “race” view camera. "The
combination of 31D perspective correc-
tion and surround sound stereo will
make you think you're walching a video
clip from an actual race. Outstanding!

High-performance stereo surround
sounds also play a big part in CARTS
hyper-realism. Slide off the track and
vou'll hear the squishy sound of slick tires
on wet grass. Jam an opponent or kiss
the retaining wall too hard and you'll
hear the sickening sound of metal scrap-
ing the ground or rubbing against your
tires. Even off-track noise is presented
with sensational Doppler stereo cffects.
The only thing missing is the annoying
chatter of a race announcer, a feature
most serious Indy Car fans would turn
off anyway.

Now for an annoyance: Microsoft’s
minimum requirements for the game
list a Pentium 60, but recommend a
P166. Thats quite a jump. [ tested the
game on a I'90, and the frame rate sput-
tered and control was taxing, even with
a 3D video card. To achieve decent ani-

CART PRECISION RACING ¢ REVIEW

DRIVERS THACKS

MULTIPLAYER

HEY HEY WE'RE A GREASE MONKEY CART's fully equipped garage lets drivers tinker
and test-drive almost any setting, with instant analysis by engineer Nigel Benett.

mation, | had to seriously dumb down
the graphics by removing all back-
grounds, trackside objects, special
effects, and vehicle detail. On the high-
er end, [ then ran the game onmy P233
MMX machine with Monster 3D video
card. The frame rate burned off the
charts, even with all graphic and sound
details set to max. The moral here:
CART is designed for high-perfor-
mance machines, period. If vour system
is less than capable, this will be a frus-
trating experience. If you've got the
horsepower, prepare to be blown away
by one of the speediest, most graphical-
ly rich racing sims on the market.

CHECKERED FLAG
Controls can be set lo keyboard, joy-
stick, gamepad, or steering wheel, with

Spcci;ﬂ support
for force-feed-
back sticks.
Again, control

RACING A LA MODE Use CART'S Pi Analysis graphs to
study your on-track performance and fine-tune your driving

skills.

responsiveness is
directly related
to machine
speed. Ona
slow system,
theres a mad-
dening delay
between sleer-
ing response and
on-screen
action, which
typically sends
your vehicle

swerving all over the track. On a high-
end svstem, control is crisp and tight. A
plethora of driving aids are at your dis-
posal, depending on your skill setting,
including autobrake, spin correction,
cued shifting, traction control, and dri-
ving cones.

"There are also realism settings
designed to create a more authentic dri-
ving experience, including tire wear,
crash damage, fucl consumption, and
temperature effects. My personal
favorite is head panning, available in
cockpit view, which hlmnl.itt::- the tum of
a drivers head as he enters a curve, The
camera shifis slightly off-center, into the
turn, amplifying the feeling of actually
being in the car, What’s truly amazing is
that no one had thought of this before.

Overall, the verdict on this game is a
simple one: Packed with features, options,
and the widest varicty of tracks found in
any PC racing sim, Microsofts CART
PreECISION RACING qualifies as the best
game of its type ever produced. &

PAPPEAL: Intermediate to advanced
IndyCar-style racing fans.

PPROS: Stunning graphics; support
for 3D-accelerated video; excellent
frame rate; aggres-
sive computer Al;
driving school;
options galore.

PCOMS: Long load

times; steep sys-
tem requirements.

*x
*
X
*
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Be sure to check out
Microsoft's Cast
PRECISION RACING on
this month's
CG-ROM.




by Dennis McCauley

uestion: What do Rocket
Ismail, Rick Mirer, and
Heath Shuler have in com-
mon? Answer: They're all
high draft choices, vet not
one has lived up to the hype
that preceded his arrival on
the NIFL scene. While we're
on lhe topic, feel free to add
IEA Sports’ Mabpex NFL
98 to your list of pro football letdowns.
Sure, ilsa grmrl game thats fum to pl;iy
and is chock-full of eye candy. But it’s not
the bulked-up Mappin that gamers had
been drooling for.
liven before last summer’s 3, sources
at %A Sports hinted that traditionally
arcade-oriented MADDEN would be
encroaching onto the football sim turl
normally dominated by Sierras I'oNT
PAGE SPORTS: FOOTBALL PRO series.
Anticipation ran accordingly high
amaong hard-core sporls gamers.
The tip-off that there would ultimate-
ly be less to MADDEN than mel the eye

came, oddly enough, in the timing of the
game’ release. When a developer touts
major enhancements to an existing sys-
tem, veleran gamers have leamed lo
expeet delays— sometimes significant

Price: 549.95

System Requirements:
Windows 95, Pentium 133,
75MB hard-drive space,
16MB RAM, 4x CD-ROM
drive, High-color 1MB
Direct Draw-compatible
video card, DirectX 5.0-
compatible sound card,
mouse. Supports most
popular gamepads.

3D Support: 3Dfx (via
downloadable patch only)
Multiplayer Support:
LAN, modem, serial con-
nection (2 players, 1 CD
per player).
Designer/Publisher: EA
Sporls

San Mateo, CA

(650) 571-7171
www.easports.com

Igame with great arcade action.
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REVIEW * MADDEN NFL 98

Underachiever

The Usual Action Thrills, But Mappen Still Misses the Mark

delays. Surprisingly, MADDEN 98
shipped two months ahead of
schedule —without a number of the
expected new features.

BUTTON POUNDING

One thing MADDEN isn't missing is
satisfying arcade play. The action ¢le-
ments are quite challenging, especially
at the All-Madden level. While the game
supports only four-butlon controllers,
theres enough happening on the field to
keep even expert joystick jockeys furi-
ously punching their game pads. It takes
practice to be competilive al MADDEN
98. Punting is difficult to master, as is
touch passing, which allows players o
zing the ball past tight coverage, or loft
the pigskin when they need Lo air it oul.

Although 15A Sports has made a
name for itself with eye-pleasing action
ganes, MADDEN 98 is not an especially
impressive gmphi(: achievement. In fact,
the players look very much like those in
last year’ version, Their animations,
however, are more fluid. Players make
diving tackles or high-step into the end
zone with a realistic strut. Beginning
witls this years Win 95 version, EA
Sports has employed an animation

SLICE AND DICE Barry Sanders looks for somewhere to run in Maooen NFL 98, a

technique they've dubbed “V-Poly." The
Fnglish translation is that the players are
comprised of multiple sprites, rather
Uran the large, attractive polygons found
in other IEA products, such as TripLE
Pray 98, NBA Liviz 98, and NHL 98,

V-Poly works well enongh, but it just
doesn't compare to player graphics in the
rest of the EA Sports line. One thing that
is impressive about MADDENS graphics is
the rendering of the stadiums. Finally,
football fans have an opportunity to play
in authentic venues, While MADDEN
shipped without 3D hardware support, a
subsequent patch added 3Dfxsupport, as
well as additional graphical enhance-
ments, including on-sereen player names.

"The camera angles in MADDEN 98 are
rather limited, and feature only sideline,
end zone, or blimp views, which can be
set to dynamically track the action. 'This,
however, causes no headaches in the
game, since (he Lhree views function
well. In the just-for-fun department, an
authentic-looking Topps football card
pops up when a player makes a big play
or reaches a statistical milestone,

FUNNY NUMBERS

MappeN 98 offers league and general
manager utilities that seem to be part of
its would-be move into sim territory. The
transition would be more newsworthy,
however, if the utilities worked better.
The General Manager feature, for
example, allows trading, but only of a
brain-damaged varicty in which your
opponenls offer a mirror image of the
players vou dangle as trade bait. Put your
backup quarterback on the block, for
example, and your opponents offer you
theirs in return. It§ pretty lough to
improve your club trading this way.
"There$ no free-agent pool, either,
although the player ratings do list
salarics. Am [ smelling a salary cap fea-
ture in next year’s version? Lets hope so!

League play options include simnlating
the 1997 NFL season or creating a small-
er league with a randomly generated



schedule. CPU-simmed
games zip by quickly, and
generate stats that are fairly
realistic. Unfortunately,
MADDENS statistical presen-
tation leaves much o be
desired. Its a chore lo navi-
gate your way to the stats you
want, and when you finally
get there the presentation is
nonstandard. While team
stats are available at the
league sereen, you have to
read the manual to know that
the player stats can only be
found at the franchise screen.
Onee there, you'll have lo
endure several mouse clicks
to find such important stals as
rushing attempts or yards-
per-carry for running backs;
mmplclioﬂ percentages for
quarterbacks; or even recep-
tions for reccivers. "This was
an unexpeeted fumble fora
game with simlike aspirations.

Manpix 987 sound is a
mixed bag. There are some
real ear-pleasers, such as the
crowd correctly booing,
cheering, or shouting “dec-
fense” in response lo the
game situation. Of course,
John Maddens witty gridiron
insights are always a wel-
come addition, On the other
hand, play-by-play man Pat Summerall
brings little of note. Summerall§ gifis as a
broadcaster simply don't shine through.
Occasional errors also oceur, causing
misstatements of the game situation.
Mast annoying, however, are the contact
sounds — these sound more like some-
one tumbling down a flight of stairs. The
good news is that you can toggle off the
sounds that offend the ear, and keep the
ones that don't.

THE PLAY'S THE THING

IZA Sporls has spent a great deal of
energy trumpeting the “Liquid Al” in
MADDEN 98, The term refers lo an
enhanced player ability o read and react
to plays, and not merely follow a set of
pre-programmed instructions. While its
difficult to gauge the overall effective-
ness of the new Al players do seem o
move authentically. The Al problems
that troubled me, however, related
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DUMBER THAN DAVIS? Maooen 98's General Manager feature is
marred by a brain-dead trade feature.
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STEAMIN' RICE Topps football cards provide nice eye candy when
players hit statistical milestones or make big plays.

primarily to offensive play-calling, and
the tendeney of quarterbacks —even
very good quarterbacks—to throw inlo
triple- and quadruple-coverage.

As an example, during a Chicfs-
Dolphins game, the CPU-controlled
Fish, trailing by two TDs well into the
fourth quarter, went for it on 4th-and-18.
No problem there. Ignoring the strong
right arm of one Dan Marino, however,
the computer called a draw play—and
gol stuffed. The EA Sports team also
needs to address a work stoppage of sorls
on the part of running backs, who occa-
sionally freeze after taking a hand-off.

The referees may also be on sirike, since

penalty calls seem rare,

Play selection in MADDEN is service-
able, but suffers from the lack of a play
design utility. With both Sierras FroNT
Pack and OT Sports’ MONDAY NIGHT
[Focrisal L offering substantial play-
design features, MADDEN musl address

MADDEN NFL 98 ¢« REVIEW

this area in fulure versions,
Multiplayer options at press
time were limited to
modem, serial, or [IPX A
patch offering Internet play
was announced, but not yet
released.

FEEL THE POWER

Despite some warts,
MADDEN 98 is an enjoy-
able game. The smooth
player animations and
good-looking stadiums add
alot to the pro football feel.
‘Theres an incredible selee-
tion of historical NFL, and
AL teams that’s sure to
please the type of hard-
core fan who salivates at
the thought of pitting the
'67 Packers against the '69
Namath-led Jets.
Especially appealing is the
improved Madden 101,
which explains sophisticat-
ed offensive and defensive
theory in a clear, concise
manner that, in itself, is
almost worth the price of
admission. As a bonus,
theres a multimedia scout-
ing report of each NFL
team, and brief video histo-
ries of most clubs as well.

Aspiring to bridge the
gap between its own classic arcade ele-
menls and the sim orientation of its
more cerebral competition, MADDEN
finds itself hamstrung by weak G.M.
and stat modules, as well as a lack of
play-design capability. Its better than
last year’ version, but once again,
MabDEN will be watching the playoffs
from home. &

PAPPEAL: Arcade sports gamers;
NFL history huffs; John Madden fans.

»PROS; Fluid animation, challenging
arcade elements, tons of classic
teams, a chance to learn from the
master.

rCONS: Weak
trade and stat
modules; no play-
design utility; curi-
ous Al play-calling;
frozen running-
back bug.
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REVIEW * FRONT PAGE SPORTS FOOTEBALL PRO '98

‘Rehuilding Year

Sierra’s Storied Franchise Finally Falls From Its Lofty Perch

by Terry Coleman

ritics-come-lately would
have you believe that the
FRONT PAGE FOOTBALL
line has been in steady
decline since the publica-
tion of the original
FootsaLL Pro. This is
pure, unmitigated crap.
The series dicl hit its peak
with FPS FootsaLL Pro
95, but few gaming franchises have

still too difficult
Sounds like radio Stalls gameplay
Still-fluid camera work  Defaults to TV view
Unigue in sports games This is new?
Better than most games Same as FPS '97
True physics-based No 3D support

s slightly faster It’s still inaccurate

mpmuarl aﬂ:ada pla;r You can antually pass
Wl Radio commentary
i CAMS system

N Career play
Player Al
i 3D environment

S I mbust

Price: $29.95

System Requirements:
Pentium 75 (P133 recom-
mended), Windows 95,
16MB RAM (32MB recom-
mended), 150MB hard-
drive space, SVGA graph-
ics, 2x CD-ROM (4x CD-
ROM recommended),
mouse; supports Win
95-compatible sound cards
and joysticks.

3D Support: None.
Multiplayer Support:
Internet, LAN, and Sierra
Internet Gaming Service (2
players); 1 CD per player.
Designer: Synergistic
Original Front Page
Foothall Design:

Patrick Cook

Publisher:

Sierra On-Line,

Bellevue, WA

(800) 757-7707
www.sierra.com

endured quite the roller-coaster ride of
this one. [ ast vear, FPS Foosait, Pro
97 did a lot toward redeeming the fran-
chise—once you installed the inevitable
second or third patch. Problem s, Sierra
seems to be in a down evele with this
years version, and a patch alone may not
be enough to rescue il.

ILLEGAL MOTION

The big question has to be: Where's
the 313 hardware support? After all,
FPS Foorsall PRO 98 is a true
physics-based sim, not a stal-freak
affair. The game engine moves 22 sim-
ulated players around the screen in
realtime, and employing some kind of

__Flaky play update

3D support \mnld hnl h hc!p the frame
rate and allow for more intricate 3D
player models.

Also, the interface has inexplicably
changed for the worse. Sure, its flashier,
but its also more difficult to get around
in, especially when you're playing in
carcer mode over the course of several
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TURF PORTRAITS As this close-up shows (top), FPS Foursail Pro "98 doesn't look as
great during gameplay as the slick interface screen (bottom) would have you, believe.

seasons. Its hard to fathom why this lat-
est edition —which looks disturbingly
similar to its DOS origins — requires so
much hardware for so little returm: FPS
FFOOTBALL PRO '97, for example, runs
better on a P13 than FPS FoosaiL.
Pro 98 runs on a P166 MMX. Why?
Despite the fact that the developers
had another year to work out the prob-
lem, multiplay over LAN or Internet is
still a frustrating serics of lock-ups and
crashes. The touled arcade mode is still
far too arcane lo pose any challenge to
MADDEN '98. 1 could go on about other
annoyances (and [ did: see the accompa-
nying chart), but suffice it to say that IFPS
FoorsaLL PRO 98 is best viewed as an
expansion disk. Whether you should buy
it depends on whether you want an
arcade game, such as MADDEN, or a seri-
ous football sim —and if you believe thal
Sierra can finally fix the Internet multi-
play problems. As for me, I've gone back
to FPS FOOTBALL Pro 97 —still the best
pigskin simulation on the market. %

FAPPEAL: For serious foothall
fans only.

PPROS: Still the hest foothall sim;
hetter hall movement; new graphics;
aguressively
priced.

PCOMNS: New
interface; crash-
es/lock-ups, par-
ticularly in multi-
play; no 3D hard-
ware support.




FFICIAL
NEWS UPDATE

The First Pro Sports League for the Computer Gaming Crowd
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THE AMD'PGL™ = CHANGING! THE
FACE OF COMPETITIVE'GAMING

One of the goals of the PGL has been to create a single, central location for
top-tier gamers to strut their stuff. Well, we're pmudz_ to report that this
objective was met the day we opened the PGL doors. As quickly as PGL
officials launched the league's first qualification peﬂdd things got truly
serious; With so much fame, fortune and reputation up for grabs, players

immediately got down to the business of
" “making the cut" to participate in the PGL

“"regular season." No more trash-talking.

Very little joking. Nary a "good game" or
: “Whoop! DefConKilla is in da house!"
A It was all about kill or be killed. The
' . Tesult? Some of the most intense
QUAKE and Red Alert action
EVER. And that was before the
deathmatches even started! If
your idea of online gaming is
no-holds-barred, all-out WAR,
then the PGL is the place to be.

QUAKE®

Command £ Conguer®: Red Alert™ g

.I[ ! %\ . .:A‘
. eas

ATTENTION GAMERS:
Smile-you’re on TV.com!

OVER

$250,000
IN CASH

AND PRIZES!

or ;:lshai u)gdo

SEASON 2
COLIMNG 1O RATIK
0% 5104LD

"PGL SEASON 2 IS STARTING SOON

AND AS PROMISED, IT WILL FEATURE
NEW ACTION AND STRATEGY GAMES AND
A NEW GAME CATEGORY. REPLACING
THE ALL-TIME CLASSICS QUAKE AND
COMMAND & CONQUER: RED ALERT WILL BE
THE HOTTEST uzwun.zs QUAKE (8
AND TOTAL AyMIHLATION,
QUAKE II IS WAY MORE EXTREME THAN
THE ORIGINAL, WITH EVEN MORE
DESTRUCTIVE WEAPONS, SPRAWLING
LEVELS AND JAW-DROPPING GRAPHICS.
TOTAL ANNIHILATION IS THE MOST
SOPHISTICATED STRATEGY GAME EVER,
COMBINING 3D ARTICULATED BATILE
UNITS WITH VIRTUALLY LIMITLESS
EXPANSION CAPABILITIES. TURNING UP
THE COMPETITIVE HEAT EVEN FURTHER,
THE PGL WILL ADD A THIRD CATEGORY IN
SEASON 2: ACTION TEAMPLAY, WITH
QUAKE II AS THE
CATEGORY TITLE. SO
GO START A CLAN,
PRACTICE BY
YOURSELF, READ UP
ON THE FUTURE
HISTORY OF

PGL action can now be enjoyed on television! "TV.cqm."'_t_l'!e QUAKE® ﬁ
nation's highest-rated show dedicated to computers and the

' Internet, carries @ PGL highlight segment twice
permonth. TV.com airs on over 120 broad-
cast television stations throughout the U.S. B
Check out the PGL Web site at www.pgl.com | [
for station and show time specifics.
Highlights, standings, league reports and
player interviews — the PGL is on TV - on TV.com.

TOTAL AT O A
WAR — WHATEVER. BUT BE SURE TO
CHECK OUT WWW.PGL.COM TO GET THE
LATEST NEWS ON SEASON 2.

http: waw pgl com



www.pgl.com

RANKINGS

" When you establish the first pro

sports league for computer gamers,
you've gotta expect thousands of
players to show up. So how do you
separate the great gamers from the
good? By running ‘em all through

a rigorous month-long qualifying
round and evaluating their skillz
every step of the way. Using the most
sophisticated rankings database

on the planet, courtesy of TEN™,

~ the PGL took nearly 1,500 Season 1

entrants and found the top 256, This
isn't one of those wimpy ranking
systems that just calculates your
“kill-to=death” rate, This is the "two
years in the making, two years of
real=world usage” ranking system
that all the other gaming sites and
services have been trying to duplicate.
Based on the logic and methodology
of the U.S. Chess Federation system,
the PGL ranking engine screams. With
every encounter in every match, the
PGL ranking machine considers the
relative skill level of each opponent,
while re~calculating your rank in
real~time, See your position in the
standings updated instantaneously
every time you exit a match, Leaf
through the reams of background
data to analyze your opponents'
(or your own) strengths, weaknesses,
preferred weapons, and other
tendencies. Or, just gaze enviously at
Reptile's and B2's immaculate stats
and dream of the day...

PCL RANKINGS

Season I
Qualification Period

COMMAND & CONQUER:
RED ALERT

Rank Screen Name Score

MOBBIN 18433
unabomberi 18415
Havac3 18396
Hoggleford 18395
WaGnaRd 18303
DeepBlue 18287

QUAKE

Screen Name Score
Rept-POST
Azraeliz
frick
dmann
Bz
cabalist
graphik
Di3-Unholy
Rykov_
Kryotekk
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;M PLAYER PROFILES

BJ2 Young Gun of the Strategy Set

BJ2 (real name: Ben Helms) may be in his early teens, but that hasnt prevented him
from rising to the “pole position” in the Red Alert division of the PGL's inaugural season.
Although he's only been playing for nine months, BJ2 has risen through the Red Alert ranks
on TEN, residing on the top 10 list for some time now. Being seeded #1 in the strategy
category of the PGL's inaugural season is just his latest gaming accomplishment. And with
four years to go before college rears its ugly head, Bjz stands to enjoy his pro gamer sta-
tus for some time to come. “I'm not sure how my parents would react if | told them | was
blowing off college to ‘pursue a pro career’ as a computer gamer,” he laughs.

His father couldn't gripe too much, since he's the one who got B)2 started in the
online gaming space. “My dad and | began playing Red Alert last winter from the CD.
Enclosed in the CD was an advertisement for TEN, and we decided it would be a great
challenge to test our skills against other opponents around the country,” he says. They
set up the account, “BJ2,” primarily for Ben to play; his father’s involvement was mostly
to ensure that TEN was a safe environment for kids. “As we began to play more, my skills
surpassed my dad’s, and he started dragging my rank down, so | gave him the boot,”
Bj2 chuckles.

