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“The world may never be the same after Unreal is released.” boot a revolutionary easy-to-use lev

YOUR REALITY ALTERED

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

GT Interactive Soltware Microsoli and Windows® are registered rademarks of Microsolt Corporation. MMX™ and i
Digtal Eaveres.— the MMX Logo™ are ol Intel C ion. AN other are the property of their respective companies. wowwunreal.com  www.glinteraclive.com

; BT Interactive
“? I Wt 1997 ok Megasames nc. A s Reserved. Greted by Esic Megagames, . Pusneand it by =
wana CD-ROM




editor optimized for MMX and leading 3D occelerators an endless multiplayer universe of user-created, hot-linked levely  §

downloading is believing
register for shareware now

unreal.gtgames.com



ortals ¥2 welcome to the Bermuda Triangle of the Galaxy ¥ “The best looking game of all time.” Next Generation .
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= Unpue ALEN SPeECES
Whether you command the

L nomadic Terrans, mysterious "
Protoss, or voracious Zerg, UneguaLen
you must devise totally unique I - CameamGN EMTOR .
stralegies to master the Construct individual

specialized units, abilities :::T:N‘EE :hNTEHr l.'..;_:mP 9N missions or entire '
- allenge the world with FREE campaigns with unrivaled
and technologies ef each. , ; -
o access to Blizzard Battle.net.” Up to options and ease.

8 player Internet support including .
) . worldwide player rankings, ®
WU ELIZZARDCOM ‘ " tournaments and challenge ladders. ~ i .
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¢ REVOLUTIONARYESPECIAL EFFECTS
Real-time light sourcing, true line of sight and
= an advanced translucency engine combine for

. unparalleled visual and tactical realism.

JruLTIPLE THEATERS OoF EATTLE
Engage in a,deadly mix of space combat,
planetary assault and covert base infiltration. . °
Command Ghost Espionage Agents, Protosss -

High Templars, and Zerg I]elllers asyou seak

axy. * : “Freo access to Battla.net requires access to the Intemel. Playgr is lwpomm lw all ipﬁlwb!o Imemol lm.
to conquer the gal . ¢ 2 StarCralt and Battla.net aro rademarks'and Blizzard is Inc.

. 1997 Blizzard
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“‘PC games are what 1 live jor:

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. 1t's wild. And I like wild. Intergraph'’s

Intense 3D Voodoo add-in graphics card
withits TW=QUF conmector lets me live it! 1 just love this graphics card!
And it supports the Iurgesl' Iib"ll'y 0" 'I'i'l'les available for any 3D A\
accelerator. Its ﬂl‘tﬂde-qualifv 3D gl‘ﬂphits are 5000 painfully I
good andvith 3Dfx” Voodoo Rush technology yougerte
world's best combination of 2D Cllld 3D grﬂphi(s. That's good, because % |
in addition to 3D games, | can FUI regulur PC tlpp“tul‘ions.

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 16 O
= £

experiences I 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!”

'.E!"-“.'--...:-- b i
Includes full-versions of TUROK™: Dinosaur Hunter, |NTEmi§ \i I |

ST Moto Racer™ and Jane's” Longbow FX
Intense 3D Voodoo delivers 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  1-8



TAKE THE GALAXY BY FORCE!.

Conquer the galaxy throdgh military action, diplomacy .or _covert operations.
With Star Wars Rebellion, those are just a few of the ways to implement strategy

and tactics on a grand scale — with control of the Star Wars galaxy as the prlze S

" Command the Rebel Aihance or the Galactic Emplre Engage in spe

i mode or two player mode over a network, the Internet or
_%fzrce with you? Discover for yourself.
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The #1 Computer Game Magazine

kay, so we all agree that
3D is cool. But why is it

| sometimes such a pain in
| the neck for gamers to deal with?

i What's up with all the different standards—and which one will win out?

| And are 2D games dead now? To get the answers to this and more, CGW.
| talked to a number of leading-edge developers and hardware producers, as

| well as 3D-card makers. Fret no more. The truth is in here.

How to Buy a 3D Card

ou know you need a 3D card, but how do you
. know which is the right one for you? It’s not just a mat-
| ter of finding the best bargain—you need to know which cards
| support the games you like to play. Contributing Technology
| Editor Loyd Case cuts through the hype and bluster and walks
| you through the process of buying a 3D card—in plain English.
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“can immerse you.

— Computer Games Strategy Plus

world as effectively as Quake Il does.”

WWW. 1dsuﬂware cum

““No other game

EVALUATION

1 flang umplaglons

What you do in one level could affect another. One false move
and you could alert security, flood a passageway, or warse.

2 Suparfur artificial
: Intalllgnnca

The enemy is far from stupid. They will evade attacks, maneuver
into'sirategic altack locations, and hunt your ass down.

3 | Intense environments

Man gun turrets. Blow up subways. Smash glass. Toss grenades
with perfect control. Duck to evade hits. Give them Hell.
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©1997 SegaSoft Networks, Inc. Al rights reserved. Flesh Feast,

; " HEAT.NET is the ultimate competitive arena on tho Internet, :

aur faverite

Play 1 (l\ Frequent player paints g
- el P yieiia Personal et roums. < INCLUDES 3 FREE MONTHS OF /" %
R T Nl e, ﬁr? bk uw'::.:';:’..a,mm”’ HEAT.NET PREMIUM MEMBERSHIP{‘.
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www.heat.net
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~ Take a Ride.

Power. Software. Visuals. Quality. Wicked Fast.

GO TO #120 @ www.computergaming.com/infolink
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ON THE CG-ROM

Strate
Snectggula

Savvy Strategists Should Check Out
This Month's CG-ROM

his month's CG-ROM offers seven
Tstrategy games to test your mettle.
Those looking for a new (and more
complicated) take on the genre should
check out Seven Kingooms, while the
more traditional RTS players can hone
their skills with Warsreens and EXTREME
Tacrics. For turn-based gamers, we have
FinaL LiBeration and East Front. Action
fans can shoot their way through ALiEns
Onvine or Grano THerT Auto. Finally, if
you missed them the first time, we've .
rereleased the Crose Comsar 2 and Myt

demos—complete with scenarios and
g FINAL LIBERATION Take on the Ork Boyz of
films—to complement the strategy Warnanmer 40,000 fame in this demo. "

guides featured in this issue.

April CG-ROM Titles Al G

TITLES platform directory executahle e = T

Alr Warrior Il Wes AW3DEMO aw3demo.exe 1 e e - i

Aliens Online Wo5 ALIENS install.exe et ko

Close Combat ABTF was CCABTF msabtf.exe
East Front Wa5 EAST setup.exe
Extreme Tactics Was ETDEMO etdemo.exe
Fighter Ace Wa5 FADEMO fasetup.exe
Final Liberation Was FLDEMD fldemo.exe
Grand Theft Auto (24-hit) | DOS/WO5 GTA24 gta.bhat
Grand Theft Auto (3Dfx) | DOSIWa5 GTA3DFX gta.hat ' —
Incubation was INCDEMO/SETUP setup.exe GRAND THEFT AUTO Jack cars and kill cops for the
Myth W85 MYTH mythcgw.exe Mafia. This one has mature content, so keep the kid-
Total Entertainment Network Was TEN setup.exe dies away from it.

PGL Was PGLDEMO paldemo.dem B R L L L e s
Seven Kingdoms a5 7KDEMO Tkdemo.exe =t I e RO O
Warbreeds | W85 WARBREED/SETUP s setup.exe .

Close Comhat ABTF Scenarios EDGE/CC2

FIA-18 Korea Mission EDGE/F18MISS

Myth Strategies & Tactics | MYTHSCEN

Patches PATCHES

How to Use the CG-ROM
he CD is Autoplay-enabled and should begin upon loading it into the CD-ROM drive,
Dtherwise, select Run from the Program Manager in Windows 3.x, or Start Menu in
Windows 95, and type D:\RUN-ME to run it straight from the CD.

How to Get the CG-ROM

Tn subscribe to the CG-ROM version, call (303) 665-8930. If you already receive the
magazine without the €D, you must wait until your current subscription expires hefore
receiving the CD version. Please address subscription complaints to cgw@neodata.com.
Neodata is a magazine fulfillment house that is not owned or operated by Ziff-Davis.

SEVEN KINGDOMS Take the time to leamn this complex
strategy game and you'll be rewarded with excellent
gameplay.

APRIL 1328
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ALLY OR ENEMY?
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EXCLUSIVELY ON HEAT NET

3uy 105 at retail and play it exclusively on the HEAT.NET a=ig -
nternet Game Network. Earn frequent player points ("degrees”) ;

hat you can use to buy:,'rfrnimd edn:nn digital weapans,

out www.heat.net.

T GO 5 ocememas

. !

ASTAKE YOUR CLAIM
IN THE'WORLD'S FIRST

ﬁ:l LLION PLAYER GAME.

Good morning neighbor: Welcome
to your new home — an energy-rich
planetoid that has' just entered

. our solar system. With its arrival

comes your opportunity to claim
an unspoiled plot of land. You own it.
You mine it. You defend it. And if you
do not heed the warnings that follow,
you may be forced to surrender it.

#A WORLD THAT NEVER/SLEEPS.

108 is a persistent realm existing
24 hours a day at HEAT.NET. A
world where combat and conquest

“never end. Where building alliances

and an impervious defense are
your only hope of queling the
opposition. The action never stops.
Even after you log off, the energy
you've mined, the weapons you've
acquired, and the land you've
worked so hard to develop remain in
the game. Call it home. Call it Hell.
Just don't call'it a night.

INTRODUCING REAL -WORLD COMMERCE

WITH TRANSACTOR™,

Build upon your start-up arsenal with the
P revolutionary Transactor™ technology. Win
new possessions surrendered in the heat of.battle.

Trade items with ather players. Or simply purchase the
articles you need - just like in the real world. Limited-
edition digital weapons, equipment and power-ups are
now yours to buy, sell, trade or lose. The stakes are .
high. But also, just like life, so are the rewards.

rman Pk

* CoMING IN MAY 1998

'I‘OI‘!'OI.IR LOCAL COMPUTER SOFTWARE RETAILER.
i

Own.
MINE.
DEEND.
ATTACK.
PILLAGE.
REPEAT.
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CANTEET
UNSURPASSED CUSTOMIZA

OF WAR MACHINES.
Only your brain will save your ass.

WILL IT HAPPEN TO YOU?

SUPERIOR ARTIFICIAL
TNTELLIGENCE.
It's probably smarter than you.

www.extremetactics.com

ZOOM IN,
THEN ZOOM OUT. GO TO #175 @ www.computergaming.com/infolink

(When 1t's too painful to watch.) © 1837 Modia Statlon, Inc. All Rights Reserved, Extroma Tactics Is a trademark of Mulin Station, Inc. Modia Statian is o registered tendemark of Medin Station, Inc.



Play! What

Is It Good For?

Why We Shouldn't Be
Ashamed of Playing Games

ecently, |
made several
television and
radio appear-
ances with
regard to our
Holiday Hot
100 shopping
guide. As
always when
dealing with journalists outside the
gaming arena, | was struck by two
misperceptions about gaming.
First, that gaming is primarily for
kids. Second, that it's a silly waste
of time. Whenever possible, | lry lo
dispel such notions. With regard to
the first misperception, the demo-
graphics in the survey | shared with
you in the January issue certainly
assert thal computer games are
not primarily for kids.

As for ihe second point, | point
out the positive aspects of play.
Play is more than the adrenaline
rush we so often refer toin a
game's “fun” factor, but without
that fun factor, we wouldn't keep
coming back lo a game. Play is
more than the rules for procedure,
scoring, and viclory thal comprise
a game, but as Paul Newman's
Bulch Cassidy so eloquently put it,
punctualing his assertion with a
kick to an opponent's groin, “Ya’
gotta have rules!"

So, just in case you get the
same patronizing looks | get when
you mention playing computer
games—or in case you need
spousal or parental approval for

spending so much lime at “silly"
games—here’s an attempt {o eluci-
date why people play games. You
might want to make copies and
pass it on to any peer or authorily
figure who's afraid thal you're loo
caught up in game worlds and not
enough in this world.

Why do people play? Al first
glance, it's simple. People play for
exhilaration, accomplishment, and
escape. They play lo get away from

> €€ 1 suggest
- that human
play is even
more useful

. than play

| among

' animals.”?

life. They play to experience more
from life. Yet, is that all there is to
the appeal of play? Animals partici-
pate in play in order o sharpen
their survival skills, develop innale
talents, and establish informal
pecking orders. Is human play any
less useful?

| suggest that human play is
even more useful than play among
animals. Play among animals can
develop stealth, reflexes, and pat-
tern recognition. Play among
humans can do that, as well as

—

B g . e e

provide catharsis, establish pres-
lige within a limited circle, and cre-
ate overarching structures of ideas
and approaches (sometimes called
paradigms) that can be applied to
problem-solving in multiple real-life
situations.

In my April 1994 editorial
("Toward A Gamer's Liberation
Movement"), | quoted a passage
from a Humanities professor at the
University of Minnesala (Ralph Ross,
Symbols & Civilization), who con-
lended that art “offers syntheses of
lypes of experience...yielding possi-
ble frameworks in which we can
organize the fragmentary bils and
pieces of our ordinary lives so that
they are relaled and significant.” |
still believe that gaming is an art
form that accomplishes Ihis.

Gaming is strucltured play that
allows the gamer to assume the
perspective of a member of anoth-
er class or race, a personage from
histary, a command persona,
another sex, another profession, or
another belief system. Il allows us
to earn prestige by accomplish-
menl and, whenever @ game is
resel, allows us to compete on a
level playing field. By letting us
accomplish feals and solve prob-
lems that we might never face in
real life, gaming gives us a vicari-
ous sense of worlh and a bit of

APRIL 1398

emotional catharsis—a chance
to feel good, perhaps reborn.
Nearly every game enables us to
improve our organizational and
planning skills.

In addition, every style of game
has its particular forte. Role-playing
and adventure allow us to examine
other lifestyles. Strategy allows us
to expend and amass resources
(whether they be troops, food,
gold, magic points, or reputation).
Action games allow us to hone
reflexes, recognize patterns, and
memorize inlricate moves.
Simulations allow us to parlicipate
vicariously in and appreciate situa-
tions that are too restricled, dan-
gerous, or expensive for most peo-
ple to experience in real life.

Yet, all of these game slyles and
ditfering perspectives work together
to challenge and leach us. Games
are “What if?" scenarios that broad-
en our perspectives significantly as
they entertain. Imagine an enirepre-
neur who started a business with-
oul “playing” with business plans
on a spreadsheet. That's not some-
one I'd want to invest in. Imagine a
general who didn't "play” possible
scenarios before conceiving a bat-
tle plan. That's not someone I'd
want giving me orders. Play is a
vital part of real life. That's not
something I'd want to give up. %

cewW



"LEGACY OF TIME IS A PREMIER DELICACY SERVED TO
v - (ADVENTURE GAMERS ON A GLISTENING SILVER PLATTER..."
Fadbifi i CoMPUTER GAMES STRATEGY PLUS

fher §
./ ",LONE OF THE BEST ADVENTURE GAMES OF THE YEAR."

L-- COMPUTER GAMING WORLD
i< )
HE BIGGEST ADVENTURE GAME OF THE YEAR.”

slly\: GAMECENTER

f i I R oo oo 0 e \ Sy o it , i~ s
11 H':fl....flﬁy - il ¥ i ' g ?&J
WINNER OF SIXNEWMEDT g
INVISTON AWARDS, | CEa
! incLubIne GoLp AWARD FOR/THE | ;| g
BEST ADVENTURE/ROLE PLAYING TITLE, | ° ' W

FOR MORE INFORMATION,

CALL 1-800-474-0485,
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';,31.. /f INEW, INTUITIVE INTERFACE ALLOWS YOU TO SEAMLESSLY NAVIGATE THROUGH ANCIENT
Aoiig *WORLDS FROM A FIRST-PERSON PERSPECTIVE.

be 508 To 5AVE THE FUTURE,
~ You MusT ENTER THE PARST.

THOUSANDS OF YEARS AGO THE GREAT CIVILIZATIONS OF SHANGRI-LA, EL DoRADO,
AND ATLANTIS VANISHED. BEHIND THEIR MYSTERIOUS DISAPPEARANCE LIES A
LEGEND OF POWER AND DESTRUCTION THAT WILL ULTIMATELY DETERMINE THE
FUTURE OF HUMANITY. AS GAGE BLACKWOOD, AGENT 5 OF THE TEMPORAL SECURITY
AGENCY, YOU WILL TRAVEL THROUGH TIME, ASSUME MULTIPLE IDENTITIES, AND

WEAVE YOUR WAY THROUGH AN INTRICATE WEB OF PUZZLES. HIDDEN IN THESE
LOST WORLDS LIES THE KEY TO SURVIVAL.

THE JOURNEYMAN PROJECT® 3

LEGACY @F TIMEL

GO TO #198 @ www.computergaming.com/infolink

NOW SHIPPING
% www.legacyoftime.com
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Death of the Dream
[ agree wholeheartedly with Johnny Wilson’s editorial “Death
of the Dream” (CGW 163, February '98), but | think you're

wrong as to the cause. Its not the pursuit of short-term profits

that is the cause of the poor quality in the industry. The root

causc is that the majority of managers in the biz are just as

incompetent in the gaming field as in any other industry.

Ijust finished reading Johnny Wilson’s edito-
mal (“Death of the Drean™), and | had just one
thing to sav: Amen! As the OA manager for
GTE Interactive, T was constantly fighting
with management over the release date of
TivErArse. Sales and markeling had sct a
release date without so much as a*What do
you think?” to me. When | confronted them |
was told that it had to be in the stores before
Christmas, so [ would have to make do.

My testers and [ putina lot of overtime on
bug hunts, but either the fixes didn’t happen
fast enough or one fix caused three more prob-
lems. The upper management upgraded
TiverArst: from alpha o beta to gold master
over my prolest.

. Atthe end of the six-month testing period,
we slill dlid not have a stable game. 1 again
asked that we delay the release date, only to be
told that if there were still bugs, “We can always
send out |1;l!f..‘ht:.~i later”

Alot of good people put ina lot of hard
work on TisErarst:. Unfortunately a few
short-sighted excentives were more concerned
with the bottom line than the long-term
survival of our company or pulting oul a quali-
ty product. As you said, il you take the lime lo
do il right you will have a winner, but when
you rush your game oul the door in the quest
for the Fast buck, people will not returm lo buy
your next picee of trash,

I just want you to know from someone whos
been there that you hit the nail on the head.

Michael Ward
via the Internet

=

Mike Kelleghan

via the Internet

3D BETAMAX CARDS

Recent CGWissues heralded anew bateh of
31 cards promising better peformance with their
VEIPIOLES THW l" IIIPH_'{.‘-. \\‘Ilh tl e I)[L’.\L’“I (i‘ e
by the 3DIx Voodoo chipset in the 3D-aceclerated
PC game market, | fail to see the logie of introdue-
ing new 3D cards with non-3DMx chips. [ have a
Rendition V1000 card and am fed up tat Fhave
no aceess to such notable games as NBA Livi: 98,
Licrnenits Assaurs and HExes 1 Tt doesnt mean
crap il the new Rendition V2200 or RIVA 128 can
dlo this or that, if it is not supported by PC gane
mmakers! Thave nothing against 3D, [ust have to
kick mysell for buying the “wrong” 3D card.

PC game makers who support only one chipset

should realize that they are losing potential

HEAVY GEAR CORRECTION

I our March review of Hewy Gear
(COW #64). Greg Fortune wrote, “The
decision not to include a mission editor
or randon-mission seneralor is 4 serions
Dblew to the replay vahue of this product.”
In fact, the game does inclide a random-
mission generator in the form of its
dvnamic campaign. Greg intended to
refer to the lack of a MERCENARIES=style
instant-action mode, rather than a ran-
dom-mission generator. Too  much
pounding aromnd in the heads of gint
robots evidently fangled a bit of Greg's
brain. We're fitting him witlh a special
helmet before returning him lo the cock=

pit for his next mechanized shootout.
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Real-time Battle Strategy
Winning requires a combination of precise
control of formations ancl ruthless tactics as you
struggle-for high ground over 30 lerrain. A 3D
camera lets you view the action from any angle.

salism
vers hideithe
and magic
ndl, sending
railing gpore.

Rain and snow quenc '_
undrmd, .wlxile mi

Addictive Multiplayer Carnage
Free” Internet games via bungie.net let you battle
1oy the lop of worldwide . mk:n!". Luupuate
play solo-or-in teams: Epic 16-player bloodbaths

of Territories, Capture The Flag, and others!

rain and breathlakmg landscapes, where rivers
reflect the haggard faces of soldiers and hide the
rotten corpses of the undead. A world you can expe-
rience from any point of view. Welcome to Myth: The Fallen

n
Lords, a world where terrifying myths have become reality. v
s And an Engagmg Storyl

Check out the game that earned Computer Games Strategy Plus’ “Game Plotand characters comesalive through
of The Year” and CGW's “Strategy Game of the Year” at narration and animated clips. Banle betrayal and
TR treachery in your own rapks as The Fallen Lords
WWW.bungl_e-com or call 800 295-0060 to get yours now! threaten 1o overrunhé last strongholds of your

RO - o . kil ravaged and despairing world.
Available for Win and Mac™ OS
ccess o bungie.net is FREE. Playor f responsibla fo opplicable lntemal léghL TD #255 @ wvjv.- EE)—m-nulwqanunq mm.flnrnllnk BUT\'IE ?E ﬂﬂﬂﬂiﬂ) nek



INTRODUCING THE FIRST GAME YOU CAN PLAY WITH THIS JOYSTIC
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BETTER GRAB YOUR LIGHTSABER. JEDI KNIGHT™:
DARK FORCES® [I CONFRONTS YOU WITH THE

JOYS OF JEDI KNIGHTHOOD. INTER-GALACTIC

3SASSINS ABOUND OMN SINGLE AND MULTI-PLAYER 3-D » ,f P k\ :I
VELS, EACH WITH THE SINGULAR INTENT OF PUTTING | /&% ?

-
DUR SKULL ON A STICK.AND THERE'S NO JOY IN THAT. =~ 5

e [IARK FORGES 11~

Star Wars, Dars F and the Lucas ate registered trademark

i Knight Is a trademark of Lucastilm Lid., used under authorizalion WWW.lucasarts.com
GO TO #122 aming.com/info



LETTERS

customers. |, for one, recently dumped the
iden of getling the three above-mentioned
games, becanse | discovered they do not
support the Rendition chip. Intergraph and
Creative Labs (which previously used the
Rendition VI000) have since abandoned
Rendition in favor of the new 3Dfx Voodoo
chip for their latest 31 cards. Which begs
the question, “Am I stuck with a Betamax
now that VHS is king?

Ashley Tan

Singapore

‘Technical Editor Dave Salvator
responels: The ongoing 3D stanclards
belehing contest has created a tremen-
dous amount of confusion in the narket,
‘The roots of the problem have been part
technical and part religious.

3Dfx enjoys a superior position right
now, due in parl o its excellent perfor-
mance, but more so because of its propri-
elary Glide APY a development tool that
allows programmers to make their games
“talk” directly to 3DK's hardware. Because
Clide is specific to 3DIs hardware, devel-
opers know that it's going to work, and
they know what level of performance they
can expect al nn-time. This combination
makes 3D and Glide very appealing to
developers.

With Microsoft's Direct3D AP, which
is anon-chip=specific APl developers
don 't necessarily know what level of per-
formance to expect, and not all of
Direct31)’s features have worked correct-
by in the past. I the world of 3D accelera-
tors, there are Ferraris and then there are
Yugos, and all of thein can accelerate or,
in some cases, decelerate, Direct3D, To
further complicate matters, Direct31 is a
Microsoft product, which inspires acri-
mony among some developers.

Are you now the proud owner of a
Betamax? Depends on what kind of
games you want fo play. It’s true that 3Dfx
Das anmassed an impressive library of game
titles that will run only on its hardware.
But take heart. There are still a good num-
ber of titles, both shipping and forthcom-
ing, that will use Direct3D and will run on
your Rendition chip.

To help cut through some of the confu-
sion, we've now added an entry called “3D
Support”to aur system requirements
information for every game reviewed,
Well fet you know which 3D standards
the game supports: Direct3D, OpenCL,
3Dk, PowerVR. or Rendition.

Also, check out this month's feature
concerning all things 3D, in which we
further clarify which games will ruon
which platform.

SCORPIA STUNG

Lam puzzled why Scorpia is allowed to
be such an iconoclast, Not revealing her
iddentity is kind of cute, but allowing her to
wrile reviews thal are not rated is growing
tiresome. Without a rating and a succinet
comment box in the comer, | feel that the
games she reviews, whether good or bad,
are gelting a raw deal. As a result, | really
don’t pay much attention to what she has
lo say anymore,

Robert Burg

via the Intermet

We agree. Scorpia resisted game rat-
ings because she believes it st fair to
developers or readers, and makes it tempt-
ing to skip the review: The result, ironical-
Iy, was exactly what she was trying to
avoid. Without a rating. her reviews were
relegated to the back of the magazine,
which was a disservice to the games, and it
decreased her readership.

Beginning this month, Scorpia’s

reviews will be Irue reviews with ratings.

FIRING LINE

APRIL 1993

ZIFF-DAVIS INC




IM 1925,

A HACKER
HEARLY
DESTROSED
THE WORELD
WITH A
TES-28.

Ll |
:JI'E‘_.:_' 3

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




IMAGINE
THE HAVOC

J0U

CAN WREAK

TODAS

TS%&EJ_. _ﬁ

WWW.wargamesmgnm.

EC’

com

-8

£

L

’

E

|
3

T T B T, e T 18 AT AT e =m0 o AT e e PR

IT's BEEN TWENTY YEARS
SINCE THE WOPR NEARLY IGNITED THE
CoLp WAR, AND NOUW, IT'S THREATENING
LIFE AS WE KNOW IT. THE WOPR HAS
FOUND A WAY TO END WAR: EXTERMINATE
HUMANITY. THE COMPUTER'S MECHANICAL
FORCES ARE DESTROYING EVERYTHING IN
THEIR PATH. WHAT BEGAN AS A GAME IS
NOW A BLOODY BATTLE FOR SURUIUAL.
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 HOU.

“... a deep and beautiful real-time strategy .

game. The polygonal landscapes and units

look even better than ‘Total Annihilation’...
—ULTRA GAMEPLAYERS

REUVOLUTIONARY GRAPHICS ENGINE
BRINGS BATTLES TO LIFE

iotspots Like |

" Fight in real global
Saudi Aresbie, Siberis end Hew York ',
City. Experience real-time 3-D weather|

including snow, rain and sandstorms. |

strltegic-nlly use resl 3-
terrain to hide troops an
Launch surprise attacks.



I BLOW AWAY YOUR ENEMY WITH

TURN FRIENDS INTO EMEMIES
ON MPLAYER, LAN AND MODEM

[Over 100 different 3-D Land, |
sea and air units for the
most strategic assaults.

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

| Rotate the entire battlefield |
for unlimited camerns angles

to Let you choose the most |
strategic view of the combat.

Position nnci' move troops 1
with pinpoint accuracy. |

WAGE WAR AGAINST THE
ULTIMATE INTELLIGENT ENEMY

| Using advanced Al the |
- _| enemy learns as you
| progress in the game.

| sabotage your enemy's headquarters and |
{ eripple his attacks. Use your hackers
to gather money and intelligence.

WARGAMES GAME £ 1097, MGM Inferzstiva. nd: WarGamas™ ang £ LR Fhaayarine. [isreibured mp Ententainmant, inc. 2500 Sroagway, Sanix Monica) GAS0404 All Rignis Reservad:

GO T0 #3183 @ www.computerdaming. com/infolink



|LLLISTRATION BY SAM SISCO

Tomb Raider 2050

Lara Croft: The Once Bombshell, Now Bomb, Returns

I's been a long time since we've seen Lara Croft
playing on our hard drives. Once the darling of
the compuler gaming world, Lara somehow lost
her sense of proportion a lew decades ago.
Aiter a 40-year absence from ihe digital dun-
geons, she's trying to make a comeback with
her self-funded Tome Raner 2050. CGIY caught
up with England'’s polygonally encumbered ex-cover-cutie
to find out what she'd been up to for all those years.
CGW: So, you're trying to make a comeback.
(Yawn.) How does it feel to be back afier all
these years?
CROFT: It feels great. (Exhaling a volcanic plume of
smoke.) I'm finally getting back to my roots. | took greal
pleasure in dellowering all those computer gaming geeks
0 many years ago. Unfortunately, when the next big thing
came along, they deserted me—! was thrown in the closel
wilh the baseball bats and Star Wars cards. Yean, 1 saw all
those fickle gamers going gaga over every little tramp that
bounced onto their screens, but | wasn't worried; | knew
they'd come back. Well, get ready 'cause mommy’s
coming home again!
CGW: Aren't you a little old to make a
comeback?
CROFT: Bugger off, you cheeky wanker! Maybe I'm not as
spry as | used o be, but | still ooze more sex-appeal from
my arse than these new little sluts...
CGIW: Now, let’s he civil.
CROFT: Alright, I'll be honest with you. | saw the DeATHTRAP
Dunaeon XX disc, starring that little tramp Red Lotus, and |
decided, "Hey, if she can do it, so can | Red Lotus ain't got
nothin’ on me!

CGW: Rumor has it you walked in and saw her in
a splash screen with your hushand, Mr. Nukem.
CROFT: Bollocks! | dumped that bum a long time

before he ran to Lolus. Shame really, he was such a
cutie-pie—lovely arse and gorgeous pecs, but

nothing going on upstairs.

CGW: Which brings up an interesting
guestion. Don’t you ever feel like you
were exploited by the big gaming

companies? You have to admit you haven’t
been cast in a Tome Rainer since Eidos started
modeling gravity.

CROFT: Yeah, | get that a lol. Bul it's never been just about
big boobs and tight shorts. In case you haven't naticed,
I'm not exaclly easy. I've gol the moves Lhal

gamers die for

CGW: 1 see. And what moves
can you do now that anyone
would possibly want to see?
CROFT: Lots of new moves, ya

pisser. Hit a special key combo

and | quickly chug my drink and

bash the bad boyz with the bot-

{le. With ihe new fransparency

and fog effects, | can blow

enough smoke from my fag lo p
confuse an army. Let that Lotus slut
try that, And wait till you see my super
thigh slam. It'll crack your head like an
egg! (Cough, wheeze,)

CGW: Well, there we are, a once
great game character reducei to
a shadow of her former

grealness. How the mighty have failen!

CROFT: Listen, wanker. One more comment about my

breasts and I'l show you some of those moves right now:

Just as soon as | remember the combo. Who changed

this blasted interface, amyway? Prima donna designers
can't leave anything alone!