In the meantime, BJ2 has his hands full competing in the PGL. I personally prefer
3-on-3 games of Red Alert on TEN, ‘cause they're more exciting, with the cooperation and
coordination necessary to work as a team. But 1-on-1 matches, like the PGL offers, really
bring out an individual player’s true skills; you can tell pretty quickly if you're facing a strong
adversary. And in the PGL, nearly every player is a high-caliber opponent.”

. Name: Ben Helms A.K.A: BJ2 Age: 15 Years played: 9 months

-\ Arch nemesis: Hoggleford or Unabomben

# Favorite Partner: My long time TEN friend and partner, LAZYDOG

! Preferred Weapons: Russian Heavy Tank

Controller: Mouse and Keyboard

Honors/Awards: Top 10 in Red Alert on TEN for a long while, and

| finished number 1 in Red Alert pgl qualification.
Residence: Tennessee

Connection: 28.8 CPU Speed: 100 mhz

Favorite level: Path Beyond and No Escape

Hobbies: Football, Water Skiing, Board War Games

Favorite Saying: "Bring it on, Boys!!!"

Reptile Scaling the PGL Ranks

Rept-POST, aka Reptile (real name: Jim Dangcil) has been playing video and computer
games for nearly three quarters of his life. At twenty-one, he says that amounts to more than
10,000 hours of electronic gaming in one form or another. But from his vantage point perched
atop the PGL QUAKE leader board, it looks like time well spent. “The PGL came along at the
perfect time for me, since I'm just hitting my stride in terms of gaming skills. And since I'm
still pretty young, | think there’s still room for improvement in my game,” he states.

An accomplished practitioner of “close-up” (coin and card) magic, Reptile has made
many an opponent disappear in a cloud of smoke and gibbage. “Just like performing magic
tricks, the key in QUAKE or any action game is to immerse yourself in what you're doing and
do it again and again until it becomes almost second nature,” says Reptile.

Being ranked number one among the 128 elite action gamers who “made the cut” in
PGL Season 1 doesn't come as a surprise to the ultra-competitive Reptile. While he doesnt
think of himself as the very best (yet), he prides himself on being extremely confident in his
abilities and aggressive in his approach to the game. “I know there are players out there
who get more recognition, and are considered better than me. I'm confident enough in my
abilities that | relish the prospect of playing the best. And | truly believe | have a legitimate
chance to beat anyone, when | go on the Internet looking for my next victim!”

Name: Jim Dangcil A.K.A: Rept-POST (aka Reptile) Age: 21 Years played: 15
Preferred Weapons: Lightning Gun and Rocket Launcher

Controller: Logitech Mouse and Microsoft Keyboard

Honors/Awards: Top 8 in Red Annihilation Tournament

Residence: Chatsworth, CA

Connection: Ti CPU Speed: 266mhz

Favorite levels: DM6, DMs, DMz

Hobbies: Close-up Magic, Basketball, Multiplayer Computer Games

Favorite Saying: Would you like some cheese with that whine??




BOARD MEMBERS

The PGL’s governing board is a veritable "who’s who” of
electronic entextainment industry luminaries. Beginning
with commissioner Nolan Bushnell, the board’s illustrious
members have each been responsible for some of the biggest
hits that this business has ever seen, Here’s a closer look at
two influential PGL board members:

z -

\1,- BRETT SPERRY: President
{ and CEQ, Westwood Studios;
President, Worldwide
Publishing, Virgin Interactive
Sperry co-founded Westwood
i Studios in 1985. His passion for
business and his visionary
leadership continues to keep the company
at the top of the entertainment software
industry year after year. Sperry remains
actively involved in product development
and has been a key architect and creative
force behind several product lines including:
The Eye of the Beholder and Lands of
Lore fantasy games, The Kyrandia
Adventures, and the Command & Conquer
strategy line.

‘.j_

\

“The PGL is truly as important for
the entertainment software industry
as it is for the gamers themselves,
The industry needs a ‘platform’ that
will raise computer gaming to the
level of other competitive sports, and
attract a broad consumer market of
both participants and spectators.
I've been in the computer games
business for a dozen years, and the
PGL is the most exciting single
concept I've encountered during
that time.”

— Brett Sperry

PETER MOLYNEUX:
Founder/Managing Director,
LionHead Studios

Peter Molyneux is one of the
best-known names in the
international world of computer
games. He co-founded Bullfrog
Productions in 1987 and single-handedly
created a new genre of computer games
(the "god game" with the release of
Populous). Over the past ten years,
Molyneux has been responsible fora
string of immensely popular games
including Powermonger, Theme Park,
Magic Carpet and most recently Dungeon
Keeper. Cumulative sales of his games are
now approaching the ten million mark
world-wide. Earlier this year Molyneux left
Bullfrog Productions to form a new games
development company, Lionhead Studios.

“Great computer gamers are like
great artists — highly skilled in a
particular craft, and truly a breed
apart. The PGL concept is unigue
and appropriate; bring established
and aspiring superstars together,

and give them a place that will &
showcase and reward their talents.

I'm pleased and proud to be a
member of the PGL governing board,
and look forward to a thrilling
inaugural year.”

— Peter Molyneux

PGL OFFICIALS: THEY'VE GOT THE

TOOLS TO MAKE THE RULES

Running the PGL at the "in-the-trenches" level is

not supposed to be pretty. It's all about officiating,
monitoring, recording and broadcasting more than

250 competitive, structured multiplayer matches in
less than 6 weeks, to determine the top 8 players |
in each game category. Well, the league's referees \ il
are earning their pay big-time "filming" each
match for posterity, enforcing rules that many

3 members of the PGL
Officiating Crew

-
¢

players have only heard about, and otherwise

maintaining order in games based on premeditated mass murder. The PGL officials
are literally working around the clock to create the most democratic environment
for serious online competition that the 'Net has ever seen. Have you hugged a

PGL referee today?

GO TO #089 @ www.computergaming.com/infolink

in cash and prizes!

There's a whole
lotta cash up for
grabs in the PGL.
How much cash

yBlonded, AMP-Ko'™
¥ M EnHanced
'\i‘\. _Processor-based PLs

Logitech* gamé-‘ .
controllers

Qutlaw 3Digraphics accelerator boards from
Jazz Multimedia (Vzzoo Rendition™~based)

MicroWorkstspeakers from Cambridge
SoundWorks® and creative Labs

www.pgl.com
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Whether you’re among the
elite players competing in the
PGL, or just a casual gamer,
or only want to watch, the
one Web site you oughtta
bookmark is “www.pgl.com,”

E@GL %ﬁf%% Ef,,;
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CENTRAL
from PlaYEI'S to spectators. Poon —
PGL players: scout your next  [Hc[E Al
T AL The Hettest Upgradas Creata the Coslest PE.

official match using tons of data | '
gathered from your opponents’ !
previous battles. Fans: read |5

up on the personal and i ,....

home base for the Professional
Gamers’ League. Stats,
standings, schedules, profiles,
box scores, game summaries,
downloadable demos, high-
light reels, scouting films —
it’s all here. Coming soon:

the ability to sit back in the
comfort of your home (or office
cube) and watch a PGL match
via streaming video. The PGL
site was designed with all of
the PGL audiences in mind, \_

www.pgl.com

professional sides of PGLstars |
like Thresh, Pookie, DeepBlue
and Azrael13. Spectators:
check the season schedules
for upcoming PGL matches,
when and where
they’ll be aired,
etc. In short,
catch up on all
things PGL at
www.pgl.com

The Dficial Sar of the FGL

Tha Hottest Upgrades Creata the Coslest PG,
FIETIIN] et SR NI AT coapgs rus

o

TONKA

To compete in PGL Season 2, you must register at www.pgl.com, then follow the qualification rules
to “make the cut.” There’s more than $250,000 in cash and prizes available in the first year alone!
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www.dockers,.com

GAMERS LEAGUE www.amd.com  www.att.com/Worldnet/  www.computergaming.com  www.creativelabs.com
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www.bbn.com www.logitech.com  www.rendition.com www.ten.net wWw.3com.com/x2  www.jazzmm.com

AMD, the AMD logo, and the combination thereof, and AMD-K6 are trademarks of Advanced Micro Devices, Inc. MMX s a trademark of Intel Carg PGL, Professlonal G ! League, and the
PGL logo are trademarks of Professional Gamers' League, TEN, Total Entertainment Network, Play It Online, and the TEN logo are trademarks of T E Network, Inc. QUAKE Is a registered trademark
of Id Software, Inc. The Id Software name and the Id logo are trademarks of Id Software, Inc. G d & Conquer is a registered trademark and Red Alert is a trademark of Westwood Studlos, Inc.
US Roboties and the US Robotics logo are registered trademarks and x2 and the x2 logo are trademarks of 3COM Corporation or its subsidiaries, Dockers and the Dockers logo design are registered
trademarks of Levi Strauss & Co. Creative Labs and the Creative Labs logo are registered trademarks of Creative Technology Lid. ATA&T WorlNet Is a registered trademark of AT&T. All other logos,
trademarks and registered trademarks are the property of their respective owners. The Professional Gamers' League will be subject to all applicable federal and state laws. The Professional Gamers'
League fr:senres the right, In its sole discretion, to modify this contest in any manner whatsoever (Including, but not limited to rules, prizes, and start date) as well as the right to cancel this
contest for any reason.

GO TO #089 @ www.computergaming.com/infalink
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Jack Attacks 5

Jack NickLAus 5 Takes Links Head On

by Scott A. May

alk about an unexpected
surprise. How does
Aceolude follow up JacK
NICKLAUS 4, arguably the
best golf sim on the planet?
With JaCK NICKLAUS 5, of
course. But what’ unex-
pected is that JN5 comes so
close on the heels of
JN4—the games were
released less than seven months
apart. An even bigger surprise is
how Accolade made this a great
game even better.

The first thing you notice
about JN5 is its smooth, “we've
gol this genre nailed” attitude.
Andindeed they do. A bluesy
Booker T-inspired riff welcomes
players to an astonishing lineup
of 10, 18-hole courses, the most
of any golf sim on the market.
In addition to the links found in
the previous lille, JN5 offers five
new courses: exotic Hualalai
Resort Golf Club in Hawaii,
South Shore Golf Club at Lake
Las Vegas, Irelands Mount
Juliet Golf Club, and two origi-
nal designs, Monterey Bay and
Challenge at Danger Bay, both sculpted
with the built-in course architect.

BUFFER DUFFERS

Improvements to last years model are
numerous, starting with a more aggres-
sive computer Al Digital opponents
pump up their play in response to your
own increasing skills. Game speed has
also been significantly tweaked, both in
solo rounds and in the wide range of
multiplayer modes, including serial,
modem, LAN, and network connec-
tions. Accolade has made it easier to find
opponents online, thanks to its new
Game Matching Service, a user-friendly
method of locating and matching
Internet players of equal skills.

Graphics remain a highlight of N5,
which features the same groundbreaking

proprietary height-mapping model used
in the previous version of the game.
Game physics have been tweaked to
allow for uneven and hillside lies, which
add to the games realism. However, the
biggest change is the addition of polygo-
nal golfers, who replace the old cut-and-
paste I'MV images. Comprised of 2,000
polygons with motion-caplured anima-
tion, the new onscreen golfers are utlerly

you a match. Luckily, the MouseMeter
is only an option; both double- and

triple-click swing meters are available for

old-timers.

DESIGNER DREAMS

JN55 biggest draw remains its built-in
course designer, a feature no other golf
sim can touch with a 10-faot driver. More
powerful than ever, the designer —mod-
eled after Nicklaus

unprecedented detail and fluid motion. Also new: uneven lies and
custom camera views.

amazing. These guys are unquestionably
the most natural and lifclike digital
golfers I've ever seen—they blend per-
fectly with the foreground graphics.
Another big change is the introduc-
tion of the MouseMeter, the latest
attempt by game designers to offer a
more intrinsic method of swinging the
virtual club. Viewed from an overhead
perspective, players move the mouse
right for backswing and then quickly lo
the left to make contact. Maving the
mouse slightly up or down on the follow-
through produces a slice or hook.
Excellent try, Accolade, but no cigar.
There’s absolutely no way to judge how
far your shot will travel based on your
wrist snap. 'Tivo seemingly similar swings
can vary in distance as much as 50-75
yards. Add that up over the course of 18
holes and this little gizmo can easily cost
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Productions’ own propri-
ctary CAD system —
offers even greater free-
dom to change textures,
add objects, and aller
course layouts. You can
now also import custom
graphics and sound
effects created with third-
party applications.
Unfortunately, you still
have to save and exit the
designer to test a hole —
one oversight not correct-
ed from the previous ver-
sion of the game. And
despite the interface
improvements, the learn-
ing curve is still quite steep. But its an
investment well worth making, consider-
ing the long-term enjoyment it promises.
Overall, Jack NicK1AUS 5 s a worthy
upgrade to an already classic golf sim. If
vou enjoyed the last round, you'll find
yourself falling in love all over again. %

PAPPEAL: Golf nuts of any skill.

rPROS: Faster play and killer
graphics; better course designer;
beefed-up computer Al; choice of
three types of swing mechanics.

PCONS:
Optional
MouseMeter
swing mechanics
still not a viable
alternative to
traditional
twitch-"n"-click

CGW

Price: $39.95

System Requirements:
Pentium 120, Windows
95, 16MB RAM, 16-bit
graphics card, 4x CD-
ROM drive, 137MB free
hard-drive space, key-
board or mouse; Win
95-compatible sound
cards.

3D Support: None.
Multiplayer Support:
Modem (2 players),
serial (2 players), LAN
(2-8 players); 1 CD per
player.

Designer: Eclipse
Entertainment
Publisher: Accolade
San Jose, CA

(B00) 245-7744
www.accolade.com



...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 gyrol
I'm out! DEAD!
Stone -GrpW-> -----: I'm gonna need help

- who's left?
HELLO?

---$9.95 MONTHLY--ONE PRICE, ALL GAMES, UNLIMITED PLAY--FIRST MONTH FREE---

GO TO #238 @ www.computergaming.com/infolink

MultiPlayer BatleTech: Solaris is a trademark and BattleTech is a registered trademark of FASA Corporation, KESMAI Fqsq
ST T :

Used under license. GameStorm is a trademark of Kesmal Corporation @ 1997, All rights reserved. UubDtltos-

VRO AT



SODA OFF-ROAD RACING ¢ REVIEW % % k k J

Dirt Ball

SODA Orr-Roap Racine Is So Real You'll Feel the Mud in Your Eye

by Gordon Goble

hat would you
expect if Papyrus
Design Group,
the minds behind
the classic
NASCAR
RACING, decided
to go off-roading?
Considering the
souree, you might
expect a realistic, off-road simulation
wilh excellent vehicle dynamics and an
accent on garage know-how. And thats a
perfect deseription of SODA OrF-
ROAD RACING.

In fact, though SODA has Papyrus’
name written all over it, the company
was on board in an advisory and support
role only. This superb simulation was
actually erafted for

fectly suited to anyone who appreciates
the hammering that real-life off-road
drivers take as they struggle to keep their
mounts pointed in the right direction
through the most horrid of conditions.
And we're not talking inclement
weather here, folks. Indeed, SODA
events always take place under glorious
blue skies with just a hint of clouds, Its
what theyre run upon that is the cause
for concern, This is loose, deep soil, the
type of terrain that would bog down
most any other sort of race car, the type
that sprays up from tires and refuses to
allow anything but a cautious, controlled

approach. The fact that treacherous
cliffs, steep hills, sudden abutments, and
gaps in the roadway are strewn about
only adds to the fear that you could be

Papyrus (and ulti-
mately Sierra On-
Line) by a little
developer called
Software Allics,
which has lent a
minor helping
hand to previous
Papyrus efforts.
SODA is Software
Allies” first solo
excursion, and its
probably the finest
off-road title ever,
putting to shame
Accolades atro-

around. Then, on your next circuit, take
the same turn at 47 mph."That 3-mph
differential may well be enough to keep
your tires on the ground, if you've
approached the turn in the exact same
manner, that is. If nol, you may eatch a
little grass on the left, a little of that dip
on the right, or merely get alittle “out of
shape.” Whatever, there’s a good chance
you won'l experience the same resulls.
Nor should you.

TOUCHY FEELY

SODA s perhaps the most “touchy”
apyrus litle to date, which adds to its
inherent difficulty. Any fast steering
mancuver is a guaraniec of failure, as is
quick acceleration or sudden braking,
Instead, smooth, fluid movements are
the trick. Though it’s
frustrating and scem-
ingly impossible at first,
considering the condi-
tions, you simply lave
to stick with it on just
one course, going over
it again and again, until
you've mastered the
almost gentle driving
style the game
demands. You know—
kind of like what you
had to do the first
times you ran
NASCAR RacING.

Certainly you can't

cious TEST DRIVE:
Orr Roap and

driving Microsofts
Monsir Truck
MapnEss right off the road.,

MY NAME IS MUD

SODA gives gamers the opportunity
to drive one of three different of-road
vehicle types through a variety of dirt
and mud environments that often
resemble roller coasters more than race-
tracks. The drive is slow, jolting, and dif-
ficult —just as it should be —and is per-

HOOD REMOVAL MACHINE The SODA replay gives graphic proof why reverse
tracking is not recommended.

tossed off the beaten path at any
morment.

But whether you opt for the light-
weight “buggic” class, the high-powered
two-wheel-drive truck, or the equally
potent four-wheel-drive category, one
thing remains constant — SODA feels
real. Take a given turn at 50 mph and
walch as vour rear wheels kick out from
under you or your fronl end comes

expect carnage on a
level of NASCAR
RACING, but various
body chunks do tend to
crumple and detach, and your vehicle
may acerue enough damage to prema-
turcly end your day. Its unfortunate,
then, that SODA does a rather poor job
of graphically highlighting crashes —its
usually a rather insignificant bump and
very little audio.

Graphically, SODA seems a bit rough
at first, but the pieces fall into place once
you slarl driving, no matter which of the

MARCH 1328 CcowW

Price: 549.95

System Requirements:
Pentium 90, 16MB RAM,
60MB hard-drive space,
2x CD-ROM drive, 16-bit
sound card (Win 95- and
DirectX3-compatible)
VLB/PCI SVGA DirectX3-
compatible graphics
adapter

3D Support: Rendition-
based 3D-acceleralor
boards.

Multiplayer Support:
LAN (2-6 players, 1 CD
per player), modem (2
players, 1 CD per player),
or serial connection (2
players, 1 CD per player).
Designer: Software
Allies, Inc.

Publisher: Sierra On-Line
Bellevue, WA

(B00) 757-7707
www.sierra.com



REVIEW * SODA OFF-ROAD RACING

Roll Your Own

irtually every racing game since Papyrus’ Inoy 500
v has been haunted by one drawback: a limited num-

her of tracks. Both wild arcade games and serious
simulations tend to wear a hit thin after prolonged expo-
sure to the same corners, the same straights, and the
same track idiosyncrasies.

Fortunately for those of us who helleve you can never
have enough of a good thing, Dr. SODA has come to the
rescue with a track construction kit that’s sure to cure.
It's easy to use and offers up results on a par with the
game’s prepackaged circuits—better, if you spend
enough time and effort.

The SODA Track Designer is a stand-alone utility that
starts you off with a simple oval track floating ahove a
simple grid, as viewed through numerous free-floating
cameras. By adjusting nodes on the road surface or on
the grid, the track can take on whatever shape you can
tream up with whatever elevation changes strike your
fancy. Monster jumps? Banked hairpin turns? Figure 8
with a mud bog on one side and a giant chasm on the
other? No problem.

After you've set the basic layout, you'll want to add
some objects. The program takes care of hackground
scenery and cordons off your track area with walls and
signs, but the rest is up to you. Now, you can't go and
draw an enormous monument to, say, Tammy Faye Baker
and plunk it down in the middie of the infield, but
enough objects are provided to keep most track archi-
tects satisfied, including puddles, foliage, grandstands,
banners, barns, and silos. In the end, I'd managed to
piece together a challenging and I dare say attractive
course In just a couple of hours.

The downside? Well, though you can drive your new
hunk of landscape in solo mode right away, for comput-
erized competition you're going to have to devote sever-
al hours of your computer’s time to SODA’s “Learn”
maode, which instills artificial intelligence into the pro-
gram’s cars (though some might argue that they don’t
get quite smart enough), Fortunately, this lengthy proce-
dure can be interrupted and picked up again later or run
fuite inconspicuously in the background while you spend
your time on more constructive things—like writing a
game review,
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TAILGATING IN THE DESERT A bumper cam view of the
Goodyear Buggy.

many free-floating
viewing perspeclives
you've selected. The
vicinily around your
car is vividly rendered,
with rampant texturing
that offers a convine-
ing sense of speed. All
the vehicles move,
bounce, and shudder
in a wonderful re-cre-
ation of real life; the
graphics lose their

authenticity only under

L8
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HIGH JUMP SODA courses pack a lit-
lle of everything, including monster
jumps like this.

extreme bumper-to-bumper action, when you feel as if you're
“merging” wilh the truck ahead.

The game offers 12 stock courses, cach from one of three envi-
ronment types (desert, country, and tropics) made up of individual
palettes and unique peripheral scenery. SODA offers full
Rendition support, thangh even with a Sereamin’ 3D and a P200 |
was forced o lower some of the detail to bump the frame rate to
optimum levels. Fortunately, SODA packs graphic options galore
and shouldwork just fine with any upscale rig.

Of course, Papyrus wouldn't put its name on a title that didn't

feature an imposing
garage and setup facili-
ty. Such is the case
with SODA, which
lets you modify your
setup to your hearts
content — and suffer
the consequences of
your linkering.
Allinall, SODA
Ot RoAD RACING is
an appealing, original
racing game with lons
of cool amenilies. [ts a
greal allernative for
sim racing heads who
are looking for some-
thing a little off the
beaten track. &

rAPPEAL: Off-road fans unim-
pressed with previous off-road
games. Sim racers who aren’t put
off by a substantial learning curve
and a new way to drive.

PPROS: Amazing vehicle physics
and dynamics; lovely foreground tex-
turing that conveys speed and direc-
tion; great track designer; PC off-
roading has never felt this real.

»CONS: Marginally jagged graph-
ics; annoyingly
insignificant
crash indicators;
vehicles in
extreme close
proximity can
appear to
“merge.”




e Sa Role Playing Is Det..







M0 of 4 Lenenn.

HE IRONFIST DYNASTY TOTTERS ON THE BRINK OF DESTRUCTION. EMBARK ON A

PERILOUS ADVENTURE TO SAVE PRINCE NIKOLAI'S KINGDOM FROM TOTAL RUIN.
FROM THE DEPTHS OF THE DEEPEST DUNGEONS TO THE INTRIGUES OF THE ROYAL COURT YOU
WILL LEAD A BAND OF ADVENTURERS ON AN AMAZING JOURNEY OF DEPTH AND INTELLIGENCE.

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.

EXPERIENCE BREATHTAKING 16-BIT, 65,000-COLOR
GRAPHICS IN A SMOOTH-SCROLLING, HIGH-RES
ENVIRONMENT.

WWW.3Do.coMm 800-251-9563
GO TO #096 @ www.computergaming.com/infolink
and Might and Magle are andior reg of The 3DO Company. & 1997 The 300 Company. All righls reserved.




A kkk REVIEW * YOU DON'T KNOW JACK 3

- Pair of Jacks

Fewer Diamonds, More Clubs in the Latest Hand From Berkeley
by Charles Ardai

Ithough hoth start with for about two vears now; one could die...linough; no more; 'tis not so sweet
now as it was before™ Well, not really,
but he might as well have been.

Whats there to tire of? Checky

innuendo, for one thing, Sexual double

" and end with*ier,” any  hardly blame them if they were gelting
alittle tired of it. Was Shakespeare
writing about JACK when he said, “Play

third-grader can tell you
that “fancier” and “fun-
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nier” aren’t synonyms on..give me excess of it, that, surfeil

Thisiswhyitsalittledis-  ing, the appetite may sicken, and so entendres need not be sophisticated,

Price: $29.99 (each)
System Requirements:
486/66, Windows 3.1 or
better, 16ME RAM, 28MB
hard-drive space, SVGA
graphics, 2x CD ROM: sup-
ports Windows-compatible
sound cards.

3D Support: None.
Multiplayer Support:
Hotseat (1-3 players).
Designer: Jellyvision
Publisher: Berkeley
Systems

Berkeley, CA

appointing to see the
very talented folks at
Berkeley Systems
assuming that making
a game fancier automatically makes
il Tnnnier, as well,

The You DoxT Know Jack
games (of which You Don’
Kxow Jack 3 and You Don'r
Kxow Jack TV are numbers five
and six) have never been very fancy,
but they've always been ineredibly,
wickedly, naughtily, and uproarious-
Iy funny. Now come the latest
installments, and all of a sudden
everythings fancier: The visuals are
still almost all text, but now the text
scrolls and spirals and flows and
swooshes on and off the screen;
now a right answer canses the play-
ers numeral to be showered with
dollar bills or celebrated with fire-
works, while a wrong answer causes
the number lo be erushed under a
falling anwil. But funnier it isn't.
Indeed, the wit that has always
been the hallmark of this stetling
scries suddenly seems
somehow. . strained. Can il be that
after wril ing something around
50,000 S11!:]Tl—;1|(.'(:l.’_\‘ trivia questions
and silly gag answers, the writers are
beginning to run out of ideas?

I DON'T KNOW, JACK

Another possibility is that the
audience is simply becoming bored
with Jack, | know that after watch-
ing Jeopardy every night for a week,
| greet a new episode with some-
what less enthusiasm than | do
when I've been away from my TV

&S if the Jiggling Weren't
Enough (ACR) :

If the producers of “Charlie’s Angels” had
cast the show according to its ORIGINAL
title, which of the following would you have
expected to have seen? -

1.cats going bra-less

ogs in bikinis
abbits in halter tops
4 . bears in tube tops

Charles .

Ch t
Vs T oo

They Can Do Amazing Things
with Spandex™

What would an Olympic
gymnast have to do in order
to execute a “groined vault”?

1 scrub in and perform surgery

2 organize a bank robbery
4 have sex with three women at once

A

Charlotte
$2,000

(510) 540-5535 | forawhile. Computer gamers have

www.berkeleysystems.com than Jack TV.

IFR{JM SPANDEX TO PLAYTEX Both games are risqué, but you'll find Jack 3 funnier

been getting a steady diet of Jack
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but they do need to be pulled off with a
certain elegance —otherwise, you're
really dealing with single entendre, as in
Jack 35 new*Three Way” questions,
with their orgasmic background sounds
(“Oh, yes!”) and forced sex gags (“Looks
like we've reached our climax™). Gross-
out gags are also getting liring: All the
Jack games end with parody commer-
cials, but where the first game had some
brilliant satiric gems (two years later, |
still chuckle over the “Health food store
boy doll” jingle), Jack 3 and Jack TV
club you over the head with ads for a
“urination pad for men,”a’TV special
called When Daogs Sniff Crotches 2, and
a food product called “Splat: Spreadable
Lips, Anuses, and Teats.”

Am I selecting the most extreme
examples? Of course | am, and [ don't
want to be unfair. The average level of
the humor is not quite as low as these
examples might suggest, though JacK 3
comes ofl much better —and funnier—
in this regard than does Jack TV,

DIS OR DAT?

Cameplay is the same as in previous
installments. For the handful of you who
have never played JACK, this means that
asnide offsereen host reads multiple-
choice questions out loud and ane, two,
or three players race lo buzz in and
select answers. Players win points for
answering correctly and lose points for
making mistakes. Play is divided into
three rounds, including a finale (the “Jack
Attack”) in which you have lo malch
pairs of clues that embody some special
relationship. Periodically, unusual types
of questions crop up, including “Dis or
Dat” questions, in which you have to
indicate into which of two categories a
series of clues falls ("Dangerous gas or
shampoo?”); “Impossible Questions,” in
which you have to guess at a picce of
information you couldn’t possibly know
(“How many dollars did Smokey and the
Bandit gross by 19937”); and the ever-
popular “Gibberish Questions,” in which
you have to translate a meaningless
phrase into the familiar phrase with
which it rhymes.

Questions can be on any lopic in JACK
3;in Jack TV, all the questions are about
television shows, with a particular
emphasis on cheesy genre shows and sit-
coms of the 1970s. Your success at the
latter will be greater if you know that the

YOU DON'T KNOW JACK TV * REVIEW k k7

You Don't Know (Union) Jack

nglophiles, keep your eyes peeled for the
UK version of You Dow't Know Jack, a
hilarious adaptation of Berkeley
Systems’ original game. Translated into the
Queen’s English for the henefit of our fair
cousins across the pond, the guestions cover
every great British institution from Are You
Being Served? to Absolutely Fabulous, with
a healthy dose of Beatlemania thrown in.
While a knowledge of both Cockney
rhyming slang and British soap opera characters would certainly
fare you well in this game, even un-Anglicized Yanks should he able to
hold their own, as many of the questions are general knowledge. The
main difference is that the smart-mouthed announcer, Jack Cake, and the
rest of his cronies all have jolly old British accents. But the prudish be
warned: Much of the language is even more risqué than in any of the
American versions—you know what a hawdy lot those Brits are!

Bionic Woman was a lennis pro before
she became bionic and that Archie
Bunker once called Twinkies “WASP
soul food.” But, as with Jack SPoRTS (in
which most of the questions could be
enjoved by people who were not sporls
fanatics), JACK TV is not particularly
nasty or relentless in the minutiae it asks
vou lo recall,

JACK TV has a dilferent host from
Jack 3, and the change is anything but
an improvement. His voice is more
grating and his jokes are noticeably
lame. (After a question about Trapper
John’s surgeon sidekick, Gonzo, the
announcer quips “A Muppel doing
surgery. Oh, man, [ can see the mal-
practice suit from here.” After a ques-
tion about the eagle on Wonder
Womans costume, he wryly says: “1
stared at her chest plenty and [ never
noticed no cagle.”)

"Tos be fair, some of the animation
sequences that introduce each question
in Jack TV include very funny parodies
of TV theme songs and catchphrases: a
Herve Villechaize imitator shouting
“Thir-Teen! Thir-Teen!” & la Fantasy
Island, for instance.

In a world that had never known
JaCk, both Jack 3 and JACK TV would
probably be hailed as successes. Alas, we
know (and we've played) better. JACK 3 is
the more inspired of the two games, and
is well worth the purchase despite being
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—~Charlotte Panther

overproduced. JACK TV has its

moments, but if you're expecting another
change of pace —such as with Jack
Moviis —you'll likely be disappointed.
Maybe by the time Jack 4 rolls around,
the writers will have some fresh ideas.

We can only hope. %

You Don'T Know Jack 3

PAPPEAL: For those who enjoyed
the first You Don't Know Jack.

PPROS: Hundreds of new questions
and answers, presented in that ime-
sistibly silly and sassy Jack style;
snazzy new graphics.

PCONS: Not quite
as funny or clever
as Jack or Jack 2;
the writers and the
audience may be
getting a little llred
hy now,

You DonN'T Know JAack TY

PAPPEAL: For Jack addicts who
must have the entire collection.

PPROS: A new angle from the more
general Jack trivia; some of the anima-
tion is neat.

PCOMS: Nowhere
near the send-up of
pop culture in Jack
Movies; the graphics
are often lacklus-
ter; where's our
favorite host?

CCW



There’s a little geek in all of us.

Your Computer Channel

Introducing ZDTV, the first 24-hour computer channel and integrated website, coming in spring 1998, Go to www.zdlv.com for a sneak preview,
and let us know what you think. If we like your ideas, we might even give you your own show. How's that for interactive?

Cariessamab  {icore. DAL v  IBM  intel  Mimsor micmon  Novell oOracle: simEr @Sun

Many thanks ta our charter sponsors.
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Pick a Gardl

by Barry Brenesal
ow that the halidays have passed,
you may be wondering what to
do with that leftover fruitcake
from Aunt Ida. You might feel the
same about the perennial gggle
of parlor games ported to the PC. It's not
that HovLE Crassic CARD GAMES
lacks the usual Sierra polish, its just Ut
there isn’t much else here.
Gone are the computer-
driven opponents drawn from
Sierra’s past graphics adven-
tures. (I miss Baba Yaga.)
They've been replaced by a
slate of new figures— froma
lawyer named Langley to an
anthropomorphized obot
named Primus. You'll find a
spate of familiar card games
among the |12 game selections
in the package. But computer

have been done far better

number of good shareware versions of

[Hearts available on the Internet — for a lot

less money.

Of course, the real fun of card games
comes from social interaction; thats why
Aunt Ida dons her green visor and plays
poker with the boys every Tuesday night.

This nultiplayer camaraderie is complete-

ly missing from the Hovie Crassic

but their canned responses quickly wear thin.

versions of Bridge and Poker ICARD SHARKS These computer players look unique,

elsewhere, and there are a

CARD GAMES.
Attempts to
simulate this
interaction backfire — after a charac-
ter responds with identically inflected
remarks the |5th time, you begin to fec as
if your nose is being shoved inside the des-
iccated programiming code of the game.
You may not want to offend your Aunt
Ida by sending back that fruitcake, but
you can cerlainly turn down this hall-

baked fruitcake of a game. &

PAPPEAL: For those who feel
shuffling real cards takes too much
energy.

MPROS: Simple interface; familiar
games; nice doc- e
umentation.

PCOMS: There
are much better
computer card
games for the
price.

Price: $29.95
System
Requirements:
486/66, Windows
3.1 or better, 8BMB
RAM, 6MB hard-
drive space, 2x CD-
ROM drive; sup-
ports Windows-
compatible sound
cards.

3D Support: None.
Multiplayer Support: Only
through Sierra Internet Gaming
Service (2-4 players); 1 CD per
player.

Publisher: Sierra On-Line
Bellevue, WA

(800) 757-7707
www.sierra.com

Drawing a Blank

by Charlotte Panther
s 1 am a huge fan of the Pictionary
board game, [ was eagerly awaiting
Hasbros digital version. Despite the
participation of the original design-
ers, however, PICTIONARY does not
come close to the standard of its pencil-
and-paper cousin. The game is played via
six categories, four of which involve figur-

WALKING THE PLANK The most amusing part of
Picrionary comes from watching your friends com-

pose their crazy creations with the mouse.

ing out what the computer is drawing, or
guessing at a hidden image before all of its
pars are revealed. There’ also a fast-
buzzer round, during which you must
mialeh up words and pictures as they glide
past you on a conveyor belt.

Most of the games require you to buzz
in and type the first three letters of the
answer —if you're correct, the
rest of the word will register
automatically. With the phrase
“ear to the ground,” for cxam-
ple, Lyped “ear” and the
game credited me with get-
ting the whole phrase correct.
This feature removes all the
tension that arises from get-
ting some of the clue right and
struggling lo figure out the
whole thing—which is an
intrinsic part of what made the
original Pictionary fun.

In general, the games in
PicTioNary are fairy unre-

markable.
Only You
Draw—
where you must draw pic-

tures using your mouse as a peneil —is
really reminiscent of the original.
Watching friends attempts to draw mas-
terpieces wilh the mouse had its
moments, but | found myself missing the
boardgame. Some classics are better
enjoyed in their original incarnation. %

——————

FAPPEAL: Only for those who
assume that digital must be better
than paper.

PPROS: Watching friends drawing
pathetic pictures with the mouse will
make you e
chuckle.

PCONS: Too
easy; only one of
the six games
resembles the
boardgame.

\n
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Price: $29,99
System
Requirements:
486/66, Windows
95, 12MB RAM,
40MB hard-drive
space, 2x CD-ROM,;
supports Windows-
compatible sound
cards.

3D Support: None.
Multiplayer sup-
port: 1-3 individual
players or two
teams; Internet,
LAN, or Hotseat;

1 CD per player.
Publisher: Hasbro
Interactive

Beverly,
Massachusetts
(508) 921-3700
www.hasbro.com

CLASSICS & PUZZLES




INTRODUCING A NEW PUBLICATION FROM ZIFF-DAVIS

198y Bightal Phos Satallite Dithes
o OVD Plaper 39 Digital Camaral  Plus ve More Clomes You Caita Havil

0 otby Digital $ystems

GET IT AT A NEWSSTAND BEGINNING NOVEMBER 4TH
OR CHECK IT OUT ON THE WEB AT WWW.ZDEQUIP.COM

Copyright © 1997 by Zilf-Davis Inc. All Rights Reserved. ZD Equip is a trademark of Ziff-Davis Inc. and PC Computing is a registered trademark of Zifl-Davis Inc.
i Dick Tracy ®&© Tribune Media Services Inc.

ZD 71:E-DAVIS



Z0RK GRAND INQUISITOR IS @ Humorous
Journey Through Adventure Gaming's Past

ORK CRAND
[NQUISITOR is the
latest revival in
the ZORK series
from Activision.
Once again, we
visit the Great
Underground
Empire (or whats
left of it), includ-
ing nostalgic stops at I'lood Control

Dam #3 and the legendary White
Iouse, This isn't just a trip down memo-
ry lane, of course; there is also a nefari-
ous plot to foil.

"The Inquisitor (of the title) is behind it
all. His goal is to completely eradicate
magic, while at the same time ensure
that the population bows in total, mind-
numbing obedience to his orders. He is,
obviously, not a nice guy.

While the game begins in Port
Foozle, you quickly end up in the
G.UE,

place. Its here that you find the last bit

where most of the action takes

SPELL RELIEF The G.U.E. spellchecker—no mage

should be without one.

SCORPIA _ ADVENTURE/RPG

DAM IT Harking back all the way to Zork |, you'll have to figure out the controls to
Flood Control Dam #3 as you make your way through Zork GRanD INQUISITOR.

of magical power and use it, plus your
wils, to stop the Inquisitor before his
plans come lo fruition.

You must bring magic back into the

world by retrieving three potent artifacts:

the fabled Coconut of Quendor, the
Cube of Foundation, and the Skull of
Yoruck (not to be found in just any old
hamlet). In other words, its the usual
herok quest stuff.

HELL TO PAY

You don't go this one
alone; there are companions
of sorts to help you along,
One s the spirit of the last
Dungeon Master, who cur-
rently resides in the famous
brass lantern. Three other
spirits trapped in totems (a
form of punishment) also
provide assistance, along
with Antharia Jack, a grand
IV hero.

Over the course of the game, you pay
avisit o Hades, meet a two-headed
Cerberus (even Hell is downsizing these
dlays), traipse through time tunnels, ride
the G.U.I%. subway, spend some time in
a dragon’s mouth, and perfonm a daring
jail break, among other feats.

The mood here is definitely light,
and while the underlying threat is, of
course, serious, ZORK CRAND
InpuIsITOR is played for laughs, There
are send-ups and takeoffs on standard
adventure fare, and other things as well.
If Antharia Jack seems somehow suspi-
ciously familiar, that’ deliberate. He may
not have raided any arks or found any
grails, but you probably know him.

In tandem with the humor, the puz-
zles are fairly easy to solve. Where the
previous game, ZORK NEMESIS, had a
lot of tough nuts to crack, ZGI5s posers
often have obvious answers. While
there were some tricky parts, | was a bit

surprised at how quickly the game was

CCW
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“ The

game is a
lighthearted
romp, full of
humor and
wicked little
jabs at
adven-

turing. ”

r———

Price: $49.95

System Requirements:
Pentium 90, Windows 95,
16MB RAM, 50MB hard-drive
space, 4x CD-ROM drive, 16-
bit 640x480 graphics with a
VESA local bus or PCI video
card with 1MB RAM, Sound
Blaster 16-compatible sound
card, mouse. 28.8Kbps mo-
tem for multiplayer option.
3D Support: None.
Multiplayer Support:
Modem, LAN, or Internet (2
players); 1CD per player.
Designer/Publisher:
Activision

Santa Monica, CA

{310) 255-2000
www.activision.com
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SCORPIA

finished, even though there is much for
you to do.

As with most adventure games these
days, the interface is simple. When you
move the cursor over an interactive
object —a lever to pull, a button to push,
or a door to open —you click the mouse
to perform the appropriate action. When
the cursor is over an ilem you can lake,
the arrow beconies a hand; and you pick
up the item by clicking. You can then try
using it on somel hing else, or you can
putitinto your inventory bag. You access
the bag in one of two ways: Use a hot key
(I"5), which displays everything you're
carrying, or move the cursor to the top
left of the screen, which opens a sliding
bar displaying the first 16 items you have
in the bag.

Spells are handled the same way: You
can open the spellbook from inside the
inventory bag or move the cursor to the
top right to open a slide bar with symbols
representing the spells in your book.
Clicking a symbol readies the spell for
casting. The spells you learn, by the way,
are automatically writlen in the book as
you find them.

Movement is similar to that in Zork
NEMESIS: while you can rolate 360
degrees or look up and down (some-
times), you can move only in certain pre-
determined directions.

"The game contains 1o automap; the
closest thing to one is a magical map
that works with the teleport machines
scatlered around the G.UE. Once you
have visited a muin location (such as the
Dungeon Masters Lair or G.ULE, Tech),
it appears on the map. Insert the map in
a teleporter and ¢hoose a destination,

OPEN HOUSE The White House, one of computer gam-
ing’s most famous landmarks, makes a return appearance
in ZorK GRanD [NQUISITOR,
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and you're laken there instantly. That’s
more than sufficient. Although the main
areas usually have several rooms each,
the locations are small and you can't
become lost or confused. The G.ULL. is
arather compact place,

YOUR TURN?

ZGl is presented in a letterbox style,
and when il comes lo graphics, the game
is quile good. The middle portion of the
screen is the main display; the top (con-
trols and scroll bars) and bottom (text
display) partions are black.

Speaking of text, the game has

to stop by Activision’s Web site
(www.activision.com) to check for
updates before trying this yourself.

The game itself, though, ran beauti-
fully throughout, with no crashes,
freezes, lockups, or other oddities. [t all
went very smoothly, including the
I'MVs, You do need DirectX 5.0, and its
inchuded {along with a number of up-
dated sound and video drivers) on the
CD. The installation of DirectX and the
new drivers for my cards proved to be
quick and trouble-free.

The acting and voice-overs are very
good, Dirk Benedict (as Antharia Jack) is

you've ever felt like doing with an adventure game chess puzzle, and act accordingly.

complete subtitles. You can play with
sound or sound and text. That includes
the FMVs that run from time to time
during the game — a thoughtful touch,
Its good to see that ZORK hasn't forgol-
lenils roots,

Interestingly, ZCl supports multiplay
for two peaple via LAN, Intemet, or
modem connections. The play is, of
course, cooperative, since GRAND
o] INOUISITOR isn'l exact-
ly a shooter. Sorry to
say, | didn't have the
chance o try this fea-
ture, so I can't tell you
how well it works
(although my editors
tell me that its less than
stellar). Also, the multi-
player software that
comes with the game is
labeled as a bela ver-
sion, 50 you may want

astandout; hes amazing as an ersatz
Indiama Jones. The advantage of doing a
himorous game is that actors can ham it
up, and you can be sure that everyone
Lakes advantage of the opportunity here.
While the use of live actors in games
often comes off poarly, in this case, it

works oul well.