)

‘i

f :
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Flesh For Fanta

An Interview With the PGL's Hottest New Poster Boy

Gamer's League, no one has made a bigaer splash
than instant celebrity Thisrry Nuyen, known lo the
gaming public as “Flesh.” Flesh's Quexe skills are
already the subject of legend, and his success in the
PGL has already won him numerous prizes, endorse-
ments—and even a fan club (the “Fleshetles”). But thal's
not all. Over the past few months, Flesh has been roman-
fically linked to at least three of the Spice Girls (prompt-
ing internal squabbling within the group, according to
numerous tabloids), and is rumored lo be lining up a
cameo appearance for James Cameron's upcoming
Titanic 2: Afien Intervention. CGW managed to calch up
with Flesh for this exclusive one-on-one interview.
CGW: Did you ever imagine this could happen as a result
of heing a gamer?
FLESH: Of course. My parents always lold me thal gaming was a wasle
of time, and that | should study and stuff, but | knew better. What am |
going lo do with an education? Gel some low-paying job like being an
edilor al a gaming magazine? Please. | have ambition.
CGW: How did you get to be so good at Quake?
FLESH: Basically by doing nothing else for a year. | wore an IV, so |
never had to stop for meals, and | kept a bucket under my chair, for
obvious reasons. Mot showering or changing for a year kinda sucked.
CGW: Are you surprised hy all the fame and media atten-
tion you're gamering now?
FLESH: Mah. People are alfracted to success. They can smellit. And
right now, they can smell me.

I n the hotly contested world of the Professional

¥ Flesh and his Fleshettes

CGW: Has your life really changed a lot since joining

the PGL?

FLESH: Well, it was like | was telling Scary the other day, | don't think
il's—or was it Baby? No, wail—it was Posh. I'm sorry, whal was your
question again?

CGW: Well, what we really want to know is how you've
managed to be so popular with the ladies.

FLESH: Hey, I'm like, an alhlete, you know? Women vatch me wark the
mouse and keyboard, and you know, they're all, “check him oul.” Baby
lold me the other day—no, walt, it was Scary this time—thal watching
quys playing Quaxe was like the grealest aphrodisiac ever

CGW: Congratulations, Flesh. You must be feeling pretty
good these days.

FLESH: Yeah, dude. Hey, before you go—you went to college, right?
Wha's aphrodisiac mean?

Player Stats

Source: Deep Throat

" Core gamars: 97%

\iera wit thelr computar?
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usé the Quaxe Il enging!
Gone wilt be the focus on
the-series’ more arcane and.
obtuse elements, such-as .-
Tesource management and
aconomic modeling, which
Sid now admits were."bor-
ing." Instead, players of
CiviLzanion 3D will advance
through time by collecting
various power-ups scatlered
throughout the game-world.
“With the Quakc il engine.”.
said Sid, “we're finally able
to take this series where I've
always wanted it fo go—
first-person action combat:

M Riotous 3D has refeased
its-first graphies card, the -
Cornucopia-3D. CGW con-
tributing Technical Editor
Loyd Case says of the card,
“The Cornucopia's.rhomboid
form factor and sapphire
metasiasized enfilade coat:
ings have enabled it to
achieve a 23 percent higher
WinDump score, -all whilg
simultaneously teleporting
Kathy Lee Gifford to Albania.”

MrAfter the success of a -
number of premalurely
released products; Sierra
has released Acts Over
Lavia in-uncompiled source
code form. Many garers
have been enraged that the
sim has no execulable files.
Says Sierra's Mark Eting-
weasel, "In fact, the disc is
packed with interesting
C++ source code and
nearly fully-drawn .BMP
graphics files. It only takes a
little imagination’to put you
in the skies over Lalvia:
Aces Over Lanvia 99 (due
next year) witl include such
revolutionary features as exe-
cutable program code,
enermy Al, and a flight model.
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The Latest News From the Computer Gaming World
Edited by Charlotte Panther (CPanther@zd.com)

Unreal Takes Form

GT Interactive’s Quake-Killer Shoots H/gh

hey said it would look good, and it GT Interactive and Epic

does. They said it would rival Megagames are slicking to their
Quare Il, and it just might, The early 1998 shipdate, so expect
folks down at GT Inleraclive are this game in the coming

finally making UnaeaL a reality. months. They couldn't be more
When | saw the game in alpha specific than thal. A demo/share-

form, it looked as good as Quaxe ware version should hit hard-

II, and boasted some fealures thal  drives before (hal. Keep an eye
could portend an even more out for this upcoming Unngat
sophisticated experience. experience.—fahsin Shamma

As the story goes, your character is aboard a prison
ship that has crash landed on a planet inhabited by
the Nali, a peaceful people oppressed by the warlike
Skaarj. The good quy (or girl) that you are, you decide
to help the Nali beat back the Skaarj's evil.

There's quite a bit about UnreaL that impressed me.
For one, the interaction between you and the game's
inhabitants involves more than just violence. In your
quest fo help the Nali free themselves, you'll need to
holster your gun and follow {he game’s many Mali
guides to hidden secret areas.

The Al in UnreaL looks good, and so it should, con-
sidering that Reaper Bot creator, Stephen Polge, is creat:
ing it. The Skaarj, for instance, leap out of the way of
incoming weapons fire, And, typically, an early-level
hulking brule may be powerful, but don'l expect him lo
exhibit the kind of thinking thal some of the bosses do.

In dealhmalch, there will be one great surprise for
gamers: (ne ability lo play dead. You can feign death al
a keystroke, and when your unknowing opponent runs
past your prone body, you can leap up and pump their
back full of lead,

However, the best part of Unaeas is its mind-altering
graphics. The code for generaling such effects as
lightning, lava, and water is affectionately known as
the “fire engine” to the guys al Epic Megagames. The

fire engine's fractal texturing results in liquid and ener- BIG, UGLY, AND SMART
ay effects that give the world a presence of its own. It's The Al in UnreaL
the engine's litlle visual details that can haunt you should take the genre to

while playing UnreaL: the silhouette of a creature as il a new level, thanks to
steps in front of a light source, the smoke released by Reaper Bot creator

a weapon as il fires, the glow of a weapon as it Stephen Polge.
charges up.

(= APRIL 1998



Who Do You Want to Shoot Teday?

Microsoft Unveils Part of Its 1998 Lineup

quarters, CGW got a sneak-peek at some of lhe new

titles that Microsoft planned lo unveil at its second
Gamestock event, Some of the software remains top-secret (we
can tell you that Ase oF Empires 2 is under development with all
kinds of user-suggested features included, but if we violate our
non-disclosure agreement to give you more details, we'll be
forced to bundle Internet Explorer with the magazine for the next
year). Here are some of the highlights we can talk aboul.

Microsoft should release its first combat flight-sim, currently

code-named Spitfire, before the end of this year. This isn't the jet
simulation that former members of the Su-27 Fuanker leam have
been rumored to be working on. Rather, it's a World War Il combat
game based on the FuicHr Smucaios engine. Most intriguing is that,
as in Fuctt SmuLaton 98, the aircraft and terrain formats will be
available to third-parly developers and end-users who want to creale
their own aircraft. Along with that extensibility, though, the game
will also be bringing the baggage of the very old FuahT SmuLator
engine, and we'll have to see if the team can gel the frame rate
high enough for smooth play.

D uring a late-January lrip lo Microsofl's Redmond head-

On lhe hardvare front,

Microsofl showed a new device
code-named Tilt. Although it looks like
4 larger version of the
Sidewinder Game Pad,
il can also be used

in @ unique man-
ner—lilling the enlire
controller sends joystick-
like inputs to your PC. It's a nalural for motorcycle and

driving games, and we found it worked great in

MecHWarrioR; MercenARES as well.

The racing game that we hinted at last month is MonsTer TRuCK
Maoness 2. This lime, the emphasis is on even better graphics and
pure racing fun. It's not a sim, although there will be realistic
weather effects and progressive damage. There are now more
trucks, tracks, and races, and sven a World Wrestling Federation
tie-in: Five trucks will be named after famous wrestlers, and Hulk
Hogan will make a video cameo. Look for it sometime in summer
1998.—Denny Atkin and Elliolt Chin

Core gamers:
16%

How many gamers currently

own 3D accelerator cards?

Source: The S{raleg_p' Group, 1997

How many gla;rnners lan to buy
3D accelerator cards in the
next six months?

GRAPHIC BY XPLANE
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PriIt may seem like anolher
Aprijifacl's joke, but this is
actually for real. Inter-
active Magic recently
announced that that it wil
release iF-22, version 5.0
this spring. If you're won-
dering-how you missed ver-
sions 2.0, 3.0, and 4.0,
don't worry, vou didn’t—
remember all the patches
Inleraclive Magic released?
They apparently account for
the interim versions! IF-22
v5.0 will include all of those
updates released since the
game shipped last summer,
Thankfully, -Magic does
promise some new game
features, including a new -
Persian Guif terrain‘set, a
new padlock view, and a vir-
lual cockpil view for easier
dogfighting, as well as
enhanced graphics and
improved Al.

P Dune 2, the 1992 strate-
ay game from Westwood
Studios that set off the
realtime frenzy, has been
reborn, The new and

L3

improved Dune 2000,
scheduled for release later
this spring, will include all
the fealures that made its
predecessor a hit.
Additions lo the game
will include multiplayer
Internet and LAN play, a
Commanp Anp ConoueR-style
interface to improve speed
and ease of gameplay, and
new hi-res graphics. The
game will also include new
video mission briefings
inspired by the sels and
coslumes from the movie.



fe believe in soaking up the
m' of opening day.

'no—h1tte1
| éé]ieve in the healing power
ell-executed squeeze play.

elieve in dancing to chin

believe in High Heat
3aseball;' a game that captures the
intensity, excitement and spitit of
the ‘game we love.

Introducing Team 366, the fdustry's one and only baseball studio.

We're the Team .366" studio,
a squad of passionate game
craftsmen and diehard baseball
fanatics who've dedicated the last
two years to creating a baseball
experience that will, quite simply,
redefine the genre,

Jaw-dropping graphics. Fast
game play. Matchless tactical Al
In short, everything gamers demand
and baseball fans scream for.

Experience High Heat
Baseball, the definitive baseball
experience from the industrys one

and only baseball studio.

Become a believer.

D 1998 The 3DO Company. All rights reserved, High Hear Baseball, 3D0, Team 366, and the Team 3066 logo are trademarks and /o
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Will the Real Civ Please Boot Up?

or years, il's all been so simple for computer
F gamers. Whenever someone talked about
CrviLizeman, you knew they were referring to Sid

Meier's magnum opus. When Meier left MicroProse
for Firaxis, however, things got a little muddled. In fact,
Meier told CGW last year that he had "“gotlen my
name back," meaning that MicroProse could only use
the Sio Meier’s Civiuizanion litle for games developed
while Meier was slill al MicroProse. Thus, there won't
be any Sio Meier's Civ Il

Further complicating the issue was a deal signed
lasl August by Aclivision

America," a thinly-veiled slap at MicroProse—which
has never publicly acknowledged any connection
between Meier's game and the Civilization board-
game. Did Activision really think that it could sell an
unrelated game as Civiization Il and the buying pub-
lic wouldn't know the difference?

Not lo be outdone, MicroProse confused the
issue further. Instead of keeping lo ils slory of the
past decade, MPS acquired Harland Trefoil Ltd.—the
European company that designed the Civilization
boardgame—saying thal this move “further

slrengthens one of the most recognized brand
names in the industry." What does all this mean? A
lot of posturing from suils and lawyers, and al least
for the foreseeable fulure, a lot of games out there
claiming to be the true Civiuzation. When you add
lhe obvious Civ-children, including Master oF Orion,
Master oF Magic, and Meier's upcoming ALpHa
Centaum, il looks to be a very interesting couple of
years for Civ fans. The accompanying Civ Scorecard
should help you sort facts from wishful thinking.
—Terry Coleman

with Avalon Hill for the Game Publisher/Developer Year  Civ Lore

“warldwide rights to = The Pasi—Gone but Not Forgotten

exclusively develop and L Sid Meler's Civilization  MicroProse/Meler 1991 CGW's i1 alltime game

publish future interac- Master of Orion MicroProse/Simtex 1993  Steve Barcia's masterpiece is still the quintessential Galactic game
tive titles based on n Sld Meler's Colonization  MicroProse/Brigos/Reynolds 1994 Beller idea than execution, needed more Sid

Avalon Hill's classic ﬂ Master of Magic MicroProselSimtex 1994 In some ways, this "Civ with Masic” is deeper than he original
Civilization slralegy Sid Meier's CivNet MicroProse/MicroProse 1995 Early simullaneous furn-based attempt for Civ |

boardgame.” For Avalon u The Present—Still Widely Available

Hill, the deal made L Advanced Civilization Avalon HilllAvalon Hill 1996 Mot quite as good as the boardgame

sense, since PC a Sid Meler's Civilization Il MicroProse/Reynolds & Meier 1996 Over 1.2 million sold, and still going strong

Aovancen Civiuizarion Civ Il Scenarlos MicroProselMicroProse 1996  Good mix of short and long scenarios, particularly Jihad

sold less than 20,000 a Master of Orlon Il MicroProse/Simiex 1997 One of the most “over the top” aame designs ever

copies. Bul Activision u Civ 1i: Fantastic Worlds  MicroProse/MicroProse 1997 This add-on even has a MOO Jr. scenario

slaled in a press The Future—Ways to Feed Your Civ Addiction

release that “CiviLizanion Ultimate Civ Il Multiplayer MicroProse/MicroProse 1998 Altempls to succeed where CivNET failed

computer games based > Sid Meier’s Alpha Cenlauri EAFiraxis 1998 The real “Civin Space” that we've expected for years

on the best-selling el Master of Magic Il MicroProse/Simtex 1998 They!ll jumpstart this afler AGenTS oF JusTice ships

board game have sold Civilization Il MicroProse/Simtex 1999 It might actually ship this millennium

nearly one million U Advanced Clullization Il Aclivision/Activision/AH 277 Lawsuils loom on the harizon

copies to date in North

HICROSHAFT WINBLOWS 93
Alter deflating Mvst, The X-files, and Slar =

Wers, Parraty Interactive fas set its saliric. ¢ )
sights on the 300-ton gorilla of he comput- §
er world, Microsoft. MicRosHAFT
Wiristows 98 gleefully skew-
ars Janet Reno’s favorite. @
monopoly, paying particu-
lar altention to the nerdy corpo-
rate jackal leading It. Highlights of
WingLows 98 include a “Bill-agotchi®
virtual pet that must be fed money and
a Seace nvaners-style blastiest called
Winblows Exploder. The bulk of the

program, though, is a made up of comedy bits, such as
parody TV shows and security cameras thal eavesdrop
on the corporate campus. Some bits fall flat, bul most of
the game is pretty amusing.—Robert Coffey

Palladium Interactive, (800) 910-2696
www.palladium.net
Win 95/Mac CD-ROM

_ SCUD: INDUSTRIAL

#) EVOLUTIOMN

'y Scun: INousTRAL Evorumon is yel
another entry into the top-down shooler

genre. As Scud, the robotic assassin, players musl

navigate the maze-[ike corridors of a futuristic

factory to rid its
infestation of
hideous creatures
and mutants.
Single-player
gameplay comes in two varieties: Solo Play,
which involves shooting anything that moves, and
Primary Targel, which requires you lo claim a hoslage
and escort it lo an exit. The graphics are adequale bul
not innovative. Action fans will find themselves on famil-
far ground.—Mallhew Schaeler

SegaSoft, (888) 734-2763

www.segasoft.com

Win 95/D0S CD-ROM

CoW
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from the company that brought you the award winning LORDS of the BEALM I1

“...drink deeply from a most
mesmerizing hybrid that looks

PEIRE” 3 \ . :.
W Y ™ , g ks
5 ](, !,‘ ) = to be greater than the sum

P

=

of its parts.”
Johnnie Wilson, Editor
—Computer Gaming World

“Playing Lords of Magic will
be like creating your own
- fantasy novel... The combat
is more detailed than any in

‘this genre.”

| The Gamespot

“Lords of Magic should
capture the hearts and minds
of both RPG and strategy

“game aficionados.”

—Gamecenter, -

Of - Fantasy, Strategy, Combat
- come together in a magical
Iand of gnomes and dragons,
~ beasts and Barbarians, and

heroes who triumph over evil.

~ Unleash the Awesome
e Power of Magic!

P~

7

.www.;i"l:il-:rru.com , : % ST ERRA

e

7 [i] 1 1 I 7 .
107 Shonea O Lane, o, 00 codfor TN ehesnpiate trademarks of, o licensed w In]
st On-Ling, e, Balvo, WA SE007 A0) omplins nesesver pl‘essj o-ns
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CHeck Out Our New Gaming WEBSITE
DiamonD UNDERGROUND

http://www.diamondmm.com/underground

Monster

3DII

Now More Than

3 Times
Faster

Want a killer
experience?
Just check out
Diamond’s

new Monster 3D Il. It’s the fastest 3Dfx

Voodooz graphics weapon ever. Monster 3D Il
gives you more speed, more action, and more
gaming power! It even works with your existing
graphics card to deliver outstanding 3D depth

FasTEST Voopoo2 AcTioN!
Monster 3D Il features:

for the most realistic gaming images.
*Screaming performance
at over 60 frames

per second

*Advanced MEGAMonster” dual card
feature for over 100 fps at 1024 x 768 gaming

*Glide (Voodoo, Voodooz), Direct3D,
and OpenGL acceleration

=Superior resolution support at
800 x 600 with Z-buffer
8MB Z-BUFFERING: THE MONSTER ADVANTAGE
8MB of memory allows Monster 3D Il to
perform Z-buffering, so you can play games
like Quake II; Hexen II7; Jedi Knight’, Turok™ and
more in 800 x 600 with incredible depth perception.

LimiTED TIME OFFER FOR MoNSTER 3D OWNERS
Get a $50 Upgrade Rebate
when you buy Monster 3D I,

See retail box or diamond website for details of the mail-in-offer.

MONSTROUS GAMING BUNDLE

Monster 3D Il comes with a collection of today’s hottest
3D games, including the Limited Edition Star Wars
Game Pack from Lucas Arts — a Diamond exclusive!

sSpecial Edition Star Wars™Game Pack
from LucasArts™ which includes:
-Shadows of the Empire? Battle of Hoth™
-X-wing” vs, Tie Fighter The Academy”
—Jedi Knight™: Dark Forces'lI-Pathways
to the Force™

sHeavy Gear"” by Activision™-Full Version

*TombRaider I1™ by Eidos Interactive™
Special Edition

LY
*Plus 3D Game Demos:
Final Fantar:;fl' = DIAMOND

Daikatana;’ Joint
Strike Fighter™ and
Flight Unlimited™

M U LTI M ED ] A

Accelerate your world.

Enter the Monster 3D ||
Sweepstakes by visiting our website at

http://www.diamondmm.com/monstersDz
GO TO #2180 @ www.computergaming.com/infolink
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AX. 2 Taking it to the Max

¥ Activision is ready to
release ils Dask Reign
expansion pack: Rise oF
THE SHADOWHAND. The
planned release dale is
March, and by the sound
of it, this pack will make
gamers sil up and take
notice. SuanowsAnn will
hoast several technical
and gameplay enhance:
ments. For starlers; there
will be over a dozen new
solo missions and several
multiplayer scenarios.
There will be new units,
including a unit that can
deform he lerrain, and an
animal trainer unit that can
tame the new “critters”
that will be added to the
game. Internel games will
also he improved to allow
up to eight players. More
enhancements include Al
Lweaks, new buildings, and
added features to the con:
struction kit.

»rWith more and more
people shopping over the
Internet, it's hardly surpris-
ing that software outlels are
popping up all over the
Weh. But if you're looking
for a particular title and you
want to find the best deal
out there, Bottom Dollar
{(www.bottomdollar.
com) can do the wark for
you. Just enter the name of
the product you're looking
for and the search engine
provides you with links lo
sites where the product is
available, and lets you

know who's selling it at the
lowest price.

AX 2
Interplay’s
return to the
sirategy
genre, is
filled with new tactical chal-
lenges for players to hurdle.
The story continues where
M.AX. left off; the humans in
this world are pelilioning lo
join the Concord, a galactic

united nations that gives MAX

technology to those who join.
MAX technology consists of
transplanting the brain of the
species into vehicles, thus
allowing faster and more pre-
cise control.

The sequel builds off of
M.AX. (Mechanized Assaull
and Exploralion) by offering
realtime gameplay in addition
to the original turn-based and
simullaneous turns systems.
The thing that gives M.AX. 2
an edge over other games is
its terrain modeling. The land-
scapes during gameplay are

as good as can be portrayed in 2D, almost on par with Torau
Annsianion. The use of parallax scrolling, which moves

objects and terrain at
higher elevalions at a
different speed than
those at lower eleva-
tions, is the game’s
most compelling terrain
feature. Units on high
ground appear closer in
the top down view. For
those extremely precise
moments, M.A.X. 2 also
incarporates a three-
quarters isometric view
that gets you closer to
the battlefield. Yet, in
this age of tactical tech-
nicality, the folks at
Interplay haven't left out
waypoints, line-of-sight,
non-scripted Al, and
advanced order options
such as Guard Unils
and Seek and Destroy,
Although M.AX. was
not as well received by
players as it was by edi-
fors, M.AX. 2 looks as if
it might deliver enough

exciting gameplay to hook fans, as well as crilics, this time
around. Look for il'in late March.— Tahsin Shamma

TWISTED METAL 2

It you've been itching to get your hands
on the popular PlayStation release Twisten
Metac 2, it's now available for the PC.
Hardware acceleration has been added to
Lhe PC version, but sadly, Ihe graphics
don't look any better. Otherwise, the game
is exactly the same on the PC as it is on
the console. Unforlunalely, keyboard play

proves difficult al best: Sometimes the key-
board won'l accepl more than two key
inputs at the same time—a necessity when
you need to turn, fire, and accelerate. Save
your maney.—Tahsin Shamma

Sony Interactive, (800) 438-7794

www.sonyinteractive.com

PC CD-ROM

VIRTUA SQUAD 2
Originally dubbed Virrua Cop 2 in

the arcades and on the Sega Saturn ‘

console, VirTuw Scuan 2 is a polygonal
shooler. Although the game offers plenty of
John Woo-type action, the entire experience
is over all too soon (there are only three

main stages). Gamers raised on Duxe and
Quaxe may scoff at the inability to go wher-
ever they want, whenever they want (VS2 fea-
tures noninteractive game advancement),
but the cinemalic. corny B-movie antics that
permeale Lhis game have yel to be replicated
in a first:person shooter —Kelly Rickards

Sega Entertainment,

(888) SEGASALES

www.sega.com
Win 95 CD-ROM

cowW APRIL 1538



Rekindle Your Youth.

ARy

Real Combat. Plastic Men.

www.armymen.com

Army Men is a trademark of The 300 Gompany. & 1997 The 3DO Company. All rights reserved.

COTO #112 @ www compiiterdaming com /infolink



COMPLETE |

REAL-TIME 57" Rigy B hsi st/ 4
"?.'.-;I»a' 7 ".
COMBAT © 7~ .

sq,'X; phs: \ 4

* OfFTIONAL PauseE To GIvE ORDERS
* COMPLETE SceENARIO EDITOR

* MULTIPLAYER CarPABILITY (LaNn, MODEM,
INTERNET) WITH ALLIANCE BUILDING

£ BSIMULTANEOUSLY VIEW MULTIFLE AREAS
OF THE MaP WiITH THE SPY Cam
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‘Incident at Europa Sound Source . 8/98
01398

Xmas 98,

S _Asheron's Call ubnelvigosol__— 0298
= i : 0398

L Battle of Britain 1941 Talonsoft 0398

['Balllewagons SS!_ @ .8/98.

_ 0298

['Blackstone Chronicles SS| 1108

 Creatures Il Mindscape 11198

| Deaillock 11'Accolade” . 0198

Deep Six qum Q198

€ By THe SworD will bring (e : _ AR T ﬂmﬂmmlnlemﬁv 5198
Dmethud person action of e g s e o
games such as Toms P S T v 4 68
RAIDER Up close and very personal.  [REANNS ol ¥ - B IS 588,

Exlrema Warfars Had Urh 0198
The game casts players as one of FFalgon 0 VcioPioss 5108

two sword-slinging heroes hacking : gl Fiohter Duel 2 gcpm 0198
and slashing their way through cramped, winding diminutive kobolds leap hlgh over your best back- 851 ‘8198

illed wi ike, While  handed slashes, and ogres exploil their superior _Flying Nightmares 2 Eidos : Q198
c;ungeons filled wzlhlorcs. ggres. and the like. Whie  ha dhe? sla ds | [gl : Aps ':h e perio R T BRIy AR il b
there are some puzzles and jumping sequences, reach to pound you into jelly. As with Activision’s Galactlc Mirage Vigh 7158
the focus here is squarely on combat. NigHvaRe Creatures, DBTS allows you lo lop off ‘Game, Net'& MalohiBlggByte ™= 7 5i98

Power-ups and potions are scattered the limbs and heads of your adversaries, and will :Grﬂﬂﬂ Prix lﬂ_uﬂﬂﬂﬁ Pam'ru Tl Oégg
throughout the tunnels, but there's just one . 6ven keep frack of your dismemberings in the - s P 02'-93'

weapon for players—the sword—and you'd
better learn to use il. Instead of simply ask-

3 P

4 (ame's one-on-one arena combat mode. SRR SR
; —Robert Coffey 18 Interactive Maqlc 598

ing players to aim and mash a “fire” key, L . m’g‘ﬂ%mﬁf‘ e bye s
DBTS really _ ' . E A [ King's Quest: Mask of Etemity Siera 0198
Iries to place i b R =~ mfglﬁam;r 11l MicroProse/FASA g;gg
, . B Y S ey Empie .
that sword in - o . Might & Magic VI New World/300 0198
your hand, offering ' - P | NHL Power Play 98 Virgin - 9198
multiple, complex control choices for key- o ; h 1 War TalsnSun_ T
board, joystick, and gamepad for a total A g i ; “glgg
of five different options. A move editor ., S oA ; TGN
allows you to create and save complicaled =t _ e 0298
custom attacks. vmmay mv..f‘mewﬁﬂ. Realms. Xmas 88
- < - i Q
Al of the polygonal, ful-30 monsters have : WO JEh s chimsialy (i ik

individual attacks, adding to the challenge. ] G ™ Reach for the Stars Il MicrosolUSSG 1999
Skeletons dance and somersaull through the air, St i f | Redguard Bethesda™ : _ﬂ;rgg
Xmas 98
R 1018
GCOMAN r - developer Coconuls claims that it will allow monsters ' 4198

A team of international humans ‘ 5 1o react differently according to how you play the é Snreamer 3;‘;?::3 i _ 3; gg |
is being readied to guide a group of game.—Allen Greenberg o ; Iyison : 0398
three-imensional Japanese animated-robots in 47-tek, (415) 561-0700 i ‘Aliha Cenlatirl Firaxis/EA 77 " 698
GoMan, The enemy is a group of 3D alien crealures www.47-tek.com . it 0198
bent on destroying vital locations around the globe. Win 95 CD-ROM ol . R e S gg gg

Players controlling one of five different robaol-
types must use strategy combined with firepow-
er in a ballle against 18 huge monsters and
Innumerable monster spores. Keyboard control
i5 particularly non-intuitive, the level-design
could use some work, and there are numerous
clipping problems with enemies walking
through buildings. While monster Al appeared
no more impressive than in olher aclion lilles,

10198
02898
0398
0198
5/98 |
ma IX Orign Xmas 98
"..Ulll'm"ala_ Civ I MicraProse 5/98°
VR Baseball ‘99 Interplay. L0168
VR Powertioat Raclng Inferplay.” 0198
Warhammer 40K: Chaos Gate S:I 6/98
PWiZardry VTSI ech 0298
X-Files Adventure Game Fox Interactive (0298
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I |

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

j —

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,

4 THE MANDATE OF HEAVEN

WWW.3DO.COM 800-251-9563

GO TO #096 @ www.computergaming.com/infalink
and Might and Magic aie and'or registened i ks of The 3DO Company, © 1897 The 300G Company. All nights resonvoed.
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Sanitarium:
Insane in the Brain

ollowing in the tradition of many
F movie and TV show plols, Sauarium
casts you as the amnesia-stricken

victim of a car acci-
dent. You wake up in
a hospital and find
yourself with a ban-
daged face thal could
be straight out of
Darkman. IU's the kind
of hospital where no
one bats
an eyelid
al lhe sight
ofaguy B
bashing
his head
upon the
wall in
constant
rhylhm.
And when
you start lalking to children with decaying
faces and two moulhs, that’s the cue lo slart
worrying about your sanity.

Sainaiun is the latest adventure game
from DreamForge (CrronomASTER), In which
you find yourself searching for the most

fundamental characleristic of ane's life: your
identity. A deeply disturbing and surreal
mystery unravels as you travel to odd loca-
tions digging
up memories
of your pasl
and trying lo
discover why
you're here.
The alpha |
played only let
me go as far
a3 & deranged
= town full of grotesque chil
i dren (Jeannetle, Ihe aclual
£A) lown where DreamForge is
{Q based), but the company
says that when the game is
l finished, your journey will
lake you lo an Azlec lemple
and perhaps even to Hell
and back,

Saumrin plays much like a standard
adventure game, with icons for look, talk, and
usefpick-up. The game conlains a sublle
sense of humor to counter its dark, disturb-
ing atmosphere. Adventure gamers should
keep an eye out for this one.— Thierry Nguyen

PLAYING LATELY

5, l]llakﬂ (id'S ‘%()ﬂware] R o

|6, Fallout (nferplay)

R

IUSE} il

GT imeram ).

20TH CENTURY
TRIVIA CHALLENGE
American pop culture was obsessed

=

master of ceremonies ("Scones and jam al the ready!”)
makas the snide commentary of Jack's hosts seem
downright inviting, and the faux Movictone:style clips

wilh England even before the advent of the Bealles, so
an Anglo-centric trivia game makes sense—on the sur-
face, Sir-Tech should have noted, however, that even
Berkekey Systems declined to release ils “Union Jagk”
on these shores—and Trwia Cracenge 1s anything but

recall Ihe horrid multimedia of PC TrviaL Pusuir.

Unfunny, uninspired, and trivial in every sense of the

word. Righty-ho, indeed! — Teny Coleman
Sir-Tech, (315) 393-6633
www.sir-tech.com

With apologies to
the hard-working
design team, this
game completely
missed its mark. < ; A
The graphics look two years old, the sound is inconsis-
lent, the monster animation is stilted, and the perfor-

mance is slow, What is good about UnpermousTan?

You Don' Win 95 CD-ROM There’s more monsler interaction than I'd anticipaled.
Know Jack. This could have been at least a decent game if Interplay
The con- DESCENT TO r =\ hadreleased it on lime—a year and a hall ago—bul
slant palter UNDERMOUNTAIN ‘ =\ today, it's not worth your time or money.—Efliatt Chin
of lhe The search for a good Dungeons and Interplay, (714) 553-6655
annoying Dragons role-playing game continues, because www.interplay.com
pseudo-Brit Interplay’s Descenr 10 Unoersounimam is cerdainly nol il. PC CD-ROM

(=) APRIL 1998
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M Command System:
An innovative menu
| system integrates

| troop and resource

management for full
control from within

) your anti-grav vehicle.

Scrap/Pilot Meters:
Both are a resource.
Gather Scrap for your
unit-building Factories;
build Barracks to add
to your supply of pilots.

Solar Array:

The Solar Array pro-
vides power to your
Factories, Gun Towers
and other energy-
intensive units.

Pick Mg Up
GeT Repalk |
GeT FeLoRD

B Hunr

Y sPACE] HTTFJ.!“["F‘ NS T s

Acatsal Gun Tower:

This devastating,
long-range defensive
unit is powered

by the vulnerable
Solar Array.