YOU HAVE DIED

The downsicles to the game are that it
goes loo quickly and the puzzles are just
alittle too simple most of the time. | sup-
pose this is a reaction to complaints that
NEMESIS was overly difficult. In correct-
ing for that, however, Activision went a
bit too far in the other direction.

Overall, ZORK GRAND INQUISTTOR is
a lighthearted romp, full of humor and
wicked little jabs at adventuring. While
its a little too short and a little too casy,
the game is nonetheless fun for both vet-
erans and novices alike. &
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DENNIS MCCAULEY -

SPORTS

Thanks to Some Mickey Mouse
Decision-Making, OT Sports Is Dead

he news hit me
like a Reggie
White sack.
There [ am,
enjoying
MonDaY
NiGHT
FoorsaLL 98
as much as any
sports game
I've played all year. Even after sending
my review to CCW Sports Editor Jeff
Green for the monthly red pen therapy, [
can't seem to put MINI" aside. | realize
I'm hooked because I've even signed up

with an Internet league, something |
almost never find time for, In the league,
I'm coaching the Eagles and loving it,
despite weekly poundings by online
opponents who take sadistic pleasure in
my red-zone blues.

And then one day ['m cruising the
newsgroups, where | stumble across an
anonymous message claiming that
MNI" 98 has been orphaned, and the
stall pink-slipped. Could Disney, the
original corporate cash cow, really have

pulled the plug on a promising company
such as OT Sporls?

No way, | think. The game is great. It
has the tie-in with the popular Gifford-
Dierdorf-Michaels prime-time NI'L,
coverage. And gauging from the Nel traf-
fic, sales are way up from the game’s
lukewarm debut in 1996, Besides, we've
been through this before with Usenet
impostors claiming the inside scoop.

THE BLOODY TRUTH

The next day, however, MNF designer
Doug Whatley’ wife posted a follow-up
indicating that OT Sports was indeed
bleeding out, but that the game would be
supported through the end of the season.
Say it ain't sol Appearing on the scene just
as the LEGENDS 98 debacle was leaving
sporls gamers squealing like Ned Beatty
in Deliverance, MNF 98 filled a major
void in this year’s football lineup. After all,
agood-looking NFL game with realistic
slrategy options, a dirt-simple play-calling
interface, and smooth [nternet play is
nothing o sneeze at. So what has Mickey
been smoking lately?

FOUR AND OUT? Monnay Night Foorearl 98's strong sales and better reviews may
help keep it afloat despite OT Sports' demise.

Despite a round of layoffs that left a
skeleton crew in charge at OT Sports, " % %
General Manager Deborah Wahler
remains upbeal.

“This was primarily a decision by
Disney Interactive,” Wahler says. “They
took a look at their business and decided
their core competencies were not neces-

‘ ‘ Is this

the end of OT

sarily in sports, w
“Without critical mass in this business SpUl’tS as we
it very hard to compete,” Wahler know it?

laments. “EA owns the sports category.

Unfortunately,

yes. ’ ,

Strategically we were a very small busi-
ness entity— 30 people —and far
removed from where Disney’s resource
base could help us. A lot of businesses
reevaluate. [ think Disney reevaluated.”

Despite the sacking of OT Sports,
Wahler gives assurances that Disney will
continue to support MNF 98 and its col-
lege cousin, HEROES OF THE CRIDIRON,
through their natural life cycle. She also
confirmed that INDY RACING would be
released as planned in time for the
Christmas shopping season, where it will
be going wheel-to-wheel with Micro-
softs CART PRECISION RACING.

BARELY BREATHING

So, is this the end of OT Sports as we
know it? Unfortunately, yes.

“As far as Disney is concemed it is the
end of OT as an entity,” Wahler confirms.
“There are some things that may happen
for it to survive, but not under Disney
ownership. If Disney decides to sell its
assets then O'T' Sports may indeed live.”
(The assets Wahler refers to include the
MNI"98 game engine, the INDY RACING
engine, and related trademarks.)

Meanwhile, at OT Sports’ Hunt
Valley, Maryland offices, a small, hand-
picked team —including MNI designer
Doug Whatley and producer Russell
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Clark— remain behind to complete
INDY RACING andl provide support for
MNF and HEROES. A transition team
from Disney is also in place.

What’s next for talented sports game
designer Doug Whatley? He was respon-
sible for the underrated Urnvar:
Foosai L series while al MicroProse,
and historically has been the mosl acces-
sible of sports game personas, readily
available to gamers’ gripes and queslions,
Deborah Wahler predicts a bright future
for MINIT 985 ercator.

“Doug and Russell Clark are so talent-
ed that they really can determine their
own fate. Alot of people see ownership as
aninteresting way lo go. | believe Dougks
probably thinking in those terms. He' got
a great rep, and he’ been around football
and had some nice snccess.”

Okay, so O Sporls is dead in the
water. What about MNIT 98, a game that
really came of age this season? Is it des-
tined to become computer gamingss ver-
sion of the athlete dying young?

“Ireally don't know,” Wahler says. “In
the interactive business the first vear is
really lough. By vear two you've worked
out a lot of the kinks. You get a better
product, and it just improves from there.
I think ABC and Disniey both agree that,
as a franchise, Monday Night IFootballis
preeminent, whether its on the air or on
your swealshirt or on your computer. |
don't think they'll walk away from it.”

GO IT ALONE?

Other sources close lo the OT
Sports situation speculate that Whatley

CCW

might attempt lo
purchase the rights
lo the game from
Disney and continue
the franchise inde-
pendently. This
might not be a bad
deal, since the game
is gaining a popular
following. Wahler

0§
G o}
FORGOTTEN HEROES QT Sporis’ college football game is a
decent variation on the Monoar NigiT FooreaLL engine, but,

due 1o a lack of support, it has barely registered in the polls.

points to figures
indicating that MNF
98 sales were up 65
percent over last
vears version in the
first two weeks. She also pointed out
that the MNI gaming lobby on
Mplayer has been quite active,

Pat Vanee, a vice president at ABC
Interactive, remains supportive of the
OT Sports line of games and, like
Wiahler, frames the unfortunate situation
in economic lerms,

“Theres consolidation going on here
as there is all across the industry,” Vance

W

Microsofts racing sim. As for MNF,
Vance expects it fo survive the financial
mouselrap that snared OT Sports.

“If MNF is successful this year,” Vance
says, " | don't think there’s any question
that it will be back. Theres absolutely no
reason to keep it away. We have a very
solid engine, and if the market receives it
well, theres no reason to hold it of "

SCROOGE MCDUCK

As one might imagine, the OT
Sports situation has spawned some hard
feclings. One former staffer slams
Disney Interactive for major cost over-
runs on its edutainment products —
overruns that necessitated the very
cost-cutting measures that proved fatal
to OT Sports. A lack of gamers in key
management positions at Disney
Interactive is another criticism leveled
in the wake of OT% demise,

“Disney doesn’t understand the
unique quality of interactive entertain-
ment,” our source remarks pointedly.
“And they don't
want to spend

et

money ina

™ N
E e e
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market they

don’t under-
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WIPEQUT! This unfortunate scene from Inpv Racing serves as a
sad metaphor for the fate of the game’s developer, OT Sports.

says. “We have three very strong sports
games this fall, which will continue to be
supported. We did do some downsizing,
We're gauging the market at this point,
and expect that the products are going to
be successful this Christmas. We expect
to carry at least certain games forward in
the future.

“MNI is doing very well,” Vance
adds. “Its way outperforming what it had
done last year at this point in time.”
Vance also expects HEROES OF THE
GRIDIRON to be a solid contender
among college fans, and looks for a keen
competilion between INDY Racine and

AL
¥
i

stand.”

Perhaps the
most bitter pill
for members of
the ABC
Interactive and
OT Sports
teams lo swal-
low was the
timing of Disney’s decision. The ax fell in
late September, shortly after MNF
shipped. While the game was gamering
accolades from users and caming posi-
tive critical reviews (4.5 stars in CGW),
OT Sports was simultaneously laying off
most of its employees.

Since OT Sports seems to have
reached a sudden-death finale worthy
of its name, the only thing left to do is to
join in a little ditty in honor of its flag-
ship product, MNF 98. C'mon, you
know the words:

M-I-C... See you real soon! (we hope)
KLY Why? Because we LIKE youl'%
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GREENSPEAK

Money fo

Or, Why the PGL Heralds the End of the World

irst off, | must
admit that I have
walched beach vol-
leyball on televi-
sion. The reasons, |
think, are obvious.

[ bring this up only
because the Los
Angeles Times, a

fine metropolitan
newspaper, saw fit in a recent article to
compare niche sports like beach volley-
ball with the brand-new Professional
Gamers’ League (PGL), a harebrained
scheme by Total Entertainment Network
(TEN) to tum gaming into some kind of
“professional” sport, complete with prod-
uct endorsements and trading cards. The
PCL already has its Michael Jordan in
Dennis “Thresh” Fong, a 20-year-old who
has gamered media attention, won a
Ferrari, and now has an agent, all because
he kicks bull in QUAKE.

But I don’t know. Sure, it sounds
greal, and | guess 'd take that Ferrari
aver my dented 1990 Nissan with the
unidentifiable brown stain on the pas-
senger seat. Still, | just can't help feeling
that—uwith all due respect to the hard-
working people putting it together—the
PCL is one huge case of wishful think-
ing. Sort of like my fantasy of John Tesh
sponlaneously combusting,

amnm

Now I'm not opposed to gaming
tournaments. Nor am | opposed to
making money from gaming. In fact, |
hope that Ziff-Davis someday pays the
CGWeditors enough so that 1, too,
can say | “make money” from gaming,

But there’ a huge difference between

watching professional athletes perform

feats of athletic prowess and watching a
bunch of zombied-out, bug-eyed gamers
frag each other to death. Who do they
think would actually be interested in
watching this stuff, buying PGL T-shirts,
or (and this is truly pathetic) swapping
PGL trading cards?

1 know it seems as if people will pay
money for anything, Lots of people
attend tractor pulls and the lce Capades
and professional bowling lourna-
menls—and thats fine. You won't see me
making any snobbish put-downs about
the hayseeds and yokels who spend their
money on that cultural backwash. | know
it also true that gamers tend o be easily
suckered into spending lots of cash on
really stupid, money-wasting stuff. But
even those of us who own plastic Ferengj
cars (hi Denny!) will attest to having
some semblance of pride. And paying to
watch other people play QUAKE is a line
that we as a species cannot afford to cross.

mEE

IFinally—and maybe this is just the
dad in me speaking—it seems lo me
that even worse than the cultural impli-
cations is the nightmarish idea that some
impressionable young gamer is going lo
look at this league and think that gaming
could actually be a wise career choice.

Look, kids, let me give it lo you
straight: If you're even remotely thinking
about quitting school to“be like Thresh”
and become a “professional gamer,” |
suggest you shine a flashlight in your car
and see if any light comes out the other
side. Because, Lo put it in lerms you
might understand, you're a few damage
points shy of a frag,

Yes, Thresh won a Ferrari. Yes, he did
it by playing QUAKE. Yes, he has an agent
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now. But that doesn't
mean you'e going to get
the same kind of break, no

matter how big a badass you are.

“ The

gaming life

Chances are you'll just get carpal tunnel
syndrome, a bad back, and a lifelong
addiction to Taco Bell.

And don't kid yourself into thinking 5
that you're missing out on some sort of is not all
glamorous lifestyle, either. As someone
who$ on the inside, let me tell you, the

just good

gaming life is not all just good times, par-

times,
ties, and multiplayer naked DiABLO with
Tia Carrere. Believe me, that gets old pa rties, and
really fast, and Tia is insufferably whiny d

multiplayer

when she gets low on mana.
"Ity this vision on for size instead: You,

naked DiABLO
with Tia
Carrere.

alone in your apartment, your hairy gut
flopping out of your macaroni-and-
cheese-stained Doom 11 Tshirt, shout-
ing,“I'm the King of QUAKE!" while the
repo guys haul away your furniture. And

Believe me,
that gets old

really fast. ’ !

your girlfriend? Well, fragmaster, guess
what: She just drove off in a Porsche 911
with her new boyfriecnd—the one with
the education and the job and the
bulging stock portfolio.

Get the picture? Good. The
Professional Gamers’ League is not for
you. Get it out of your head. When you
say PGL to me, let me retranslate it for
you as follows: Please Get a Life.

Now you kids get outta here and go do
your homework. 'm busy playing QUAKE
1 here. 1’:11);;.'5 gota Verrari to win. &

What Jeff docsn't realize is that,
beginning next month, CGW will be
swilching its focus to cover other forms
of papular enleriainment. You can
email our new tractor pull and lee
Cupades editor at jhgreen@zd.com.

CGW







Upaated Versions Breathe New Life Into Older Sims

ts been years since ['ve
seen a significant flight
simulator that didn’t gt
at least one patch after
its release. At times, the
need for patches is inex-

cusable. For example,
many developers rush
products out the door—

knowing that the games
contain major problems —in order lo
release before the holiday sales season or
the end of a financial quarter. Other
games need patches because the devel-
opers skimped on the testing budget and
didn't test the games with common sys-
tem configurations or a popular 3D
card. Its a shame how many programs
are released in poor
shape because of
shortsighted, bean-
counler decisions.
But sometimes a
company will modi-
fy a program lo
extend its life and
add new capabilities
in ordler to keep the
game interesting for
veleran gamers
while making it ==
attractive for new-
comers. For some
titles, such as U.S.
Naw FIGHTERS 97, these updates are
sold as a new version of the program,
with a cost-reduced upgrade or rebate
available for purchasers of the original
version. This is also the case for major
updates of Fiyine Cores Gorb and
JerFicrrrer 11 Pransus Eprios. But

DENNY ATKIN ¢ &

in both of these cases, the developers
went a step further: They also released
many of the enhancements of the newer
versions as free patches for purchasers of
the original programs. These are the
kinds of patches gamers like to see.

DIGGING GOLD

Since its release, FIYING CORPS has
seen a number of enhancements,
including Direct3D graphics and, more
recently, multiplayer support. For some
reason, these patches weren't available at

press time from publisher Empires Web
site (Www.empire-us.com), but vou
can get them from the game’ developer,
Rowan, at WWW.CIX.c0.uk/ ~ rowan
or ftp:/iftp.u-net.com/com/rowan/.

o

LOW AND SLOW Low-level flight is smoother and a lot better looking with the Fuying
Conrs 3D update.

PV =

Of course, the most noticeable
enhancement to FIYING CORPS is ils
new support for 3D graphics. When
FiyiNG Corrs was released last year,
you had to ran the DOS version lo get
decent frame-rates at higher graphics
resolutions, With the new 3D support, its
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possible to maintain aboul 30 frames per
second in 640x480 made on a Pentinm
166. If you have a faster system and a 3D
card with a big enough frame buffer
(such as the RIVA 128), you can gel salis-
factory performance even at 800x600
tesolution.

In addition to being faster, e graphics
look better as well, Fiyine CoRres now
uses 16-bit color, which makes haze and
other effects more impressive, and the
game supporls bilinear filtering to smooth
out ground textures at low altitude. Note
that you'll need a high-end 3D card to
take advantage of the 31D mode. It looks
and works great on Rendition V2200-,
3DIx Voudoo-, and NVIDIA RIVA 128-
based cards, but won't function on an ATl
All-in-Wonder or
S3 Virge-based
Diamond Stealth
card.

Also new is a
multiplayer
mode, but the
developers
weren't as suc-
cessful with this
i|np|c|||cul:|liuu.
While it works
well ona LAN or

via a direct

L ol

modem dialup, |

was unsuceessiul
connecting using the Internet TCPAP
support or KALL Apparently, you can
play online using Wireplay, a non-
Internet multiplayer service that is
offered in the UK and is currently being
launched in the US. by MCI. Rowan

wrContinued on pg 247
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£ support

for Voodoo
graphics
gives
JETFIGHTER III
a completely
different
feel. B H
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Helicopter Survival Guide, Part 1: Flight Tactics

by Tom “KC” Basham

r Source for Ruthless Strategies, Tips, Cheats, a

nd Hacks

4

ou've undoubtedly heard the
clichés about helicopters. Things
like, “they don’t fly, they beat the
air into submission,” aren't far from
truth. Helicopter flight, which
requires exeellent coordination
and immense concentration, is dif-
ficult enough, let alone when you
try to navigate in the dark with

people shooting al vou,
Fortunately, there are things you ean do lo maxi-

mize your combat prnficicn-:y.

Unsafe at Any Speed
While coffee-table books and cable TV programs

may proclaim that the AH-64 Longbow Apache can

move well over [80mph, such high
SEE THE CGW

EVIE}

take an Apache above 60 knots or so.

speeds cause problems. Low altitude flight at break-
neck speed is more dangerous, the enemy can more
easily detect you, and it harder o use terrain mask-
ing, If you're running for your life, speed is good. In

mosl cases, though, therel no good reason Lo ever

"The most common way to gain unwanled speed in LONGBOW 2 is
fo let your nose get buried. Pointing the nose downward tilts the disc of
the rotor blades, which points the thrust back, causing the helicopter lo
accclerate. If not properly trimmed, the nose of the simulated AH-64
tends to slowly sink below the horizon. 1 ' not paying close atlen-
tion, the nose can drop several degrees and the helicopter can pick up
30 or 40 extra knots of speed before notice. Itk also easy for sim jocks
transitioning from fixed-wing aircraft to let the nose drop — or some-
times push it down intentionally —when crossing ridges. If you work
the collective properly, you can ascend, crest the ridge, and descend
on the other side with few adjustments to your flight attitude. Once
you've picked up unwanted speed, you've got problems. LONGBOW 2§
aireraft don't serub off speed as quickly as their real-world counter-
parts. Although the simulated choppers pick up speed quickly with the
nose below the horizon, they don't want to slow down after raising the
nose an equal distance above the horizon.
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r SPEED RACER Burying the nose results in sudden, unwanted acceleration, |

S e R S S S |

“The best way to get rid of unwanted speed is to pay close atlen-
tion to the machine and never let the speed build up in the first
place. If you find yourself zipping along at 90 knots, you'll have lo
do some aggressive maneuvering to serub of that extra speed.
Piteh the nose up very high, well above the horizon. In some cases,
if I find myself moving unreasonably fast, I'll pitch the nose up and
apply collective, Increasing collective increases thrust, which is
diverted forward because the nose is pulled above the horizon. The
extra thrust helps slow the helicopter down, but will also cause it to
climb. (And

we all know

that altitude is
a bad thing
when flying
gunships.) If
you lower the

collective,

vour'll

RIDGE RUNNING Flying along the top of the
ridge provides a quick escape route into the

descend, but
you won't
decelerate as

fast.




STRATEGY & TIPS: LONGBOW 2

Three-Ring Gircus

elicopters can execute a variety of maneuvers, including flying

H backward and sideways. These aren't merely stunts designed

to awe airshow crowds. Instead, such antics form a crucial
part of helicopter warfare. If you can’t fly sideways, you'll never be
able to fully employ terrain masking. If you can’t use terrain mask-
ing, you won't last long on the simulated battlefield.

Sideways flight isn't that difficult. To practice, start any mission.
Gently lift off into a hover. Using the pedals, yaw the aircraft until it
faces a fixed structure (a building, a tent, or the like). Move toward
that structure until you're only a few hundred feet away, then re-
enter a hover. To slip to the left, gently push the cyclic (that is, the
stick) to the left. You'll probably have to add a little collective to
prevent your helicopter from descending. The building will appear to
slide to the right as you slip left.

If you have some forward motion, side flight becomes a little
more involved. If the helicopter starts turning, you have to compen-
sate with the pedals. Suppose you're behind a hill. You want to
slide left, unmask, shoot the targets, and then run for home. As you
slide left, you want to keep the nose pointed toward the enemy so

HIT THE BRAKES Since the simulated AH-64 doesn't

bleed speed very well, be sure to pull the nose well above

| EANIER'< ENCE
GAMER’S EDGE

you can fire your weapons as quickly as possi-
ble. If the nose begins to bank around either
direction, simply apply the opposite pedal. The
nose will swing back to the original bearing.

Over Hill, Over Dale

We all know that attack helicopters rely on terrain mask-

ing, the act of placing termain features between you and the
enemy. A cooperative hill, mountain, or even tree can keep
you alive simply by blocking the enemy’s view. In most
cases, the enemy can'’t shool what he can't see."Therefore,
when transiting rough terrain, it would seem logical to use
the geography Lo its fullest potential and fly along the bot-
tom of the valleys. The canyon walls form a neardy impreg-
nable barrier of defense, right? Not exactly:

Suppose you'e flying over very ough terrain loward a
particular target. The numerous hills and ridges provide
several green and inviting valleys lo choose from. 1 you're
like me, it won'Lmatter how good the initial reports are,
whichever valley vou choose will be overllowing with
enemy forces. You'll come around some bend to find
yourself deluged with shoulder-launched SAMs and AAA.
If you're flying along the floor right down the center of the
canyon and find yourself in this situation, you might as
well be in the middle of a Kansas wheat ficld. You're stuck
in absolutely the least protected spot within the valley.

Real-world AH-64 pilols are taught to fly along the top of
aridge, just below the ridge line. A few feet of mountain
blocks sight just as well as several hundred, with an extra
benefit: If the current valley becomes too hot, you simply
apply some collective, kick in some pedal, and cruise over
the ridge into the next valley. With a few tons of rack
between you and the encry, you can resume your course.

Next month: Using your Longbow’s muscle. &

the horizon to decelerate.

Helifire Upon
Your Enemies

F ielded as a laser-guided weapon, the AGM-114 Hellfire actually

accepts several guidance packages, including an Imaging Infrared
(IIR) seeker, a Radio/Frequency/IR seeker, and a millimeter-wave
seeker. Capahle of maneuvering at 13g’s at supersonic speed, the mis-
sile has several launch modes which depend on the seeker type, the
types of obstacles present, and the number of available designators.

When using Lock-On Before Launch (LOBL) to target weapons in an
environment with multiple designators, the missile can be ripple-fired at
multiple targets (each marked by a different laser designator) at one-
second intervals, In a single-designator environment, the missile may
be rapid-fired at different targets about every eight seconds.

Using Lock-On After Launch (LOAL) mode, the missile will either clear
high (LOAL-H) or low (LOAL-L) obstacles while seeking the coded laser
designation. After locking on, the missile dives and strikes the target.

MARCH 1938 CGW



CAIER'S ENCE |

Jedi Knight

Uncover the l/a//ey S Secre[s in Part Il of Our Tip Guide

by Thierry Nguyen

ast month, we took you through
eight levels on the first disc of JEpI
KniciT and showed you how to
build up your reserve of Force Stars,

“This issue, we take you through all
the secrets of the second disc, so

| that by the time you meet Jerec,
you || be a Jedi Lord with the full fury of the
lioree on your side.

9: Fuel Station Launch
Secrel One: Near the beginning of this level,
you'll ave to get by a large pipe. Before you
jump down from the pipe, walk along the
edge lo the right. There, you'll find the levels
first secret.

Secrel Two: After getting the yellow key,
you'll start the fuel-tank puzzle. Use the key

to open the door, walk down to the left side,

and Foree Jump to the top of the bunker at
the end of the ledge.

small alcove up on your left. Secrel Three: [n the bunker, there is a

I DARK TIMES AHEAD When you're walking thmugh th|s lunnel use a ighl 50 You can see lhalJ

12: Escape with the Map

ecret One: Take the elevator down to the conveyer helt
Sarea. As you get off the elevator, there should be a couple

of large crates. Behind these crates is a secret room.
Secret Two: Take the conveyer helt to its destination: the room
filled with large boxes. Make your way to the upper level, take
out the sentry gun in the ceiling, and look for an a!cnve ACross
the way. Force Jump to it.
Secret Three: Near Secret Two is a cuhhyhule set into.a wall. A
rusty grate covers it. Make your way to the grate and slice it
open with your lightsaber.
Secret Four: Near the elevator, you can see a large crate near a
wall. Squeeze into the area hetween the crate and the wall and
look for a breakable section of the crate. Cut it open with your
lightsaber and go in.
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STRATEGY & TIPS: JEDI KNIGHT

I BUNKER HOPPING Just before you enter this bunker in Level 9, be sure to use |

Force Jump to get to the top and grab some items. ‘:
turbolift that drops down. Take the lift, and when you exit, look up and to the left.
You should see a small cubbyhole; jumping into this hole leads to a secret.

Secret Four: As you solve the fuel-tank puzzle, you'll enter a crawl space (just
before the wrench) filled with ugnaughts. Iind the door in the middle level of this
area, turn on your light, and look toward the upper left for another cubb}-‘lmlc_
Secret Five: Once you solve the fucl-tank puzzle, you'll take an elevator down.
Stay on it for the return trip back up. After it reaches the floor you came from, it
will move up another level to a sceret arca.

Secret She: Near Secret Five is a room wilh a few barrels in the comer. Jump on
top of them and make your way lo the cubbyhole near the top of the wall.

Secret Seven: After nabbing Secret Six, go back down and destroy those barrels
to uncover another cubbyhole

Secret Eight: Destroy all six defense cannons and then blow up the wall thats
opposite the door.

Secret Nine: Move to the right from Seeret Eight and jump over the large pipe
on your right. After walking along the wall, you should find yourself in a little hole.
Secret Ten: When you reach the end of the tunnels, turm on your light. Go under
the overhang. Look up and to the left to find a small aleove tucked away.

10: 8t88's Reward

Secret One: When you enter the ship near
the beginning of the level, you'll ascend
some stairs. Behind these stairs is this levels
first sccret arca.

Secret Two: You'll reach a room with a
couple of elevators. Take the one down to
the cargo room full of crates. Jump on top
of the crates. You'll see that one is under a
hole in the cciling,

Secret Three: After breaking into the fan,
follow the ledge around it before going in.
"Ticked away on the other side is a sceret
room.

Secret Four: When you're in the fan trying

17: The Valley Tower Ascent

Secret One: After entering the main building and
going up the elevator, you'll be in a room that

has two large fuel tanks in a comer. Destroy the
fuel tanks to uncover the hallway hidden behind

them.

Secret Two: The next secret is in the gravity-lift
area with the green light. If you turn on the lift,
you can ride the crates up to the top ledge,
where the secret lies. If you didn’t tum it on,
you'll need to hop across some ledges in order to
make your way to the top.

Secret Three: You'll reach a wind tunnel that nor-
mally pushes you off the catwalk and into a

canyonlike area. With proper timing and use of
Force Speed, you can make your way to the hase
of the tunnel and into Secret Three.

Secret Four: After moving from the large wind
tunnel into the canyon, you should enter a room
filled with fuel tanks. Destroy these fuel tanks to
uncover the hole hidden in the fioor.

Secret Five: There is one last wind tunnel that
shoots you upward to your final objective. As you
rise through the wind tunnel, try to move forward
so that you stop in the midsection of the tunnel.
You can then climb up the wall and into a small
cave hy the side.

Secret Six: Right across from Secret Five is
another cave. Just go around the wind tunnel,
discover the secret, and hop back in to complete
the level.
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' FAN GUT Gu aruund this tan on Levei 10 far one cf 1he seuret areas.

19 The Lost Plan

Secret One: Jump into the river and start swimming
around. Soon you’ll pass under a rock bridge. Just
heyond the bridge is a hole into which you can jump.
Inside is a small ledge and the first secret area.
Secret Two: At one point you'll he crossing a bridge
flanked by two sentry guns. Destroy them both, then
walk up to the spot where the left gun was. Behind the
gun is a secret alcove.
Secret Three: You'll he going into a bunker to flip the
last switch that shuts off the force field. Before taking
the elevator that leads to the switch,
move into the
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lo getinto the reactor core, you'll see a variety of dead-end ducts, One
duet just beyond the door of the reactor eare is the secrel.

Secrel Five: '
and Five are actually next to cach other).

I'he seeret here is another duct off 1o one side (Secrets Four
secrel Six: When you reach the botlom of the reaclor core, open e
grale with your lightsaber. As you make your way down the tunnel, lum
the light onand move o the lefi. The path leads to an offshoot tunnel

and the last seeret in this level.

18: Descent Into the Valley
Secret One: Co down the first elevato

cargo box. There is a small turbolift in that area. Take it up and you

and drop onto the floor with the

should see a small hole across the way.

Secret Twe: Irom Scerel One, you can go inlo a lunmel leading to a

ot of e Jeul]

small room on the right. Destroy the two fuel containers
to open the grate below them.
Secret Four: Get past the first force field, then take a
dive into the pool. Take the first tunnel on the right and
follow it to a slanted ramp against the wall. You can
spot the alcove just ahove the ramp. Use either Force
Speed or Force Jump to make your way to it.
Secret Five: Continue swimming downriver until you’re
taken over a waterfall. Turn yourself against the current
and keep an eye out for the alcove within the wall. It's
on your right as you face the waterfall.
Secret Six: Make your way to the area with the large
body of water and several sentry guns. Before going up
the ramp to the elevator, look for an alcove. It should he
Situated above the water but below the ramp. Use Force
Jump from the water to hop in.
Secret Seven: You’ll soon take an elevator down to a
room that opens up to a bridge with an attendant
AT-ST walker. Before you take on the AT-ST and
cross the hridge, go back into the room and
look for two stacked crates. Jump
to the top and you should
see a small alcove for
the final secret.
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room with a door on one side and a rmp on the other. Look
up to the ledge above you and use Force Jump to get there.
Secrel Three: You'll soon come across a room with a ramp
and a large hole decorated with a black-and-yellow hazard
border. Ga to the base of the ramp, turn so that you face the
entrance you came in, and look up. Use Foree Jump to reach
that secret alcove.

Secret Four: Afier discovering Seeret 'Three, return to the first
ramp. Before going 1, go around and under the ramp o find
a broken panel. Destioy the panel, bul keep a safe distance; it
will explode.

Secrel Five: Atone point in the level, you'll walk past three
green switches. After going down the nearby elevator, you'll
end up in a rocky area. As you move down this rocky area,

keep an eye on the left side. Some cracks on the wall should

BRING DOWN THE WALLS After the three green switches, dgsmy this wall gi\'c away yel another seeret.
in the rocky hallway of Level 18, Secret Six: Walk down the hallway and make your way lo a

room filled with crates. Look around and you'll see anather
cracked wall. Blow it up to get at the secret area,

Secret Seven: Later on, you'll reach a very narrow ledge
marked with hazard colors. Follow this ledge all the way to the
end for the final secrel.

19: The Valley of the Jedi

Secret One: ‘Take the first elevator to the floor with the two
Stormtroopers. Hop behind the erates in the back to discover
the first secret.

Secret Two: When you reach the boltom floor, walk outside
and circle around until you reach the lower of the two julting
ledges. Jump from the lower ledge to the higher ledge for the
second secrel.

Secrel Three: [vom that same ledge, look np and you should

see a small alcove ucked away in the rocks,

= Secret Four: In this same arca, theres a window with a shield
LEAP OF FAITH Make your way up to this area in Level 19, and you're near power-up on it. Get off the ledge, stand outside the window,
___t_i_"fee secretsalready : A e o ] and Foree Jump lo it

Secret Five: Take the large turbolift down, get of f, and send it
back up. Colleet the goodics undemeath,

Secret Six: After passing by the drill, vou'll go down a eircular
hallway leading to the right. At the point where you must go
left, turn right to sce the eracked dead-end wall. Destroy it.
Secret Seven: When you get to the room with the gray ramp,
look for the cracked wall nearby and destroy it.

Secrel Eight: When you enter the area with the rapes and
weights, don't cul the first rope. Make your way to the second
counterweight and look along the wall, Here is another break-
able section. Then solve the puzzle at your leisure.

With all these seerets revealed to you, you should have the
necessary complement of Foree Stars to realize the full pow-
ers of the Force. Defeat Jerece for Light or Dark, and keep your
lightsaber skills sharp until LucasArts upcoming expansion
dise, MysTHRIES OF 1HE ST B
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Age of Empires

This Means War!

by Elliott Chin

ast month, [ walked you through
the most efficient manner of build-
ing a robuist empire and sound
infrastructure. Unfortunately, con-
quest of the world isn't often
achieved without military conflicl.

1 This month’s strategies focus on
Iho nilty-gritly of combat— preparation
and engagemenl— because we all know
that its always more satisfving to utterly
destroy a foe than to beat him with a
peaceful Wonder.

The Basics

Before engaging in combat, its a good S0 WHAT IF IT'S UNFAIR Beat on enemy \nllauers and hﬂUS&S ﬁrst 10 destmy your npponem S

idea to move your troops lo one central capacity for waging war

location and then divide them by tvpe,
such as cavalry, infantry, archers, and catapults, Then, using the Cuil
and number keys, assign a number to cach group. When you need to
issue commands to a group of units, you simply hit the appropriate
number key, which autoratically sclects that group’s units. "This tactic is
especially useful if enemy units swarm your attack force. If you band
box your whole foree and try to issuc commands that way, you might
select and send both archers and infantry to attack, say, the enemy ele-
phants. You should send the infantry to take on the pachyderms and
draw the archers back to deliver ranged fire. To do that, all you need to
do is hit the number key for the infantry, target the elephants, and then
quickly hit the number key corresponding lo the archers. You could
then pull them a safe distance away and attack the elephants.
Grouping units prior to an offensive also allows you to better coor-
dinate a combined-arms attack. You can group a small diversionary
force lo assail an enemy’s walls, and then hit the number key to bring
in the archers and, later, the catapults, all without having to move the
sereen from the targeted wall. Combined with the use of waypoints,

The Power of Religion

riests are wildcard units that can tum the tide of battle. The first

rule in using priests is to use them en masse. Build multiple temples

and crank out several priests. Create groups of three so that they
concentrate their conversion efforts to increase their success rate.

Don’t create huge groups, though, because all the priests will waste their

faith levels.
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groupings can make your military campaigns much more efficient.
Remember to scout the map early. Its imperative that you find oul
where your enemies’ empires are and where excess resources are
located. Its also important to find potential bottlenecks where you can
erect defenses as well as vulnerable points that you can use for
ambushes. Its a good idea to create and send out two clubmen eary in
the game. They'll derive the ordinary benefits of early scouting, but if
they find an enemy camp, they can also do some crucial damage to

the other player at this early juncture of the game.

HOLY CONVERSIONS, BATMAN! Research all the priest upgrades:
They can become your most powerful units.




 TIPS: AGE OF EMPIRES

Skirmishers and Upgrading

Once you've found the other players, start

harassing them with skirmishers. In the Stone
Age, your clubmen scouts can pick off a few
enemy villagers. Once yon move to the ‘ool
Age, send two or three scouls 1o harass the
enemy camps. Scouts will reach the enemy
faster than axemen, and speed is of the
essence, since you don’t want to give the
enemy time to upgrade his defenses before p—
you attack him again. In the Bronze Age, you
can send a small group of cavalry to harass
the enemy,.

[fyou stick to small parties of three to
four, these efforts shouldn't impact your
own growth too negatively. However, by tar-
geling villagers, houses, and farms, your skir-
mishers can stunl your enemy’s gmwlh quite
significantly. At the very least, you'll force
him to diverl serious resources to both
rebuilding what you destroy and to building
adequate defenses.

Another aspeet of the game is just as
important as scouting : ‘!nd carly engagement:
upgrading your units. This is especially
important if you are going lo harass the
enemy early on. Decide on which unit types against him.
you want to use as skirmishers, and then
research weapon- and armor-upgrades for
each of those unit types.

For example, when using archers, it is vital
to research ballistics once you have access lo
il. Woodworking also helps by giving you
increased bow-range.

The Wonder of It All

If You Build It, You WilL Win.eee

On larger maps, especially with multiple players, it's hard to achieve a militarv
victory. In these cases, a Wonder victory is your best bet for winning. Here are
some tips for Wonder construction.

First, don’t build a Wonder unless you can defend it. Make sure you have enough
stone to support several towers and walls for guarding your Wonder once you finish

Once you start the task, don’t just leave the construction to one lone villager.
Concentrate all of your villagers on the construction, because each one will quicken
the Wonder’s completion. This tactic is especially important if you are racing with
another player to finish a Wonder. If you have enough workers on the project, you
could beat your opponent even if he starts building first.

Once you've huilt the Wonder, close it off with a ring of walls and towers. Keep
some villagers within the walls to repair the Wonder in the event that it comes
under attack. Keep a few cavalry units handy on the outside of this wall to destroy
any incoming catapults that might come to take out your Wonder. Also keep some
catapults inside the wall as added muscle, Catapults will spot and attack units that
are out of the towers’ range. Keep archers around to shore up your defenses.

' GAMER’S EDGE

Sunder.the Wonder

If you need to destroy your opponent’s Wonder, then you need to proceed quickly,
but cautiously. Once you get the message that someone has started constructing a
Wonder, it’s time to call a conference with the other players and cease hostilities.
Nothing benefits the Wonder-holding player more than having his enemies divided

Once you get the first message, start building a large force. Don’t panic, hecause
you have at least 15 minutes to prep your attack force and move in.

Assuming you are relatively free to huild an invasion force, start concentrating on
horse archers and catapults. It’s not so essential that you have cavalry and infantry
in your Wonder-smashing force. Make sure you group your units by type, and then
move to the walls and towers guarding the enemy Wonder. Although catapults will
he important, the horse archers are key to taking down whatever troops are waiting
inside or outside the Wonder's protective wall.

Let’s assume that the other player is smart enough to have a mix of catapuits,

THIS IS HOW IT'S DONE You can storm enemy fortifications by using
[
| a combined force of catapults and horse archers to wipe out the
enemy's catapults and units.

archers, and cavalry—hacked up hy towers—guarding his
Wonder. Your catapults and horse archers should target the
enemy catapults first. Once they are destroyed, immediately
target the enemy towers with your catapults. The archers
should attack enemy archers and then cavalry or infantry.
Only after you’ve cleared the area of enemy troops and towers
should you destroy the enemy walls. Finally, move in with your
entire invasion force and take out the Wonder. The key is to
use the enemy’s wall to your advantage. Don’t break it down
early because then you’ll let loose his cavalry to pick apart
your band of catapults and horse archers, Simply proceed
methodically and ignore the compulsion to race through the
enemy'’s defenses.

0On the opposite end of this, the player protecting the
Wonder might be hetter off deleting his own walls and mass-
ing his troops to destroy the enemy’s relatively fragile cata-
pults and horse archers,

MARCH 1948 CGW



How or What
Do You Fight?

Onee you've decided to bring
vour [ull military might to bear on
your opponent, it’s time o starl
thinking about your supply lincs.
It takes too much time to build an
army in your town and then move
it to your foc’s town. Once you've
committed to an assaull, send a
few villagers to your enemy’s town
periphery and build some military
buildings. Go for two or three sta-
bles and archery ranges, as well as
a few siege workshops and tem-

ples. You can then crank oul
troops and have them ready at the
front lines immediately, You
should also have the villagers

STRATEGY & TiIPS: AGE OF EMPIRES

WAR MACHINE When you decide that it's time for war; start building multiple military buildings near enemy

borders.

build a few towers to guard this military camp.
Onee you slart attacking or harassing the

enemy, there are certain targels thal always

take precedence. After clearing away the

enemy’ immediate defenders and lowers, go
for his villagers and houses, It really not
worth it to attack military buildings at this
point. By destroying villagers and houses, you

prevent your foe from gathering resonrces
that he needs to rebuild his army, and you

lower his unit limit, forcing him to build

houses rather than new troops. You should

also attack the low-hit—point farms, which

makes your foe5 rate of food praduction

decline. Plus, he will need to devole 75 wood

lo rebuilding cach farm.

After you've cleared away these targels,
you can move on lo military buildings. The
military building that takes precedence over
all others is the temple. This vile building
spawns the annoying priest unit, which can
turn your own troops against you. Destroy it
before all other buildings. After you've
destroyed the temple, move on to the sicge
workshops, academies, stables, barracks, and
archery ranges.

On Offense and Defense
There are many advantages to going on
the offensive. You can locate your opponents
carly on, stunt their growth, and alter their
playing stralegy. You can also stamp them

i AR s

at Debate

ou might have noticed that | don't mention using elephants in this article. That's because | never
use them. It's been written elsewhere that elephants and elephant archers are the ultimate units.
They do have tremendous hit points and do a good

deal of damage. However, on the flip side, they
are incredibly expensive, they can't upgrade
their attack strengths, and they're very
slow. If | have to face elephants,

| usually counter them with upgraded
academy units. I'm not saying that
elephants shouldn't be used; | just
find horse-based units more eco-
nomical and efficient.

MARCH 1998

out of the game carly if you are really aggres-
sive. If you embark on this strategy, the best
units lo use in your sweep are upgraded
cavalry units and horse archers. Bath are
quick, and horse archers provide devastating
fire support for the powerful cavalry units.
(For dismantling enemy walls and proleclive
towers, follow the guidelines for razing
enemy Wonder defenses in the “Wonder of |1
All” sidebar)

Adefensive stance, though, isn't a bad
strategy, particularly if you play civilizations
with production bonuses, such as the Shang,
Assyrian, and Yamato. In these cascs,
rescarch walls anel towers quickly, and build
an archery range and a sicge workshop lo
supplement your stationary defenses with
mabile, ranged units, Academy units are also
excellent for defense, due to their powerful
attack and high hit-points.

Do not erect protective walls right next to
towers. Leave about five tiles of space
between the towers and walls, and place
archers immediately behind the wall to fire
al incoming catapults and troops. Multiple
levels of walls (stacking them two tiles
thick), is also great for defense because it
buys you more time to whittle away at the
enemy with your archers and towers while
he’s trying to hack through your barracades.

Ifyou follow these guidelines on the arl
of war in AGE OF EMPIRES, you should have
no problem destroying any foe ! %



for 3D Voodoo-based
(but not vet Voodoo Rush)
graphics cards. A while
back, Mission also
announced that suppor
was planned for Rendition
Vérilé-based cards. That
hasn’t happened yet,
though Mission says it still
in the works,

MISSION POSSIBLE The mission editor in FLving
Corrs Goup allows you to create single missions or
entire campaigns.

As you'd expeel, 3Dfx
card users are trealed o
much more altractive

WrContinued from py 237

was still working on the program as this
article went lo press, so perhaps they Il
get the TCP/P support worked out. But
for the time being, don’t buy FiyinG
Sores Gowb just for Internet play.

Both of these features, as well an
improved view system, smarter Al, and
support for the CH Force X joystick,
are available in the patch. Along with
two new planes (a I'rench Spad and the
Fokker DVI), the biggest improvement
in the Goup version is a full-featured,
cisy-lo-use editor that allows you lo
creale not only new single missions, but
also entire campaigns. You'll find nine
new missions and a 12-mission cam-
paign included as examples, and the
editor will allow you to [ly the user-cre-
ated missions thal are sure to pop up on
the Intermet soon.