Screenshot.

N .
SCRAF
=0/30

Pu_-:-'r

3-D Radar:
A topographical
3-D radar displays
your base location,
unit placement,
field of vision and
enemy position.

Grizzly Tank:
Configure a Grizzly,
the key American
tank, right on the
battlefield.

Scavenger:

Send your Scavenger
to collect valuable
Scrap. Gather from
scrapfields or
destroyed units on
the battlefield.

Weaponry:

Spend resources
to reconfigure your
vehicle's weaponry
on-the-fly in the
midst of battle.



Nav Beacon Camera:
Set up way-point
navigation beacons
along the battlezone to
stage attacks or for
surveillance purposes.

: I s Vicars war:
e FomT 1
In 1980, Battlezone took the computer universe by storm as the first
3-D game ever. In 1998, Battlezone re-invades with a revolutionary

new genre — the first true real-time action-strategy war experience.

You are the high-level Commander making decisions from your own
war-ravaged tank. Lead your U.S. troops on a mission to gain control of a
superior alien technology in the true “space race” against the Soviets...
or cross enemy lines to the Soviet side. It's all under your command.

Full-Scale 3-D Action

Pilot one of 20 antigravity war
machines, and wield 25 devastat-
ing weapons — including mortars,
mines, and the Thumper Device
which triggers on-the-fly earth-
guakes on the morphable 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 right on the battlefield. Wage
war on seven distinct moons or
planets — featuring full D3D
graphics support!

oL Arro 162

E Mirsue
@ TAG Cannon
B HMTS Mine

H Multiplayer:
Wage multiplayer
battles in full Strategy
mode over LAN,
modem or Internet, or
up to eight-player battles
in Deathmatch mode. Take Strategy to the Front Lines.

www.activision.com
GO TO #230 @ vavw.computergaming.com/infolink
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Your Best Source fnr the Hottest Games in Development

Just IVian, Muscle,

Papyrus Brings Back the Ghost of Grand Prix Past

by Johnny L. Wilson

he year was 1967. Salurday after-
noon meant auto racing from all
over the world with ABC's Wide
World of Sports. In the United
Stales, Parnelli Jones and A. J.
Foyt dueled for dominance at Indy.
In the greater world, the world of
Formula | racing, men like Jim
Clark, Jochen Rindt, Jackie
Stewart, and Dan Gurney dueled
on the twisting, grueling road courses of
Europe, Central America, South Africa, and the
U.S. The cars had no downforce design. Drivers
who hung it oul by sliding through curves al
Spa, Rouen, and Nurburgring had no aerody-
namic assistance lo hold cars to the road. Sels
of tires sometimes lasted through three races.
No one would think of such a thing today. It was

IN THE COCKPIT Grano Prix Legenns puts you in the open-cockpit era of

life-and-death racing.

open-cockpit racing with Dealh as your copilol.
[t was man, muscle, and machine dueling for
supremacy.

Now, Papyrus invites Baby Boomers and
youngsters alike to relive the days before engi-
neering was king—when racing had about it the
ultimate Darwinian luster of survival of the
fittest. Granp Prix LegenDs (GPL) is unlike any
racing game you've ever encountered, and may
well take the pole position with betier graphics,
more accurate physics, and more satisfying
gameplay than any racing game fo date.

SEMBLANCE OF THINGS PAST

GPL simulates realities that have never before
been simulated. Every tire has its own physics
model. This affects not only the car's handling,
but even the way such simple graphics as
smoke may look. The
graphics for smoke are

GRAND PRIX LEGENDS

dependent upon lire heal, lire pressure, tire
position, speed, rotation, and road surface. In a
collision, it is even possible (o gel the wheels
interlocked with those of other cars.

If your right rear tire, for instance, is resting
on a wall, you can drive right off that wall, but
you'll have to deal with the potential spinout
when the ofher tires are spinning al different
speeds. The tire models factor in all the things
you hit in the world—hedges, fences, barriers,
concrete walls, gravel, and so on. In fact, if you
drive off the road at Zandvoort in Soulh Africa,
you might discover something you've never
encountered in a racing sim before: sand traps.

This is salisfying enough in the Formula 2
and Formula 3 cars, in which you can often
throttle full down and use the steering to slide
through curves, and in the street cars that you
lake oul to learn lhe track. However, things get
very wild in the Grand Prix (Formula 1) cars. With




Target Release Date: Spring 1998
Developer: PapyruS'Sﬁffwér_é 1
~ Publisher: Cendant Software

LOTUS SHOWER Optional camera angles let you check out your latest spinout and the realistic trail of smoke as you struggle to keep your Lotus/Ford under control.

more than 400 horsepower, these monsters can
spin al any speed. Recovering from a spin by
bearing down on the throttle isn't nearly as easy
asitisin the other cars. For gamers like me, the
chance lo drive a Brabham, BRI, Eagle, or
Lotus from this era is a dream come lrue.

FAST TRACK

GPL also brings new standards in lrack
modeling to the genre. At the time of this pre-
view, lhe following classic tracks had been suc-
cessfully licensed for use within the game:
Kyalami, Mexico City, Monza, Mossport,
Rouen, Spa, Watkins Glen, and Zandvoort. It
was not clear whether Nurburgring (roughly 16
miles of wicked road course) would make it
into the game, but courses like Spa, Rouen,
and Zandvoort—very long tracks wilh lots of
altitude changes—are extremely delightful (or
masochistic, depending on your skill level) lo
drive. Even siraightforward courses like Monza
have degrees of detail, like seasonal foliage
and accurate sponsors, that add o the
experience.

Getting licenses for many of these tracks has
been a nightmare. Some of the configurations
no longer exist. Further, many of the European
towns and villages didn’l really want the courses
mapped out as accurately as Papyrus planned
to execule them, for fear that tourists would try
to match Grand Prix speeds on those old roads.
Fortunately, Papyrus’ diligence is beginning to
pay off. For example, the record lap at Spa in

1967 was 3:28:30. The fastest Spa lap done in
GPL lo date is 3:30:00.

WORLD-CLASS HOST

One interesting fact in the way Papyrus has
been developing the game is Lhat, even in the
single-player mode, the game engine treats the
player's machine as a server. In single-player
mode, the Al is handled as though it is another

human compeling on (he player's host machine.

This design decision has slowed develap-
ment. The problem is that the game is trying to
run a real-ime world, but it is now broken into
disparate parts—each separated by bits of time.
Each portion of the world has to make guesses
as (o where the other players are. So, such fac-
tors as collisions are problematical. If those
guesses don't look right,
it hurts the experience
and looks wrong.
Latency compounds
things. Fortunalely, the
leam seems lo be get:
ting a handle on these
problems.

The design decision
also affects the way the
driver Al is being devel-
oped. Al cars use lhe
same engine model as
the gamer, and they
actually shift gears.
Some will handle tracks

clean and fast, much like Jim Clark, but the
algorithms will factor in plenty of opportunities
for mistakes so that drivers won’{ have lap limes
within a tenth of a second per lap (as in current
Al drivers), and you'll have opportunities to
make moves. Further, the new Al module will
have lots of tunable parameters to be made per
driver. Some drivers will hang their car out by
heing more aggressive with regard to aversteer-
ing, some will be clean in driving, and some will
appear o lake questionable chances in certain
situations.

Al the time | played the game for preview, we
could play multiplayer over the Papyrus LAN,
Some of the collision parameters weren't quite
complele, so we could get caught in fences and
stuck in walls if we spun out of contral. In fact,

LOOK THROUGH MY EYES If an Al driver is competing, you can actually
view the race from his cockpit and see his arms and hands move as he
slruggles with the same shifting and steering problems you face.

APRIL 15998
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some of the crashes were spectacular, with
cars spinning and flying far beyond the lim-
its of reality. After one such crash, we
appended the nickname "Flying Irishman” to
yours truly, but the botlom line is that the
multiplayer version works very, very well,
Watching your opponents in your rearview
mirrors may cause you to hang the car out
too far and send you over hillsices and into
hedges, barriers, and fences, Your heart
pumps all the faster knowing that these cars
are challenging to handle and those other
quys are right on your tail.

VIVE LA DIFFERENCE!

Some of the differences
belween GPL and other racing
games involve design decisions,
while others are strictly related to
lhe era. Papyrus doesn'l believe in
onscreen course maps. They're
not realistic, and they are both distracting lo lhe
aclual driving and coslly in CPU time,

In terms of setup, tire compounds do not
play & role in the era. In 1967, tires were all
pretty close. There weren't the same kinds of
frade-offs as wilth modern lires. In 1967, cars
did not refuel during the race. Some engines

were thirstier than others. The amount of fuel
with which you start a race varies, and you
don't have to choose your fuels. As fuel is

used, however, the car's center of mass
changes, and this may create under- or over-
steer. This weight change doesn't occur merely
at critical junctures, either. Whenever the engine

CewW

HULME SWEET HULME Drivers fike Denis Hulme
(shown here and below), the 1967 Formula | World
Champion, will be included in the game.

W

is running, fuel is being con-
sumed, so this is checked constantly.

This era also didn't use telemelry. Right
now, Papyrus is using a telemetry model to
debug the game or to plot distance around the
track via speed or lateral G forces. They'd like
(o leave the lelemelry
model in as an undoc-
umented feature, but
this could create a
quality-assurance
problem.

During the "60s, all
cars used Double-A
arm suspensions, but
gach car has custom
parameters for roll,
divelsquat under brak-
ing or acceleration,
camber curves, and so
on. However, unlike in
the present day, these were built-in by the man-
ufacturer, so the gamer won't set these.

What you will be able to adjust in GPL
includes spring rates; shocks for bump and
rebound; tire pressures; antiroll bar stiffness;
brake bias (cockpil adjustable); differential
seltings (limited slip differential); some siatic

APRIL 1838

suspension parameters, such as camber and
toe-in; and possibly some engine paramelers
(tuning for a high-torque, twisting road course
versus high-speed setup), steering ratio, and
gear ratios,

FINISH LINE

Granp Prix LEGENDS looks like the pole quali-
fier for all of 1998. It offers incredible visuals,
sounds, and challenges, along with the most
realistic physics yet (because of the four-wheel
model). Wilh full racing-seasons for each of
three styles of cars, and advanced Al modules
for the drivers, GPL slands to sel new records
for all racing enthusiasts. Best of all, it gives
Formula | fans the chance lo race against all-
lime greals like Chris Amon, Lorenzo Bandini,
Jean-Pierre Beltoise, Joakim Bonier, Jack
Brabham, Jim Clark, Ritchie Ginther, Dan
Gurney, Graham Hill, Denis Hulme, Jacky Ickx,
Chris Irwin, Jochen Rindl, Pedro Rodriguez,
and Jo Siffert.

If GPL provided only that nostalgia, it would
be enough, but combining the glorious nostal-
gia with the latest simulation lechnology lakes
Ihe checkered flag. &
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F-I15

Jane’s F-15 Is Poised to Dogfight Fa.con 4.0 for the Title of Top Gun

by Denny Atkin

rom every indication in the beta
version I've been flying, Jane's F-
15 will not only satisfy hard-core
flight-sim fans, it will blow them
away with its realism. Driven by
Andy Hollis (the man behind the
Loncsow series), implemented by a
team with such titles as F-15 Stnike
EncLe Il and F-14 FLeeT DeFenDeR
under its belt, and critiqued by for-
mer and current F-15 pilots, Jane's F-15
promises to be an authentic, immersive experi-
ence. But if you're not an expert fighter pilot, or
you're more interested in dogfighting than in
learning the ins and outs of radar systems,
don'l despair: F-15 is fully configurable and
should be accessible to the complete novice.

HARD-CORE COCKPIT

Jane's F-15 simulates the F-15E Strike Eagle
(or “Mud Hen," to many Air Force pilots), the
strike fighter version of the aircraft. Although
charged primarily with ground-attack missions
in Operation Desert Storm (its combat trial-by-
fire), the F-15E retains the air-to-air capabilities
of the earlier pure-fighter variants (called
“Albinos” for their lighter paint schemes) and
can defend itsell quite ably in a pinch. While
the plane wasn't used as a fighter in Desert
Storm due to the nature of the air war, its pilols
practice air combat and it could easily fill that
role in the future.

The F-15E is a two-seater, with the pilot con:
centrating on flying
while the back-
seater

Mo

ON TARGET You can track targets with a fully functional virtual cockpit
or use the Warsiros/AIR WarrioR-style numeric keypad views.

largets ground weapons. For the sim, Jane's
has simulated both cockpits. The front-cockpit
instrument panel has your heads-up display,
three MPDs (Multi-Page Displays), and the Up-
Front Console. In the rear seat you'll find four
more MPDs; for the most part you'll use the
hackseat position for quick access io the infor-
mation on these additional MPDs, which can
include radar, armament indicators, a laclical
situalion display, engine data, and infrared and
weapon video. Although you do the work of
both crewmembers, your wizzo (weapons sys-
tems officer) will provide commenlary and sys-
tems updates during the flight.
Jane's has modeled the systems with
exacling detail. Air-to-ground radar, for

instance, features RBM (Real Beam Map), a
fast-updating, low-resolution radar for viewing
upcoming terrain; HRM (High-Resolution Map)

NIGHT FLIGHT As in real Desert Storm operations, you ¢an
count on plenty of night missions. As time passes, shadows will
lengthen, the sun will set, and darkness will gradually fall.

Target Release Date: April/May 1998
Developer: Jane’s Combat Simulations

Publisher: Jane’s Combat Simulations

mode, used to view
areas in greater detail
for targeting; GMT
(Ground Moving Target)
mode, which displays no
terrain bul can locate
moving vehicles within a
32-nautical mile range;
and IGMT (Interleaved
GMT) mode, which
superimposes GMT tar-
gel dala over the RBM
terrain map. Air-to-air
systems are modeled
with similar defail,
Symbology, operation
procedures, and capabil-
ities of these radar sys-
tems all have an authen-
lic feel. And don't worry about learning dozens
of keys to take advantage of these capabilities—
you'll set up your systems and weapons using
your mouse to press the buttons surrounding
the MPDs. The menu systems in the real plane
are fairly easy to follow, and the learning curve
isn't too fough.

More challenging for many to learn will be
the realistic flight model, which is as big a
quantum leap aver previous sims as FaLcon
3.0's was in its day. Il's so tough to master
that I've lost control of my plane in dozens of
New Ways.

KEEP IT SIMPLE, STUPID

If you prefer quick combal, you can install
the game in “Casual” mode. This simplifies
things dramatically. You now have a four-
key weapons interface (change weapon,
change targel, fire weapon, fire cannon),
simplified radar displays, and predesignated
primary largets.
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there's plenty of replay value,
because Jane's has included
random elements (locations
and probability of appearance
of various units) and a wide
variety of potential mission
sequences. If your squadron
does well, you'll get more
challenging missions, just as
in real life. Targets will remain ~ head-to-head dogfight-lype option; you won't be
destroyed between missions able to fly cooperative missions in this version
(as in real life, again, they'll (but we wouldn’t be surprised to see that capa-
eventually be repaired), and bility in a sequel).

you can optionally enable If you've played either of the Longeow games,

FLARE FOR COMBAT A Stike Eagle drops a flare in an attempt to resource management. you'!l find many of t‘heir bells and \.uhisties here:

tistrict o incoming missii : ' detailed realism optionsl. fully configurable key-

: UNDER THE SKIN board layout, and massive amounts of documen-
One additional element will - tation on the aircralt and how they’re employed

In addition, the flight model is simplified. enhance replayability: the inclusion of a mission in combat. The interface here is very drag-and-
There are no weight effects on the plane, no builder of unprecedented capability. You can drop oriented, and you'll be able to perform
side-slip, no G-limits, no crashes, and your plane  drop units onto the map to set up a quick com- many operalions more quickly and easily than in
is loaded with infinite fuel and a rearm key. bat silualion, or you the Longeow games.

In Casual mode, you'll start and end mis- can utilize random- f ) The graphics environ-:
sions in the air, near the action. In Expert ness, condilional situa- ment has much of the
mode, you'll be able to fly the full mission pro-  tions, and the full look of Longsow 2, with
files. For longer missions in the historical depth of the mission both 2D and 3Dfx
QOperation Desert Storm campaign, you'llneed  engine—this is the Voodoo support (Direct3D

support may follow after
the game's release).

lo air-to-air refuel before closing on the target. same fool the design-
The fictional Iranian campaign puts you closer ers used to create mis-
to the action, so refueling is optional for those  sions. You can create Frame rates—all-impor-
ol o [eave the afterburner only single missions, fant in a jet sim—are
my however, not entire branching campaigns. smoother than in Lonceow 2. Look forward to
You'll also find training.missions; an instant- " plenty of dazzling effects, from subtle lens flares
agtion mode, which lets you specify-air and {o dramatic secondary explosions when you
d opponents as well as weapons load- __bomb an dil tank farm.
‘multiplayer mode. Mulliplayer is a L Ii yau r&iuukmg for the next level in realism or
& - you want a sim in which
you can gradually crank
up the fealures while you
learn to fly, you'll definitely
want to give F-15 a lest
flight. &
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elcome to the second gen-

eration of 3D games. We're

past the stage of oohing
and aahing just because a game hap-
pens to run on our 3Dfx or Rendition
card, the days when a smoother frame
rate and a smoothing out of those
blocky pixels were enough to justify our
3D card purchases. As the market
matures, we're starting to see games in
which 3D truly enhances the experience,
providing scarier monsters, photo-
realistic fighter jets, and explosions that
would turn a Hollywood pyrotechnics

expert green with envy.

CcGwW

How 3D Improves
Games, Why 3D
Gives Gamers and
Developers
Headaches, and
How All Those
Little Polygons Get
in There in the
First Place.

by Denny Atkin

But while games have gotten better, this genera-
tion hasn't brought a cure lo the headaches associ-
ated with 3D. You may bring home hot new 3D-
enhanced titles such as Longeow 2 or Quake |l only
to find that they run in pixelated, jerky 2D mode on
your state-of-the-art All-in-Wonder 2 3D card. Or
your new flight sim can't figure out that your fancy
3D card uses AGP to store texture graphics in your
compuler's main memory, so it limits you to a
blocky 512384 resolution instead of the smooth
B00x600 the card can actually produce. Add driver-
compatibility headaches that give old-time DOS
game fans a frightening sense of déja vu and make
new gamers wonder if they understood the mean-
ing of “plug and play," and you beqin to realize that
all is not yet well in 3D-ville.

So why can 3D be such a pain? When will it
become headache-free? What kinds of amazing
effects can we expect in future 3D games? Will
lomorrow’s hardware really make today's displays
look like yesterday's EGA graphics? To find out,
CGW talked to a number of leading-edge develop-
ers in the simulation and action game fields, as
well as hardware producers and the people behind
the programming interfaces that make the cards
work. So pay close attention to that man behind
the curtain...

RATIONS By TOOC




gamers and developers boil down to stan-
G #iﬁlﬁ.'mara's an old adage popular among pro-

at there are so many to choose from." With 3D
ames, problems come from not only the num-
ber of available standards, but also the different
takes that various hardware developers have on
these standards. Today the majority of games are
programmed for Direct3D, the so-called univer-
sal standard; for OpenGL, a standard that origi-
nated on workstation-level computers and is
now popular in games based on the Quaxe
engines; or Glide, designed specifically for the
3Dfx Voodoo chips. (In some cases, games are
programmed for both Glide and Direct3D.)

But in the beginning, there were no standards.
Microsoft had announced that it was working on
supporting 3D in Windows 95 through its coming
Direct3D, but the hardware and games were ready
long before Direct3D was. So, various card makers
developed their own 3D APIs (Application Program-
ming Interfaces). The most notable of these was
the Glide API for the 3Dfx Voodoo chipsel.

“Glide emerged when there was no Direct3D,"
says Andy Keane, vice president of marketing for
3Dfx. “It was the only thing out there. Its origins
were in the arcade market." However, Glide isn't

/]
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- WOULD THE WORLD'S
LARGEST CHIP MAKER
SETTLE FOR SECOND RATE
3D GRAPHICS?

There's a certain company. in Silicon Valley famous
for advancing the capabilities of the PC platform with
the industry’s best microprocessors. In fact, it's far
and away the world leader. They stake their business
and reputation on the quality of the technology they
put “inside” (so to speak) the PC. Naturally, when this
company decided to develop a graphics chip, it's no
surprise they partnered with Real 3D to help take
graphics performance on the PC to a new level. Will
you see a dramatic change in the graphics quality
and capability of your computer? You bet. And faster
than you might imagine.

,1 -

REAL 3D and the Real 3D logo are registered trademarks of Real 3D, Inc.
1-800-393-7730 = www.real3d.com
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really an APl in the traditional sense; it
doesn't provide sophisticated functions
such as you'd find in Direct3D. Instead,
it's a “chip in software,” giving program-
mers an interface to draw things using the
Voodoo chipset. Because this “down to the metal"
method was very close to how programmers were
accustomed to writing graphics routines, Glide
quickly became popular with programmers who
were converting 20-only programs and beginning
to develop new games.

Glide's papularity wasn't hurt by the arcane
techniques necessary to get decent resulls out of
the version of Direct3D that shipped with DirectX
3.0. In fact, it was this poor design that resulted in
the adoption of yet another API, Silicon Graphics'
OpenGL, for the 3D version of Quake.

“DirectX 3.0 was horrible,” says id Software's
John Carmack. “| spent longer doing an unfin-
ished port of the GL Quake code to Direct3D than
it took me to do the original port to GL from soft-
ware rendering.

“DirectX 5.0 has improved things quite a bit,”
Carmack adds, “and DirectX 6.0 will simplify yet
more things with automatic texture management.”

Still, Carmack remains a proponent of OpenGL.
“OpenGL is the usability target that D3D is shoot-
ing for," Carmack says. “| am more productive and
mare innovative working in OpenGL on NT than in
D3D on [Windows) 95."

ROGUES' GALLERY As 3D boards qr g_ow ,gcapahlllty and pmgrammerv. leam how to get the most nf
them, mansters get more threatening. Daamna's rogues’ g_ !i ig much more threatening than the
creatures in last year's GLQuAKE.

Performance Anxiety

Developers haven't standardized on Direct3D in
part because of the capabilities of the other APIs.
Many developers find OpenGL more usable, while
others find Glide lets them use familiar program-
ming techniques, But there’s another reason:
Although Direct3D is a “universal” APl that can
support all graphics cards, all graphics cards don't

AGP: Will It Help?

tion to PCI slots. AGP allows your computer to send data to your graphics card more quickly

Moet new Pentium |l systems ship with an AGP (Advanced Graphics Port) expansion slot in addi-

and lets chips store textures in your computer’s main memaory.

“Right now, AGP's main benefit is that it lifts texture limitations," says id Software’s John Carmack.
“Texture management can be a significant performance Issue on cards with only 2 megs of texture
memory. Texturing directly from AGP memory can make that limitation disappear, or AGP can just be
used as a double (or quad) speed PCI bus to make the texture download to the card faster."

When graphics chips get faster, AGP will make for even greater benefits, Carmack says. “In the
future, AGP's largest benefit will be in providing the command bandwidth necessary to get millions of

triangles a second out of real-world
applications.”

Still, AGP is no panacea to 3D’s
current ills, say FicHTer DUEL 2
developers Matt Shaw and
Theodore Jump. “We sincerely
doubt that single technologies like
AGP will solve many of the current
headaches, even as they do help
with some problems. We, as devel-
opers, and all of us as users need
to keep in mind that 3D video tech-
nology at consumer levels is still
fairly new and will take a while to
mature properly.”

INCOMING! Rage Software's Incomma is one of the first

action games to take advantage of the detailed textures
available on AGP machines.

APRIL 1998

have the same feature set, and there are even
graphics cards that “lie” to programs aboul whal
capabilities they do have in order to score better
on benchmarks. The result is that despite
Direct3D’s universality, developers must still test
on virtually every kind of 3D card unless they want
to be restricted to a very limited subset of features
shared by all cards.

“Direct3D is universal in the sense thal every
consumer 3D card has D30 drivers, but that's
about as far as it goes," says Doug Kubel, vice
president of technology for Inferactive Magic. The
company found oul just how varied driver support
was when it released IF-22, one of the first flight
sims to take advantage of Direct3D. “From the
start, you need to spend a good deal of time just
keeping up wilh the newest cards, and even more
testing with all the latest drivers,” Kubel explains.
“The amount of time you spend supporting spe-
cific cards depends on how well you want to sup-
port them; perhaps you could spend as little as

FOX TWO Dynamic lighting and alpha blending

effects make for dramatic lens flares and semi-
transparent smoke trails.

CCW
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10 percent of your graphics development resources, but you won't gel a
result that will take advantage of what everyone has to offer, Even worse,
between the limitations of the interface and the implementation of some dri-
vers, it simply isn't possible to build a truly hardware-independent version of
an application using D3D. We've had to work hard to make the new release
of IF-22 and our upcoming IF/A-18E Carrier Strike FicHTER take the best
advantage of D3D.”

Paul Dunscombe is responsible for 3D support at Rowan Software, lhe
developers of FLing Cores Gowp and the upcoming MIG Acey. “Although D3D is
thought of as a universal API, no two 3D cards support exactly the same fea-
ture set,” Dunscombe explains. “This means that even though only one version
of the code needs to be written, it does need to cope with the fact that some
features may be missing or supported in a different way. Each time a new fea-
ture is used, we need to consider how the software will look if the feature is
not present. Provided that some care is taken over this, there is no reason why
a good ‘generic’ Direct3D version cannot be produced. The only coding that we
hope we will need to do in the future is to support new features as they
become available in hardware. This support will still be through the Direct3D
interface and so cannot really be called ‘card specilic.”™

Eidos’ Bryan Walker, who's overseeing the development of Fuyme Nisiases 2,
Conrinmeo KiL, and Team Araciie, takes a different approach. "We're supporling
Direct3D, Rendition's RRedline, 3Dfx's Glide, NEC's SGL, and ATI's Rage APIs,”
Walker says. “We prefer to develop native drivers as much as possible for our
simulations, since Whey provide betler frame rates on most hardware and allow
us to really increase the content quality as a result. We'll use D3D on some cards
if we have to due to time constraints or developer-support issues, but our goal is
lo do the best we possibly can, and that's usually not by relying on generic APIs.”

The Death of 2D

sg how long will it be until all games are 3D-enhanced? Developers differ in their opinions, but most™
agree that the day is coming—and that it will come sooner for some genres than others. __
Bryan Walker of Eidos feels the end is near for 2D-card'support in flight sims. “This summer should
see the last of the unaccelerated flight-simulation releases from Eidos and most other manufacturers.™
James Fleming, lead programmer for Looking Glass' FuckT Unumimep Il; sees the change coming
soon for his company. “We plan to ship Fusxr Comear, our upcoming World War Il combat sim, as a 30
hardware-only game. And that's about two years away," he says. “Our next flight sim, FuehT UnUmireo =
11l, slated for 12 months from now, will still support 2D-only cards.” 8
Lorin Jameson, lead 30 programmer for Kesmai's Air Warsior lll, projects a similar timetable. *|
doubt many games currently in development planning now will try to do bath anymore," he says. .
“There Is just so much you can do with 3D acceleration that cannot be attempted in a software system
that it will make the development too complicated to try to do both. | suspect we'll see the end of the.
software-only renderer in the coming year." 3
While the death of 2D seems imminent for sims and action games, 30 is only just now coming into
ather genres For mstance the developers of MGM Inleracﬂves Wanaaves, which follows My as one of 3
. the first strategy games with
3D hardware support, see 2Ds'
support as being important
for some time to come.
“I'think we're a year or
more off from going all-3D in "
America,” says Rob Alvey,
Waneames' producer, “but at =
least another two to three
years off for the rest of the
world." That's because
Europe and other markets. |
are generally further behind’
the performance curve, Alvey :_.:
says that it was only by
Christmas that developers:
could rely on gamers Ilaving'f
even Windows 95. A

P SHALL WE PLAY? Warcames will be one of the first strategy games
to support 3D cards, but the importance of the European market
means that the developers are optimizing 2D card support as well.
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This mix of supported fealures in various
Direct3D drivers requires so much testing that it
can really stretch out development time. Scott
Randolph, a senior 3D graphics engineer at
MicroProse who is working on Faicon 4.0, says
that the development team got a Glide driver up
and running in a week and then tweaked it for
another month or so,

“On the other hand,” Randolph says, “we had a
Direct3D driver functional in about a month, and it
slill isn't working on all hardware. For instance, on
3D Labs chips only some textures get dark at night;
on Intel's i740, none get dark at night. We're hoping
we can find some way that works for everyone.”

The varied performance of different cards pre-
sents another major problem, says Kevin
Wasserman, a 3D programmer at Looking Glass.
“Performance is very uneven, both between differ-
ent chipsets and between different drivers for the
same chipset,” he explains. “Sadly, there are a lot
of cards and drivers out there that provide only
hardware ‘deceleration’; especially, in our case,
drivers that don’t provide native DrawPrimitive
support, Hopefully, this will improve over time.”

STANG STING FicHTer DueL included almost no
land In its scenery in an effort to keep frame
rates up; with 3D card support, FiGHTER DUEL 2
has no such restrictions.
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boards, but when you're slaughtering your Friends (and ene-
mies) at high-res and 60+ FPS, you'll know where that extra
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With the most advanced configurations of Voodoo
Graphics” and Voodoo2” technology possible, and
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board 2D/VGA, the Obsidian” and Obsidian2” deliver
unprecedented framerate with the features and image
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The 60FPS Question

Up to this point, the biggest selling point for 30
hardware has been increased frame-rate, which
eliminates jerky screen updates in action games
and simulations. Smooth screen motion—30fps
(frames per second) or above—does as much or
more than detailed graphics to make a game envi-
ronment feel realistic.

Mike Hara, director of marketing for nVidia, sees a
point in the near future when the major 3D chips will
all perform at the optimal 60fps. At that point, there’s
nu reason lo go faster. Pointing to some of the 3Dfx

SUPER RAPTOR As 3D programmers grow more experi-
enced and the boards improve, games will grow more
detailed; the jets in the coming updated IF-22 exhibit
much more detail than those in the original.

The Future of APIs

Vioodoo2 demos, Hara says, “Fifteen
frames per second on Voodoo2 isn't
interesting to anybody. Tap into these
tremendous fill rates and jack up the
quality,”

And while many benchmarks mea- i
sure triangles per second, Hara says Vz‘
higher resolutions and better image
quality will be the features that set

boards apart in the future. “Enabling
better texture quality, along with the use

of alpha blending [in essence, trans- TR

parency] and Z-buffer, will have a more

Voodoo,
L " 4

dramatic effect than more tri-

angles,” he says. “And 800x600

resolulion can really help image
quality.”

Bryan Pritchard, who is currently working
on art for lon Storm's Damatana, looks for-
ward to this increased power. His biggest
wish for the fulure? “I'm anxious lo be able
to use more polygons to make characlers
even more realistic, and have larger tex-
fures with more pixel depth.”