Fryine Cores Govp retails for
$44.95, but current FiyinG Cores
owners can upgrade to Fiyine Cores
GoLb by sending S15 1o Empire
Interactive, 580 California Streel,

San Francisco, CA 94104; by calling
(415) 439-4854; or by emailing
support@empire-us.com.

RAPTOR REBORN

Mission Studios has followed a similar
model with its JerFicimer 1M1 F-22
Raptor simulation —a free patch that
adds 31 support and other features,
along with a commereial add-on with
new missions and a mission editor.

Jerficier s an MS-DOS pro-
gram, so Diree3D support isn't an
option. Instead, the pateh adds support

graphics. Cloud and haze
effects are nothing short ol spectacular,
and aircraft and terrain look much bet-
ter. The biggest improvement, though, is
in the sense of speed. With the original
version of the sim, you had to run the
game at a fairly low resolution to get a
smooth frame rate. Now, graphics
smoothly flow by on 3Dx-equipped sys-
tems — flying low near mountains is
breathtakingly real. Theres also a frame-
rate boost on MMX systems, but its nol
as diamalic.

"The flight models, while still simpler
than those in 1--22 RapTOR and 1%-22 Air
DOMINANCE FIGHTER, are somewlal
improved. High-altitude performance is
more authentic, and rudders are now
realistically ineffective at high speeds.
Targeting has been improved with the
ability to designate ground targels and a
warning X that lets you know when a
missile is out of its firing envelope.

“The most noticeable change to the
sim engine is
the addition of
the F-14
‘Tomeat to the
stable of aireraft
vou can fly.
Equipped with
the long-range
Phoenix mis-
sile, Tomcats
are great for
knocking oul
bombers before

DENNY ATKIN

Al of these features are available in
the free pateh, I you purchase the
Pransusm EpmioN, you also get new
campaigns (over 200 missions) and
seenery areas (20 million square miles,
including Alaska, China, Korea, Japan,
and Tarkey). The Pratinum Epimon
includes every mission from the Jizr-
1Gier N campaign dise, as well,

"There’ also an in-depth, fairly casy-to-
usc editor that lets you ereate very clabo-
rale missions. With all of the mission
conditions (which you can set up) and
the wide range of scenery areas available,
| expect lo see some very inleresting
missions popping up on the Net soon.

Theres still room for improvement,
thongh. "The action-oriented JETFIGHTER
series eries oul for multiplayer support;
and, of course, a Windows 95-native exe-
cutable would be welcome as well.
Thiered still no way to get an external view
of other planes in the sim. And the sim
still pauses when it foads scenery unless
you manually copy CD files to the hard
disk— Mission Studios needs to include
an oplion lo automatically preload the
appropriale scenery area betore a mission
if you have the hard-drive space, ala
Loncsow 2.

JerFicmeEr N PEAnNus Epmon
sells for $35. Varions upgrades for owners
of Jerticrrer M and the J1A11
ENHANCED CampaleN CD are available
and range from $10 to $20. For upgrade
details, check out Mission’s Web site at
www.missionstudios.com. %

they can f ’ £ i < &
become a TOP GUN The free JetFicren 1l patch adds the F-14 Tomeat to the stable of planes
threat to your available for you to fly.

carrier group.
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GANIER’S EDGE |

Myth

How to Win at the Most Difficult Strat Game of the Year

by Greg Fortune

“The skillful commander takes up a position in which he cannot be defeated and misses no opportunity to overcome his
enemy. Thus, a victorious army always seeks battle after his plans indicate that victory is possible under them, whereas an
army destined to defeat fights in the hope of winning but without any planning.” —Sun Tzu, The Art of War

fyou want o be suecessful while

playing My 11, miemorize this quole.,
Simply to survive in My111 requires a
level of strategy unprecedented in
real-time games. We'll use these
pages to help beginning My 111 play-
ers who are having trouble making il
through the levels and keeping more than

one or lwo unils alive, We'll cover contiols,
tactics, and formations, and we'll walk you
through the Crow’s Bridge mission in order
lo demonstrale these principles in action.
This guide will not give you the solutions lo
all the scenarios in Myt, but it will provide
you with the foundation to win them on

‘\(Il.li Wi

In Control
[fyou have to look away from the screen

to find the button you need, you need to adjust your control setup.

Some commands, like assigning and recalling custom groupings, can-
not be reconfigured, so you'll need to get used to the defaults. l'or the : ;
most part, however, you can customize the controls. In particular, pay - you want the selected units to move, (2) holding the mouse button
attention Lo htn\"\nur view adjustments are set, as thc_\_' are the most down while moving the mouse in the direction you want the units to
critical controls 1o masler. face, and (3) moving the mouse and letting go of the button. The
Gesture clicking is also an important skill to leam if you want lobe  selecled units will move lo the spat that yon've indicated, arrange
suceessful at MyTiL Its composed of three steps: (1) clicking where themselves in the requested formation (il any), and face in the prede-

termined direction.

i Eye in the Sky

y1H handles terrain better than any other game I've seen. Not only You must master view control. Since your
Mdnes the type and elevation of ground you’re on affect movement [ TRSRUTEIEATIe i roa | Aeue: et R e

rates, hut it also modifies your “to-hit” chances, range (for pro- cnvironment usually prevents you from having
jectile and thrown weapons), and defense values. Almost without excep- an uninhibited, static view of your troops, you
tion, you should seek out the high ground. In particular, look for areas will need to master perspective-olation. If you
where the enemy’s movement toward you is hampered or obstructed and are just panning left and right, forward and
you have a clear line of fire at them. These are great places for ambushes NSRRIl a R
and traps, and they are key to keeping veterans in your army. methods will get you to where the battle is, but

they won't automatically give you the besl

caw MARCH 1998



MYTH

perspective on the action. If you find
these view controls awkward, try remap-
ping them to different keys. Whatever
you do, make sure you can move and
twist the view at will.

Birds of a Feather
Di¢' Together

There§ one last thing [ want to cover
before we look at our Crow’s Bridge
example: grouping units. The best thing
you can do with any of your units is to
group it with another unit that comple-
ments its strengths and weaknesses.
Archers should never be left alone with-
out some sort of escort, preferably war-
riors or berserks. Melee units benefit
greatly by having archers around to
weaken the enemy before they can
close to fighting range.

“There is one unil that gets the ugly
stepchild award, and that’ the dwarf.
Dwarves are surly, loudmouthed, and
very careless about where they throw
their bombs. I you are going lo group
dwarves with other unit types, particu-
larly those that like to suddenly run out
into battle, you'd better keep the little
buggers on a short leash.

How do you keep all of these units
under control in the middle of a battle?
The answer lies in custom formations.
The name is misleading, because these
formations have nothing to do with how
units are arranged on the battlefield.
Custom formations, which [ call group-
ings, have o do with assigning hotkeys
to a group of units. Lets say that [ want
to divide my units into two groups, each
composed of warriors, archers, and
dwarves. I'll assign one hotkey to each
tactical group and another to each type
of unil in that group. Now [ can select
an entire group, tell it to move to a spot
on the map, and quickly organize the
unils in that group by using the hotkeys
and custom formations. If the enemy is
clusiug inand | don't want the dwarves
to homh my own units, [ can hit the
hotkey for the dwarves and then hit the
spacebar to tell them to stop. This is a lot
more efficient than trying to click on the
dwarves in the middle of a fight.

Look, We Found
the Bodies!

Lets use the first mission, Crow'’s
Bridge, as an example of how to put all

Command & Conquer”
Dark Reign"
Uprising™

Total Annihilation™

What Do

These Games
Have In
(ommon?

. MARCH 1998
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get, ﬂle mnre usas m’ll fImI
for them. For example, assume

these control tips to use.
level with two warriors running away
from the bridge; four warriors guarding

the road: and four warriors, four archers,

';tlmas and you'll get an idea of

Just how powerful fnnnat!nns

‘can be.

which obstrucl archers, so take up a
position on the big hill to the right of the
road. Have the two warriors from the

bridge join up with the four guarding

[hey re
Missing

something.

Command & Conquer™
Dark Reign™
Uprising™

Total Annihilation™

and a dwarfwaiting in the town square. ~ the road, and make a long line at the
Why are the two soldiers al the bridge bottom of the hill facing the thrall. Put Hultiple

running away? Ten thrall just walked out — these units in guard mode with the G Views

of the river and have taken up positions — key. Now tell all the unils from town to

head for the hill, Assign a group hotkey

L

[irst, lets look at the map. The areais — for the arehers and give the dwarf his
mostly flat, with some olling hills to own hotkey.

cither side of the road. 'The hills to the Onee the reinforcements from town

MILBMEL, P e Sttt S
e e S e

left of the road are spotted with trees, arrive at the hill, have the archers form a

Intuitive o T L—— oo

Interface

Intelligence

Warfare

i e S

The war begins February 1998
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GamingMonthly,
Over 100 issues strong, EGM has
proven time and time again that it's the
leader in providing the console gaming
market with the most accurate and
respected news, reviews and previews
around. That, along with a recent
redesign featuring a cleaner, more
refined look, makes £GM one of the
few gaming magazines that not only
presents information with an edge, but
also maintains a kick-ass design. Look
for the current issue of EGM on news-
stands now with the
latest info on Nintendo's upcoming title
Yoshi's Story, along with the coveted
1997 Readers’ Choice Awards.

" Ihe Authority on)fricks, Arcade & S"‘“Eﬂiﬂs

Worli'shst

Ihsnds O STPaleRy

o

L. i

.
nmu.-uummnrn—urwm

Want lo take your console gaming to
the next level? Then rely on EGM’ to
get you there with ease. EGM’ is your
source for the most in-depth strate-
gies and coolest tips and tricks for all
of the latest titles. Hardcore gamers
will enjoy the Gamers' Forum, in addi-
tion to the variety of genres cavered in
the magazine. Look for the most
recent issue of EGM, featuring a walk-
through for Capcom's newest
PlayStation gem, Resident Evil 2,
along with strategy for a slew of
games for the PlayStation, Nintendo
64 and Saturn, EGM’ brings you the
games by any means necessary.

OfficiallU'S§

Do you consider yourself a die-hard fan
of the PlayStation? Then why not read
the sole U.S. magazine that brandishes
the Sony PlayStation license? The
Official U.S. PlayStation Magazine
(OPM for short) not only gives you a
demo disc with playable previews of
upcoming PlayStation titles, it also tells
you everything you need to know about
what’s going on in the warld of
PlayStation. Check aut the latest issue
for a look at Tecmo's eye-popping new
fighter, Dead or Alive, and to find out
what game is OPM's choice for the Best
PlayStation Game of 1997. OPM is all a
PlayStation gamer needs.

iThelUltimate'Guide to
iTomb)Raider;l!

Can't get enough of the hottest polygo-
nal babe to ever grace us with her pres-
ence? Then The Ultimate Guide to Tomb
Raider Il is the book for you. This one is
far from being your run-of-the-mill strate-
gy guide, in fact it covers the entire Tomb
Raider universe. It has everything from
interviews with the development team to
a look at what upcoming technology will
do for games like Tomb Raider. This is in
addition to the easy-lo-use and in-depth
Tomb Raider and Tomb Raider Il strategy
guides. Of course, this guide wouldn't be
complete without an in-depth look at
Lara Croft herself. Come take a look at
the future of strategy guides,

Console gaming is where it’s at. Since this is the case, why not keep up to speed
by reading the most reliable information in the galaxy? With the plethora of different
magazines we have to offer, let us guide you to the other side.

[iNewss

LLEF

tandsjEverywhere!

-DAVIS

VIDEO GAME
GROUP



A\IVIER’S EDG Feature By Feature
More Strategu,
| More Action.

X Multiple Diews

X Multiplayer

X Multiple Sides

X Full 30
o,k X Intuitive Interface
X Intelligence Warfare

from the co-designer and producer of
f-Wing™ and Tie-Fighter"
and the designer of

The Super Star Wars Trilogy"

LY. I‘Wﬂ" F’F"

SUPREME STRATEGY. ABSOLUTE ACTION.




P} W—

INTUITIVE INTERFACE Select, navigate
and target vehicles and groups with a mouse click.

MULTIPLE VIEWS Strategically command in
third person or top-down perspectives.

MULTIPLE SIDES Choose the team you are
willing to fight and die for -Terran or Vrass.

MULTIPLAYER Up to 4 players over modem,
LAN or Internet.

FULL 3D Fully rendered 3D terrain and vehicles,

INTELLIGENCE WARFARE A satellite fink
and a realistic, active 360° radar system allow you to
instantly assess the enermy's position.

Www.ripcordgames.com
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e SUPR_EME STRATEGY. ABSOLUTE ACTION.
For PG CD- Hom. Avallable February 1998, F'urchase Armor Command at your
“Jécal software retailer, ﬁwvg npeordgames.i’;‘om’ or call toll—free 1-883-797 536
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CHIPS&BITSInG.

POB 234 DEPT 10981 ROCHESTER, VT 05767
INT’L 802-767-3033 FAX 802-767-3382

iy

DEATHTRAP
Dungeon

‘FLYING NIGHTMARES 2" offers a unigue combination
ol culting-edge llight simulation and real-time stralegy.
Fully adjusiable difficulty levels, conlrol options, and
graphics preterences allow nearly any player to enjoy
FN2's challenge. Virtual cockpits increase the realism
and your situational awareness.

Eidos Simulailun_)

Release Dale: 2/98 PC CD $3

‘FIGHTER SQUADRON:SCREAMIN' DEMONS OVER

EUROPE' Each of the nine planes flies just like its

real-world counterpart, and contains 30 unique

stenarios. Planes take damage on a per-polygon basls,
which realistically and adversely affects handling .

Activision (Simulation)

Release Date: NOW PC CD $47

'FLIGHT UNLIMITED 2' takes the realism and thrill of
simulated flying to a higher plane. Over 11,000 square
miles of incredible Bay Area terrain accurately modeled
for the most precise detail ever in a light sim. Visual
and instrument navigation, & ol the coolest cvilian
aircralt, including the P-510 Mustang and the

DeHaviland Beaver seaplane.
Eidos Slmulallnn%
Release Date: NOW PC CD §3

'DEATHTRAP DUNGEON' This ultimate dungeon thriller
is based on the fantasy gamebook series and offers 10
tortuous levels of combat. Armed with swords, mis-
siles, muskets, magic spells and mare, you can fight
solo or multi-player combat In an eerie dungeon

atmosphere.
Eidos (Action)
Release Date: NOW PC CD $44

'TOMB RAIDER 2' Lara's back, and better than ever,
with new moves, a new undervater environment and a
whole new arsenal. Explore huge, exotic platform-
based 30 environments around the world, solve puz-
zles and kill baddies,

Eidos [Ac!la“l
Release Date: NO

'QUAKE Il Quake was just foreplay. Now comes Quake
I, Includes larger, mission based levels, superior arti-
ficial intelligence, and wicked multiplayer capabilities.
Experience smoother 16 bit graphics and real-time

lighting eifects.
Activision [ﬁclia“l
Release Date: NO

'UNREAL’ In one seamless flowing world, race across
vast outdoor and Indoor environments, enter enchant-
Ing cities and mysterious temples. Use Unreal’s easy
to use object-oriented level-editor to design your

own levels,
GT Interactive {ncliung
Release Date: 4/98 PC CD $4

‘'CH GAMESTICK 14' The comfortable base is equipped
with 14 functions, a slide throttie, trim controls, two
directional pads and patented gimbal. Designed for
both left and right handed gamers.
CH Products Hardwa:e&
Release Date: NOW PC $6i

‘CABIN FEVER:SNOWBDUND' How aboul a weekend
stuck in a cabin with nothing to do but play strip poker
withd gorgeous women? Advanced poker engine and

hilarious story elements.
Arl Worx (Adult
Release Date: NOW PC CD $3

‘DIVA X: KAORU' The perfect girl awails you! Created
in a lab simulator outside Tokyo, she is the end result
of 50 years of research and development. Fully
poseable, wondertully jointed and lifelike, this doll is

alive,
Pixis é&dull]
Release Date: NOW PC CD $39

* Specials- Limited Time Only- Offer valid
from 2/1/98 through 3/14/98

Tt Riost Py
1943 Euro Alr War 0598 $45
GBBI Hunter Killar NOW 546
AH640 Lenghaw {546
ATF 98 546
Ares: X-F $49
Actnss [ 548
Alr Warrior 3 847
Anarchy £
Armuored Fist 2 836
Broout Chmp Drgreng04/98 S
Crmgdion Max Damp0298 535
Comanche 3 KOW S0
Condenned 0294 348
Conlirmed Kill 04798 546
Conquest of the Skies HOW  Sa8
Deep S 0388 546
Destuction Derby 2 NOW 343
EF 2000 2 NOW S48
Earthsiege 3 £49
Extrems Assault $33
F15 548

F16 Agressor

17
3160

oW
Piay AMB HOW

ssion 2MB

CH Forea FX

NOwW 595

0388 848
0298 &46
0198 846
ik 0498 s
Dark Imcco Jui Mssn01/98 532
Dark Frees Jedi Kaght NOW 550
Dark Venpeance 03mg  S45
Dead Linty 0498 545
Detinnee HOowW 539
Duke Nukem Forever 0608 S48

30 Uttra Mim Gt NOW 542
Basaball Mogu! NOW 544
owling 01/98 539
oot Hekey 01/98 342
Cup 96 NOW  $45
Now  S28
NOW 829
HNOW 539
HOW 847
Bass RushOW 848

FPS Trophy

COMPUTER GAMES: SIMULATION

Rutass Proct

Ting Rispess Py Tia

F-22 ADF 02798 S48 Joint Strike Fighter  NOW
F-22 Lightning 2 NOW  SE6 0398
F-22 Rapro HOW  §36 rams 30 0298
18 Korea NOW 843 MS Flight Sim 98 NOW
F16 Fighing Falcon  NOW  S47 MW Mercenaries 30fxNOW

Faicor 0498 854 MechWarrior 3
0498 S48 Mig Al 0398
Flight Unlimited 2 NOW 837 Muoto Racer GP nNow
lying Corps Gold 0198 839 Nascar Racing 2 oW
Flying Saucer 0288 846 Need lor Speed 2 SE NOW
Flying Tigers 0088 S4B Muclear Stnke NOW
Glider Wars 0398 532 Ouilaw Racers 03:08
Hasdwar HOW 346 Fhantom Ace 04/98
Harrer 2020 018 845 Privateer 2 5E NOW
Heavy Gear HOW 544 Hed Baron 2 NOw
Hind Helicopter NOW 525  Hedline 039y
Interstate 77 02488 S46 Hoad to Indy 500 NOwW
J Fghir Lghtning Stek 02798 543 SODA ON-Foad RacngNOW
er 3 HNOW 535 SU-27 Electrne Bligdd 10/99
er 3 Missn  NOW §25  SU-27 Flanker 2 04/98
FilBurn 0198 $46  SU-27 Finke 2 Add-On03:98
Jet Fighter Platinum  NOW 534 SWiv ROW

CDME’UTER GﬂM ES: HAHDWARE

Diarmond Viper 330
Int Ininse 30 Rush
Joyswitch

h Cyberman 2

3 der FF Pro
dr Pre Pro NOW
15 Sidwnder Pro P NOW
Mente PG 30 Jystk NOW

ve Encore VD NOY

Niamona Monster 30 N L
n 9 .un-': SI

Diz (ﬂlﬂ'|\1 & Snum Hrwrr 64 Val NOW
COMPUTER GAMES: ACTION
Duke Hikm 30 Atom NOW 534 Nighmare Creatures  NOW
Fallen M98 £41  Nighiatl 0298
Gatharar 02/98 842 Outiars 0208
Gulgatina 0398 $48  Puostal How
Gun Metat 0398 44 Postal Level Editer 0198
Hall Lilg 0383 548 Py 0BME
Hammer Strike 04/88 $46  Profites 03/98
Hexen 2 NOW $47  Requiem 04/08
Hexen 2 Hexmaker  NOW 529 Shadow Warrior ROW
Maortal Revenge 0398 344 Shadows of Empirie  HOW

CDMFUTEH GAMES: SPORTS

0188 $46  Links LS Valhalla ROwW
Jack f.ltl'ng Golts NOwW 3539 Madden FB 88 HOW
Legends of FE 98 HOW 539 HBA Action 98 ROwW
Linkls Course Libr 4 KOW $19  NBA Live 98 now
Links LS 98 NOW 533 NCAA Fool
Links LS Cng Ciry Cib NOW  S17 NHL Break
Links L5 Davis Love  NOW 525 NHL Hockey

Links LS O; s17 NHL Powe
517

SI?