Constantine Hantzopoulos, project direc-
tor for FuchT Unumiten 11, is excited about
the possibility of taking the graphics load
off the processor. “We'll be able lo focus
much more on design and immersive
gameplay,” he says. "Gone will be the 2D
cockpits of yore—cockpils will now be
fully realized in 3D without slowdown,

adding to the immersive factor. Putting loads of
planes in the air, on the order of 50 or more, hav-
ing flak and transparent smoke, explosions, mas-
sive aerial doglighting and bombing—we can push
the polys, especially given the fact that the mini-
mum requirements for Fuest Comear [their upcom-
ing sim] will probably be a Pentium 1I/266 with 3D
hardware, This is exciting: It allows us to venture
down design avenues that have been closed to us
in the past due to technical constraints,”

There are still bumps ahead on the 3D road, but
one thing everyone agrees on is that the results will
be worth the pain. It's clear from talking to both
hardware and soflware developers thal, as far as 3D
capabilities go, we ain't seen nothin’ yet. &

a single standard is necessarily a good thing. Neil Soane, producer of SSI's

Rendition, ATI, NEC/Videologic, and others have as well; but Glide has

proven the most popular. One company thal hasn't done a custom API
is nVidia. Instead, the company's RIVA 128 chipset was designed specifically
to be fully compliant with the Direct3D feature set; the company should also
have an OpenGL driver available by the time you read this. “Proprietary APls
don’t move the industry together as a group,” says nVidia's Mike Hara. He
acknowledges that Direct3D has caused developers some headaches
because of unimplemented features, but seems optimistic that such prob-
lems could soon be a thing of the past.

“In 1998, given the level of deep submicron silicon that we're getting
access to, | don't think there’s any excuse for a 3D processor not to support
the full Direct3D feature specification,” Hara says. “We want to get to the
point where developers can look at the Direct3D spec and program to it."

Although 3Dfx continues to supporl its Glide API, it doesn’t push it in favor
of Direct3D. “We're a big D3D proponent,” says 3Dfx's Andy Keane. “We have
probably five times the resources on D3D than on Glide."

One level of confusion may disappear in a couple of years. Microsoft and
Silicon Graphics have announced that the capabilities of Direct3D and OpenGL
will eventually be merged into a single APl called Fahrenheit. Most developers
are laking a wait-and-see atlitude loward Fahrenheit, and not everyone thinks

3 Dfx Isn't the only company to provide a custom AP| to developers:
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Su-27 Fuanken 2.0, says, “It will be interesting to see where this ends up. | firm-
ly helieve that It is always befter to have competitive standards, as this pushes
the industry along and gives us software manufacturers a goal to aim for. |
would hate to think that we end up with a single 30 standard. Then we'd be at
the mercy of the controlling company as to what will be achieved. This would
not be good for the 3D games market in general.”

DEADLY COBRA Su-27 Fuanker 2.0 is one of the only announced

OpenGL games that's not based on the Quake engine.
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Part 2:

eeping your PC's hardware on

the bleeding edge of tech-

nology is expensive and con-
fusing. It seems as if every year there
is a new piece of hardware that
hecomes a necessity if you want to
get the most out of the latest games.

Well, this year that new hardware is

the 3D card. If you don’t have 3D
hardware in your PC yet, you're not
seeing many of the newest games in
all their glory. Choosing a 3D card
isn't easy. Your choice will depend on
many factors, not the least of which
is deciding which games you want to
play. But with all the 3D cards out
there, and the confusion regarding
different kinds of 3D software sup-
port—such as Direct3D, Glide, and
OpenGL—how do you make the jump
into the world of 3D without buying
the wrong equipment?

How to Make the
Right Decision
When Buying a

3D Graphics Card

Well, this arlicle will help you figure it all
out. This is not another article explaining
arcane 30 terms; that's been done already.
Instead, let's take a look at 3D cards from
the perspective of the puzzled buyer. As | can
attest from the volume of email CGW gets on
the subject, choosing the right card for your
needs is a tough challenge. Read on and
you'll find out why you want a 3D card, and
what you should look for to make certain
that the hardware you buy supports your
favorite games.

APRIL 1938

Why 3D?

Without 3D card support, many games run
smoothly only on computers with very fast proces-
sors. This is because displaying a three-dimen-
sional world in the confines of your 20 monitor
requires a tremendous number of mathematical
calculations. Of the calculations needed to display
3D graphics, the most intensive is the final render-
ing—for example, turning those mathematical cal-
culations of space and time into a picture on your
screen that changes 15 or mare times per second.
When you add those calculations to the math
required for basic gameplay—artificial intelli-
gence, tracking enemies, playing music, reading a
joystick, and the like—you end up with a daunting
sel of tasks for even the faslest processor.

A good 3D accelerator card can take much of
the burden of rendering the 30 game world from
your processor. Its specialized hardware handles
the tasks of placing objects on the screen, which
leaves your processor mare time for its other tasks
and results in smoother gameplay. Games that
support 3D cards (adding a 3D accelerator won't
do a thing for old games that predate 3D hard-
ware) will generally run much faster if you have a
3D card in your system.




HIGH VELOCITY Cards based on the RIVA 128 chip can hold their own =
against 3Dfx-based cards, but they won't run Glide games

How much faster? Let’s take Quake as an exam-

ple. On a 200MHz Pentium system with a decent

2D graphics card, you can get DOS Quaxe ta run, at

best, around 16-17 frames per second at
640x480 pixels resolution. Now, if you add a
graphics accelerator with a 3Dfx chip, such as the
Canopus Pure3D, thal number kicks up to 28
frames per second (or better) at the same resolu-
tion. In DOS Quaxe, all of the graphics are handled
by Quaxe itself, and the 20 card is just a “dumb
frame buffer,” meaning that all it does is display
the final image.

However, the 3D accelerated version of Quaxe
(known as GL Quaxe) uses OpenGL. OpenGL is one
slandard way of writing 3D software (more on this

All AGP Gards
Aren’t Created Equal

Cl slots haven't caused many problems
Pfﬂr graphics card purchasers. For the

most part, you buy a PCI graphics card,
plug it in, and it works. AGP is different—and
more complicated. The AGP bus runs at
66MHz. It stores 3D texture maps in main
memory, called AGP texturing. Here, only the
amount of texture needed is downloaded over
the bus, not the entire texture. Then there's full
AGP support, which includes 2x sideband
addressing and address demultiplexing, which
can double the amount of data that can be
passed to the card from 256MB per second
(66MHz) to 528MB per second (133MHz).

Part of the blame for AGP confusion lies
with Intel, for not taking a stand on AGP fea-
tures. Basically, any chip that can run on an
AGP bus—whether it takes advantage of AGP
features or not—can be called “AGP compli-
ant.” So if you're in the market for an AGP
card, choose carefully. Here are some guide-
lines. Also, check our handy chart on page 88
for AGP feature support.

Several graphics chips use the AGP bus as
a sort of glorified PCI bus. They don't allow
textures to be stored in main memory (AGP
texturing) or take advantage of address multi-
plexing or sideband support. I've labeled
these AGP 1x-only cards, but another term
you might see is “AGP lite." These aren't nec-
essarily bad cards, but if you get one, make
sure you get BMB of RAM. Chips that are AGP
1x-only include the Number Nine Ticket-to-
Ride, Rendition V2100/V/2200, and Voodoo2.

Then there are those cards that add AGP
texturing to AGP 1x speed. These still transfer
data at 66MHz, but allow for off-card texture
storage. These include the RIVA 128 and
Permedia 2. Finally, there are cards that fully
implement the AGP spec. These cards include
the Intel 740 and ATI Rage Pro.

later). You can run GL
Quake on the most recent
releases of Windows 95
(0SR2 and later) using
Windows' own software
OpenGL driver, but it would be
painfully slow because it doesn'l

use the 3D hardware in your system,

To solve this problem, 3Dfx has written
a driver that translates the OpenGL soft-
ware instructions generaled by GL Quake
into hardware instructions used by the 3Dfx
chipset. The result is much faster perfor-
mance. Similar “mini-GL" or “Quaxe GL" drivers

are slarting to show up for other graphics cards.
Drivers that are fully compliant with OpenGL and
offer the ability to actually customize OpenGL (to.a -
limited extent) are expected for most graphics
cards lhis year. (You'll see the full drivers referred
to as “ICDs," short for installable client driver.)

Then there's the issue of image quality. Without
going into the technical jargan, 3D games look
much better and more realistic using hardware
acceleration. Most of the latest generation of
graphics hardware can now turn on these image-
enhancement features with relatively little sacrifice
in performance. The improvement in the quality of
the graphics can be quile remarkable. If you've
ever seen Loncsow 2 in its full, hardware-acceler-
ated 3D glory, going back to software-only 30 is
almosl painful.

In addition to making things look better, good
3D hardware allows for special effects that would
be far too costly in terms of processor harsepower
for even a 333MHz Pentium Il to render. For exam-
ple, Quaxe Il makes heavy use of colored lighting
and shadows. These tricks are performed by
blending multiple texture maps (bitmaps) together
(using the hardware to perform the blending). This
is a snap for a good 3D accelerator to handle, but
it would slow a 3D-less system to a crawl.

The bottom line is that 3D accelerators can sig-
nificantly enhance the gaming experience by
increasing the frame rate at which the game plays
and creating a more realistic virtual world,

Non-Standard
Standards

Okay, now you're sold on the idea of buying a
3D accelerator. Which one to buy?

Here's where it gets difficult, because various
games support a number of different, incompatible
3D standards, and you'll want to make sure to get
a card that supports the standards used by the
games you like 1o play.

The various 30 standards are based on different
3D APIs (Application Programming Interfaces), the
software layer that programmers use to tell the 30
accelerator hardware what to do. There are three
prevalent APls, and a couple of somewhat com-
man ones. Many cards support more than one of
these. The three APls that are most common are
Microsoft’s Direct3D, OpenGL (originally developed
by Silicon Graphics), and Glide, the proprietary API
that exclusively supports hardware using 3Dfx
graphics chips.

Direct3D games have been slow in coming, but
are now beginning to increase in number, Early
versions were poorly documented and performed
poorly, as well. Direct3D became usable with only
DirectX 3.0. DirectX 5.0 supplied better documen-
tation and performance.

'gaines as well. 3[} wil! eueﬁlual[y parmeala atl genzas of gaming
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FAST AND FRIENDLY Cards based on Ihe 3Dix Voodoo Graphics chipsels may
not be the absolute fastest out there, but with support for Glide, OpenGL, and
Direct3D, they allow you to run the widest range of software.

During the interim, 3Dfx stole some of Microsoft's
thunder by evangelizing its own 3D API, Glide. The
performance of the 3Dfx Voodoo Graphics chipset
was well ahead of any other 3D chips at the time,
50 quile a number of 3D game developers were
attracted to the chips because they could use their
power to show off the developers’ games. On fop of
that, Glide is a "thin" API, which primarily handles
rendering chores instead of trying to do everything.
This allows 3D programmers to continue to work
with whatever 30 methods they prefer.

Meanwhile, the boys at id Software turned a
cold shoulder to Microsoft and picked OpenGL to
add hardware acceleration support to the Quake
engine. At first, it seemed somewhat quixotic, since

To get an up-lo-the-
minute list of the
hottest graphics cards
check out Loyd Case's
Ultimate Game
Machine feature at www.gamespot.com.

e

OpenGL was the purview of very professional-level
3D chips, but 3Dfx stepped up fo the plate with a
“mini-GL" driver that included only the OpenGL
functions needed by Quake. All the mini-GL driver
does is take the OpenGL calls used in Quake and
translate them to the appropriate Glide calls.

At the same time, NEC and Rendition were oul
beating the drum for their respective proprietary
APls. All of this has resulted in an enormous
amount of confusion among the buying public.

Until the markel settles on a single 3D AP, you'll
need to look at the games you want to play, consid-
er which APIs they use for 3D, and then buy a 3D
card based on this information. Be sure {o check
out the chart elsewhere in this feature that details
which APls are supported by which popular games.

CPU Speed Matters

Designing and producing a graphics chip takes
time. The record time to market for a new chip
prabably goes to nVidia's RIVA 128—the chip went
from inception to production in around nine
months. Chip designers have to use their crystal
balls and decide which kinds of systems the peo-
ple using their cards will have. Bear in mind that
most graphics cards and chips sold go into new
systems by big PC manufacturers, not into boxes

Top Ten 3D

A 3D accelerator will speed
u up all of my 3D games.

Not necessarily. First, the game has
to be written to take advantage of a
3D accelerator. Second, some of the
first-generation 3D “accelerators”
actually ran more slowly than if the
game had simply used the software
renderer.

The hox says “3DIx," but

= lhe game won't run in
accelerated mode on my card!
If a box has the 3Dfx logo on it, it
may be designed specifically for
cards based on the 3Dfx Voodoo/
Voodoo Rush chips, or it may be a
Direct3D game that runs on all
brands of 3D cards. Check the sys-
tem requirements fine print carefully
to see if your card is supported—
you can't rely on the logo.

An AGP graphics card will
= run faster than a PCI card,
Again, not necessarily. Some AGP.
cards are really just glorified PCI
cards. Unless the card supports
some of the advanced AGP features
(such as AGP textures), you'll see
very little benefit over a PCI card.

1 CcCwW
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Misconceptions

An AGP Voodoo2 will blow

= Bverything eise away.
Maybe, maybe not. It probably won't
run any faster than a PCl Voodoo2.
3Dfx has stated that the PCI bus is
not a performance bottleneck. On
top of that, the Voodoo? is an “AGP
lite" chip, meaning it doesn't sup-
port any advanced AGP features, just
the 66MHz bus. And, you'll losa the
ability to add a pair of Yoodoo2's to
double performance—both have to
be PCl cards. It's far better to get an
advanced AGP 2D/3D card and a
Voodoo2—or maybe a pair of
Voodoon2's.

I'd like to upgrade to AGP,

= hut buying another graphics
card will stretch my budget,
since I'd have to throw away my
PCI graphics card.
No, you don't. Assuming your AGP
motherboard has enough slots, your
PCI graphics card will work just fine
in'it. Then you can sit back, wait for
the dust to settle a bit, and pick the
AGP card that's right for you.

3D is useless. | bought one
w 0f the highly rated 3D cards,
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and my 3D games don't run any
faster and look just the same.

You probably didn't enable 3D accel-
eration in the game. Most games
still default to software rendering,
and you actually have to tell the
game's setup or preferences boxes
to turn on 3D acceleration.

7 It seems if | wanl a

= Windows 3D card | have to
get a combination 2D/3D card,
and if | want to run DOS-based
3D, an add-on card would be suf-
ficient. Is there an answer for
me that will not compromise the
power of my existing card?

Most games don't run 3D in a
Window—they run full screen. So
you don't have to give up your
hotrod 2D card, especially if you use
it for high-end graphics. Just get an
add-on accelerator, like a 3Dfx
Voodoo Graphics card.

1 only play strategy and
= adventure games, so | don't
need a 3D card.
Guess again. Some point-of-view
adventure games have started
adding 3D accelerator support. There

are already two strategy games—
Myt and Incusanon—that support 3D
acceleration,

According to all the com-

u puter magazines, AGP is
totally useless and is no better
than PCI.

Most computer magazines focus on
“productivity” applications, which
are generally all 2D based. AGP
won't help much with 20 work. AGP
begins to come into its own only
with games that have huge textures
and that understand AGP.

I I'can only buy a 3Dix

= card because | want to
play Quaxe and Quaxe I1.
I'm sure the boys at id would take
exception to calling Quaxe Il a 3Dfx
game. Quake Il uses OpenGL for its
3D acceleration; 3Dfx happened to
be the first one out with a “mini-
GL" driver for GL Quake. There are
indeed games that support only
3Dfx, but there are also some very
good Direct3d games. Also, OpenGL
is now a viable option now that
Microsoft and SGI have kissed and
made up.



GPU Speed Matters

Some new graphics cards are hot performers
in speedy Pentium Il rigs, but can't match last
year’s 3Dfx in your trusty Pentium 166. We
took three graphics cards and tested them in
the PC slots of a P166MMX and a P2/266 to
gauge their performance in each system.

30 Winbench 98: Pemium MMXHEE
ATI xpert@play | s

Diamond Viper 330 -

Diamond Monster 30 217

3D Winbiench 38: Pentium Hfzﬁﬁ

ATI xpert@nlay 451

Diamond Viper 330 —

Diamond Monsler 30 (361

Percent Speed Increase in Pentium I System

ATt xoot ey ARG

Diamond Viper 330 202.08%
Diamond Monster 30 166.36%

Performance Difference Between Cards, P166
ATI xpert@play

Diamond Viper 330 |[EEESEN

Diamond Monster 3D | 0% (Baseline)

Performance Difference BEMEEII carﬂs, P2/266
ATl xpert@play |19

Diamond Viper 330 _

Diamond Monster 30 | 0% (Baseline)

Hpeagn Lo Wall Alpna

on store shelves. Naturally, a chip designed last
year would want to target the AGP bus and the
Intel Pentium 11 Of course, the operating system
would either be Windows 95 or Windows NT.

There's an interesting side effect to this neces-
sity. Owners of existing mid-range Pentium sys-
tems may find out that the latest hot chip doesn't
do so well on their rig. The RIVA 128 and ATI's new
Rage Pro are good examples. Both do very well on
Pentium Il AGP systems. Pop a PCI version into a
Pentium 100, and you'll wonder what all the fuss is
about. Using 30 WinBench as our measure, lhe
newer chips run a lot faster than a 3Dfx accelera-
tor (such as the Monster 30) on a 266MHz Pentium
II. On the other hand, the RIVA will actually run 3D
WinBench 98 slower than a 3Dfx card on a
Pentium 120. The one exception to the rule seems
to be the Rendition Y2200 chip, which has a very
even performance curve.

This means thal the graphics card you might
choose for a new, AGP-based system would be dif-
ferent than the one you'd get to upgrade an exist-
ing PCl-based Pentium system. While the ATI All-in-
Wonder Pro might beat out a Monster 3D in your
new 300-MHz AGP Pentium Il system, it will be a
distant second in a Pentium 166 PCI box.

The Right Choice

So what do you buy? As in that old classic
hoardgame, Clug, there’s more than one solution to
this mystery. Lel's break it down a bil,

If you're unable to upgrade your entire comput-
er, you can still get noticeable results by adding a
current generation 3D accelerator. There are a lot
of choices, but if you have anything slower than a
Pentium 200, the choice becomes a little easier.
The first thing to do Is to get an add-on card based

on the 3Dfx Voodoo Graphics chipset, which works
in conjunction with the 2D card already in your
system. Unless your primary graphics card is truly
awful, this is your best bel—and could even delay
that much dreaded system upgrade for a few more
months. Later, you can add a low-cost, 20/3D
accelerator. My current favorite 3Dfx accelerator is
the Canopus Pure3D.

If you do want to get a 20/30 card, then take a
good look at the Rendition V2100- or V2200-based
accelerators. They offer balanced performance on
a wide variety of systems and are the only good
bet if you're on a very tight budget and need to
find a card that sells for $100 or less.

If you have a very fast system—say, a 233MHz
Pentium MMX or a 200MHz Pentium Pro—a 3Dix
add-on card is probably still the first option to con-
sider. But some interesting options open up, partic-
ularly if you want to do 3D in a window (for exam-
ple, VRML on the Web or MicrosoFT FUGHT SIMULATOR
98). The RIVA 128 and ATI Rage Pro begin to shine
at CPU speeds of 200MHz or faster. The RIVA is
somewhat faster than the Rage Pro cards, but the

P tommr @y Mot Mwowoed) e
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BEFORE AND AFTER Without 3D support, note Heavy Gear's blocky terrain and odd-looking, dithered sky. Add a 3D card and notice how the sky and ground
smooth out. And, most importantly, a faster frame rate makes the game much more immersive.
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3D image quality of the Rage Pro is slightly better.
However, RIVA cards are dropping in price, and the
performance is remarkable in Direct3D.

You'll notice that Voodoo Rush cards, such as
the Intergraph Intense 3D, aren't in my mix. First,
I'm not too happy about their 2D speed. Second,
the 2D performance of the Rush can be up to 30
percent slower in games that simultaneously use
alpha transparency and z-buffering (GL Quaxg

comes to mind). And I've had endless problems
setling up and configuring several different Voodoo
Rush boards. Simply getting them to work correct-
ly, across a variety of computer systems, keeps me
awake at night.

The bottom line is this: For the best performance
on a Pentium system and the widest range of soft-
ware support, you should probably consider first
purchasing a card based on the 3Dfx Yoodoo

chipset. Then look into getting a fast 20/3D card if
your budget allows. Note, however, that if you are
planning a system upgrade in the next three to six
months, hold off on that 20/3D card. You'll want
AGP in your new system, so that PCI combo card
won't be a good investment. (But the PCl-based
3Dfx Voodoo card will carry over fine to the AGP
system, since it's an add-on card rather than your
primary video card.)

Which Cards Support Which Standards?

§ & 5

o 3 s Uk & §§§ @%;-"
£s fiEE e 2 i

S IS e & «é‘ ES
STB Velocity 128 (RIVA 128) Yes Yes Mo Yega.6 5158 ww.stb.com
Diamond Viper 330 (RIVA 128) Yes Yes No Yes58 5169 www.diamondmm.com
Diamaond Stealth Il (Rendition V2100) Yes Yes Rendition Rredling No $ 99 www.diamondmm.com
Diamond Monster 3D (3Dfx Voodoo. Graphics) Yes Yes! GLIDE No $179 wwwi.diamondmm.com
Diamond FireGL Pro (Permedia 2) Yes Yes No Yeso.8 $199 www.diamondmm.com
Canopus Total3D 128V (RIVA 128} Yes Yes No Yeso.6 $229 WWW.CanopLSEOrp.com
Canopus Pure3D (3Dfx Voodoo Graphics) Yos Yes GLIDE No $179 WWW.CANDPUSCOM.Com
Matrox M3D. (PowerVR) Yes. Yes! PowerVR SGL No $ 99 www,matrox.com
ELSA Victory Erazor (RIVA 128) Yes Yes No Yes5. 8 $179 www.elsa.com
ELSA Winner Office 2000 (Permedia 2) Yes Yes No Yeg5.6 $199 Www.elsa.com
Hercules Stingray 128/3D (3Dfx Voodoo Rush) Yes Yas! GLIDE* No $229 www.harcules.com
Hercules Dynamite 3D/GL (Permedia 2) Yes Yes No Yeso0 $249 www.hercules.com
Herculas Thriller 3D (Rendition V2200) Yes Yes Rendition Rredline  Yes® $179 (4MB), $249 (8MB) www.hercules.com
Creative Labs 3D Blaster Exxtreme (Permedia 2)  Yes Yes No Yeso $129 (4MB), $199 (BMB) www.creativelabs.com
ASUS 3DExplorer (RIVA 128) Yes Yes No Yes%6 $149 WWW.asus.com
Real3D Starfighter (Intel 740) Yes Yes No Yesb7 $199 www.real3d.com
Videologic Apocalypse 3D/5D (PowerVR) Yes Yes! PowerVR SGL No $229 www.videologic.com
Number Nine Revolution 3D (Ticket to Ride) Yes No No Yes? $229 www.ning.com
Intergraph Intense 3D Voodoo (3Dfx Voodoo Rush)  Yes Yes! GLIDE? No §229 voww.intergraph.com
Jaton Blaze 30 Ultimate (Trident) Yes o o No $129 www.jato.com
Jazz Adrenaline Rush 3D (3Dfx Voodoo Rush) Yes Yes! GLIDE* No $209 WWW.jazzmm.com
Jazz Outlaw 3D (Rendition V2200) Yes Yes Rendition Rredline Yes® $199 (8MB) WWW.Jazzmn.com
Orchid Righteous 3D (3Dfx Voodoo Graphics) Yes Yes! GLIDE No $149 www.orchid.com
ATl xpert@play. / xpert@work (Rage Pro) Yes Yes? Yes? YesB.7 $179 (4MB), 5229 (BMB) www.atilech.com
A1 All-in-Wonder Pro (Rage Pro) Yes Yes Yes? Yesb7 $299 (4MB}), $349 (BMB) www.alitech.com
Quantum 3D Obsidian 50 and 100 Yes Yes GLIDE None $795 (Obsidian 1005B/4400)  www.quantum3d.com
General support by 3D accelerator chips
nVidia RIVA 128 / RIVA Turbo Yes Yas No Yes58 www.nvidia.com
3D Labs Permedia 2 Yes Yes No Yesh8 www.3dlabs.com
Rendition V2100/V2200 Yes Yes Rendition Rredline Yesd www.rendition.com
3Dfx Voodoo Graphics Yes Yes GLIDE No www.3dfx.com
30(x Voodoo Rush Yes Yes GLIDE* No www.3dfx.com
30k Voodoo2 Yes Yes GLIDE* Yesh www.3dix.com
ATl Rage Pro Yes  Yes Yes? Yesh7 wyw.alitech.com
Oak Warp 5 Yes No No None wwaw.oaktech.com
Intel 740 Yes Yes No Yest? vww.intel.com
Number Nine Tickat to Ride Yes No No Yas? yww.nine.com
NEC / Videologic PowerVR Yes Yes! No No WWW.pOWErVr.com
! Mini-GL, not a full OpenGL ICD. 51x" means it’s using the AGP bus only as a fast PCI bus.
2 Pending. G"AGP textures”™ means the chip/card can use main memory to store textures.

50nly a few games support ATl directly. 72 sideband addressing increases bandwidth.

4Some older games which used an early version of GLIDE may not run.
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Equipping Your Hot New PG

Okay, so you're in the market for a new computer—or
al leasl, you're considering a serious brain transplant by
adding a new motherboard/CPU combination to your sys-
tem. First, if you're just moving up to a Pentium MMX
system to take advantage of plummeting CPU prices, fol-
low our advice for an existing system: Get a 3Dfx-based
add-on card. If you're also buying the primary 20/3D
card, consider a Rendition V2200 card (if you're getting a
200MHz or slower system).

What I'd really recommend, though, is to get a
Pentium Il system with an AGP graphics card. Howaver,
be aware that not all AGP cards are crealed equal (see
the AGP sidebar). Some graphics cards can take full
advantage of AGP's advanced features, whereas others
simply use il as a somewhat faster PCI bus. This doesn't
mean that an AGP card that doesn't store textures in AGP
memory is a bad card—abut it does mean you might want
to get one with more memory on hoard. My picks include
the ATl Rage Pro cards, the RIVA 128 cards, cards using
the Intel 740, and the Rendition V2200 cards (but only if
they're equipped with 8MB of RAM). If you do have to mix
professional araphics work with your gaming, the
Permedia 2 cards might work. Note, however, that most
of these cards will work wilh Direct3D and OpenGL, but
only 3Dfx cards will work with Glide games.

The 3Dix Conundrum

If it seems as if the 3Dfx Voodoo chipset is getting the
lion’s share of recommendations here, there's a logical
explanation. The company's Glide API has proven very
popular in certain segments of the markel, such as simu-
lations and sports games. Because of 3Dfx's early tech-
nology lead and Microsoft's stumbles with Direct3D,
many current 3D litles support only 3Dfx. Game develop-
ers didn't really have to rethink how they did their titles:
they could just plug 3Dfx's Glide programming interface
into their rendering engine. It gave them the ability to
quickly port existing games.

i

Alr Warrior 11l interactive Magic/Kesmal
Armored Fist 2 Novalogic

Balance of Power LucasArts

CART Precision Raclng Microsoft
Descent fo Undermountain Inferplay
EF2000 2.0 Ocean/DID

FIA-18: Korea Graphic Simulations Corp,

F-22 Raptor Novalogic

F-22: ROF Ocean/DID

Falcon 4.0 MicroProse

Flight Simulator 98 Microsoft
Flight Unlimited Il Looking Glass
Flying Gorps Gold Empire

Flying Nightmares 2 Eidos

Forced Alliance Ripcord

FPS Ski Racing Sigrra

Frogger Hasbro

G-Pollce Psygnosis

Half-Life Valve/Sierra

Heavy Rear Activision

Hexen 2 Aclivision

1F-16 Interactive Magic

Interstate '76 Activision

Jdedi Knight Lucasas

JdetFighter 11 Plat. Ed. Mission Sludios
JSF Fidos

Longhow 2 Jane's Combat Simulations
Myth Bungie

NBA Live 88 A Sports

Need for Speed Il SE EA

NHL 98 EA Sporis

NHL Powerplay 98 Virgin
Nightmare Crealures Activision
Populous 11l Bullirog

Pro Pilot Sigrra

Quake Il i

Red Baron 2 Sierra

Sahire Ace Virgin

Shadows of the Empire LucasAris
SiN Rituat/Activision

SODA 0ff-Road Racing Siera/Papyius
Su-27 Flanker Squad. Cdr, Ed. 53
Sub Culture Ubisoft

Tomh Ralder Fidos

Tomb Ralder Il Eidos

Uprising 300

VR Baseball inferplay

Wing Commander Prophecy Origin
X-Car Bathesda ]

2 I>C 2 C < DC

2400 >C o0

0On top of that, the original Voodoo Graphics

chipset had a commanding technology lead
over its competitors. The technology playing
field is showing signs of leveling a bit now, but
the upcoming Voodoo2 chipset will regain that

performance edge. If you want full support
across the gamut of 30 games—Direct3D,

OpenGL, and Glide—you need to get a 3Dfx
card. The good news is that even if Glide even-
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tually fades away as game programmers pick
one of the standard APIs, you will slill have a
pretty fast card.

All isn't rosy, though. Some systems don't
have free PCI slots. Unless you're willing fo deal
with the headaches and performance penalties
of Voodoo Rush, then you're out of luck for
Glide titles. A more minor point is that a 3Dix
add-on card anly supports full-screen 3D. This
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Compalible

DMA Dasign Lid

“okay, I admit it. B “Stealing cars “want some? Then get the

=8¢ I like to blow things up! gives me a rush. job done right! I prefer
It started with my baby In fact, stealing sleek, fast cars with
sister’s doll house, and well... anything gives room in the back. Know
it just went from there!” me a rush.” what I mean!?”
ASC Games™ is a trademark of Amencan Cor &1997 ' C jon. The BMG logo is a trademark of BMG Music. The DMA loga is a trademark of Assistamount Lid
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“I dunno what's so special here.  “Using a “Tt's a1l Qe S
It’'s a game about everyday flame thrower about three  ‘sumers
life, ain’t it?” on & rival gang things — fast cars,

just gives me that easy money and...

warm and fuzzy fast cars.”

feeling all over.”

GO TO #248 @ www.computergaming.com/infolink
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Up

for only $99

oweinesov] Experience the outer limits of 3D gaming with

the new Matrox m3D upgrade for games.

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 other hot 30 gan
AT G6H KE

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

What's more, Matrox m30D comes with Ultim@te Race™,
Hexen II™ : Continent of Blackmarsh, and over 20 game demos.
For only $99', Matmox m3D0 is the most cost-effective, full featured

30 uparade far your PC. Visit our Web site for more information!

3D games included:

#f?}(ﬁvjr

CONTIRENT OF REACKM AR

Over 20 3D game demos included:

) B

| =

PC 03D

Matrox m3D delivers over 30 frames per second’

Matrox m3D

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

» LWorks with all 2 MB lor more) PCI graphics cards,
and Matrox Mystique®, Mystigue® 220, Millennium
and Millennium 1l graphics boards

» PowerVR PCX2 30 controller with 4 MB of
SDAAM memory

» 30 features include: perspective correct texture
mapping, bilinear filtering, MIP mapping, fogging.
alpha blending, and transparency

1-800-362-9349 http://www.matrox.com/mga ]

matrox |

* Eslimaled street price, Ullim@te Race is a PowarVA Extreme™ software game. PowerVA and PowerVR Extrema™ are lrademarks or registered trademarks of VideoLogic Lid, (UK). All rights reserved.
Used wiil\};ulmis&iﬂn. NEC Electronics Ing. (USA) and Matrox Graphics Inc. (Canada) are authorized distributors of Ullim@1e Race. NEC Eleclronics Inc. is a worldwide distributor and licensea

of Power
1996 la Softwara Corporation.

software games developed by Kaligto Entertainment S.A. (France). ©1997 Raven Soltware Corporation. Al rights reserved. id Sollware, Inc. software code contained within Hexen 11
rights reserved. Developed by Raven Software Cerporation. Published by id Software, Inc. Distributed by Aclivision, Inc. under sublicense. Hexen® is a

registered trademark and Hexen I is a trademark of Raven Sollware Corporation, The id Software name and the id logo are trac of id Sof . Ine. Activision® s a reg

of Activision, Inc.




means if you're a FLiHT SimuLaton 98 aficionado, you probably want a
fast 20/3D combination card. Wargamers should sit up and take
notice, too, because it's very likely that 3D wargame titles will want to
do their 3D in a window—but that’s just a guess on my parl.

To make things even more confusing, some games that have the
3Dfx logo on the box in fact support both Glide and Direct3D. DID's F-
22 ADF is one example. Other games with the 3Dfx logo use only
Direct3D—but have only been tested with 3Dfx. So the safe bel for a
hard-core gamer is to get a 3Dfx card to put alongside whatever other
graphics card you have. And, yes, a 3Dfx card will coexist very nicely
with an AGP graphics card.

If you're picking up a hot new AGP rig wilh a 333Mhz Pentium II,
you might want to budget for one of the soon-to-ship cards based on
the 3Dfx Vondoo? chipset.

Loyd’s Picks

Here's a quick rundown of the bottom line. Gamers looking to
upgrade existing computers with 3D capability should first look into
adding a 3Dfx card, such as the Canopus Pure3D, Diamond Monster
3D, or others. Pick one of the add-on cards, not a Voodoo Rush card if
you can help it. Then, look into upgrading your primary card, Pick &
card that scales well with your CPU speed.

People buying new systems should try to budget for a fast AGP
system—but don't forget lo budget for 3Dfx as well, unless you're
confident you won't be running titles which support only 3Dix cards.
This holds true for most game genres, including action games, sports
games, and flight sims. Eventually, the confusion will die down as the
nexl-generation games support one of the standard 30D programming
methods, and perhaps we'll see a lime when you'll need only one
graphics card in your system, and adding more becomes a matter of
choice rather than necessity. &

New Gards on the Horizon

New technologies are on the horizon that will push 3D performance even
further. Here's the skinny on three new accelerator chipsets that you might
want to consider if you're willing to wait a littte while lo make the jump.

Revved up RIVA

Sometime this summer, we'll be seeing cards that use the RIVA 128 Turbo.

The Turbo is an enhanced version of the original RIVA 128 used in the
Diamond Viper, STB Velocity 128, and a host of other cards. As with the origi-
nal card, the Turbo supports both Direct3D and OpenGL games.

What's been enhanced? Speed, for one. The internals of the chip have
been streamlined so that the 3D engine doesn’t spend as much time sitting
around waiting for things to happen. One key, much-requested enhancement
is the increase in maximum local memory to 8MB. A RIVA Turbo card with
8MB of 100MHz SGRAM would make a very nice AGP primary card in a new
Pentium Il system.

The Sleeping Giant Wakes

Nearly two years ago, Intel cut a deal with Lockheed Martin's Real3D divi-
sion to bring its hardware acceleration technology to a consumer price point.
The result is the Intel 740. The actual 3D performance will probably be about
the same as the RIVA 128, but the image quality should be better, due to the

5, mnbers.octonllne.eunﬂmaﬂpeﬂdre
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:'_mpHMQuake.mnﬂgldojof hough
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; 'ww!astgmphics.cnrw Bre

1N and a host of

use of per-pixel MIPmapping. The 2D performance and VGA performance is
still an open question, however. The 740 is an AGP-only part, but can support
up to 8MB of local SGRAM. The 740 supports Direct3D and OpenGL; there is
no proprietary APL It makes full use of advanced AGP features, including AGP
textures and full support for AGP speed enhancements (2x sideband and
address demultiplexing for you techheads). This also might be an interesting
card as a primary card in an AGP system, but wait until you see the reviews
before buying.

Voodoo Redux

The best news about the upcoming 3Dfx Voadoo2 chipset is that all the
current 3Dfx Voodoo Graphics tities are supposed to run on Voodon?; 3Dfx
learned its lesson after the confusion that resulted with the release of Voodoo
Rush. Voodoo2 adds a full triangle setup engine, resolutions up to 1024x768,
and the ability to link two cards together in SLI (scan ling interleave) mode.
3Dfx is claiming that a single Voodoo2 card will double the performance of
the original Voodoo Graphics.

Other than the above, no new features have been added. But it's compati-
ble, it's fast, and it should be on the “A” list of anyone with a free PCI slot.
Although the chipset is capable of working in an AGP slot, it makes no use of
AGP textures or other advanced AGP features. Since 3Dfx is suggesting that
the PCI bus is not the bottleneck, then get a PCI version alongside a fast
2D/3D AGP part if you have an AGP system.

APRIL 1495 CCwW




DEATH-DEFYING JUMPS

REALISTIC WATER PHYSICS CREATE WAKE EFFECTS

50 REAL ... YOU’LL WET YOURSELF.



Sirap in and throttle up as
you whip through the mosl |
realislic and immersive
powerboal racing game
ever made. jJump over

roadways and through L T "
Check our the unnels bur don’t
passing convoys or speed  get oo riendly with the walls.

belween oil lankers hefore |

they close off the rack
and furn your boat o
spliniers. Find a shoricur |
and lake the lead, or berner {'f ?
yel, secure your viciory

See 1he sights h-: New York,
and force your opponent hut waich out for e cabs!

info a river harge
. . ar 200 miles
per hour.

@ Dive under waler, crash rough
waves and careen off jumps.

@ Fully interactive 3D environmenis

that continually change during paces. ~ SPIit your screen 4 ways and
s play 3 friends simultaneously.

® Race compuier opponenis or compere
with up 1o eight nelworked players.

@ Fight super-intense racelracks from
around the world 1o lear through.

@ Can't lind a worthy opponent? Race
your “ghos!” using your own best time.

 Available January 98!

16815 Von Karman Avenue

Use lirst-person or
third-person “fln-cam” 1o

Irvine, CA 92606 caich all the action!
WWW.vrsports.com
— D8 10 ADuLTE
SPORTS. <
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THE REVOLUTIONARY \

MOUSEDRIVE™
For the first rime \)
you can play a shot on
your home computer that
feels just like the real thing. ER
Q Angle the front face of
the Wouse to open or close

in principle. The golf ball is Hie elubl ael lsat Hia
curvature of the shot.

controlled by the movement of
the mouse. Move the mouse back,

and the on-screen golfer takes a 7 T

backswing. Move it forward and Z.

the golfer hits the ball. Nothing THREE
could be simpler, and nothing could be - ;
more intuitive and refreshing, STEPS

TO THE

PERFECT
SWING

Like all great ideas, it’s simple

Feel the club through your fingertips.
The mouse is ready ro answer. Angle

:lubface, with a subtl ing of
your L.u: au.,.vfu 1 a subtle ()pem!—ng e I A
the wrist. Anticipate. Sweep back in one backswina and detensine e
elegant morion, then slide forward to hit of-l'h.eswﬂnﬂ.

through the ball. A single movement of

power and control. True contact.

Move the. mouse forward and hit
through. the ball, timing the velease of
the mouse. button b contact 1o
set the loft and backspin of the shot.
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OVER 90 DIFFERENT GOLF SWINGS,
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HARDWARE

Bye-Bye, ISA

SA Sunset and Audio News: As the PC 98
specification solidifics, one thing is cer-
tain: Within a year, we'll be seeing com-

puters with—count ‘eml —zero [SAslots. — system makers.

One piece of hardware thats still mired in
the ISA bus is the sound card. There have
been a few PCI sound cards shipping, but
the Big Daddy of sound cards, Creative
Labs, has been holding off —until now. It
looks like we'll finally have a PCI Sound
Blaster to grace our PCs. The question is this: Will
it run DOS games in DOS mode?

In an interesting move, Creative Labs has
recently acquired keyboard and sound-card
maker Ensoniq, whose AudioPCl sound card

has appeared in a number of systems from

Gateway and other PC makers. Word has it that
Creative purchased Ensoniq in parl lo win back
market share that it had lost to Ensoniq selling to

AGP News: As more AGP graphics chips hit
the market, including Intels AGP-only 740 chip,
Pentium and AMD K6 users are [eeling a bit left
out. However, motherboard manufacturers
Gigabyte and FIC fecl your pain. FIC recently
started shipping the I'IC 2012, a Socket 7AGP
board using the VIA Apollo VP3 chipset.
Gigabyte is using the new SIS 5591 chipset. Due
to the AGP architecture, performance is an open
question, but, as always, options are a good thing,
We'll be checking out these boards in the near
future and bringing vou the results,

Meanwhile, AMD is hard at work on its“Super
7" an enhanced version of the Socket 7 spec for
Pentium-class processors, AMD knows that Sockel
7 (the current socket used to hold Pentium and
AMD K6 CPUs inside your system) has some limi-
tations. The socket issue was brought to the fore-
front by Intels new Slot | for the Pentium I1. Intel
has patented Slot |, leaving other CPU makers
scrambling for altemate solutions as Socket 7
begins to show its age. Super 7 is interesting in two
ways: [t will be yet another Sacket 7 solution that
will have AGP functionality; and it will give the
CPUs Level 2 (1.2) cache its own dedicated back-
bus, meaning that the L2 cache won't have to share

bandwidth with the main memory bus,
W} Continued on pg 99

Voodoo2 Coming Soon

oodoo?2 cards are on the radar screen at
VIast. A number of hardware makers,

including Creative Labs and Jazz, have
announced cards based on Voodoo2. Voodoo2
is really just an evolution of the original Voodoo
card, with a focus on increased performance
rather than new features. 3Dfx has added a full
triangle setup engine to the base architecture,
as well as the ability to support multiple cards
in a system (called Scan Line Interleaving mode, or SLI). You can add a
pair of Voodoo2 cards to your system, connect them with an internal cable
and nearly double your frame rate under supported games. In certain con-
figurations, Voodoo2 will also be able to handle multitexturing in a single
pass on games that support it. Quake Il already supports multitexturing and
DirectX 6.0 will support it as well. Microsoft has
added some tweaks to Direct3D in DirectX 6.0
to support SLI mode.

{RON WORKS

Product
RIVA 128 ZX

acceleration—particularly lighting transforms.

The 3D hotshots at nVidia, flush from their success with the RIVA
128, are not standing still. They've recently announced the RIVA 128
ZX, which doubles the maximum local memory to 8MB, thereby
addressing one of the key deficiencies with the RIVA 128. In addition,
they’ve streamlined the architecture and expect a better than 50 percent
increase in overall throughput. Look for RIVA 128 Turbo cards to hit the
streets by midsummer.

Now that the dust has settled on AGP, Intel is hard at work on the AGP
2.0 spec. One thing it will add is AGP 4x mode, which will up the maxi-
mum throughput to 1GB per second. Couple this with very fast memory
(RAMBUS or high-speed SDRAM) and the need for local texture memory
in a 30 accelerator begins to diminish. However, we probably won't see
AGP 2.0 motherboards until early 99, — Loyd Case

HARDWARE PIPELINE

Speaking of DirectX 6.0, it's about to enter Intel 1740

beta. At present, there’s no support for hard-

3Dfx Voodoo2

ware geometry acceleration, but there is support

Cyrix Cayenne CPU

for bump mapping. And it's also rumored that

Deschutes (400MHz Pentium I1)

further down the line there will be a DirectX 6.5
that will add support for hardware geometry

CGW
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MrContinued from pg 98

Non-Inte] X86 CPU Makers Unite (sort of ): Three companies
are currently offering X86 CPU altematives to Intels Pentium
and Pentium Il lines: Cyrix, AMD, and IDT/Centaur. Unfor-
tunately, all three have a problem: floating-point performance.

The integer performance in the alternatives from all three
companies’ makes them competitive with Intel, but they all lag
alt least somewhat on floating-point performance. To remedy
that performance problem, AMD developed its own small,
extended set of floating-point instructions to speed up DirectX
6.05 software geometry aceelerator, Initially, it looked as though
Cyrixand Centaur would go their own ways in developing other
instruction extensions, bul they have instead decided to use
AMDS, 'This is good news, in that it shouldn’t muddy already
murky waters as lo whose game will min on whose 3D chip. The
bad news is that it still unclear as to whether these three CPU
makers can agree on a common socket specification. Already,
because none can use Intels Slot |, the motherboard market will
become somewhat fragmented in 1998, and if the three cannot
agree on a comman non-Slot | socket, the fragmentation will be
further compounded. — Loyd Case and Dave Salvator

ACRONYM 0" THE MONTH

XDSL: Refers ta the different Digital Subscriber
Link technologies currently under development. Intel
has recently announced an initiative, dubbed Quick
Web, with Compaq, Microsoft, and all but one of the
regional phone companies to develop a single XDSL
standard that will allow for downstream speeds of
upwards of 1.5M bits per second—about 30 times
faster than current 56K modems. XDSL is a promis-
ing technology because it should be able to achigve
these speeds over existing phone lines.

LOYD CASE °

A Tale
of Tech

Support

UNDER THE HOOD

Or. How | Learned to Kill Windows 95 in

Order to Save It

ts carly January as | writc this,
and with the coming of a new
year, my thoughts tum to New
Years Resolutions, house-
cleaning, taking down the hol-
iday decorations and rein-
stalling Windows 95,

No, that last one isn't an afterthonght.
In fact, I've been thinking about it a lot
lately. | get tons of email, as you might
imagine, but | recently got a series of
messages from one user that captures the
essence of frustration. "This parlicular
user, who wishes to be unnamed, was try-
ing something we all go through al times:
to get a couple of DirectX games to run.
One was PACIFIC GENERAL, @
DirectX 3.0 game; the
other was PANZER
GENERAL II,
DirectX 5.0 game.
Neither game
demands a high
level of system
resources (wete
not talking QuAKE
I here). Bath
giIIIIL'S Wore I{.'Iil'
tively bug free.

Our frustrated
user didn't have a
particularly
unusual system,

APRIL 1908

cither: a Pentium 133, 113D Xpression
graphics card, 32MB of RAM. Aboul the
only oddball component was an NEC
CD changer. CD changers can be a
headache sometimes because you always
have to be sure that the CD is in the
same slot (since most changers assign 2
fixed drive letter to each changer slot).
Fven so, the erors that this gamer was
gelling didn’t point to the CD asa
source of his problems,

So naturally, he turned to tech sup-
port—first SSI tech support, then AT1
tech support. Both support groups gave
him some suggestions, some of which
looked useful. The AT1 response, in par-

ticular, was quite detailed,
Unfortunately, the advice he got
assumed a high level of
technical expertise. This
user was lechnically
savvy, but [ shudder to
think what someone like
my brother-in-law would
do if someane told him
to"toggle video ROM
shadowing and/or video
ROM eaching to dis-
abled in CMOS setup,
and make sure palette
snooping is disablec.”
This particular user
MrContinued on pg 102
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| Its the total
system gamers ride
all the way to the top.
Nothing improves
performance faster.
Sure, it's just a game.

But we take it seriously.

ou thrive in another world. A

world where destruction builds

you up. Where speed overtakes,

pow.er ﬁver@helms and ragé overrules. We can
make you better. Micron Electronics knows how to
dominate your world — with more speed and power.
Our Millennia Xku desktop is the juice you need.
 Shoot this megadose of Intel 333MHz Pentium® ||

processing into your gaming veins and experience

FUSION 3D OPTION PAK

DVD-ROM?" DVD software
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AWE 64 ISA sound card

Cambridge MicroWorks-2 speaker satellite
with subwoofer stereo system

Fusion 3D game pak:
Mech Warrior 2: Mercenaries D3D/3Dfx version,
AH-64D Longbow, U.S. Navy Fighters ‘g7,
Command & Conquer, Formula |
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MS Sidewinder Pro Joystick

Available only with millennia Xxu add $449

DVD clnve with decoder card add $t99

For more information visit: www.cyberathlete.com
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MICRON™ MILLENNIA® Xku

STANDARD FEATURES

8z2440LX chip set

512KB internal Lz 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 x2 data/fax modem®

Diamond Viper V330 128-bit AGP 3D video with (MB
SGRAM

Microsoft” IntelliMouse™, USB connections

Microsoft Windows' g5 and MS" Plus!

Microsoft Office o7 Small Business Edition
Choice of Micron Software Solutions Pak
5-year/3-year Micron Power ” limited warranty

Intel 266MHz Pentium Il processor
(features MMX™ technology)

32M8 SDRAM e s

6.4G8 Ultra ATA hard drive 2

17" Micron 700FGx,

.26dp (16" display)

Intel 300MHz Pentium Il processor
(features MMX technology)

64MB SDRAM

6.4GB Ultra ATA hard drive

17" Micron 700FGx,

.26dp (16" display)

Consumer lease

Intel 333MHz Pentium Il processor
(features MMX technology)

64MB SDRAM

8.4,G8 Ultra ATA hard drive

17" Micron 700FGx,

.26dp (16" display)

2,799

Consumer lease
starting at SU1/mo.

Call now to order.

888-669-0969

www.micronpc.com
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LOYD CASE

W Continued from pg 99
wasi'L happy with his tech
support experience, but from
whal [ could see, the support
folks did everything they
could. "Troubleshooting
obscure and tricky problems is
lough over the phone, and
even more difficull via enmail,
when yoil can't ask questions
in realtime. At times, however,
games just refuse to run.
Sometimes ils the games
fault. 1 develop a twitch in my
left eyebrow every time I think
about trying fo get HEavw
CEAR to run over a network.
“loo many games are simply
shipped before their time.
But sometimes, you jusl

have to nuke Windows.

JUST KILL IT

All right, a number of you
are cither stunned at this or
cackling with glee. [However, |
don't mean permanently nuking
Windows; there are too many good
Windows-only games. | mean removing
it and reinstalling it. Windows 95 deterio-
rales over time, as you set up and delete
games and applications, download stuff
over the Net, and install updates. At
some point, the syslem gels 5|uggisl| and
games that once ran splendidly suddenly

blow up without notice, Denny Atkin,

TEEH

ps

“Sometimes, you just
have to nuke
Windows.”

our features editor, has experienced this
on a number of occasions, and believes
that reinstalling Windows every 6-12
months is a good idea. I concur, and
heres how to do it.

Step 1 Back up your system. | mean,

back up everything. It may take a zillion
floppies if you don't have a tape drive or
removable lrard-drive, but it will let you
go back to a known state if you get into
trouble. (Backing up to a second hard
drive is acceptable.) Do a file-by-file
backup; don't use one of those “partition
image” lools. Next, make sure you have
all of the installation CDs and floppies

for alf your applications.
Have the driver disks for all
your hardware available, too.
[ youte fecling ambitious,
you can set up a directory
on a hard drive or Zip drive
to contain all the drivers in
their own separate folders. If
you have the upgrade ver-
sion of Windows 95, make
sure you have the original
setup disk I from your
Windows 3.1 disk set, as
Windows 95 will ask vou lor
it during the install. Also,
make sure you have all the
necessary serial numbers
handy.

Step 2 Now that your
stuff is all backed up, run
SCANDISK with the “lull”
option, so it performs a full
surface scan of your drive.
"This way, if bad spols have
developed on the drive, they

will be rrarked as bad and
won'l be used later. Next, defrag your
hard drive (we'll do this once more, after
the reinstallation). If you're feeling partic-
ularly ambitious, you can even reformal
vour hard drive, but this is necessary only
in dire circumstances.

Step 3'The next thing to do is set up
your system so that reloading Windows
is easy. First, copy the contents of the
\windows\command directory into a dif-
ferent directory (since | don't have MS-
DOS anymore, | copy all the files into
\dos). 'Then copy HIMEM.SYS from the
\windows folder to the root folder. Next,
if you don't already have it, create a

P If you're a user of e =) RIVA's auto-MIPmap BootMenu=1
cards using the RIVA 128 ;,m;;;;—;.m.;r—.i.;‘r.’:. feature well. Just set BootMenuDelay =15
chipset, do yourself a big e T p T the auto-MIPmap levels The Windows 95 boot
favor and head over to the e {0 26r0. menu will appear when you
RIVA extreme Web site ;f.?.fi.;'»‘:-’.._.. P If you like to give  start your system and give
(www.midtnweb.com/riva TR yourself a moment to you 15 seconds to make the
extreme/) and pick up a B By choose whether to boot  choice. Note that
copy of the RIVA 128 Tweak | | :':_“;__'Mﬁ toz into Windows or boot o MSDOS.SYS is normally a
utility. It installs as a tab in @ i ~wme| the DOS prompt, just read-only file; you may have
your display control panel. BEINEORE add the following com-  to change it to read/write by
It's particularly handy for mands to your altering its Properties sheet

—=d el MSDOS.SYS file:

games that don’t handle the with the Windows Explorer.

CGW APRIL 1938
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CONFIG.SYS file that has the DOS
real-made driver for your CD-ROM
drive. Then make sure that
MSCDEXEXE is loaded in your
AUTOEXEC.BAT file. There are
some ather things vou'll want loaded
as well, Here’s an example of what the
file should look like:

CONFIG.SYS:

DOS=high

DOS=umh
Device=c:\himem.sys
Device=c:\cd\atapi_cd.sys
/d:mscd001
AUTOEXEC.BAT:
C:\dos\mscdex.exe /d:mscd001

Step 4 Now rcboot. When you
see the “starting Windows 95" mes-
sage, press Lie F8 key. Select “boot to
the command prompt” menu item.
You'll now be at the DOS prompt.
Now, change to the \dos directory by
typing “cd \dos™.

Step 5 Take a deep breath. Did
you back up everything?

Now, to ensure that your CD-
ROM drive is working properly under
DOS, put your Windows 95 CD in
and type “DIR D! (assuming D: is
your CD-ROM drive). If you get a
directory of the CD, you're ready to
zap Windows.

Type “deltree cAwindows”™. (If your
Windows dircclory is something clse,
substitute that directory name.) Your
hard drive will chum for a while and
then Windows will be gone. Savar
that feeling for a moment. Now
change to your CD%s drive letter, and
type “setup”.

Follow all the usual instructions. At
some point, Windows will reboot the
system. When it does, press I8 at the
“starting Windows” message and once
again boot to the DOS prompt.
Change the disk to\dos and type: “edit
cautoexee.bat”, You may find that
Windows setup has commented out

LOYD CASE

the msedex ling; if so, uncomment i,
or you may not be able to find the CD
drive when Windows asks you; this is
silly and annoying, but necessary.

Step 6 Finally, after a couple more
reboots, you'll be back in a clean ver-
sion of Windows. The hard work of
installing drivers will begin. Note that
users of newer motherboards may also
have to restore their motherboard INIY
files (this is also known as the “PIX4
patch” and can usually be found ona
diskelte that came with your mother-
board or computer). Restoring the
motherboard INF files will remove
extrancous undefined devices in the
Device Manager. After you've rein-
stalled all of your applications, rerun
Windows 955 Disk Defragmenter.

You'll probably notice that games
that didn’t run well suddenly run bet-
ter and that many mysterious system
crashes no longer occur.

Now you (its hoped) have a year of
trouble-free gaming ahead of you. &
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simulation. Paired with your amplifier, the

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

Marc Spiwak
POPULAR ELEGTRONICS

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

chair. Thus you not only hear but FEEL your

ThunderSeat makes your favorite flight sim as
realistic as it can be without a'motion simulator!

OPTIONAL SIDE CONSOLES
Put your favorite joystick controls and mouse at
a convenient position. Add a keyboard holder
and you have the perfect setup for both flight
simulation and office work.

Shake Rattle and Roll
for as little as $159.95!

For more information, visit our web-site at:

www.thunderseat.net

ThunderSeat Technologies
17835 Sky Park Circle - Suite C
Irvine, CA 92614-6106
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Price: 52,495 (monitor
not included)
Manutacturer: Compaq
Computer Corp.

(800) 888-0220
WWW.COmpar.com

REVIEW * COMPAQ PRESARIO 4850

Presario; Glose
But No Gigar

New Compaq Delivers a Mixed Bag of Performance With Limits

by Loyd Case

tfirst, the Compagq Presario
4850 looks like a gamer’s
dream machine, At a shade
under 52,500, you get a
300MHz Pentinm 11, 45MB
of SDRAM, 2 6.4GB hard
drive, AGP graphics, a 56K
modem, digital audio, and a
DPVD drive. But looking
closer, it turns out that this
new Presario is a mixed bag of high per-
formance and odd frustrations that limit
its usefulness as a gaming platform.

The 4850 is a snap lo set up. Take it
out of the box and plug in the monitor,
keyboard, and mouse. Attach the
power cord; the system will power up
on its own. 'The Windows 95 install

files are on the hard drive, making life
alittle casicr. Cable connections are
color-coded, so the keyboard and
mouse attachments are straightfor-
ward. There’ a large power button en
the center of the box and a row of but-
tons just below that for managing the
VD drive and telephony functions.
The DVD drive and video-input connee-
tors lic beneath a door that flips open.

All's Not Well

Its when you look at the back of the
computer that the first misgivings strike,
There’s ajoystick/MIDI port in an odd
position, indicating that the sound chip is
embedded on the motherboard. Then
you natice that the VOA connector is also
ina weird place: The AGP graphics chip
is also embedded on the motherboard.
Althongh the AT Rage Pro accelerator is
adecent AGP chip, the fact that it sol-
dered onto the motherboard means you'll
never be able to upgrade the graphics.

The second-generation DVD drive
works pretty well. CD data loads reason-
ably fast. The hard drive is the weak link;

cewW

its a Quantum Bigfoot, which rotates
anly at 3,600RPM.

The rig posted a CPUMark 32 of 768
and FPUMark of 1,550 — about what
voud expect for a 300MHz Pentium 1.
The 2D graphics were decent, too, and
posted a score of 141 (1024x768x16) on
WinBench 985 graphics WinMark. The
CD-ROM WinMark was slow at 968, bul
faster than past DVDD drives we tested.
The low CPU utilization (under 4 per-
cent) was a plus, As Lsuspected, the hard

drive was the slowpoke —the 863 score is
poor compared to most 5400RPM 1DIE
drives, ‘The 31 WinBench 98 score was

disappointing, too—the Rage Pro AGP
chip tumed out a paltry 374,

Part of the reason for the relatively low
30 in 3D WinBench can be attributed to
the older driver used by Compag. Upon
loading the most recent drivers, the 3D
WinBench 98 scare jumped to about
466 —much faster, though still slower
than the equivalent RIVA 128 scores.

Adding expansion cards was an annoy-
ing endeavor, due to the righ usc of hex
screws. Compag uses an NLX mother-
hoard; the expansion slots are actually part
of a riser card (in a self-contained metal
cage) that snaps out of the motherboard.
"The riser itself was very easy lo remave,
and sccuring PCl or ISA cards is a snap. |
added a 3Dk card and a PCI Ethernet

card; both worked without a hitch.
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The Hits Just Keep on Comin’

Audio proved to be another disap-
pointment. The ESS audio chip only
supported N MIDI—a poor choice
for gaming. While you can always add
something like a Yamaha SW60XC
wavetable card, its too bad Compaq left
out wavetable sounds. On top of that,
the unit pul out a lot of hiss when the
speaker volume was cranked up.

"The software bundle is decent, but
nathing to wrile home about — the usual
mix of home procuctivity apps (Microsoft
Money and Works) and a couple of
games (Psygnosis ForvuLA L and
CYBERIROOPERS from SegaSoft). Theres
no bundled game controller. One nice
touch: all the DOS real mode drivers for
CD, mouse, and audio were propery set
up for a restart to DOS mode.

The Presario 4850 is something of a
mixed bag for gamers. 115 easy lo sel up,
and it is relatively easy to add expansion
cards. However, the primary graphics
chip can't be upgraded, the audio is
mediocre, and the hard drive is slow.
Still, it does offer decent performance at
a good price. If you're looking for a fast
second computer or a system for your
kids, the 4850 may be the ticket. Just
make sure you download the latest AT1
video drivers. &

rAPPEAL: Users looking for a
high-performance system that’s sim-
ple to set up and use.

PPROS: Fast CPU; AGP graphics;
DVD and lots of memory.

FCOMS: Older AT drivers
are huggy;

slow hard-

drive; non-
expandable
graphics;

poor audio. m A K




Jhe Fastest. 3D-Gameplay. Period.

g

50 billion operations per second. 3 million triangles per second. Up to |12MB of ultra-fast, single-cycle DRAM.
Two independent, on-board texture processors for single-pass trilinear filtering. Full triangle set-up processing.
LOD MIP-mapping. Texture compositing, morphing and other complex effects. High-precision Z-buffering.
True perspective correction with sub-pixel and sub-texel accuracy. As much as 3 times the performance of

the previous generation of Voodoo-based accelerators. YO u kn oW yo u wa nt one.

Get it now at your Favorite retailer. Or visit us at www.soundblaster.com/voodoo2 for more info.

CREATIVE
WWW.SOUNDBLASTER.COM

GO TO #070 @ www.computergaming.com/infolink
(©1998 Creative Technology Ltd. All other brand o product names listed are trademarks or registered trademarks and are property of their respective holders,




TALONSOFT PRESENTS
NORM KOGER’S

THE OPERATIONAL

F WAR

VOLUME I: 19 3‘) = l“)-)d .

: TalnnSuft@‘ has unleashed the legendary Norm Koger to create the | UI.TIMATE computer wargame' After a ten-year :
relatmnsltlhr with §SI® develupmg titles such as Age of Rifles™, Tanks™, and Red Lightning™, Norm Koger has joined
TalonSoft™ to create the wargame of his dreams: The Operational Art of War. Unmatched flexibility, complete :
scenario editing system and state of the art graphics, combined with a variable game scale, wnll
prove to be the greatest achlevement of his career!

Comlpg soon to Software Retailers World W‘de' Reserve yuur copy today'
!

¥ PcD s Call (410) 933-9191 or visit our. web site at www talonsoft com S -;_ ] ; :
ﬁ < ROM | ©Copyright 1998 TalonSoft Inc, P.O, Box 43730, White Marsh, MD 21236~
S81@, Age nl Rifies™, Tanks™, and Red Lightning™ are registered tmdamarks of Strategic Slmulatlone Incorpnrated@ .



