I'J(.“n"

Dark Earth NOW 539 How

Dawn of Darkness 0398 544 0:15 dian HowW

Armed and Defiious NOW S48 Daman Iste 0199 $45  Of Light & Darkness 0298

s Gall 0298 48 Freddi 3 0298 529 Ougrsaer 0198

anls 02/98 S48 Grim Fandango 0648 548  Patrint Games 0293

Beaves Butthd Vot 8t NOW 820 Joumneyman Projot 3 0198 848 Redpuard 02948

Black Dalilia 0188 846 KO8:Mask of Eternity 06/98 S48 Retwn to Krondor — 0240A

Blade Rumier HOW 853 Last Express NOW 832 Space Quest 3000 01/98

Curse of Markey lsie NOW 539 MTG:Duels Plnswikes 0298 846 Star Trek Birth Fed  05/98
HINT BOOKS

Age af Emplres NOW §15  Dark Farces 2 NOW 16 Land Lore 2 NOW

Battlspio 0198 $17  Diable NOW S16  Lords of Mapgle KROW

Best Action & Arcade NOW 815 East Front HOW 18 Mechwerrion 3 02098

Bes! Adv & NOW 515 Flight Unlimited 2 HOW S16 Might & Magiz 6 0498

e Games NOW 515 Flying Nightmares 2 0298 S$16 Myst 2: Riven NOW

B &War  NOW 515 Halt Lite U398 18 Myth HNOW

NOW $18  Heavy Gear NOW $18  Overscer now

Heroes MER 3 i 518 Populous 3 0398

Hewen 2 HOW %16 Quake 2 How

King's Quest & 06493 S16 Red Baron 2 0193

534
HOW 519
HOW 539
now 539

[T
538
830

i]u 1 Thet Grl 4P%
Diva X W
Diva X. Kaoni

HOW

COMPUTEH GAMES: ADULT

W

NOW 824 Latin Lust !
HNOW 810 Nightwatch int 3 nNow
il 49 O 69 NOW
19 FomsoftSiePk2  NOW
$9  Ropes & Chaing Now
539 Sex Castle oW
Girlfrie 44 Sex With Asia NOw

Jade Paka
Japan Interactve
La Blue Gl 4

$29  Sexwith Rocky
849 Seymose Six Parck
318 Shock:The Gama

W
nNow

529
548
47
52
$48
$52
$46

539
§54
Sound Blaster 64 Gid NOW 5189

599

S35

544
Sag
34
£48
£50
845
S48
542

551

§17
845
842
545

45
542
545
534
$35

s23
S50
535
$15
43
548
554
545
545
852

SN

516
516
$16
516
$16
16
$16
318
516

524
519
540
£36
310
329
339

$19
49

T Rivixst Prs
Sail 85 ROW &
Wartiors NOW &
HOW &

crean NOW &
Seemn Demans Eurpe NOW  §-

Sterra Pro Pilot NOW S
Silent Huntor 2 0998 S
Spearhead 0298 8-

Spearhead Exp Pack 0398 &2
Stealth Reaper 2020 NOW &2
Tank! 0298 8-
Tiam Apache 0398 §-
Test Drive 4 NOW S
Traphy Hass 2 NOW 5
Virgin Hally Champ NOW 52
Wing Com 5: Prphcy NOW 5
Wings of Desting D2rag 5
X-Car Exprmntl Hen - NOW 52

X-Wing Vs. Tie Cmp 1 NOW 52

X-Wng V Tie Fghter R 54
iF-22 Raptor NOW 52
iPanzar 44 0295 5S4
Space Orb 360 HOW 55
TM F16 105 NOW §11

™ F22 Pro
T FLE FI6 System

NOW 512

r” ||]-"\ an F ad
TM Rudder Contr Sys NOW 510
US Robatics 336 Int NOW §13

Sin 0398
SpecOps 0298
Star Tek Frst Contel  05/98

#

R

4
Tetea Victus 0298 54
Tamh Ralder 2 NOW 4%
Trespissr Jissic Park 0298 $4
Turok Dinosr Huntr 2 0298 84
Unreal Adf-On 0598 51
Urneal Level Editor 0898 83
Vigitance 0198 &4

PGA Tour Golf Gokd NOW 81
Pro Golf 0298 &4
¥ NOW 84

HOW  §4

oW 52

¢ Soccer 98
n Savers
ﬁ*w enToy? Latring
ScreanTnyz Stiten
ScreenToyz THT Tad

NOW

$
HOW &
5
13

NOW

NOW

Star Trk Str FIt Acad

Starship Titanic 0298
1 Trk Scrt Vien Fry 0398
Temufn HOW 84
Trial mee s
Twingen's Ddyssey  WOW  §4
Ubix DzZgE 34

Warcralt Lord of Clns 06/95  §4
Zork: Gend Inquisitor NOW 54
Fork Hemesis ROW §2

Hetun to Kiondor 0298 51
SWAT 2 nzgs 5
Sid Meiets GelitysburgNOW 51

SimGity 3000 033y -5
Stareraft HOW S
Steel Panthers 3 NOW St
Lintima e HOW 18
Linreai 0488 51
Wing Commanager 5 NOW  $1

Zotk: Grand Inquisitr NOW St

5 2 HOW
Strip Fighter HNOW
Strip Poket Pro 2 NOW
Tahloi rI Beautie nNOw

nNow
Untimate Tn-\,n NOW
Uitra Vinen NOW
Village Coltectron NOW
Virgins 3 NOW
Virtual Veronica Hnow

157

23
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COMPUTER GAMES: STRATEGY ) 'SIMCITY 3000° Immerse yoursell in a fofal 3D anvi-
Ting Ruese Pece T Rieease Pk Taue Rivease Poice Tt Riutast Prict t with hundreds of new t gs to choose [
10 5ix 01/88 $35  Corsais 0198 543 KKND Extreme NOW $38  SimSatar 0398 $35 fram, full navigational control, and sophisticated
1830 RAVALLY Bargn NOW 534 Creature NOW $34  LEDWars 0298 $42  SoldiersalWar 0295 $a3 microsimulatars allowing for detaled control over |
Tih Legion NOW 535 Dark Colony NOW $43  Liberation Day 0298 $36  Spaceward Hold  NOW $24 business and other facilities.
ADAU Birthright  NOW $27  Dark Omen 0398 $39  Lords Realm 2 HOW §29  Speed Tribes 0498 $a8 Maxis [Slrnlevgj
Adhara 3 NOW 545 Dark Reign Fulre War NOW  $43  Lords Realm 2 Ex Pk NOW §25  Star Command Diuxe NOW 544 Release Dale: 3/38 PC CD 554
Admral Ancient Ships 02795 S46  Dark Reign MP 1 02798 $20  Lords of Magic KOW $39  Star Nations 06AR S46 ‘POPULOUS:THE THIRD COMING® Large strategies can
Agvancd Civilization  NOW 5§39 Deadiock 2 0298 S46 M Gatheng Banlemge NOW $36  Starcrah Fxpansion 0398 $30 he planned and enacted fram fully playable global view.
.:.Iwrl;h‘ NOW $28  Dominion Storm 0398 44 Max NOW $18  Swarcraft EI.I.F_IB S48 Various terrain varieties(mountains, oceans, aerial
Age of Empires NOW 846 Dune2 NOW 812 Max_z 0398 S$48  Stars HOW %33 views) impose differant challenges on your warriors as
Army Men 0398 £46  Dungeon Kseper NOW £38  MagicSpefls of Anct NOW 828 Starship Troopers 0598 $46 you lead them into battle,
Bloud & Magic NOW $19  Dungn Kpr Dpr DngnsNOW  $19 Mass Destruction  NOW 838 Steel Legions 0598 §42 Elecironic Arls {Sh‘alegy}
Cac NOW 528 Earth 2140 NOW 3§32 Masterof Orivn 2 NOW 825 Stellar Fromtier 0698 §4 Release Dale: 2/98 PC CD $45
C&C2 Therium Sn 0688 S48 Emperor Fadng Suns NOW $29  Mechcommander 0508 S48 Stiaflosphere 02/98 $46
C & C Cowit Opitions NOW  §22  Enemy Natigns NOW 520 Mission Mexus Prime 0198 S48 Submarine Titans 0598 544 'STAR WARS REBELLIDN' A Star Wars lantasy come
CECGoIdWIS  NOW 339 Entrepeneur NOW §38  Mhissn Frc:.Cybrstim 20498 542 Syndicate Wars HOW  $45 trug, with 55 characters and real-lime play. Stralegy |
C&CRAANemath NOW 522 Evelution 01/98 §34  Navy Strike NOW §34  Theme Hospital HOW  §42 portion lets players manage manufacturing, fleet
C & CRACoter Strke NOW 521 Extremae Taclics 0298 349 Netstorm NOW 534 Tofal Annihilation  NOW §39 deployment and mission assignments. Innovative real-
C & C Red Alert NOW 548 Fantasy General NOW 534 New Order 04/98 $48  Tycho Rising 0398 544 time 30 tactical component lets players micromanage
C & C Sole Survivar  NOW 529 Fragile Alegiance NOW 346 Dulpost 2 NOW 534 Ultimate Civ 2 39 S48 baltle sequences.
Caesar 2 NOW 528 Freedomin Galuy DX98 $42  Paximpsria 2 NOW $32  Uprising HOW  $40 Lucasarts (Strategy)
Capitatism Plys NOW §$43  Frenzy 0298 $44  Plague 0488 §42  Warbreeds 0198 $48 Release Date: 2/98 PC CD §52
Captives 0295 S40  Heist D298 544 Palika NOW  §43  WarGames 0258 546 "MYTH' is a taclical level game of fantasy warlare, with
Cave Wars NOwW S1€_i Heroes M&AM 2 NOW  $26 Ragged Eanth 0138 §3  WarSpon 0258 §44 unprecedented realism and detail. Seasons change
(Cnans Island 01/93 545 Heroes MAM 2 Ex Pk NOW $19  Reach |o.r Stars2 0298 S4B Warerah 2 ran:.'.' 525 during the course of the game, altecting tactical deci-
Cev 2 Fantasy Worlds HOW  §27 Heroes MAM WAS  NOW 519 Rf'rum Fire NOW 837 Warcrah 2Add0n  NOW 519 sions, Real 30 terrain, d)rnarnic ||gh1mg, and mckg.r
Cevilization NOW $19  Hidden Wars 0108 548 Risk NOW 839 Warlords 2 Dix HOW &1 artilicial intalligence.
Chvilization 2 NOW 838  History ol World NOW 839 SWaT2 0188 S48 Warlords 3 HOW  $36 Bunuia {s"ale
Civilization 2 Scen. NOW 526 Hollywood Mogul ~ NOW 839 Semper Fi 0208 847 Warwind 2 HOW &34 Release Dale:w&w PC CD 539
Clay Warfare 0298 8§45  Imperiaism NOW 3838 Sentient NOW $29  Wisdom of the Kings 0298 $46
Command HQ HOW S18  Imperum Galactica  NOW 832 Sentinel Returns 0398 $45  Wooden Ship lran Mo HOW 830 'GUARDIANS; AGENTS OF JUSTICE' The year is 2081,
Cong Now World Dix NOW 524 Incubation HOW 830 Seltlers 2 Gold HOW 838 Womms 2 0198 s38 You are the head of the Star Council, dedicated to
Conquered Kingdams NOW  $19 Infinity War NOW 848 Seven Kingdoms — NOW $36  X-Com Apocalypse  NOW 534 bringing order back to the world. Mave through ran-
Conquest Earth NOW 537 Japod Allng Ddly Gme NOW $19  Shallered Nations  03/98 §46  X-Com Terr frm Deep NOW  $18 domly generated, multi-level, isometric combat maps
Constructor NOW $42  Jagoed Allance 2 DB 548 Siege 0598 $48  XeFire 0298 548 mue fighting ??quu} w'lllians_
ST ] croprose (slrale
COMPUTER GAMES: WAR Reiease Dale: 3/98 PC CD 348
Achlung Spittirg NOW 3536 Battiegrnd Waterloo  NOW 528 Great Battls Alexndr  NOW 332 Prelude 1o Waterdoo  NOW sss. *TEX MURPHY:OVERSEER’ A rivating script and stellar
Alrika Korps 0493 $42  CivilWar Generals  NOW S48 Great Briles Napoleon 0098 $47  Sid Meier's Gettysbrg NOW  $45 cast. High color 3D "Virtual World” enviranment, movie
Aide de Camp 2 NOW 544 Close Combat 2 NOW  S46 Gt Bnis of Hannabal  NOW  §36  Steel Panthers 3 NOwW $29 qual'm,' 30 195 video, uniuue characters who responu to
Battle of Bulge 0398 $42  Closs Combat NOW $38  Harpoon 97 HOW  §44 Tn;uPs a3 0298 $40 your words and actions. Two levels of play, for expart
Battiegrnd Antietam NOW 529 Desve Banis of WWII NOW 42 Manof War HOW 534 Tank Resistance 20240293 $39 gamers and (irst-lime adventurers.
Battlegrnd Buige NOW %28  East Fromt NOW %42 Napoleonin Russia  NOW 534 Third Reich NOW &3 Access {MWMUW]
Battiegrnd Bull Run NOW  $42  Fifih Fleat NOW 839 Over the Reich NOW §37  Tiperson Prowd 2 NOW  $42 Release Dale: NOW f
Bantlegrnd Getrysbrg NOW  $29  Final Liberation NOW $42  Paritic General NOW $20  VVictory Bundle  NOW $28 I[l 1 ZE “
Battlegrnd Mid East 0598 $42  Flight Commander 2 NOW 539 Panzer Commander 0698 $45  Whistling Death 02M8 $40 £ $
Battleprnd Shiloh  NOW  $30  Great Ballies Gaesar 0398 846 Panzarbliz 0398 842 Zuly War Now 829 | GEI“'E"A.
'PANZER GENERAL I contains enhanced multimedia o
BOARD GAMES | footage and scenario briefings. Also, all new cam- E
1870 NOW 540 Batlletech NOW $21  Fleld Command NOW $30  Samural Swords HOW 825 paigns, play some from the Allied side. New interactive
ASLSolo Rutes  NOW $20  BreakoutMormndy NOW $23  Fields of Glory NOW $19  Scrabbla Dix Now 839 terrain reflects battle damage. Mulliplayer support
Adv Squad Leader  NOW 828 Britannia KOW §19  Firain the East ROW $58  Settlers of Catan HOW 330 Ssl {War
AdeThadReich  NOW 3B CarWarsDehwre  NOW $21  Go NOW $22  Savad Leadsr NOW 523 Release Date: NOW PC CD $34
Age of Renaissane  NOW §42  Chanceflorsville NOW $34  GrealWaratSeal  NOW 8§32 Star Fleet Battles HOW 525 *BALDUR'S GATE' is sel in the legendary Forgotten
Alr Baron NOW §30  Civil War NOW 30 Hansival NOW 532 Thind Rekch Now. 519 Realms campaign world. Uses a transparent inlerface
Ancient Empires NOW 3529  Coalizaton NOW  $29 Hestary of Warld NOW 527 Titan: The Arena now  $17 an gameplay that uses a real-time modification of tha
Axis & Allies HOW $353  Colonial Diplomey  NOW $42  Hobbi Adventure  NOW 529 Tracksito Tn»ce;_a HOw  $42 ADD rules systam. There are over 60 monstars to fight,
ABA Dateline WW2  NOW 514 Daysof Decision2  NOW $42  ironsides NOW S$28  Trainsport Austia  NOW  $17 you control a party of six each with unique abilities
Axis & Ally Ww2 NOW 538 Deluxe Diplomacy  NOW $42 Lignheart NOW S35 Vieeroys HOwW  §22 and personas.
Balkan Front NOW $26  Die Hanse NOW  $3%  Necramunda NOW 8§65  Warhammer 40K NOW 565 Inlnrplavéﬁnla layin ‘!
Batie for N AInca NOW 532 Diplomacy NOW $19  Rail Baron NOW §23  Warhamr Fantasy  NOW 565 Release Date: ﬁu |9 CD 545
Pattie Forgltn War — NOW 542 Emgpire Builder NOW 825  febel & Aedcoat 2 NOW  $25  We the People NOW $29
Baltles of Mlexandr  NOW $33  Empiresin Arms  NOW $27  Robo Rally HOW §33  Woridin Flame Dl NOW  $90 ‘OF LIGHT AND DARKNESS® Once every thousand |
years, gales open between the waking world and the
ROLE PLAYING GAMES realms of dream time, offering opportunities 1o those
ADEDDMGude  NOW 520  Conspiracy X NOW $20  GURPSMecha  NOW $15  Fobotech now 1 who dare, to save hiumanity from extinction. Howis the
ADED Monste Ml NOW S20  Cyberpunk 2020 NOW S17  Meawy Gear NOW $25  Smadowrun now seo | ime to stop catastrophes that could usher in 2 thou-
ADSD Player Hgbk  NOW $26  Deadiands NOW $27  Macross 2 NOW $H  SnvasRevsed  Now S5 | Sandyears of darkness.
ADSDSHI & Powr NOW S$17  GrestRalWars  NOW S$39  Mage 2na Ed NOW $21 Toon Deluve NOW $16 Interplay [ﬁd‘faﬂww]
ADD Spell & Mge  NOW $18  Eanhdawn NOW $18  Mechwarrior NOW 13 Traveller NOW 824 Release Date: 2/98 PC CD $45
Ars Magica dthEd  NOW $26  Fading Suns KOW §22  Nephiim KOW S18 Vample Dark Agpe  NOW S24 'MYST 2":RIVEN will provide an exploration expen-
Cafl ot Cthulhu NOW $18  GURPS Autoduel NOW 515 Pallagium Fantasy  NOW S70  Vamgpire 2nd Ed oW 824 ence through a new world filled with 7,000 images.
Crangeling NOW $29  GURPS Goblins NOW $18  Rins NOW $21 Warhamer Fantasy  NOW 819 over an hour of animation and original music, requir-
» ing acute skills o observation,
COMPUTER GAMES: ROLE PLAYING | FREE GAME OFFER! B
Arena Delune NOW S47  Fimal Fantasy VIl Q403 §48 » Release Date: NOW PC CD $46
g:::l:::"l:: Ay :gx :g; {:‘I:‘:::m Gidns nsf,::: z:: Spend the specilied amount on any in stock soltware and | ‘MIGHT & MAGIC 'd'_l'l The Mal:iclale of Heaven, the
Ouceaicer NOW 31 Legey Kain B0 Omn NOW S40 choose a free IBM game from the corresponding Iist. Request newest M & M edition contains an imegral time
; must be made al lime of order. Offer good on In stock software clock with multiple plots and story lines. Unique “skill
Lik Pl U288 348 Realms of Huntng  NOW S35 gniy, whilg supplies last. Valld through March 26,1998. based’ character development and over 1000 miles ol
Diatito NOW $37  Rims Ark Shadw Riva NOW 529 Uirllal tatralhl
Diatio 2 07798 $49  Seplerra Core 0198 S48 |SPEND ;
Diatin Heliire NOW $78 Sh':‘.m of Deatn  0ama §43  |Bridge g?:mplan 3.5, Casino Gambler Kit 3.5, Disciples of 3D0/New Wnrl_d sRﬂle hg“!?g
DieBythe Sword 0398 S48 Star Tral now s |Steel CD, ESPH Sports Shorts CD Release Date: 4/88 PC CD 549
Dragon Lore 2 NOW 36 StarTrk FinalUnity  NOW 832 |epeun $100 ‘LANDS OF LORE II' You are Luther, cursed son of the
Eider Scrolls 2 NOW 839 Swords ol Heroes 1088 848 |middle Master LUu €D, Relurn of the Phantom 3.5, Talal Sorceress of Darkness, exploring treacherous lands in
Eidr Scrits Mrrowind 0298 354 Ultima 8 Pagan NOW $15  |Mayhem CD, Simon the Sorcerer 3.5 search of ancient magic, a super power that will release
Elric 0488 545  Ultima 9 Ascension D6@8 552 WLll;cnilﬁrnlljf \rllle hilr‘tl!fith.
EverQuest 0498 544 Uitima Ontine Wow 553 |SPEND 5200 Virgin (Roleplaying
PR Descent Undermitn NOW. $42  Wizardry B 0498 §48 g:;fg:::’a_‘ Paciic '_';ﬁ;—g' ;""‘“' in the Dark 3.5. Wolf €D, aeﬂzase Date; NOW PC CD $48
Fallaut NOW 545 Wimrdry Gold W85 NOW 519 = .
[Visa, MC and Discover accepted. Checks held 4 weaks. MONEY ORDERS UNDER $200 SAME AS CASH. COD 8. Price, availability, offer subject to change at any lime. Release schedules 9-'PIE| Wail l'g
and shiping times are approsimale, nol guaranteed, and subject 1o change at any time. Hardware ardérs may require additional shipping and handiing charges. Dolectives replaced with 208 10y i Das
same product. All sakes final. Call for details. Shipping and ||.1m1|||? charges calculated on a per rder, per shipment, and per item basis. The “per order” charge is charged once per ordle_n Per Order £.00 §2.00 m‘ﬁ
nlaced and the “per item” charge is charged once for each item crdered and the "per shipment™ charge is charged once for each shipmen? we make to you, Each United States order will | ey shipmem £3.00 700 00
(rchude a 12-month subseription starting with the Feb. 1998 issur (while supplies tast) of Compuler Games Sirategy Plus Magazine, for which $10.00 of the order cost will be allocated. | per item £1.00 £200 £2 00




Media On™

Multimedia Expert

o ATX Motherboard with 512K cache & USB
e 32 MB EDO SIMM

e 3 GB EIDE Hard Drive

e 53D w/4MB EDO RAM

« Yamaha Sound w/80 Watt Speakers

24X CDROM

1.44MB TEAC FLOPPY

104 Win95 Keyboard & Mouse

56K FAX Modem

Intel AN430TX Motherboard with 512K cache & USB
32 MB SDRAM DIMM
3 GB EIDE Hard Drive
3DFX with 6MB EDO RAM
Yamaha wavetable w/200 Watt Speakers
24X CDROM
56K FAX Modem
104 Win95 Keyboard & MS Mouse
Mid-ATX CASE with 235 Watt Power Supply
Mid-ATX CASE with 235 Watt Power Supply Microsoft windows 95 & McAfee VS Scan
Microsoft windows 95 & McAfee VirusScan Intel Pentium® Processor with MMX™ Technology
Intel Pentium® Processor with MMX™ Technology 200MHz $1299
166MHz $ 975 233MHz $1399
200MHz $1075
Nots, Intél Inside Logo and Pentium are regisiered trademarks and MMX Is a trademark of Intel Corporation. All other names are properties

of thelr respactive corporations, Price and specifications are subject 1o change withoul notice. Not responsible for typographic errors. Good
_ only while supplies last. Monitor Soid Separately, / ;

® ® © 9 o & & ® ° @




Media On™
l Expertll Pro

Intel AL430LX Motherboard with USB

32 MB SDRAM DIMM

3GB EIDE HD

3D AGP Video w/ 4MB RAM

Yamaha wavetable Sound w/200Walt Speakers

24X CDROM

56 FAX Modem

104 Win95 Keyboard & MS Mouse

Mid-ATX CASE with 235 Watt Power Supply

Microsoft windows 95 & McAfee VS Scan

Intel Pentium® Il Processor 233MHz
266MHz
300MHz

51699
$1799
$1999

visit us at: www.mediaon.com

Intel AL430LX Motherboard w/USB
64 MB SDRAM DIMM
4 GB Ultra DMA HD
3D AGP with 4MB RAM
Yamaha wavetable Sound w/200Watt Speakers
30X CDROM
56 FAX Modem
104 Win95 Keyboard & Mouse
MiD-ATX CASE with 235 Watt Power Supply
Microsoft windows 95 & McAfee Virus Scan
Intel Pentium® Il Processor
300MHZ $2339

= 2 years limited warranty / 2 years Labor

To order call: 888-U-GAME-IT (888-842-6348)

pentium*||

GO TO #102 @ www.computergaming.com/infolink



THE cuMPuTEH GAMING P"I.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
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 benefil from your feedback,

TOP ACTION GAMES TOP ADVENTURE GAMES

1 Quake Pack 2: Dissolution of Etacnity  id Software/Rogue ] Sierra :
/2 Quake Pack 1: Scourge of Armagon id Software/Ritual ~ 8.90 2 The Pandora Directive Access 8.17
g Jadl Hﬂ]gh! Dark Forces Il LucasAris 8,58 . 3 Rama Sierra 7.78
3D Realms 8.26 " 4 Twinsen's Ddyssey Activision 7.77
Eidos 8.23 5 Tha Hmﬂmau DreamWorks 7.70
id Software 8.02 Interplay 7.56
EA 7.94  Virgin 7.50
EA/Origin 7.72 Activision 7.43
EA 7.65 Broderbund 7.32
Activision 7.60 Sierra 7.29

' 1 You Don’t Know Jack Il Berkeley Syslems 1 Wing Gommander IV EA/Qrigin ]
.2 You Don't Know Jack Berkeley Systems 8.20 2 AH-B4 Longhow EA/Qrigin 8.09
. 3 You Don't Know Jack Movies Berkeley Systems 7.93 3 MechWarpior 2: Mercenaries Activision 8.00
| You Don‘t Know Jack Sports Berkeley Systems  7.74 04 “Fiight Simulator 88 Microsoft 7.92
Sierra 7.87 - 881 7.85
Sierra 6.81 faril _ EA 7.81
7 EF2000 : ~ Ocean 759
BUUS. Navy Fighters .~ EA 7.50
8 Advanced Tactical Fi i EA 7.39
: TIE Fighter =~ LucasArts 7.33

_ TOP STRATEGY GAMES

COMPANY.