The Most Respected Reviews

Well done.
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run, shoot, run, shoot
run, run, shoot, shoot
shoot, shoot, run, run
run, run, shoot, shoot
run, shoot, run, shoot
shoot, run, shoot, run
run, run, shoot, shoot
shoot, run, shoot, run
run, shoot, run, shoot
shoot, run, shoot, run
shoot, shoot, run, run

bored yet?
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ou, retreat, lead scientist to retinal
fire, loot enemy corpse, cut power

DEVELOPED BY

== SIERRA"
= Ssruonio0s VALVE

GO TO #1868 @ www.eomputergamine.com/inflolink



CGW Review Index

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

Game Name Issue Page Publisher Rating
3D Ultra Pinball: Lost Continent March 140 Sigrra On-Line * A &k
Abe's Oddysee February 146 GT Interactive * ok Ak
Chasm: The Rift February 153 GT Interactive * ¥
Defiance February 160 Visceral Productions/Avalon Hill * K
Excalibur 2555 A.D. March 142 Sir-Tach *x
G-Police March 127 Psygnosis %ok ok ok
Mageslayer February 153 G Interactive *
ManxTT March 134 Sega Entertainment kA
Mass Destruction March 151 ASC Games KA
Men in Black March 141 SouthPeak Interactive * k
Need for Speed Il SE March 147 Electronic Arts * Ak
NetWAR March 147 Headland X*
Nuclear Strike February 159 Electronic Arts ¥ Kk &k
Postal February 150 Ripcord Games * k7
Quake Il March 122 Activision % ok ¥ kA
Shipwreckers! February 159 Psyanosis * k&
Test Drive 4 March 138 Accolade * K
Tomb Raider Il March 124 Eldos * & %k ok
Uprising February 156 3po 7 % %k ok
Blade Runner March 185 Wastwood % ok ko
Broken Sword March 162 Virgin Interactive * %k ki
Byzantine February 176 Interplay * Kok
Curse of Monkey Island March 152 LucasArts % %k ¥k & %k
Dark Earth February 172 MicroProse * Ak
Meridian 59 Revelation February 165 300 AAKT
Boggle February 230 Hasbro Interactive A A
Galapagos: Mendel’s Escape February. 228, : Electronic Aris % 7 %k
Hoyle Classic Card Gamas March 227 Slarra On-Line * 7
Pictionary “March 227 Hasbro Interactive 7 * 4
You Don't Know Jack 3 March 224 Berkeley Systems ok Ak ok
You Don't Know Jack TV March 224 Berkeley Systams * ok 7
Armored Fist 2 February 204 Novalogic * &
FIA-18 Korea March 166 Graphics Simulations %k k& k
F-22 ADF March 172 Ocean * oAk ok kA
F-22 Raptor March 180 NovaLogic *k koA ok
Forced Alliance February 209 Ripcord Games * k&
Heavy Gear March 184 Aclivision ¥ ¥ J
Longhow 2 March 164 Jane's Combat Simulations Ak ok k ok
Sabre Ace February 200 Virgin Interactive * A4
CART Precision Racing March 208 Microsoft % ok ok ok
FPS Foothall Pro '88 March 212 Slerra On-Line * ok Kk
Jack Nicklaus 5 March 217 Accolade Kok Ak A
Madden NFL 98 March 210 EA Sports * %k %
NBA Action 98 February 195 Sega Entertainment * Kk
NBA Live 98 February 194 EA Sports KAk ok
NHL 98 February 186 EA Sports * Ak ok
NHL Open Ice February 187 GT Interactive Ak
NHL Powerplay 98 February 182 Virgin Interactive * & Ak
SODA 0ff-Road Racing March 219 Siarra On-Line Aok kA
Civil War Generals 2 February 226 Siarra On-Line * Kk
Civilization II: Fantastic Worlds March : 203 MicroProse ¥ % %k
@ Close Combat 2: A Bridge Too Far February 218 Microsoft Kk Ak
= Earth 2140 March. 204 :  Interplay b s o
= East Front _ - February Sl TalonSoft ¥ x Kok
= Final Liberation i ] March 198 Stratagic Simulations ¥ A& ok Xk
B Myth: The Fallen Lords February 212 ~ Bungie X kk ki
= NetStorm - February 224 Activision A Ak
» Pax Imperia: Eminent Domain February 221 THQ b6 &
Politika VNS © March BB T  BedStorm R
Seven Kingdoms March 193 : Interactive Magic e ok ok
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Lead up'fo 10 marines through 2 Ium-hnsed. compaians G'm“enga ofher srﬂuuds or feom-up with friends  (reate ﬁandlshIK clever worlds full of deadly surprises

thot have over 30 ferrifying missions each! in the extraordinary mulfi-player levels! the user-friendly level editor!

wwwblu .com or ;ull (I!ﬂﬂ) 933-2983 and it o combo pack
of IN(UBATION Tl .E_lS RUNNING OUT & INCUBATION: THE WILDERNESS MISSIONS
direct from Blue B the shipping is FREE! Coming April ‘98.
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GO TO #177 @ www.computergaming.com/Infolink

INCUBATION: TIME IS RUNNING OUT Py
The Best Turn-Based Strategy Game of 1997 FINE
PC Gamer RGeS 17s




CROC: LEGEND OF THE GOBBOS * REVIEW % % %k k&

Super
Reptile World

Fox Interactive Scores With This Cute Crocodile

by Mark Clarkson

ince its impossible to talk
about Croc without com-
parisons to Nintendo’s
SupER Mario 64, 'l get
that over with up front.
CRro is very, very similar
to that popular N6+ game,
As the adorable headliner
in this third-person, 3D
platform game, you'll run,
jump, and smack baddies upside the head
with your tail, all the while leaping from
platform to platform, collecting crystals,
and saving the fuzzy little Gobbos.

A MULTIPLATFORM GAME

Croc can run, jump, stomp (to open
crates and plugged wells), climb walls,
bounce on mounds of pink Jell-O, slide
onice, swim underwater, dangle from
balloons, and drive boats. There are keys
and secret levels to find, locked doors to
open, and even some engaging mini-
games o play, such as three-card Monty
or whack-a-sheep.

But vou'll spend most of your time
leaping between platforms. There are
platforms that move back and forth, up
and down, or around in circles; plat-
forms that shatter or plunge downward
after a few seconds; and platforims that
move in conveyor belt-like streams. In
the end, though, theyte just platforms.

Likewise, the enemics exhibit a cer-
tain “sameness.” There are penguins and
snakes and bees and doggies, but the
majority of the bad guys look like little
plush devil toys from an iron claw
machine. Some hop, some [ly, some
throw snowballs, and some shoot tridents
atyou, but theyre all cut basically from
the same cloth.

GOOD CLEAN VIOLENCE

Cood news, Mom: Theres no blood

in Croc. Smack
a bad guy and he
disappears ina
shower of sparks.
Don't fear; heb
not really dead.
In a few seconds,
he'll pop right
back again.

Take a hit
yoursclf and any
crystals you've
collected fall on
the floor; you get
about five sce-
onds lo collect
them again
before they fade
away. Il vou're out
of erystals, you
lose a life and start over at the nearest sct
point. If you're out of lives, you must
testart the entire level,

In true console-game fashion, Croc
allows vou to save your game only
between levels, each of which consists of
several segments. Some of the segments,
especially later in the game, become
frustrating, then infuriating, then tedious
as you repeal them dozens of times. To
make matlers more maddening, the
camera position is somelimes awkward
and can pul you in fatal positions,

ISNT THAT CUTE!

Still, this is a fun game. Itsounds good
and it looks good. The animation is
areat. Platforms bob as you land on
them, and characters leave footprints in
the snow and sand.

Whats more, CROC aclually runs
acceptably on the minimum required
machine (a P-133), even without acceler-
ation. On my Voodoo Rush—equipped
P2-266, it ran at true arcade quality.

CROCODILE BUNGIE Croc will leap, tail slap, and bounce his
way around in this Mario 64-ike game of platform jumping and
gem collecting,

But be forewarned: This is a cute
game. Croc is cute. 'The Gobbos are
way cute. Lven the evil devils barring
your way at every tumn are pretly damed
cute. But once you get past the culeness
and lack of save games, CROC s a
delightful example of the emerging
genre of 3D platform games. And this is
one 3D romp that is well worth your
time and money. %
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FAPPEAL: Fans of platform games
looking to move into the third
dimension, and anyone suffering
from Mario 64 envy.

PPROS: A fun, simple, and well-
executed platform game; closest

thing to Masio 64 on the PC.
)PCONS: Too [
few save game
opportunities;

occasional bhad
camera angles;
may he too cute
for some.

CCW

Price: $39.98

System Requirements:
Pentium 133 or better,
Windows 95, 16MB RAM,
100MB free hard-drive
space, 2x CD-ROM,
DirectX-compatible sound
and video hardware.

3D Support: 3Dix, ATI
Rage, Matrox Mystique,
S3Virge.

Multiplayer Support:
None.

Designer: Argonaut
Software

Publisher: Fox Interactive
Los Angeles, CA
970-522-5639
www.foxinteractive.com
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THE CRITICS AGREE!

“MicroProse's game offers weeks
to months of gameplay.”
Computer Gaming World, June '97

¥ ok %

“Magic: The Gathering is just what
the Samite Healer ordered.”
Computer Games Strategy Plus, June '97 |

*kok ok

“Magic: The Gathering is a nearperfect
translation of the card game.”
PC Magazine, June '97

ok ok ok

“...hard-care gamers will
appreciate the flexibility offered in
the computerversion.”
Newswoek,)_\hprll '97



f respective holders.

Introducing the most complete arsenal for
playing Magic™ over the Internet.

The stakes have been raised and the battle lines broadened.
Now it's time to face your greatest challenge in the most

competitive Magic environment on Earth.

The Original Magic...Only Better

2 s Gadn 1 Nilfe.
The Foansain had sood
in the fowat Square for
wenburies, buf only the
plgeoms kuew ity yrcret.

This special edition of Magic: The Gathering® for the PC includes
the original game, plus built-in Internet multiplayer, new cards

you can't get anywhere else, and an enhanced interface.

Multlplayer Over The Internet

With Mana.'.mk the complete Internet online system for Mag:r:.

you can wield your magic against human oppenents around

the world. Chat, taunt, beg and mock with multiple ways of

.:!j};‘:;f",i:,',-,}}:;'{jm_,”_,._,“,,,., communicating with your opponent inside and outside the Duel.
| s Dhe s st 7 TR ;
et Aot W ireeae D New Cards-A Powerful New Expansion!

Enjoy all the power of enhancing your game with 80 new cards
SO S from Legends® and The Dark®. And, if you already own Magic:
™ dm?mﬂ:ﬁ | The Gathering, for the PC you'll get a $15 rebate for a major
savings.So, get what it takes to reign supreme on the battle-
field of the mighty Planeswalkers. Because this time, it's the

world you're playing with.

Banshee

Available on Windows® 95.
Visit your local retaller or call
1-800-695-GAME day or night

(W.S. or Canada).
B half {mded wp) 1oy and half
{rnunded down) bo targel crealare

or playee.
Soser wiy Batahert are b hodndi of
Liveth, baping b hend theie prey inds
Mot ermy of e masser:
- Fyirr N w9
1:]:\ Smmem -mEw u
\)j). ST EETRRY b
T wWww, mlcroprose.com

GO TO #152 @ www.computergaming.com/infolink



K kkk REVIEW ¢ SUB CULTURE

_Calypso Rehomn

Submarine Action-Adventure Shows the Beauly of the Deep

Price: $49.95

System Requirements:
Pentium 90, Windows 95,
16MB RAM, BOMB hard-
drive space, 4x CD-ROM,
Windows 95-compatible
sound and video cards.

3D Support: Direct3D, 3Dfx,
PowerVR, Rendition.
Multiplayer Support: None.
Designer: Criterion Studios
Puhlisher: Ubi Soft
Entertainment

San Francisco, CA

(415) 547-4000
www.uhisoft.com

by Thierry Nguyen

clion games have often
taken us to far-off galaxies
and erime-infested cities,
bul very few have taken us
for a dip in the ocean, The
last good undenwater
action game was last year’
ARCHIMEDEAN DYNASTY,
I'inally, someone has gone
down lo the sea again.
Sailing into an ocean of derivative action
games comes Ubi Solts Sus CULTURE,
an underwater action game that could
be the best underwater game ever.

LILLIPUTIAN LIFESTYLE

SuB CULTURE. puts vou in an environ-
ment thats a mix of Cousteau and Swift:
a lush underwater world filled with cen-
timeter-tall humanoids. The introduction
shows your home being erushed by a tin
can; leaving you homeless, penniless,
and stranded in vour submarine.

"The game has a good back story that
concerns the war between the Procha
and the Bohine. Your involvement in this
war is the focus of the game and ils well-
done and satirical plot.

UNDER THE SEA

"The game engine does an excellent
jub of modeling both the physics and the
abundant life of the sea. (The visual
effects look even better with a 3Dfx
card.) The game has a good lighting
model, showing ofl the sunlight and the
eyele of day and night. And inertia is
modeled so well that you get the feel of
added mass when you tow something.

The world is filled with a large variety
of sea creatures, ranging from fish to lur-
tles. The environments are so visually
rich in sea life that simply cruising the
ocean is a salislying experience,

Gameplay revolves around two
actions: commeree and missions,
Comimerce involves gathering resources
stich as melals and tobaceo and trading
them for money in the appropriale cities.
(The resources are, in reality, the dimes,

CowW
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INTO THE LIGHT Sus Culture is
a beautiful game, with nice
lighting effects, a surprisingly
good physics model, and a well-
written plot.

p(-.nnics,;ul(i t,'ig.-;rcttcx thrown
into the ocean by humans.)

The missions are excellent and
are the heart of the plol. Instead
of repetitive sub hunts, we get a
mix of mission types. You'll con-
duct hostage rescues, spy runs, and fish-
ing expeditions. To flfill these missions,
you'll outfit your sub with a varicty of
gadgets, mnging from flares to homing
missiles to a miniature recon eraft.

SINKING SHIP

There are a few problems with Sus
Currurez The higgest is that its easy.
Veleran action gamers will finish the
game in a few days. Also, although there
are different missions for cach side, a
few are exactly the same no matler
whose colors you fly. This is a little dis-
appointing considering that cach side is
supposed to be different.

Other annoyances include the save
system (there are only seven save slols,
which you can't rename), the high cost
of items (which makes trading more dif-
ficult than it should be), and the single
sub type. The game also has no multi-

TROUBLED WATERS While your mission
cholces are supposed to affect your relation-
ships with the warring sides, being friend or
foe doesn’t make much of a difference.

player support, but its a good enough
single-player game not to need it,

In the end, Sus CutIuRrE: is an amaz-
ingly immersive game hampered by
minor problems. With luck, Ubi Soft will
address the few problems in a Sus
Currure: 2 and deliver a truly great
ocean experience. ‘i:

PAPPEAL: Gamers looking for a
beautiful underwater experience or a
free-form trading game.

PPROS: Beautiful and immersive
game engine; good mission design;
nice variety of gadgets for the sub;
well-done, satiric
plot.

PCOMS: Slightly
annoying save
system; some
duplicated mis-
sions; a little too
short.
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Forget the box.
Forget limits.

Forget small.

: ‘Dﬂ'assive.“Randorﬁ.. Forever changing.
‘Populated by thousands.
Real people. Real battles. Real adventures.
This is the great unknown.

This is GameStorm.

$9.95 a month—all games

first month free unlimited play GAMEstM

WWW,Zam estorm.com
GO TO #244 @ vwawv.computergaming.com/infolink



. WRITHING, ROARING AND STRHGGLING, THE DRAGON FOUGHT WITH ALL ITS FOWER AGAINST THE SORCERERS.
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Mergana: Listen! the dragen iy cleye

Sir. Trent: what ypeﬂy o¢ yeu have Ieft?
Mergana: NONE - @ ugeo .y Lagt on the stairy

Sir. Trent: then all we have is a gword . . .

11 $° alone

Mergana: ne! Sir. Trent!!

---89.95 MONTHLY--ONE FRICE, ALL GAMES, UNLIMITED PLAY--FIRST MONTH FREE---

GO TO #238 @ www.computergaming.com/infolink
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C&C SOLE SURVIVOR ¢ REVIEW % % %

& Gonquer

Westwood's Online Action Game Is a Blast....When the Lag Doesn't Get You

by Robert Coffey

ith Commann &
CONQUER: SOLE
SURVIVOR,
Westwood Studios
has released an
addictive little
action title that cap-
tures some of the
C&C flavor while
delivering its own unique charms.

SHUT UP AND SHOOT

Alter registering the game, you'll be
taken to Westwood Online, where you
can quickly and casily start a new game
or join one in progress. Double-clicking
an a channel shows who is plaving, the
m;lxilllulll min IIJf.'I Uf |}l'd_\"{.’l$. an(l. most
importantly, how good your connection
is. The last step is to select your unit from
about two dozen possibilities, including
infantry, armored vehicles, and even
some dinosaurs.

Domination comes throngh power-
ups acquired from the crates littering the
sprawling game maps. These crates,
which enhance amnor, speed, weapon
strength, range, and rate of fire, can tuma
Minigunner into a Mammoth Tank-killer.
To keep faster units from scooping up all
the crates and squishing everyone else,
the designers have wiscly added the ion
cannon. Think of it as a slap upside the
head from God —the more crates you
collect, the more likely your next crate will
be a fatal energy blast from above. In
SOLE SURVIVOR, greed is not good,

You move your unit from a top-down
perspective by simply pointing and click-
ing where you want lo go. Targeting is a
simple matler of clicking on your chosen
vietim. SOLE SURVIVOR has more of a
leaming ripple than a leaming curve,
and it lets you dive right into the fairly
addictive aclion.

ALL TOGETHER NOW SoLe SURVIVOR'S cooperative games are its high point. In this
football game, the orange team pulls fogether to escort the flag bearer to the goal.

GAMES PEOPLE (IN TANKS) PLAY

Atits most basic level, Sovr:
SURVIVOR is an exercise in dispensing,
and avoiding, death, The core game is a
free-for-all in which every man tries to
rack up the mast kills before time runs
out. Its fun and tense, and the race for
crates creales a sense of frenzy that
would otherwise be missing in a game
that doesn’t exactly deliver speed.

Sork Survivor really shines in its
cooperative games. Theres a capture-the-
flag option for up to four teams, but my
favorite cooperative game is football. In
football, two tleams compete for one flag
and carry it lo end zones located at
extremes on the map. Capture the flag
games, which require more refined tac-
tics, often degenerate into free-for-alls.
Conversely, the football game generally
rallies players together as they “block” and
protect the “runner” Its a hoot.

Shooter fans might not like SOLE
Survivors lack of real unit control, and
some might find it a tad too one-dimen-

sional. The game’ only real problem is a
common one: lag times that effectively
paint a target on your back. If Westwood
Online’ latency indicators were more
reliable, this would be less of a hin-
drance, but allegedly good connections
can turn out to be really, really bad —
which leaves you really, really dead.

But once you find a good connection,
SoLE Survivor s perfect for a quick
burst of addictive online fun. &

FAPPEAL: Gamers looking for
engaging, straightforward action.
PPROS: Easy to learn; play is well-
halanced; cooperative games are
more fun than traditional death-
matches.

PCONS: Bad

lag times;

Westwood'’s

latency indica- /N
tors not trust- ) *
warthy; lack of By *
more immediate L

unit controls. BAIEn *

RIL |

Price: $29.99

System Requirements:
Pentium 90, Windows
95, 16MB RAM, 40MB
hard-drive space, 1MB
local bus DirectDraw-
compatible video card,
Sound Blaster and Direct
Sound-compatible sound
cards, 28.8 (or better)
modem or direct Internet
connection; Winsock 1.1
compliant TCP/IP stack;
mouse.

3D Support: None.
Multiplayer Suppori:
Internet (2-161 players);
1 CO per player.
Designer: Westwood
Studios

Publisher: Virgin
Interactive Entertainment
Irvine, CA

(714) 833-1999
www.westwood.com



Price: $49.95

System
Requirements:
Pentium 133, Windows
95, 16MB RAM, 20MB
hard-drive space, 2x
CD-ROM, Windows
95-compatible sound
and video cards.

3D Support: Direct3D,
3Dfx, PowerVR,
RIVA128.

Multiplayer Support:
None.

Designer: Kalisto
Entertainment
Publisher: Activision
Santa Monica, CA
(310) 255-2000
www.activision.com

*kxk*k - REVIEW ¢ NIGHTMARE CREATURES

Nightmare in
Westminster

Kalisto Takes You on an Up-and-Down Console Ride

by Thierry Nguyen

ineteenth-century Fngland
was one of the most fright-
ening times and places in
history. During this periad,
horror exploded onto the
scene in both fiction (with
the publication of
Frankenstein, Dracula,
and Dr. Jekvll and Mr.
Hyde) and real life (the
notorious reign of Jack the Ripper).
Superstitions about werewolves, vam-
pires, and demons ran rampant in the
collective psyche, and its in this setting
that the apprapriately macabre
NIGHTMARE CREATURES takes place.

IT'S ALIVE!

NIGHTMARE CREATURES transports
you to England in the year 1834, Our vil-
lain, Adam Crowley, works in the diabol-
ical spirit of Dr. Frankenstein —using
science to give life to ereatures straight
out of man’s darkest fears. The game lets
you portray either Father Ign.'ilil 18,
monk with Shaolin-style training, or
Nadia I, an American student who
moonlights as a fencer and gymnast. As
cither character, you musl pursue
Crowley through various London loca-
tions and end his hideous experiments.

The game features 16 levels that are
modeled after actual London scttings,
with a boss in every four levels. At the
end of each level, you'll eateh a glimpse
of Crowley fleeing to another location,
until you corner him in the game5 last
level. The graphics for the levels, espe-
cially when 3D-aceelerated, are very
atmospheric, with lighting and fog set-
ting an appropriately gloomy mood.

NIGHTMARE FODDER
"The gameplay mirrors that of Toms
RAIDER, but with some fighting-game

CGW
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additions, You
explore the levels
from a third-per-
son perspective,
and fight the crea-
tures in close-
quarters combat,
using a variety of
moves and com-
bos. As a result of
the fighting-game
style of play, voull
usually confront a
maximum of
three opponents,
rather than the
legions of encmiics
found in other games. Boss creatures are
less vulnerable o fighting moves, so you'll
need special fricks to defeat them,

The fighting-game controls add a level
of complexity not found in “Tomp
RAIDERS combat. Now, you can execule a
combo that slams a stafl inlo a werewolfs
head, rather than merely firing your pistols
alittle faster. Your combos are augmented
by avariety of power-ups that can blind,
freeze, or decapitale the enemy;

Which character you choose affects
gameplay: Ignatius has more powerful
strikes, while Nadia has quicker attacks,
And in a break from her fellow [emale
combatants, who wear bras and short-
shorts into battle, Nadia strikes a blow
for common sense and wears pants.

HARD AS HELL

‘The main problems with NicHARe
CREATURES are its console sensibilities
and its difficulty. On the PlayStation, it
was already criticized for difficult com-
bat; on the PC, its even harder. If you
don't have a gamepad, you'll have a hard
time mastering the keyboard sequences
thal comprise the various combo

OFF WITH HIS HEAD Some moves in NiGHTMARE GREATURES are
deadly enough to hack bodies into pieces.

moves—a necessily when you fight
Crowley himself.

The save-game system is also a mess,
as it forees you to save only at the end of
a level. You also have an “adrenaline
meter” that saps your life unless you kill
something, Thus, free-form exploration
is discouraged, as you need to kill to live,

NIGHIMARE CREATURES does a good
job of adding a gloomy atmosphere and
some varicty o the 3D platform genre. If
you're a console veleran, or don't mind
console-style play, this is a good game to
pick up. Just make sure you play with the
lights off and the sound up. &

rAPPEAL: Gamers looking for
more horror-inspired gameplay in
their 3D, third-person action games.
PPROS: Atmospheric environment;
new twist to genre with fighting-
game moves; two good characters
to play.
PCOMS: Limited
save-game sys-
tem; hard to
control with the
keyhoard; hard
game overall.




“The tightly integrated mix of combat,
storytelling and puzzling keeps the pace
brisk and lively, and it'll keep you coming

Lo ) AL A K | back for more.” pCAVER
PiLsT '/JK/Z [[/ é A( ZZ /’LM!/J( (/ M ) - PC Gamer Rating 90 (Y

“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." C
) - Computer Gaming World (Rating 4-112 out of 5)

“In an age where many are predicting the death of traditional RPGs
., atthe hands of multiplayer extravaganzas, Fallout is a glowing
e f) example of the genre, one which positively radiates quality.”
Yyl / - 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
@, numerous Game-0f-The-Year awards.”

:' - Online Gaming Review (Rating 9.5 out of 10)
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* ok k) REVIEW * FROGGER

by Joe Vallina

hen [ first heard about Hashro
Interactive’s remake of the
classic computer game
I'ROCCGER, one word immedi-
ately jumped to mind: Why?

I've played in a long time.

You're no longer relegated to jumping
from point A to point B while trying lo
avoid becoming road-kill. Instead, vou
can jump up onto a birds back and fly

Granted, FROGCER was a
L e— (1) ganie in its lime, but lets
Price: $44.95
System
Requirements:
Pentium 100,
Windows 95,
16MB RAM
3D Support: 3Dfx,
Multiplayer Suppaort:
Hotseat (2-4 players),
Internet, LAN, modem
(2-4 players); 1 CD per

face it, you basically dodged
cars. So why, with so many
other exciting computer
games out there, would |
want to go back to a dusty
old arcade game?

Well, through the wonders

of 31) enhancement, the
folks at Hasbro have taken

_ Player. | the basic FROGGER theme
?uhllsht’ir:l Hasll;m and turned it into one of the
(800) g;éafglgg most acldictive, fun, and dif-
www.hasbro.com | ficult single-player games

BIRD'S-EYE VIEW In Frocger, you can hop onto the
backs of birds to fly around the 3D environment.

around trees, elouds, and chasms; or
superhop your way onto moving
machinery while on your way to rescu-
ing five cute little frogs. Of course, you'll
also be dodging boulders, snakes, and
rats, and trying not to fall into lava or
toxic wasle, or off the edge of a frozen
cliff.: With these complicated, devious
level designs, Hasbro has actually man-
aged to lrn FROGGER into a puzzle
game —and its a blast.

Single-player FROGGER is great, but
the multiplayer game is fraught with
problems. For some reason, the design-
ers declined to include the wealth of
cool levels for multiplay, and the few that
arc available get old pretly fast. Also, in
hotsea play, when you use the keyboard
to control your frog, the split-screen is
reversed. This means that when you use
the left side of the keyboard, you

Qs
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control the frog on the right split-
screen! Networked multiplayer
games also have problems if one of
your opponents is playing without a
3D card. The game seems ko go to
the lowest common denominator,
which slows it to a crawl.

Keep in mind that a 3D card is
virtually a necessity for FROGGER.
Without one, the game is almost
unplayable, and it looks so bad you
wouldn't want to play anyway.

If you have a 3D-accelerated
machine and are up for some hot
single-player gaming, you'll love
FrOGGER. But if vour rig is still 2D
and you're a multiplayer maniac,
don't bother. &

PAPPEAL: Anyone who wants a
great, single-player 3D puzzle
game.

FPPROS: 3D looks great; addic-
tive, fun single-player gameplay.
PCOMS: "~

No 3D card,
no FroGGer; a
variety of
prohlems in
multiplayer
mode.
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REVIEW * DAYTONA US

by Mark Clarkson
ega’s DAYTONA racing game is
back on the PC a second time as
Davrona USA DELUXE. Its an
improvement over the last (disas-
trous) port, This time, you can
race on one of six tracks: from oval-
esque spced\\';l_‘_'s to desert canyons o

)
Price: S50 the scashore,
Sy-stem "The eight cars vary in grip, speed, and
Requirements: | acceleration, and you can fine-tune the

~ Pentium 90, | handling quickness, suspension firmness,
Windows 95, :]T;f and front and back height,
3D Support: None. "The music is decent, though not
Multiplayer Support: spectacular, and | could have lived

Hotseat, modem, serial
cable (2 players); LAN
(up to 8 players); 1 CD
per player.

Puhblisher: Sega
1-800-USA-SEGA
www.sega.com

without the pit boss yelling the same
things at me constantly, “Congral-
ulations, your time has heen extended!
Congratulations, your time has been
extended!” [ generally played with the
sound off and the radio on.

A DELUXE

= StartYour
Engines...Again

"The graphics are neat, but flawed;
fextures warp and pixelate, and the sky
pokes through seams in the road, cliffs,
and scenery: The game lacks 3D hard-
ware-support, although Direct3D support
is promised in the future. Even without
hardware support, the game runs finc ona
Pentium 133 —and sereams on a PI266.

CHECK POINT! Dewe has Daviona's
signature gameplay, good physics, and
pragressive damage.

My analog joystick, and the accelera-
tor half of my CH pedals, worked, but |
never got the brake pedal working,

Davrona USA DELUXE retains my
favorite Sega Rally feature: the ghost car,
which allows you to race against your
own past perlormances,

Overall, while the game provides good,
basic arcade racing, there isn't enough to
distinguish it from similar offerings. %

PAPPEAL: Fans of Davtona looking
for a PC fix.

PPROS: It's Davrona,
track and car
customization.

FCONS:
Some graphics
glitches and no
3D hardware
support; same
old Dayrona.

with an extra

ok k)

by Matthew Schaefer

ot just another “sport of the
future” game, Jizr MOTO blends
the 905 trend of “extreme” sports
with the venerable tradition of
arcade racing games, providing
lightning-fast action to gamers readly for
a refreshing take on PC racing,
Ajel moto is a futuristic vehicle thats
equal parts moloreycle, snowmobile, and

P -———————
Price: $39.95
System
Requirements:
Pentium 90,
Windows 95,
16MB RAM.

3D Support: 30Dfx,
Rendition, Matrox

REVIEVW e JET MOTO

Speeding Moto-

jet ski. Players must race against 19 other
jet motos at breakneck speeds through
10 complicated tracks of varying difficul-
ties. Due to the jet mato§ hybrid nature,
tracks cun consist of water, land, or ice,
as well as contain any number of kinks,
tumns, drops, and imaginative obstacles.
These 3D courses are breathtaking; in
one course, you'll race along a windy
river only to jump off a 100-foot
waterfall before climbing up an
equally steep dam.,

Racing on the jet moto circuit,
however, requires more than swifl
maneuvering, The bikes are
equipped with magnetic grappling
devices for ultrasharp turns and
turbo boosters for leaving he
competition in the dust, After

Multiplayer Support: Modem
(2 players), LAN

{up to 14 players).
Publisher: Sony

(619) 824-5500
www.sonyinteractive.com

START YOUR ENGINES Jer Moo provides
some Interesting and good-looking race
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courses, but the learmning curve is pretty steep.

winning a full race season al the
professional level, a“stunt racing”
mode becomes available that
enables you to further enhance
your bike.

Jur MoTo can
be a difficult game,
however. Learning to control
the bike can present some problems, The
challenge soon switches to winning all
races against the speedy AL This can
become quile frustrating, as not all tracks
are available to use until full race seasons
are won at increasing levels of expertise.

With its sci-fi setting and radical vehi-
cles, Jizr MoTO brings innovalive con-
sole-style racing to the PC. %

PAPPEAL: Action racers tired of
driving stock cars on oval tracks.

PPROS: Innovative, exciting
course design; the novelty of
a new vehicle
to race.

PCONS:
Difficult
leaming curve
spoils some of
the action.




Some games suck you in
so far you lose yourmind
in the process. Exactly U
what the new rulers of '
ALIEN EARTH count on.
After a duck-and-cover free
for all, only the strong have
_survived. Because now, it really
is a jungle out there, humans are
viewed as the ultimate Big Game,
and you'll be pushed, dragged and
hunted through extremes of hard-
core, hardgore graphic terror. But
sift through slews of clues and you'll
get out of the woods, lead the resis-
tance and commandeer the Alien
Mothership. Simple. Just use your
head. Or they will.

Do you really want to h
the bad news?

http://www.playmatestoys.com

(PC CD-ROM)

MENEARI

vl ‘ﬁ%ﬂf},f‘ﬁ PLAY IT BEFORE IT PLAYS YOU. _
&uwdhkwhﬂmﬂlmlmsnhm Allrights reserved. Artwork and design © F 1 Inc. PIE® Is a reg| o L ofmrmmlnnurlmﬁnu-mlmuﬁe.mm!.ﬁ:nm

GO TO #107 @ www.computergaming.com/infolink




2
(=8
=6
N
(SR
=3
—)
fr=m
4
il
==
=
=T

ok Ao A

Price: $59.95

System Requirements:
Pentium 90 (P133
recommended), Windows
95, 16MB RAM, 70MB
hard-drive space, 4x
CD-ROM drive, high-color
(16-bit) graphics, Directx-
compatible sound.
Macintosh: PowerPC
(80MHz or faster recom-
mended), System 7.5,
16MB RAM, 60MB hard-
drive space, 4x CD-ROM
drive.

3D Support: None.
Multiplayer Support:
None.

Designer: Presto Studios
Publisher: Red Orb
Entertainment

Novato, CA

(415) 382-4400
www.redorb.com

Timeslip

Going Back to the Future Is Fun, But Not as Much as We'd Hoped

by Charles Ardai

ere§s a question that
occurred to me while |
was playing THE
JOURNEYMAN PROJECT 3
LEcacy OF Tive: Why
would time-travel tech-
nology ever get betler?
Just think about it for a
second. At the start of the
game, one characler
sneeringly dismisses the Pegasus tech-
nology you nsed in the original
JoOURNEYMAN PROJECT: “That old time
machine? Its been shelved for ages.” So,
he offers you the spanking-new
Chameleon Jumpsuit, which not only
catapults you through time and space, it
also allows you lo take on the appear-
ance of anyone who
crosses your path. All
well and good, but
why didn’t you have a
Chameleon Jumpsuit
in the first game?
Couldn't the inventor
have just popped the
suil back in time a
few years and thereby
saved everyone a lot
of trouble?

[ know, this is not
the sort of question
you're supposed to
ask. So heres one of a
different sort: Do
time-travel games
ever get better? Considered solcly from a

technological standpoint, there’s no com-
parison: The first JourNEYMAN PROJEC
was a bear to play. With barely adequate
controls, you thumped along in your
Michelin-man Pegasus suit through the
thinnest of cardboard plots, The second
JOURNEYMAN game, BURIED IN"TIME,
was a monumental improvement. Tiny
graphics were replaced by gorgeous
photo-realistic tableaux; a sleeker, less
ridiculous-looking timesuit replaced the
Pegasus; and if the game was still a bear
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to play, it was only a bear cub, since the
designers had sanded down many of the
game controls’ rougher edges.

LEGACY OF TIME represents another
quantum leap forward in technology.
With the exceplion of forward move-
ment, which still proceeds in awkward
chunks, you flow through your environ-
ment like water throngh a sieve, your
point of view banking and swooping
with uller freedom. The exotic locations
that you explore — the lost cities of
Atlantis, I Dorado, and Shangri-la—
are stunning, Best of all, you no longer
have to skulk around avoiding human
contact: There are plenty of characters
to meet, talk to, and (thanks to your
Chameleon suit) disguise yourself as.

POOLS OF RADIANCE The splendid graphics in Lecacy o TiMe vividly re-
create the mythical cities of El Dorado, Shangri-La, and Atlantis.

AN OLD FAMILIAR TUNE

Once again, you play square-jawed
limecop Gage Blackwood, Agent 5 of
the Temporal Sceurity Ageney. When
the new game opens, Gage has had the
memory of his last adventure erased and
is being ordered by his superiors to tum
in his timesuit. No sooner has he com-
plied than a pair of crises erupts: A rogue

TSA agent is changing history in the

13th eentury and an unknown alien race
is barreling toward Earth, leaving death
and destruction in its path.

REVIEW ¢ THE JOURNEYMAN PROIJECT 3 LEGACY OF TIME

Whal can be done? Amid blaring
Klaxons and submarine-style lighting,
you (as Gage) bravely leap into the
breach. After repairing the time disrup-
tion in 1262, you recover the time codes
that the rogue agent has planted at the
sites of the three legendary civilizations.
Finally, you visit the lost cities before
their destruction, searching for alien arti-
facts hidden in each city’s holiest temple
that could help humanity defeat its 24th-
century adversary.

Problem is, we've seen this movie
before. Both Star Trek IVand, more
recently, The Fifth Element told the story
of an indescribable, inexorably approach-
ing alien menace that could be deflected
only through use of a secret ladged in
Earth’ past. Star Trek had
its crew of time-travelers
disguising themselves as
natives of an earlier era.
‘The Fifth Element had
exactly the same awkward
blend of Indiana Jones—
style pyramid prowling and
lasers-and-spaceships
futurism that LEGaCY oF
TIME sports, plus a very
similar climactic scene in
which the hero desperately
manipulates the ancient
artifacts until they combine
in just the right way to repel
the alien threat. Sad as it is
to see a lilm end witha
lame puzzle-solving scene, having a
miajor new game end with what amounts
to a variation on Rubiks Cube is sadder
sill,

And while the production values are
high, they can't hide the holes in the
seript, whichis a far ery from the deft
wordplay of MONKEY ISLAND. Yes, the
acting is professional for an adventure
game — the characters” accents are par-
ticularly well done — but the perfor-
mances loo often go over the top. You'll
find yourself reciting the clichés right
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Ancient wisdom says it rocks.

clIDOS

You’ve been warned.
www.eidosinteractive.com

An epic adventure of good and evil.



REVIEVW ¢« THE JOURNEYMAN PROJECT 3 LECACY OF TIME

@ Costumes reminiscent of Adam
Sandler doing “Opera Man"

< (Costumes are authentic,
interesting, and varied

2 Historical settings (da Vinci's studio)
were more intense

@ Many games put you in fantasy settings,
so whal's new?

29
[~
(=
——
Ll
&6 Buried in Time Legacy of Time
= @ Puzzles derive naturally @ Too many artificial adventure
- from setting and plot game puzzles
- 4
(1]
=
(—]
=g

@ Trips back to the future are mainly for
exposition, not gameplay

9 Space station gave you problems
to solve in the future

3 Pacing was good, despite the

2 Too much backtracking to locations you've

clunky engine

along with the actors: “We're making a
tragic mistake, Jack!";*Old friend, [ need
you o do something for me!”;“They
have retumed.”

Tor be fair, Lecacy oF Tives cinemat-
ic style contributes greatly to your gam-
ing enjoyment (though it falls somewhat
short of Branis RUNNER, another atmos-
pheric sci-fi game). The first lime you
use the mouse to turm your characters
head and the stylishly letterboxed graph-
ics obediently swing from side to sicle
and up and down at every conceivable
angle, your heart will race. Mine did.

PUZZLE PARADOX

Given the superb graphics and
enhanced game engine, youd expect
that the puzzles (a strong point of
Bumien IN TiME) would be improved as

TILTING AT WINDMILLS After a half-dozen
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already seen

well. Some puz-
zles are fine, but
many involve
tasks like fixing a
broken gear
assembly with a
gear you find
lying on the
ground next to
the assembly: In
Shangri-La, vou
literally spend
hours crawling
through a maze
of steam tunnels,
opening and
closing metal
doors and
gratings.

When the puzzles involve character
interaction, they fare
betler, but you are still
required to do far too
much backtracking to
locations you've
already seen. (Six visils
to the windmill in
Atlantis is about four
visits too many:) The

OUT OF TIME Some

clues you find in the mythical cities are

too corny even for a Doclor Who episode, as in this close-up
of a timesuit painted on an ancient temple wall.

JOUuRNEYMAN PROJECT 3 LECACY OF
Tive as much, maybe more; its a bet-
ter-than-average MYST takeoff. But
three years alter BURIED IN TIME (see
the sidebar), it's a disappointment to
see Lhis once-innovative series so
emphasize slyle over substance. As
recent adventure games have proven,
there’s no reason we can't have both, &

first lime you go any-
where the lush anima-
tion will hald your
interest, bul after that
you'll play with one
finger on the Fsc key
to cut them short.

I'ven with these
annoyances, | daresay
that anyone who liked
Riven will like

trips back to
the windmill, you'll feel like hopping that fishing vessel out
of town.

PAPPEAL: Gamers who like MysT or
sci-fi adventures.

PPROS: Gorgeous settings; consider-
ahle freedom to explore; slick and
professional.

PCOMS: Some
banal mechanical
puzzles; clichéd
script; not up to
Burien IN TIME'S
standard.
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ADVENTURE/RPG

Price: $49.95
System
Requirements:
Windows 95, P100,
16MMB RAM, SVGA
graphics card, 4x CD-
ROM drive, Microsoft-
compalible mouse,
Sound Blaster-compat-
ible sound card.

3D Support: None.
Multiplayer Support:
None.

Designer: Makh-
Shevet Development
Publisher: Sir-Tech
Software
Ogdensburg, NY
(315) 393-6451
www.sir-tech.com

REVIEW ¢« ARMED & DELIRIOUS

> Unfunny &

Repetitive

Arwiep & DeLirious Looks Great, but the Puzzles and Humor Are a Bust

by Barry Brenesal

alely adventure gamers have
heen riding a modest wave of
animated, surrealistic graphic
adventures (THE NEVERHOOD
and TOONSTRUCK are two
examples). ArvieD & DeLIR-
10US is another foray into similar
turf, which, unfor tunately,
doesn't succeed.

Here’ the plot: The wealthy and
eccentric Crotony family enjoys torluring
and experimenting with ani-
mals. One rabbit has
escaped, vowed revenge,
and established an inter-
galactic empire, whose
designs include the destruc-
tion of the Cratonys.'The
Gireat Rabhit gets the fami-
Iy cconomic mainstay,
Ceorge, o sell his relatives
to the Great Rabbit in
exchange for a planetoid
sales concession. Mean-
while, Granny Crolony has
discavered that her cook-
book is missing —stolen by
the Great Rabbit — and she
sets off to recover it and her descendants.

PRETTY, BUT DUMB

“The graphics are casily the most capti-
valing aspect of ARMED & DELIRIOUS.
“They merge reality with Salvador Dali-
style art and, to the games credit, the Dali
s!)'lc usually comes out on top {cspuci;lliy
after Gramny leaves Earth behind), The
16-bit color palette is beautifully applied,
and the limited 3D animation is excellent.
Clearly, some very sophisticated artists
were involved in this project.

"The puzzles in ARMED & DELIRIOUS
are more problematic. TheyTe not so
much difficult as they are obtuse, involv-
ing the manipulation of objects whose

CGW
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purpose is unexpected (for example, a set
of mechanical stairs, when knocked over,
interact with a huge gear). But often,
objects are highlighted for interaction, vel
Cranny can't interact with e, and
there are some puzzle solutions that are
completely arbitrary. Granny can’t leave
Earth until shes acquired a group of spe-
cific objects from her house, even though
you'e never given a list of the objects, and
theyre of no use in getting off the ground.

THE PUZZLE PLACE Building a house, the Crotony Way.
Armep & Deurious features some good “how-to" puzzles.

Also problematic is the inability to
identify with Armien & Devigious”
humans. Maybe I'm missing the obvious,
but why cxactly are we supposed to assist
a family of animal torturers? Granted,
this is a whacked-out cartoon universe,
but we're still not given any reason lo
help the Crotony family. Fven Granny,
the best of the bunch, is unpleasant, stu-
pid, and self-obsessed.

The next hurdle in Arnenp &
Deraous is its humor, or lack thereof,
Since the dialogue is minimal, this
means that the humor is basically slap-
stick, physical stuff, which is boring,
repetitive, non-interactive, and has noth-
ing to do with gameplay.

[ have no problem with humor relating
to bodily functions. It can be very funny
when creatively applied, whether the
medinm is 13th century French fabliaux or
Ren and Stimpy. But when Granny
enters an atlic, takes a slug from a brandy
hottle, staggers about, farts loudly, and
falls asleep in a chair, it isn't creative; its
just a cheap gag.

"The accasional recourse Lo four-letter
words I ARMED & DANGEROUS is
cheaperstill, because its used
strictly for thrill value. | guess the
idea is that somebocly in her 70s
muttering “s**tl" will provoke
gales of surprised laughter.
Actually, I'd be shocked if an old-
ster didn't curse effectively, given
the opportunities for colorful
vocabulary gained after vears of
life experience.

NO DICE

There are some decent how-to
puzzles in ARMED & DELIRIOUS,
but funny it ain’t; and frankly, |
cheered throughout for the Great
Rabsbit. If you're looking for humor
and puzzles in an entertaining, but
bizarre, mix, check out THE CURSE OF
Monkey ISLaND. B

PAPPEAL: Adventure gamers who
enjoy great artwork.

FPROS: Fantastic, surrealistic art-
work; some intriguing how-to puz-
zles; good off-kilter soundtrack.

PCOMS: Despicahle characters
you're supposed
to be helping;
very lahored
humor; some
puzzles have
arbitrary solu-
tions.
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ou’ve been warned.



Depression hurts. Deathtrap Dungeon and Tomb Raider |1 can help.

SIGNS AND SYMPTOMS
OF DEPRESSION

B | Persistent sadness and or irritability.

B | Recurring thoughts of how much
better life would be if you had
Deathtrap Dungeon or Tomb Raider II.

4] Statements such as, “I’'m bad.

I’'m stupid. No one likes me.”

When depression strikes, inmediately seek the help of a
trained professional at your local computer game store.




Wiping secretions

Research shows that the leading cause of depression

among gamers is a noticeable lack of Eidos games.

or Tomb Raider II. But early intervention is crucial. Or else,
it's only a matter of time before they threaten to do

something really stupid, like go to therapy.

S|PO>

You’ve been warned.
www. eidosinteractive.com

GO TO #115 @ www.computergaming.com/infolink

TO RECEIVE PLAYING TIPS, CALL THE EIDOS HINT LINE (900)773.4367. Cost of call $0.95/minute. Must be 18 years or have parent’s permission. Touch tone phone required.
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Try not to lorgel your loved ones.

| &
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Now for the PC.

GO TO #116 @ www.computergaming.com/Infolink
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Price: $§29.95
System
Requirements: P60,
Windows 95, 16MB
RAM, 150MB free
hard-drive space,

2x CD-ROM drive,
Windows-compatible
sound card w/DAC,
mouse, SYGA video
card. Dingto CD must
be in drive.

3D Support: None.
Multiplayer Support:
None.

Designer: Synergistic
Software

Publisher: Sierra On-
Line

Bellevue, WA

(800) 757-7707
www.sierra.com

*kkk  REVIEW * HELLFIRE

Multiplayer Is Missing, but HELLFIRE

Still Packs Some Good DiasLo Hack-and-Slash

by Scorpia

hen DiaBLO first
came oul a _\_'l.'iil'
g0, CVEryone was
talking about it, but
[ couldn’t play
because | didn't
have the necessary
systemn. When |
finally got my
whiz-bang Pen-
tium last spring, DiaBLO was the first
game | bought, and it didn't take long for
me lo become hooked. Very hooked. 1
loved the gameplay, the music, the
graphics, the neat items —in fact, [ liked
almost everything about il

So when the HELLFIRE expansion was
announced, and | found oul that it was
being done by a third party — Synergistic
Software — instead of Blizzard, [ was a
little skeptical. Could another company
emulate the quality of the original game?
Happily, Synergistic not only did that,
they put in some enhancements to
DiasLo that make playing it even better.

ON THE RUN

FFor starters, they revved up tlown
movement. The docs say double-speed,
but it looks more like triple to me. Those
long, sloocow plods to the monastery or
the witch are now like crossing the
street. Ifyou're injured, Pepin heals you
automatically now; you don't have lo ask
for it separately. Griswolds stock of
premium items is larger, and the
fancy items stick around longer. You
have a better chance of saving up for
that nifty Crimson Armor of the
Heavens or whatever else has caught
your faney. As before, the stock tumns
over only when you've gone up a
character level.

Sorcerers begin with new items.
Instead of the Charge Bolt stall and
two mana potions, lhq\-‘ now receive
two healing polions and a Staff of
Mana, which (naturally) recharges

CowW
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the mana pool. While
nol as powerful as mana
potions, the new staff
allows the mage to stay
down in the dungeon
longer. Much of the
running back to lown
every few minutes for
more mana has been
climinated, which isa
weleome change.

Several new shrines,
aswell asa bunch of
new and unique items,
were added to the game.
| didd nol, alas, come
across many of the
unique items. In fact,
the only one | ean recall offhand is the
light sabre. No, nol a Jedi weapon, but a
sabre that provides light in the dungeon
and protection against lightning spells.
Most of the new shrines give small
hoosts to stats; some also deal out dam-
age when doing so.

New spells include Berserk (causes
monsters to fight cach other), Lightning
Wall (like Fire Wall, only with lightning
instead of fire), lmmolation (a devastat-
ing fire attack that goes out in a circle),
and Search, which temporarily high-
lights all items in the vicinity, making
them easier lo see,

Since HELLFRE installs completely to
ils own directory — it doesn’t touch your

CAN THOR DO THIS? One of HeLLARe's new
spells is the Lightning Wall, which will electro-
cute anything in its path.

MEDITATE ON THIS! The new Monk character is a far
cry from a meek pilgrim. He can attack barehanded or
hit multiple enemies with one blow of his staff,

original DIABLO files—you have lo copy
over Lhe save files for any high-level
characters vou want from DIABLO to
HELLFRE. The good news is, the charac-
ters come over wilh their levels and stats
intacl. "The bad news is, no items come
with them. Armor, weapons, potions,
scrolls—everything goes away. Only
gold makes the trip. The manual advises
loading transfer characters with money
beforchand, and [ heartily endorse that
advice. Fortunately, Griswolds stock of
premium items will reflect your charac-
terk level, and you should be able to buy
some decent equipment from him,

WE GOT THE MONK

HELLFIRES really new features are
two dungeons of four levels each, and
anew characler class, the Monk. The
Monk is one very hot character.
Weaponless or with staffin hand (his
preferred weapon), he’ a tremendous
fighter, especially at higher levels. He
can hit as many as three opponents at
once with the stalf or barchanded
(nctually barefooled, since weaponless
allacks are kicks, not punches).

Monks get automatic increases to
damage range and armor class as they
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12 Award-Winning Role-Playing Games
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4 W _ever assembled in one box. It’s a die-hard RPG gamer’s dream, a great pla for
novices to begin, and a must-have for every gamer’s collection!
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By Gamers. For Gamers:™
www.interplay.com
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GIVE YOUR ANT A
KISS The Torch

& Ant, a new denizen
of the Hive, wil
greet you with
flaming fireballs.

goup in level. Eventually, unless he has a

really potent staff, his barehand damage will

exceed weapon damage. Heavy metal —
ring, chain, splint, and plate anmor — does
not work well with Monks. It may even
degrade their armor class. Therein lies the
tradeoff: Most of that high AC comes from

aigiiity bonuses, not actual protection. IJ'.rgU,

when a Monk takes a hit, whether physical
or magical, it will hurt him more

and Necromorbs (floating eyes with a
magic attack), and Torch Ants (emphasis
on torch, as they chuck fireballs your way).
At the bottom of the Hive is the Defiler, an
exceptionally nasty critter. This thing has to
be killed, as it holds the item to open the
Crypt.

"The Crypt s a very tough place — the
lower levels in particular are easily the equal
of the Hell levels under the Monastery, and
the denizens here are nol to be tifled with.
Their hit points average around 100 or bet-
ter, and many have spell resistance and
immunity. They also hit fairly hard,

NA-KRUL-SISSY DEMON

At the bottom of the Hive is Na-Krul, the
new demon. Killing him does not initiate
any special sequences; he’s really only a way
station on the path to Diablo. Na-Krul is
one of the games big disappointments. He
supposed to be The Demon Too Hot for
Diablo to Handle. Hes the critter Diabla
couldn’t kill and had to banish. After that
buildup, finding him to be, in actuality, a
grade-A creampulf was a terrible letdown,
The Monk kicked his face in without even

raising a sweal. The Rogue luned him into
a pincushion with no trouble at all. The
Sorcerer fried him to a grease spot, and he
didn't need a lot of mana to do it. Only the
Fighter, who had to be in close (without
the Monk’s dodging ability) took a few
lumps from Na-Krul. Even so, it was not an
epic encounter by any means,

"The other disappointment is the fact that
HeLLrire is single-player only: There are no
modem options al all, so you won't be able
to play this on battle.nel or with a friend on a
dial-up connection. | can see how trying to
link up HELLFIRE with original DiasLO
might be a problem, but the lack of any
modem play in HELLFIRE is astonishing,
especially as multiplayer mode is one of
DiaBLO'S biggest selling points,

liven so, HELLFIRE is still a first-class job.
The new graphics and music are on a par
with DIABLO. The enhancements to the
original product, plus the new material and
new character class, have really freshened
up the game.

HIELLFIRE is a welcome expansion on a
greal theme, and one that single-player
DiasLo fans shouldn’t miss. &

than it would a Fighter or Rogue
wearing, say, plate mail; theres
not much armor to soak up the
damage.

“T'he first new dungeon, The
Hive, is an icky-looking place,
willi a layoul similar lo the hol
levels under the Monastery — all
wide open, with nat many
places to hide. Most of the mon-
sters here are the up-front, fight-
er type. They come right for you
as soon as they see you. Five,
however, are more dangerous
than others: Spider Lords (a
spitter-class critter), Psychorbs

FPAPPEAL: Dinswo fanatics who
just can't get enough.

PPROS: Nice enhancements,
such as faster town movement,
to original Diewo system; lots of
new spells and items to play
with; interesting new character
class.

PCOMS: No
multiplayer
mode whatso-
ever; end
hoss is a hig
disappoint-
ment.
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an appetizer.




You win a tour of
|catraz Island.
EAD 1

rem
how to

”nnn-l.._———-ﬂ

AIISIIA

AND CLIFF

natel
unfor tfhtj itb ac'-<

SEACCESS

SOFTWARE INCORPORATED
www.AccessSoftware.com
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Price: $54.95
System
Requirements:
Pentium 166 (Pentium
133 with 3D card),

" |I”.| t[l -'\I ..' ¢

drive s| §
hit color video, 4x { D-
ROM, mouse, joystick
3D Support: 3Dix,
Direct3D.

Multiplayer Support:
None

Designer: Billy Joe

Publisher: 0

www.origin.ea.com
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Ship Shape

A New Development Team Breal

Wive CoMMANDER Series

by Scott A. May

tseems impussihlc to imagine a
Wine ComuanDiR game with-
out ereator Chris Roberts at the
helm. But thats a reality that fans
must face, much like aceepling:
any aclor but Sean Connery as
the true James Bond. However,
for better or worse, 007 movies
continue lo do well, and so does
Origins flagship series. Truth be
told, WiING COMMANDER PROPHECY,
guided by director Adam loshko and
lmd programmer Peter Shelus, fares
much better than expected.

Roberts, who left Origin last year to
form Digital Anvil, evolved the WinG
COMMANDER series [rom its comic-book
meeplion o a quasi-Hollywood produc-
tion in later episodes. Most fans were
pleased by the series” development,
though many felt basic gameplay suf-
fered from Roberts’ newfound filmmak-
ing aspirations. In this regard, Foshko
and Shelus have returned the series to ils
roots, where gameplay takes precedence
over F'MV diversions. Longtime fans of
the series should be pleasantly surprised,

NEW FACES

"The game features a familiar branch-
ing story structure, whose path
and ultimate outcome are
determined by decisions you
make during the course of the
game, as well as your perfor-
mance in each of more than 50
missions, Unlike in previous
episodes, the plot here is not so
eut-and-dry. You assume the
role of 2nd Lt Casey (played by
Steven Petraca in the I'MV
sequences), a young volunteer
fresh out of Academy, cager lo
prove himself in battle. As the
son of leeman —a central char-
acter from the first game in the
series —you're also forced to
prove your individual merits to

CGwW
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skeptical rookie and
veteran pilots, who
suspect you're sim-
ply riding the hero-
ic vapor trails of
your late father.
Set aboard the
“lerran Confeder-
ation’s new super-
carricr, the TCS
Micdway, the game
hegins with reports
of an unknown
alien foree devas-
tating the once-
powerful Kilrathi
star system, Based
on projections of
the aliens’ path of destruction, it appears
they'll soon be heading into Confeder-
ation space, with Earth as their ultimate
target. Only the Midway, with its crew of
greenhoms and scasoned pilots, stands a
chance of stopping this alien menace.
“The game begins with a full-motion
video tour of the pilot quarters on the
Midway, which also serves lo introduce
new and old characters, such as Maniac
(Tom Wilson), Rachel (Ginger Lynn

Allen), Drake (Lauren Sinclair), Maestro

MOTHER OF THE SEA The Tiamat-class Dreadnought
demonstrate WCP's sense of scale, as this ship fills up
your viewscreen from 30,000 klicks away.

thes Fresh Life Into

the

They got that medal for you, kid, huh?

TWO PEAS FROM THE POD Tom Wilson reprises his Maniac
role, as your character and his swap fighter-jock stories.

(Neill Barry), Hawk (Chris Mulkey), and
Dallas (Joel Stoffer). Mark Hamill also
makes a token appearance as Blair, hero
of the first four episodes.

The FMV sequences, directed by
Toshko, are a mixed bag of good and
cheesy. On the positive side, the settings
and coslumes are the best of the series’
later F'MV-enhanced games, leaturing
many genuine studio sets, as opposed lo
WCIV5 entirely computer-generated
green-screen backdrops. Overall, the
video portions of the game feel
more tangible than before. On
the negative side, the FMV
scenes consist of a young, mostly
unknown cast whose acting abili-
ties pale in comparison to previ-
ous stars such as Malcolm
MeDaowell and John Rhys-
Davies. Indeed, much of the dia-
logue and character interaction
has a certain Melrose Place
feel —which in itself isn't bad,
just different.

Luckily, these cinematic inter-
ludes are typically short and
sweet. Camers also have the
ability to adjust both movie and
in-flight communications to suit



WING COMMANDER PROPHECY ¢ REVIEW

SPECIAL EFFECTS

"The games retooled
flight engine feels great.
Thrust, inertia, pitch, rola-
tion, and roll make flight
more engaging than in
previous installments,
whether theyTe employed
during prolonged dog-
fights or carefully staged
hombing runs. There are

nd Paul Wattenbarger, evokes a sense of

mystery not found in previous episodes.
The alien species—including its background,
motives, and ultimate intent—remains enigmat-
ic throughout much of the game, which
heightens WCP's sense of discovery and terror,
Renowned sci-fi artist Syd Mead, famous for
his production design in the films Blade
Runner and 2010, conceptualized the alien
race, which is much more organic and sinister
than the cartoonish Kilrathi space cats.

-I—he story, by Adam Foshko, Chris Douglas,
a

no planetary missions this
time out, but they aren't
missed. Instead, vou get

BEHOLD THE KRAKEN Kraken-
class ship killers provide one exam-
ple.of the new alien race’s power.
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Cap ships, some nearly

their needs and preferences. Options
include enabling all between-mission
maovies and in-flight messages, playing
only those movies and messages crilical
to plot advancement, or disabling both
features entirely. ‘To get the full flavor,
regardless of vour experience with the
W series, the best option is to enable
all video sequences on your initial run,
Thanks to the games branching story
line and multiple paths to different end-
ings, replay value is high, which means

STING LIKE A BUTTERFLY Unique and colorful ships like
this Stingray somelimes are more than they appear—lhis
ship is the result of three ships combining into one.

you can then reduce or eliminate super-
fluous cinematics in later sessions,

PLACES TO GO, ALIENS TO KILL
Aboard the Midway, Casey has
access to key arcas such as the Ready
Room, where you can attend mission
briefings, load previonsly saved games,
and enter the Ree Room. Here you'll
find food, drink, and I'MV conversations
with other crew members. Again,
although these cinematic exchanges ure
oplional, they help flavor the story line,

draw players deeper into the action, and
sometimes reveal intriguing character-
related plot bwists.

"T'he Ree Room features the familiar
killboard, which lists current kills for all
Midway squadrons, and a tactical data-
base, which offers 31 views and slats on
every Confed fighter and capital ship in
the game. Finally, theres the combat
simulator, where rookie pilots can prac-
tice basic flight and combat maneuvers
within a safc environment.

The game begins
with a series of sorties,
designed to train you in
the fine arl n“ﬂ"l}\\'illg
n;i\figﬂinn;ll waypoints,
escorting fighters,
defensive engagements,
and hyperjumps. Alter
Mission 5, however,
things get hairy.

Unlike in previous

allowed to choose
which fighter they pilot.
Instead, your fighter is
automatically assigned,
based on skill level and
mission objectives. The
cockpil display varies slightly from one
ship 1o the next, but all feature basically
the same array of controls, monilors,
alarms, and heads-up readouts. Tn all,
there are 7 new Confed ships to fly,
including fighters and bombers, and
more than 10 new alien ships to battle.
Unlike the last episode, you can’t choose
your wingmen here. On the upside,
however, your wingmen are more plenti-
ful and mueh more intelligent than
before, requinng fewer communications
to keep them on track.

games, players are rarely
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20,000 meters long, ren-
dered to scale in realtime. Visually stun-
ning, they can easily take yon more than
three minutes to traverse, bow to stern,

Visual effects are the best yel seenina
space-combat game. WCP supports
mast major 31 accelerated video cards,
which lets the game run fairly smoothly
even on a Pentium 133, The 3D elfects
include textured space —no more pitch
blackness— lens flares, missile trails,
translucency, muzzle flash, haze, and
some of the most mind-blowing explo-
sions this side of a Hollywood film. And
thats just the tip of the iceberg.
Damaged ships break apart, spew fuel,
or emil sparks from missing sections.
And you'll even encounter alien ships
that transform themselves into bigger,
deadlicr opponents. There's so much eve
candy that gamers will constantly find
themselves muttering a hushed “Wow!"

WiNG COMMANDER PROPHECY,
actually the first episode in a proposed
new trilogy, suceessfully returns the
series to its solid roots, while moving for-
ward in terms of story line and graphic
splendor, Chiris Roberls is sorely missed,
but his brainchild continues to grow in
very capable hands. %

PAPPEAL: Rocket jockeys and
fans of previous installments of the
Wing Commanoer series.

FPROS: Besl FMV in series to date;
greater emphasis on gameplay; out-
standing graphics and sound; vastly
improved comhat mechanics.

rCOMS; Hefty
system require-
ments; once-
promised multi-
player options
aren’t in the
game.

CGW
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Price: $54.95

System Requirements:
Pentium 133, Windows
95, 16MB RAM, 130MB
hard-drive space, SVGA
256 color video, 4x CD-
ROM, mouse; joystick
recommended.

3D Suppori: None.
Multiplayer Support:
Modem, null-modem,
LAN, Internet (2-16
playars); 1 CD per
player.