Access B.65 " 1 Heraes Ii; Price of Loyalty - New Warld Compting 9.10
Sierra 8.24 2 WarCraft |l Expanslon Disk Blizzard 8.85
EA Sporls 8.08 | 3 Tatal Annihilatlon GI Interactive 8.80
MicroProse 7.97 4 : Blizzard B8.74
EA Sports 7.96 New World Computing 8.73
EA Sports 7.82 Virgin/Westwood 8.72
Accolade 7.78 _MicroProse 8.71
EA Sports 7.48 - Virain/Westwood 8.42
EA Sports 7.41 Virgin/Westwood 8.22
‘EA Spors 7.37 . MicroProse 8.19

TOP ROLE-PLAYING GAMES

1 Diablo Blizzard 8.66
2 Daggerfall Bethesda 7.36

TOP WARGAMES

1 Steel Panthers Il Campaign Disk SS! 3
2 Steel Panthers Campalgn Disk 5SSl 8.65

i 3 [Ihlms Onling Origin 7.24 3 Steel Panthers Il Ssl 8.36
4 New World Computing 7.10 - 4 Battlsground: Shilch TalonSoft 8.09
5 Battleground: Bull Run TalonSoft 8.02

Tigers on tna Prowl Il HPS 7.98

TalonSoft 7.97

TalonSoft 7.95

TalonSoit 7.72

TalonSoft 7.52

CcCewW MARCH 1998




GAME
Heroes II: Price of Loyalty

COMPANY
New World Computing

Duake Pack 2: Dissolution of Eternity id Software/Rogue

Quake Pack 1: Scourge of Armagon id Software/Ritual

1
2
3
4  WarCraft 1l Expansion Disk
§  Total Annihilation
¥ 8 Steel Panthers Il Campaign Disk
7  WarCraft Il
8 Herges II
9 Red Alert
10 Civifization Il
¥ 11 Diablo
# 12 Links1S
Steel Panthers Campalgn Disk
14 . Jedi Knight: Dark Forces I
P 15 You Don’t Know Jack II
16 Red Alert: Counterstrike
17  Steel Panthers Il
¥ 18 Wing Commander IV
19  Duke Nukem 3D
20 NASCAR Racing 2
{21 Tomb Raider
22 C&E: Covert Operations
#r 23 Gabriel Knight 2
24  You Don't Know Jack
25  Civilization II: Scenarios
26 The Pandora Directive
| 27 AH-B4 Longbow
Battieground: Shiloh
| 29 NHL 87
| 80 Battieground: Bull Run
5 Quake
| 82 MechWarrior 2: Mercenaries
| 88 Tigers on the Prowl Il
| 84 Pattloground: Antietam
~ Grand Prix 2

33 NBA Live 97
! 87 Battleground: Napoleon In Russia
38 TIIB ﬂlﬂd for Speed SE

Games on unnumbered lines are tied with game on line above. Y = Top game of type. Red =

e e e e e e e e ————CT——]

Blizzard

GT Interactive
Ssl

Blizzard

New World Computing
Virgin/Westwood
MicroProse
Blizzard

Access

Sl

lLucasArls
Berkeley Systems
Virgin/Westwood
SSI

EA/Origin

3D Realms
Sierra

Eidos
Virgin/Westwood
Sierra

Berkeley Systems
MicroProse
Access
EA/Qrigin
TalonSoit

EA Sports
TalonSoft

id Software
Activision

HPS

TalonSoft
MicroProse

EA Sports
TalonSoft

EA

Berkeley Systems
Miorosaft '

ss|
EA Sports
EA

~ Accolade,

Slerra

. Adtivision
Berkeley Systems
TalonSoft

EN{)ngm
Activision

TYPE SCORE
ST 9.10
AC 895
AC 8.0
ol =8:85
ST 8.80
We 8.75
ST 8.74
ST 8.73
ST 872
ST 8.7
RP  8.66
SP 885
WG 8.65
AC. 8.58
CP 853
ST §.42
WG 8.36
Sl 829
AC 826
SP. 8.24
AC 823
ST 822
AD  8.21
CP 820
ST 819
AD 817
Sl 809
WG 8.09
SP 808
WG 8.02
AC  8.02
SI 800
WG 7.98
WG 7.97
SP 797
SP. 7.96
WG 7.95
AC 794
P 7.93
st 792
S| 7.85
P 782
SRz Y
SPTI8
AD_ 7.78
AD 77T
P 7.74
We 7.72
AC  7.72
ST 772

§1
52
63
54
85

87
58
58
80

62
63
84
65
66
67
88

n
12
74
16

78
78

81

83
84

86
a7

839
80
a1

. B
.

88

a7
28

TOP 100 GAMES

GAME COMPANY TYPE SCORE
The Neverhood DreamWorks AD 770
Dungeon Keeper EA/Bullfrog ST 7.69
Moto Racer EA AC  7.65
Hexen Il Activision AC  7.60
Jagged Alliance: Deadly Games Sir-Tech ST 7.59
EF2000 Ocean S 759
Realms of the Haunting Interplay AD  7.56
X-COM: Apocalypse MicroProse 8T ' 7585
Battleground: Gettysburg TalonSoft WG 7.52
Circle of Blood Virgin AD 7.50
U.8. Navy Fighters EA sl 7.50
Tripleplay 97 EA Sports SP 7.48
Interstate ‘76 Activision AC  7.46
MDK Playmates/Shiny AC  7.44
Spycraft Activision AD 7.43
CivNet MicroProse ST 7.42
PGA Tour Pro EA Sports SP 7.4
Advanced Tactical Fighters EA Sl 7.39
Fantasy General S8l ST 7.39
Imperialism SSl ST 7.39
Lords of the Realm Il Sierra ST= 7.38
NBA Live 98 EA Sports SP 7.37
Power Chess Sierra GRENA3T
Daggerfall Bethesda RP- 7.36
FPS Foothall Pro '86 Sierra SPANT36
Age of Rifles Campaign Disk SSl WG 7.33
X-Wing vs. TIE Fighter LucasArts Slb 7433
Last Express Broderbund AD 7.32
Comanche 3 Novalogic S 7.3
Shatows of the Empire LucasArts AC 731
FP$ Football Pro '97 Sierra SP 7.30
Star Feet Academy Interplay Sl /.30
Leisure Suit Larry 7 Sierra AD  7.29
FiFA 87 EA Sports SP 7.27
Robert E. Lee: Civil War General Slerra WG 7.27
688(1) Hunter/Killer EA/Jane’s Sl 7.25
Pacific General §S| WG 7.24
Ultima Online Origin RP  7.24
Theme Hospital EA/Bullfrog ST 719
Lighthouse Sierra AD 7.18
Virtual Pool VR Sports SP 7.16
- Zork Nemesis Activision AD  7.18
Nuvalnulc F-22 Novalogic SI 7.15
Descent Il Interplay AC 7.14
- Magic the Gathering MicroProse ST 714
* ‘Wipsout XL Psygnasis AC 7.2
 Fiying Corps Empire Sl 7.1
 Anyil of Dawn New World Computing  RP. 710
~ The Need for Speed Il EA AC 710
Privateer: The Darkening Origin sl 7.10

New

Game, AD = Adventure, RP = Role-Playing, 8| = Simulation/Space Combat,
ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzle. Games are retired after two years and become eligible for the Hall of Fame.
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HALL OF FAME

WeLcome 10 THE GooPersTowN OF GOMPUTER GAMES. Here you'll find, raised upon pedestals, the
games that broke the records, eslallllshad the benchmarks, and held gamers in uellghled trances for hours untold.

ALONE IN THE DARK (1:Mation, 1992)
Lovecraflian horror goes 3D, wilh shifting camera angles
atlding lo the creepy almosphere. .

BATTLE GHESS (nterplaj1988)
The Franklin Mint of compuler chess names with violent and
{unny animation __d_lsgl_uslng a_soho chessengine.

BeYRAYAL AT KRONDOR (Dynamix,1983)
As rich and imaginative as Raymond Feist's world itself; ils
30 perspective was fresh.

CHESSMASTER (Software Toolworks, 1986) =
The Cadillac of castling, this chess masterpiece gels better
wilh each version.

Dunceon MasTER (FTL
Software, 1987)

Trend-setling graphics, digitized
stereo, and oreat hack-and-siash
from a decade ago.

DAY 0F THE TENTACLE
(LucasArls, 1993)

Offbeal sexquel to Maniac Mansion;
the Interactive equivalent of a clas:
sle Chuck Janes carloon:

Doom (id Software, 1993) Revolutionized
PG action games and nelwork gaming; surpassed in lech-
nology but not gameplay.

EnrL WeaveR BaseBaLL (EA,1986)
Revolutionary physics based baseball game mat pleased
hoth actionand statlstics fans.

EMPIRE (Interstel, 1978)
WWIlin space, this mainframe (rensplant brought eleganl
mechanics, depth, and unending replayabitty Lo the PC.

F-18 SteaLth FigHTER (MicroProse, 1988)
A “thinking man's® sim, with greal missions, in which Sneak-
ing-around is as fun as daghighting.

FaLcon 3.0 (Spectrum HoloByte; 1991)
Tough, delailed jel sim with ambitious Al araphics, and con:
nectivity to malch its realism.

FRoNT PAGe Sports FooTeALL PRo

(Dynamix, 1993) :

Physics based system, good Al, and unmatched career play
make this he ullimale in pauskm play.

lismsnuna. THE Tumamn Poiny

(581, 1986) i
First variable ordar of ballle changed tha lnok nl S| AR
American Civil War games on the PC.

GuNSHIP (MicroPrasE, 1989)

Greal characler continuily, R&R for
 atigued pilots, and'even sick leave; best

chopper fare unlil Jane's Lonceow,

HARPOON (360 Pacific, 1989)
In-depth moderm naval battles in real-
lime, based on Cold War fears.

KAMPF&RUPPE (SSI, 1985)

Armored warfara on WWIl's Eastern Fron!, offered enqagmg
battles on multiple platforms.

CGW

King's Quest V (Sierra On-Line, 1990)
Redefined the graphic adventure with non-lext-based parser
and VGA graphics.

LEMMINGS (Psygnosis, 1991)
The lovable cartoon Lilliputians were real-time hils on every
platform.

Links 386 Pro (Access Software, 1992)
Topped the leader board in graphics and realism for
ils era.

M-1 Tank Pratoon (MicroProse, 1989)
Realistic sim thal propeily focused on armored lorma-
lions rather than single vehicles; good mission designs.

Masten oF MAgIC (MicroProse, 1994)
The atmosphere and variety of Maic: Tie Garverme with the
sophistication of Crawzanas.

Master oF ORioN (MicroProse, 1993)
Remarkable diplomalic Al; deep and varied technology tree;
aliens required radically different playing st,rles

MecH BRIGADE (SSI, 1985)
Modern armored batlles with improved
Kampreruere system and more realism,

Mignr & Magic (New World
Computing, 1986)

First:person, maze-based RPG wilh huge
environment and tough lactical combal.

M.U.L.E. (EA, 1983)

A landmark mulliplayer stralegy game that had no
weapons of destruction, just cutthroal competition (hat
made economics fun.

Panzen GENERAL (SSI, 1994)

A truly fun wargame with an elegant interface,
great campaigns, strong Al, good graphics, and
impressive sound.

Reo Baron (Dynamix, 1990)
WWI air combal with greal graphics, incredible realism, and
a versalile replay lealure,

Sip Meier's CiviLization
(MicroProse, 1991)

CGW's #1-raled game of all lime;
indescribably addiclive world conquest/
exploration game.

Si0 MEEn's PIRATES (MicroProse, 1987)

Combines pirale adventure, action, RPG, and stralegy lo
make the most successiul hybrid of all lime.

Si0 Meier's RaiLroAp Tycoon
(MicroProse, 1990)
SimCity meels 1830 with robber barons for emphasis.

SIMECITY (Maxis, 1987)
Urbian planning with fascinaling consequences and chal-
lenges; the first great software loy.

STARFLIGHT (EA, 1986)

Depth, greal characters, and a good scifi storyline set early
standards for RPGS.

MARCH 1994

this is the definitive postapocalyptic.

:(Origin Systems, 1990)
i Aot spaceflight engine, unfolding story
: - palh, and great characters.

THE BARD'S TALE (EA, 1985)
Plonegred three:point animation, 30 color
mazes, and aulomapping:

THe SEGHEI oF MonkeyY IStano

- (LucasArts,

Comedy. advsmum that sel new standards in
wmmg quality and soclal sensitivity.

(THEIR I-'mssr HouR (LucasArts, 1989)

WWILsim with greal campaigns and crew member oplions

some current sims fack.

: TIE FigHTeR ébﬁtaéﬁrt& 1994)
¢ 'Most salisfying Sfar Wars space:combat game to date lets
i youlive on the dark side.

Ucrima HI (Origin Systems, 1983)

Coherency and surprising subliaty emphasized role-playing,

and sel he lone for later Utmas.

Urrima IV (Origin Systems, 1985)

High-concept RPG explored meaning of virtue and put the
¢ ROLE in role-playing.

¢ Uimma VT (Origin Systems, 1990)
i | This RPG as morality play paved way for Limiua OiLiie's

tealislic environs and objecls,
Urtima UNDERWORLD

(0rign Sysems, 1692

o it Irly 30 RPG, an stil tha most eomvincing: fis dun:

060N walls Were mm:-ty “painted” with texture mapped graphics.
¢ \WaR i Russta (S5, 1984)

i {More realistic than Easrean Fronr, il caplured (he essence ol
i e largest fand campalgn In history,

i WasTELAND
i (Interplay, 1986)

Derived from Mike Stackpola's
Mercenaries, Spies, and Privale Eyes,

APG.
Wing Gommanper |

Wing Commanoen 1l
(Origin Systems, 1991) =~
Daiker slory, grilies feel, sound card advances, and tougher
Al made this a sequel of sequels.

i Wing Commanpes [l
H g}ﬂgm Syslems, 1994)
‘Surprisingly satisfying FMV space opera didn't fose the

essence of the space-combat game.

© WiZARDRY (Sir-Tech Software, 1981)
: Defined the compuler REG will maze-based viewpoint and
a!mospheric spell names.,

Wotrenstein 3-D (Id Software, 1992)
Smooth serolling action blastiest cleverly updated the arigl:
nal, and put:shareware hack.on the map.

: X-COM (MicroProse, 1994)

Premier lactical squad-level engine combined with alien tech

i | research and pop culture for a Sok i game nearly as addic

live as Civ.

Z0oRK (Infocom, 1981)
The progenitor of adventure games on the PC; ils humor
and challenging puzzles seem limeless.
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MARTIN CIRULIS

Whats the Deal

with. .. Netgaming,

Hantasies?

he dust is just beginning to seltle
on Uta Onune, and regardless
of whal else can be said about
QOrigin—a company that lived the
good life off of two years of press
releases and then handed an
unfinished land over lo the rabid
Cyber-cast of The Lord of the
Flies without even a “Beware, evildoers, the Avatar
is watching"—I think some very imporiant lessons
can be learned from the experience, about the
clash between the average consumer's expecta:
lions of Netgaming, and about the harsh realities
of actually trying to play a game over the nully
hadgepodge of misanthropic technology known
as lhe Nel.

After walching the Ut affair unfold while the
rest of the Netgaming industry teeters on the brink
of bankruptey, | have come Lo realize that the prob-
lem lies in the nature of the beast, as well as in
the greedy hearts and overly optimistic minds of
game providers.

The whole thing is akin to Ford showing a con-
cept “car of tomorrow" in the "50s and all of us
expecting to fly to work the next year. It just ain'l
happening. We've all been sold such a bill of
goods about how cool and capable the Internet is
that we expect it to work as smoothly as it does
on TV. The ugly ruth is that for the most part, the
Net as it is today is just not capable of supporling
the kind of smooth gaming experience the aver-
age consumer is looking for, and expecling.

If you thought fooling around with your config
files was tedious in the pre Win-95 days, just wait
until you have to fulz around for hours lrying lo
figure out why your ultracool, new Net-capable
game keeps crashing your system every lime you

enler the gamer's chat area, Now, part of this is,
without a doubt, due to some really bad multi-
player code being pul out by game companies,
as “Net capability" is slill a big, last-minute gim-
mick thrown info games by nervous execs. But
the rest of the problem is just the simple fact that
regardless of whal Bill Gales says, the Internet is
still a rough place for software, and most of us
are asking our proctologist to help us find our

b << Most of us
are asking our
proctologist to
help us find
our ISP. 77

ISP. Hell, it's only been a couple of years since
modems have been able to speak the same pro-
locol, the 56KB slandard exisls only on paper
right now, and yet we're complaining thal we
can'l play graphically intense games wilh our
buddies from Tibet withoul a patch or lwo.

Anybody thinking seriously of spending server
dollars on gaming should keep in mind lwo
things: 1) That any Nelgame (or Nelgame service)
more complex than Ballleship should be consid-
ered, as should the Internet itself, a work in
progress; and 2) You can'l always get whal you
want, but sometimes you get whal you need. In
other words, be prepared to suffer through con-
stant patches, and be open-minded enough to
give a simpler game a chance, despite the fact
you came for the glamour.

There are plenty of non-3D blastfest
Netgames out there thal are aclually designed
for the way the Net is now instead of how we
would like il to be. Activision’s NeTS1orm may
not offer the alternative lifestyle thrill of an EIf
discussing the price of leather shoes with an
Orc, but on the other hand, it works—and it
brings out what the Net is good at—connectivi-
ty and continuity. It's a better use of your dollars
to play a good game that works, than to sit
around and gripe because your flight sim looks
like a slide show.

The bollom line is (hal, despile whal any PR
guy or overenthusiastic designer might tell you,
Netgames are not a Plug-and-Play item yel, nor
will they be until the basic technology slabilizes
and we are all connected to fast, flat-rate
servers through our fiber-oplic cable modems.
You may have your 50-something modem and
your free game server, but it's not doing you
much good if your ISP is charging you by the
minute to roule your dala through a 200-baud
cheese grater in Pakistan. Sitling there scream-
ing at your fellow strategy gamers to hurry up
because your meler is running, or swearing at
designers because you've discovered that
“action game" lranslales lo "lag fest" is just not
going to do much good.

Do your reading, figure oul what your Net
connections are actually capable of, and then
decide if you want to pay somebody to partici-
pale in whal is slill a grand experiment. Once
you come al MNetgames with your eyes wide
open, then you can let the coolness thal really
exists averwhelm you, instead of moving from
one disappointing experience to another, simply
because all you've known is the hype. &
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