Designer: Dynamix
Publisher: Sierra
On-Line

Bellevua, WA

(425) 644-4343
www.sierra.com

REVIEW * RED BARON Il

The Baron Flies

Agai

by Robin G. Kim

ew would disagree that Ren
BARON is a lrue classic among
flight simulations, The 1990
release was a rare gem that
dicl almost everything right,
expanding the envelope in
terms of graphics, realism,
and breadth of gameplay. In
the long-awaited sequel, Rip
Baron 11, Dynaimix has
attempted to recapture the magic of the
original while incorporating enough
improvements to satisfy gamers’ ever-
increasing expeclations. Alas, though the
game comes tantalizingly close to
achieving these goals, it falls short due to
significant Maws that could have —and
really should have— been avoided.
Aswith its predecessor, RBITs
strengths lie in its immersive atmosphere
and enormous scope, which span the
entire course of history’s first air war.
From the slick interface graphics and
music to the wealth of background infor-
mation on WWI and the aces who
fought in it, the out-of-cockpit experi-
ence is brimiming with enough period

feel to put even jaded simmers in the
mood for flying, In addition to a cus-
tomizable instant-action dogfight option,
27 canned missions are included, plus a
powerful (but buggy) mission builder to
let you creale your own,

The heart of the game, however,
is its dynamic campaign mode. "To
embark on a campaign, you must
create a pilot record. You specify for
which eountry you will fly (France,
Britain, Germany, or America), your
enlistment date, initial rank, and
squadron affiliation. Because a cam-
paign continues until the war ends
or your pilot is incapacitated or
killed, it will often require a substan-
tial lime commitment — sorlie
counts can easily run into the hun-
dreds! Unfortunately, a recurring

CcGW

The Sequel to the Flight Sim Classic Need's
a Few Patches on its Fabric Wings

crash bug can
make further
progress impossi-
ble if it strikes,
forcing you to
restart the
campaign.

Missions vary
from routine
patrols to balloon
busting to
inl':mlr)-' supporl.
Preflight bricfings
list waypoints,
altitudes, and for-
mations to be
used. This infor-
mation can also
be conveniently accessed in flight,
eliminating the need for memorization.

After a mission, a play-by-play ani-
mated debriefing recaps the highlights
of the flight, compensating somewhat
for the lack of a mission recorder. Since
many flights last well over an hour of
game time, RBII provides up to 16x
time compression and three autopilot
maodles to speed you through the really
boring parts,

HISTORICAL CORRECTNESS
As only one squadron among many,

INSTRUMENTAL Realism fanatics can opt for the bare
bones instrumentation real WWI pilots had to work with,
but two modern dashboard layouts are also provided for
those who prefer not having to guess at their airspeed.

there is no way to change the overall
course of the war, but your efforts are nol
entirely inconsequential. While squad-
ron and ground unit placements pro-
ceed inexorably according to history,
famous aces can be shat down prema-
turely, and damage to halloans or
ground structures carries forward to
future missions. Within your squadron,
successes are rewarded with decorations,
promotions, authorization to paint your
aircrafl (requiring the use of an external
paint program), and leadership responsi-
hilities such as mission planning and
pilol management.

CASUALTY OF WAR The game's hit detection
and damage modeling are second to none.

APRIL 1598

Over 20 different scouls (single-
seat fighters) can be flown in the
sim, from the pioneering Morane-
Saulnier—the first true fighter
plane —to the awesome late war
lokker DVIL As new Lypes are
introduced over the course of a
campaign, you experience first-hand
the effects of the see-sawing struggle
for technological advantage waged
throughout WWI, An assortment of
Al-controlled reconnmaissance planes
and bombers may also be encoun-
tered, but there is u lack of Zeppelins.,



RED BARON Il » REVIEW

Unfinished Business

S' ierra has apparently decided to complete Reo Baron Il’s devel-

opment in stages—after putting it on store shelves. Current

plans call for three major patclies. The first, a heta version of
which was available at ftp://ftp.dynamix.com/RedBaronll/ at press
time, fixes most of the worst bugs (game crashes, self-resurrecting
aces, hlocked campaigns, flights circling endlessly over the starting
aerodrome, and time compression not deactivating when enemies
are near) and adds several welcome enhancements. For those who

[Baron]
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dislike virtual cockpit panning views, the set of fixed views has
bieen expanded to offer total coverage akin to that found in Air
Wannior and Wangiros, albeit with a clunkier interface. Screen shak-
‘ing now presages stalls, waming you to back off before it is too
late. Brightly colored tracer graphics make gunnery easier, though
much more frequent gun jams will force you to fire in shorter
“hursts. The infernally accurate groundfire has not been taned down,
hut flight altitudes have been increased enough that you will be
ahle to avoid the worst of it. You can also reduce its effectiveness
manually hy creating a new file called rh2sim.ini and populating it
“with the following (lines must be double-spaced to work):

~ bulletMassFactor=180
groundGunnerBase =800
groundGunnerNoise = 180
: groundGunnerConvergence = 160
The next patch will feature recalibrated flight-model parame-
ters for far greater realism in aircraft hehavior. The final patch,
“expected mid-year, adds support for 3D accelerator cards.
Multiplayer fans will find they have their own set of patches.
Although several head-to-head (but not cooperative) multiplayer
oplions are available, they require a different downloadable patch:
“just to work at all, and will need more-fixes before they are stahle.

Although the planes are pleasant to fly
and each different type has a distinet
and convincing feel, the flight model is
too forgiving ta be truly realistic, even at
the most authentic setting, Stalls and
spins are very tame, and the vertical per-
formance of most planes is overdone.
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MISSION: POSSIBLE Complex missions are a snap to cre-
ale using the mission builder’s optional ability to start you
out with a full set of historically-appropriate flight plans.

Fortunately, these lapses detract little
from the sin’s exceptionally fun dog-
fights; the main consequence is to give
you a slight edge over the computer
opponents. The Als ability varies, but
you miay be thankful you have that edge
when facing one of the more formidable

: aces. Despite its
combat prowess, lthe
Al occasionally mess-
es up at simpler tasks,
Dlithely navigating
into steep hills, refus-
ing to take off, or
augering in when
fighting at low
altitudes.

Part of what makes
RBIIs air combat so
imimersive is the
complete situational
awareness provided

APRIL 1898

by its effective combination of fixed and
aulo-tracking padlock views. Accurate
hit-detection and outstanding damage-
madeling also contribute. Depending on
where and how hard a planc is hit, it
might suffer various degrees of control
degradation, wing spar breaks, weakened
or lost wing sections, or oil leaks that can
potentially lead to raging engine fires. I
your engine erupts in flames, you general-
ly have two options: Burn to death or bail
out without a parachute. Choose wiscly.
Graphically, the fully texture-mapped
sim environment is attractively detailed
and functional. However, without 3D-
card support it can’t match the visual
splendor of its 3D-accelerated compeli-
tors. Ifame rate on a Pentium 166 system
at moderate detail settings is adequately
smooth, with occasional slowdowns.
The clouds that appear in screenshots
on the game box were yanked out for
performance reasons, which is probably
just as well. Making up for the less then
slellar graphics, RBII boasts an imypres-
sive array of sound effects: Wing spars
creak when about to give out; air-raid
sirens Dlare from threatened aerodromes;
and erashing aireraft snap, erackle, and
erunch as they cartwheel to picces
across the rolling French countryside.
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WORK IN PROGRESS

RED BARON 1l is a diamond in the
rough. Undermeatly its bugs, slightly
dated visuals, and minor idiosynerasies,
it still manages to capture the spirit of the
original Rib BARON. A noteworthy
achievement as is, it has the potential to
follow its progenitor as a true giant
among flight sims, but enly if Dynamix
comes through witl its promised [light
model, multiplayer, and 3D-accelerated
graphics patches. &

PAPPEAL: Anyone with an interest
in prop-driven fighter combat who
doesn’t demand 3D card support.

rPROS: Great atmosphere; very
large scope; dynamic campaign and
mission huilder provide enormous
replay value; good dogfighting Al

PCOMS; Several
crash bugs; sim-
plified flight
modeling; lack
of 3D card sup-
port; no multi-
player cam-
paigns.

CCW
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Strictly Semi-Pro ¢

Pro PiLor Took Off Before the Flight-Testing Was Completed

by John Nolan

he marketing wizards at
Sierra unabashedly boast that
“Sierra PRO o is the most
technically accurate, intellec-
tually demanding and
authentically true-to-life
flight simulator available for
the home PC.”
sol"This long-awaited civilian
flight sim had the benefit of
starting with a fresh design, free to*be all
that it could be.” Alas, the opportunity
slipped away.

Il only it were

HEARTLESS

"The core of any flight simulation is the
flight model; without a quality flight
model it becomes just another a game.
Pro Pruoris proof that some producers
either don't have a grip on the impor-
tance of an accurate flight model or
don't feel its necessary Lo provide both
simplified and detailed models. The
Cessna 172 is a common civilian aircrafl,
one in which many pilots and potential
Pro PiLor buyers have some experi-
ence, ail to model this aircraft accurate-
ly and the eredibility of the entire sinula-
tion is called into question.

The Cessna 172 in Sierras Pro PiLoT
is nol particularly well-modeled. A briel
“familiarization flight” consisting of take-
off, departure, slow flight, stalls, spins,
steep turns, and a descent to approach
and landing reveals quile a few short-
comings. Theres no vaw when you put
the power up for takeoff. Once airbom,
if you turn without using rudder, the ball
quickly centers without any pilot input.
“The pitch attitude in slow flight is almost
identical to normal cruise, “hands off”
stall recoveries with no altitude loss are
routine, and the aircraft can't be put into
a fully developed spin. On approach,
lowering the flaps doesn't seem to add
any drag until you reach the full down
position. These characteristics imply a
casual approach to the flight model, indi-
cating that the entire liftAweight/
thrust/drag relationship needs work

“Tiveaking the

PRO PILOT * REVIEW %k % J
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IN THE DETAILS Pro Puor features incredibly detailed, legible instrument panels, and
almost everything works with the click of 2 mouse.

before Sierra can rightly make its "true-
to-life” claim.

QUT OF THE PICTURE

Another critical element is the graphic
environment. Onee again, PRO PILOT
fails to maximize its opportunity. While
the environment is sufficiently detailed at
maxirnunm settings, the :__;l:l])hiui nol only
don’t advance the state-of-the-art, they
don't even reach the state-of-the-art.
Low-altitude landscapes are blocky and
pixelated, Cranking the graphics oplions
to maximum presents a severe challenge
fo average compulers —views are slow o
change and there

a nsable frame rate that may or may not
provide the amount of detail that you
personally require. Cleardy, Sierra missed
the flight when it decided to forgo 3D
acceleration, Its incredible that this one
shipped without it; flight simulation
video requirements make it almos
mandatory.

THERE'S STILL HOPE

The program does have several posi-
tive aspects. The Ground Lessons are
well done. Thirty-one video lessons cover

various aspects of flying, with most

lessons running about two minutes. The :

are noticeable
pauses with the
“lypical” 52MB
installation,
Installing all the
scenery helps, but
requires aboul
another 450MB of

hard-drive space.

options menu will
evenlually result in

APRIL 1908

IN THE DIRT Most major airports have paved taxiways. Is this
another indication that Pro Pior was rushed to market?

Price: §54.95
Syqtem Hpqmrempnh

colors ::--10'-:-.580 mouse
3D Support: None.
Multiplayer Support:
None
Designer: Dy
Publisher: S

namix

www.sierra.com
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REVIEW ¢ PRO PILOT

just doesn't look very realistic, as this shot from 2,000 feet reveals.

'1
IP&TCI—IWORK QUILT Terrain is best viewed from a high altitude; at low altitude it

animation is very good, usually display-
ing interior cockpit control movements
and corresponding exterior-view aireraft
reactions while the instructor gives the
briefing. These movies are useful for
bath the sim and for actual flying; its
clear Sierra did its homework in this
arca, Still, if you think you're going to
leam everything you need to know
about landings in two minutes, its time
for a reality check.

The Air Trallic Control feature is
another plus; it adds important realism
to the simulation. Alas, there are glitches,
such as when the controller keeps
tepeating the “Climb to 7,000 feet”
instruction for several minules after
you've leveled off. It just doesi't respond
to your actions as well as the AT'C in
Fracir Useanen 1 did, which lends a
“canned” feel o the experience,

Perhaps the best part of Pro PiLois
the Ilight Assignments section found in
the Flight Companion handbook; finally
there’s some interesting flying lo do ina
civilian flight sim. These 20 cross-coun-

try trips are flight-planned and come
wilh reasonably detailed written instruc-
tions on what to do and expect on the
trip. The Air Traffic Control feature ties
inwith the flight plan, and you hear real-
istic instructions from the controllers. OF
conirse, as with the rest of the program,
there§ evidence that the developers
made last-minute changes. The book
descriptions often don’t match the con-
troller’s instructions, another example of
the lack of testing that went into this
game. These “missions” are the luture of
this simmlation; as inevitable revisions
improve the flight model and graphics,
this feature could move Pro PiLon to
the head of the pack.

POSTFLIGHT DEBRIEFING

This is not a Irue “flight simulator”; the
flight modelis just oo far into the arcade
calegory to meel (hose high standards,
Now you know why Sierra has a flashing
“Beyond Real” graphic on its Pro Pior
Web page; the flight model s so far
beyond real that its unreal. Still, the

flight characteristics are satisfactory for
casual users.

Graphics are about average, but its
the lack of 3D acceleration that really
makes the biggest visual statement in
Pro PiLor. Its not a pesitive comment;
the current crop of inexpensive state-of-
the-art 3D accelerator cards make this a
colossal oversight.

On the bright side, Pro PiLOT is a
good cockpit procedures trainer; the
complexity of the cockpit modeling and
the checklist feature sct new standards
that competitors will be forced to match.
Afairly complete set of airports across
the U.S. and aceurate terrain clevations
mean that most American gamers will
be able o practice flying from their local
airports. Furthermore, the documenta-
lion is a cut above the compelition in
this category: The Ilight Assignments
section of the Flight Companion is espe-
cially noteworthy; this genre has needed
something like it for quite some time.
Overall, the simulation shows promise,
but it appears this fledgling was kicked
out of the nest a bit too soon. &

rAPPEAL: Civilian flight-sim fans
and student pilots willing to work
with a sim still under construction.

FPROS: Realistic, educational
Flight Assignments; good ground
lessons in movie format; excellent
flight-companion handbook.

»COrS: Flight model won’t satisfy
realism devo-
tees; desperately
needs 3D accel-
eration; graphics
are just average;
ATC system has S
sluggish, rigid AL

i
L

o It Right or D

n a sad commentary on marketing department influ-

It Over

many of the problems were major, like correcting drag

i Iem:e on game release dates, Sierra released a major
patch for Pro Puor (visit www.sierra.com) very soon
after the game’s release. This is a “good news/bad
news” situation. It's great that the developers immedi-
ately went bug hunting, :

stomped. Some of I!mé'pmhlms were truly minor,
such as getting the correct takeoff time in your loghook
when taking off from nontower airporis. But far too

characteristics on all five aircraft and fixing the Baron
so that it didn't run out of fuel in 20 minutes. The patch
improves the flight model; the 172 demonstrates a
torque effect on takeoff and the drag effect of the flaps
is enhanced. While the flight model still needs work, at
least Sierra admits it needed improvement. It's incredi-
hle that such problems are even present in 2
release. As Cliff Shiers, the best navigato
with, used to say, “It's always easier
er to do it right the first time!”

CCW APRIL 1998



...YARMOOR [YELLOW] DEFEATS FLATLINER [BLACK] IN A SANCTIONED MATCH ON SOLARIS...

Stone -GrpW-> ===-- : Where did DW's Banshee go?
JT Chance ~GrpW-> ----- : It shredded my gyro!
I'm out! DEAD!
Stone -GrpW-> -----: I'm gonna need help

- who's left?

HELLO?

C 3 www.multiplayerbattietech.com

---$9,95 MONTHLY--ONE PRICE, ALL GAMES, UNLIMITED PLAY--FIRST MONTH FREE---
GO TO #238 @ www.computergaming.com/infolink

MultiPlayer BattleTech: Solaris is a trademark and BattleTech is a registered trademark of FASA Corporation. KESMA
Used under license. GameStorm is a trademark of Kesmai Corporation © 1997. All rights reserved, s 0
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Price: $49.95

System
Requirements:
Pentium 120, Windows
95, 16MB RAM,
190MB hard-drive
space, 4x CO-ROM
drive, sound card.
mouse; joystick rec-
ommended

3D Support: Direct3D.
Multiplayer Support:
None.

Designers: Looking
Glass Studios
Publisher: Eidos
Interactive

San Francisco, CA
(800) 617-8737
www.lglass.com

* Kk kkJ REVIEW ¢ FLIGHT UNLIMITED I

The Sky’s

Noncombat Flight Sims Take a Big Step Closer to Reality

by Denny Atkin

n real life, most of us are never
going to geta chance to flyin a
high-performance fighter jet. But
as unglamorous as laking the
controls of a Cessna 172
Skyhawk may seem lo gamers
trained at the controls of virtual
17401 Carsairs or I*-16 Falcons,
piloting a real plane — even an
unarmed one over friendly terri-
tory— can be quite thrilling. Taking in
the scenery of your neighborhood from
3,000 feet while watching for other air
traffic is more exciting than even the
most harried computer air combal when
you factor in reality.

I've flown nearly every civilian flight
simulator ever released, from the original
FLIGHT SIMULATOR o SOLO FLICHT to
the latest FLICHT SIMULATOR 98, and
none of these has captured the exhilara-
tion of real flying. Theyte great for leam-
ing instrument procedures and general
plane handling, but with unrealistic air
tralfic (or none at all) and no communi-
cations, its as if you'e flying in a Twilight

STORM WARNING Rain and lightning effects are dramatic and
realistic, but what are you doing in these skies in a Cessna?

APRIL 1838

Zone episode in
which your Cessna
is the only plane
leftin the world. Its
an odd world at
that, one where
you get excited by
seeing one recog-
nizable skyscraper
in a city full of
boxes in aland of
patchwork-quilt
terrain and polygo-
nal mountains.

Now, for the first
time, a flight simu-
lator has caplured
the real feeling of civilian flying, With
the most detailed, vivid environment
ever to grace a flight sim, FLIGHT
Uneasrrep I is the closest vou'll gel to
kinowing what it like to fly a small plane,
short ol a visit to a flight school.

SMALLER SCOPE

1o be fair to the competition, I'LIGHT
11 manages this
level of detail by
providing a very
limited flight
area —the San
l'rancisco Bay Area,
from north of
Calistoga south to
Monterey and east
to Sacramento. The
dlesigners have used
detailed satellite
imagery to map the
ground, with many
buildings and land-
marks represented
in detailed polygon
form. Once you gel

CITY SLICK Polygonal buildings dropped on satellite imagery
make this the best-looking San Francisco yet seen in a sim.

up above 1000 feet the view, with a reso-
lution of I8 feet of real terrain per pixel, is
startlingly realistic. And while 18 feet per
pixel may nol seem that detailed, it
makes it possible to pick out imajor high-
ways, large buildings, small parks, and
other prominent landseape features. |
casily spolted my apartment building
and was able to follow a road from the
lighthouse at Point Reyes to a hotel Id
stayed at 20 miles away. This is the first
simulation in which sightsceing is more
than just trying to find where the pro-
grammers have thought lo place a set of
polygonal buildings.

"This detail is available with or without
3D aceeleration, but if you're using a
supported Direct3D video card, the
image will be improved through pixel fil-
tering and a smoother color pulette. |
tested I'LIGHT 11 on a P66, and frame
rate was good with or without 3D accel-
eration. Even at 800x600 resolution, | got
around |7fps without 3D acceleration;
24fps with.

Of course, FLiciHT I represents cach
of the Bay Area’ 40-plus airports in full



...WP 4: COURSE 121 AT 12000 FT EPA 1:18..CHANGE COURSE TO 140 LEVEL AT 10000 FT...

GunJam: bandits, 6 o’'cloek high!

HiTech: i’'m done -- bingo ammo
Gundam: run low -- i’ll cover you home

HiTech: reoger that -- p51 closing fast!

GunJam: pull left! PULL LEFT!

Gundam: HiTech!?!

|
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WWW.alrwarrior.com

~---$9.95 MONTHLY--ONE PRICE, ALL GAMES, UNLIMITED PLAY-~FIRST MONTH FREE---

GO TO #197 @& www.computergaming.com/infolink
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than other computers..
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detail, complete with accurate laxiway
layouts. One nod o playability is the
inclusion of very large taxiway marker
signs—so large, in fact, that you can clip
off your wing on one. (The first patch
allows you to shrink the marker size,
trading readability for realism.)

THE RADIO DIAL

The detailed environment provides
one level of immersion; this is enhanced
by interactive air traffic control (ATC)
and dozens of other aircraft sharing your
airspace. The ATC is a snap lo learn: You
“build” requests and responses froma
menu of appropriate choices, much in
the manner of the LucasArts SCUMM
adventure system. For the most part, the
AIC is very good at responding appro-
printciy to your actions, even warning
other planes that there§ a “disoriented
aircraft in the pattern” when you buzz an
airport and ignore tower requests.

You'll need to wait your turn to com-
municate with ATC —there can be as
many as 200 other aircraft in the Bay
Area airspace at any time, taxiing around
airports, flying approach or departure
patterns, or simply transiting the area.
‘These range from other general aviation
planes to airliners and military jets. One
great touch is the ability to pop into the
cockpit of any other plane in the area as
an observer. Watch a 747 through take-
off and climb, or sit in a Baron as it
enters the approach pattern and lands.
Riding along in other small planes is
great for getting a visual illustration of
how approach pattems work.

You can file [FR (instrument flight
rules) flight plans specifying your route,
or you can just turn off your radio and
fly visually around the area. For the first
time, you can actually practice enlering
an approach pattern with other aircraft.

1y Uniimite

~-Bepin Transmission:...

the sequel to Lyst.

the detalls.

«End Transmission....

Frévious

Turkey Drop
You've baen contracted to do some promotional work. A
software entertalnment company wants you to fly over
Oaklant Collseum and 3COM Stadium (Candlestick Park)

and drop turkeys over the them hoth to colncide with
the Thanksgiving ralease of thelr now product, Drivael,

It's going to be rlpged up for you, All you have to do

Is fly over the stadlums at less than 100 feet and tho
turkeys will automatically discharge. You seem to reamembaer
some radio station pulling this stunt, but you can't recall

FLIGHT UNLIMITED il « REVIEW

SOMETHING TO DO FugHt Unumren Il includes a variety of adventures; some are
realistic, such as landing in heavy fog, while others are more fanciful, such as
helping prisoners escape from Alcatraz or doing the Turkey Drop.

“The weather effects in FLIGHT 1] are
amazing, with rain splattering on the
windshield and lightning in the skies.
You'd probably never fly one of these
planes in such severe weather, but the
effect is still dramatic (and much safer
than trying to experience it in real life.)

THE PLANE TRUTH

IFlight models are fairly good —much
better than Pro PiLof;, although not up
to the level of FLIGHT SiMULATOR 98.
Stalls seem well modeled, but its far loo
difficult to spin most planes unless you
alter an .ini file. There are lots of nice
effects, such as jetwash when you fly or
taxi your tiny civilian plane too close
behind a jumbo jet.

You can fly a Cessna 72 (referred to
here as a“Trainer 172, perhaps due to
licensing issues with Cessna), a Piper
Arrow, a Beech
Baron, or an
amphibious De

[

Havilland Beaver
(which you can
indeed land on
water), Theres also
a P-51D Mustang,
but alas its un-
armed, so you'll
need to use the
kamikaze approach
to down airliners,
Instrument panels

D id you know that you can try your hands at the
controls of a real plane for less than the cost of
FuieHT Unemvimen 11? Many local flight schools offer intro-
ductory flights for only $35. (To get more information
about this special offer, go to www.heapilot.com.)
While you may not have the approximately $4,000 it
generally takes to get your private pilot's license, you
shouldn't miss this inexpensive chance to take the con-
trols of a real plane. Once you do, you'll be hooked on
the real thing.

are nicely done, with fluid movements
on instrument reacouts. The instrument
stack is faitly complete, although it lacks
an aulopilot.

There are a few disappointments
here. Although there are runway lights
at night, the Bay Area seems to be
under constant blackout conditions.
And many non—Bay Area residents will
find it a downer not to have their local
airport included. However, Looking
Class has made provisions for both
third-party aircraft and terrain add-ons,
and the first new terrain area is already
in the works.

FricHr Unpsired s a most-have
for any general-aviation enthusiast. If
you're set on having large terrain areas
and your local airport, then by all means
pick up a copy of FLIGHT SIMULATOR 98
or Pro PILOT in addition, but don't miss
this one. &

PAPPEAL: Anyone interested in
flying small (unarmed) planes.

PPROS: Unprecedented terrain
detail; interactive air traffic control;
husy skies;
amazing weather
effects.

FCOMS: Limited
terrain area; no
city lights at
night; slow virtu-
al cockpit.
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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.

Twao 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 DEMO
www.madgenius.com

GO TO #080 @ www.computergaming.com/infolink

zy people. Smart games.
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No Strikes Here

JOINT STRIKE FIGHTER Hits a Home Run

by Scott A. May

he F-22 won't be the most
advanced aircraft in the sky
for long. Next year, that title
will shift to the Joint Strike
Fighter, a new fighter/attack
aircralt being designed for
the Navy, Air l'orce, and
Marines. This high-tech
fighters advanced avionics
will enhance the lighters
handling, navigation, survivability, and
lethality. These characteristies have
allowed Eidos to create a game thals
instantly accessible, even to novice
pilats, without it necessarily being unre-
alistic. So if JoINT STRIKE FIGIHTER
seems lo fly like an arcade sim, there’s
good reason.

COMBAT RANGE
Developer Inneroop has designed
JSF as a relatively mainstream combat
sim. Newbies are able to jump right into
deadly dogfight

Gameplay is divided into three sce-
tions: dogfight, campaign, and multiplay.
Dogfight drops you instantly into acrial
battle over one of four theaters of con-
flict: Afghanistan, Colombia, Korea, or
the Kola Peninsula. Dogfights can be
used for training or merely to get a quick
action fix without launching a full-blown
mission. Options available during dog-
fights include time of day, weather condi-
tions, and number of enemy aireraft. Tivo
of the most interesting dogfight settings
are Guns Only, which disables air-to-air
missiles for more elose-in-and-personal
aerial duels; and the ability to take wing-
men into the fray, which simulates full-
fledged squadron-level dogfights.

Multiplayer games allow up to cight
plavers lo compete in either cooperative
or compelitive dogfights, over LAN or
Internet connections. Two-player head-to-
head battles connected via modem or
serial cable are also available: All previous

missions flown in one of the hypothetical
scenarios. What’s unique here is the free-
dom allowed in choosing mission tactics.
Although the overall campaign goal is
pre-scripted, how you complete each
individual mission is entirely up to you.
The Mission Planner screen features a
topographical map of the region, with
icons designating enemy and allied units,
waypoints, and target abjectives. Edit
maode features a point-and-click inter-
face that lets you easily draw your own
flight paths, set waypoints, and sclect tar-
gets. Along the way you can also access
detailed information on targels, lerrain,
and opposing forces. Regrettably, theres
no mi |hip!:1ycr provisions for campaigns.

SOUND AND FURY

Designed for both air-to-air and air-
to-ground combat, the |SF features a
1,850-round 20rmm cannon and the
plane ean carry more than 13,000
= pounds of ordnance,

action, matching
wils and firepower
with the likes of Su-
35 Flankers and
MiG-29 Fulerums,
with minimal pre-
flight briefing from
the game’s excellent
I44-page manual.
\eleran pi]ﬂts, on
the other hand, will
enjoy the campaign
editor, multiplayer
options, and bounty
of skill sttings.

Pilots can choose
between the Bocing
and Lockheed-
Martin candidates
for the JSF contract;
informational videos give the background
of each plane. Skill settings let you toggle
novice-friendly options such as automatic
larget leading, easy landings, wind, turbu-
lence, and fadeouts, plus five levels of
enemy abilities.

'

Alied arbase

VIRTUAL VIEW JSF's virtual cockpit features functioning instruments as well as
a helmet-mounted HUD display.

dogfight options apply to multiplaver bat-
tles, with the addition of time/kill limits
and arcade-style, on-the-fly refueling and
ammo replenishing,

Campaign play is definitely the
highlight of |SE; consisting of multiple

APRIL 1488

including a variety of
next-generation
“smart” bombs and
missiles. As in pro-
posed real-life battle
scenarios, your |SIY
often flies with the
support of [-22
Raptor wingmen.
Radio communica-
tions and wingman
control options are
surprisingly elaborate
for such a main-
stream sim, featuring
an array of formation,
engagement, naviga-
tion, and status
requests. Com-
munication with
nearby towers and AWACS also plays a
big part in mission success. 'The plane
uses “smart skin” antenna arrays built
into the fighter’s hull.

Innerloop$ [SI" graphics technology
makes jittery frame rates and elose-up

CCwW

e
Tt
=T
(==
wn
—
=
(=)
=X
=t
=
=
w

e

Price: $49.95
System Requirementis:

Pentium 133 (P

3Dix card)

joystick Iii[:t)lil.‘l][;‘lli.li.
3D Support: 3Dfx
Multiplayer Support: LAN,

yers), 1 CD

er playe
Designer: Innerloop
P Eidos Inter:

www.eidosinteractive.com
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REVIEW ¢ JOINT STRIKE FICHTER

b

in Jot StrikE FIGHTER;

the like—up close and personal.

pixclation a thing of the past (note that
the frame rates here are much faster than
thase in the demo version released a few
maonths back). Capable of resolutions up
to 1024x76S and 16-bit color depth, this
could be the most intricately detailed
flight sim that doesn't require a bleeding-
edge PC to appreciale. The ISF technol-
ogy also means that realistic ground lex-
ture —all 10 million-plus square miles of
it — looks as gorgeous at 10,000 feet as it
does al a mere 100 feet, No pixelation,
No jagged edges. No bull.

JSI supports 3Dfx Voadoo video
cards for optimal graphic speed and
detail. But if you've not bought into 3D

vel, don't fret. Fyven without hardware
acceleration, Innerloops softwarc-only
graphics engine delivers a surprisingly
rich environment and decent frame rate.
I ran the game on a erotchety old
Pentium 133, using a generic 2MB
SVOA card, and was shocked at how

etween dogfights and multi-mission campaigns,
take a break to try out these two hidden goodies

= Start a campaign and ball out, preferably over an
airbase or nearby city, then guide your pilot's para-
chute to the ground. While most flight sims end the
mission upon touchdown, JSF actually lets you walk
anywhere, a la Doom, with pistol in hand. Granted,
you can only shoot at planes and structures, but it's
still a kick. It also gives you the opportunity to view
the game’s detailed graphics—trees, buildings, and

» The other trick requires a helping hand—or very
long fingers—but is well worth it. In the Pilot Select
screen, hold down both Ctrl keys while selecting your
aircraft. You can now choose to fly any of the avail-
able aircraft in the game, including Soviet MiGs, B-2 bombers, and Bell helicopters. You won't see a cockpit
display, but othenwise, each aircraft is fully functional. Switch to an external view to confirm your new craft.
This undocumented feature is a great way to liven up dogfights or put a new twist on campaigns.

beautiful the game looked at 640x480
resolution and 16-bit color. Special
cffects such as lens flares, missile trails,
and water reflections came through just
fine. And despite an occasional visual
stutter, the animation was [ast and Muid.

On the other hand, when loaded
onto a Pentium 233 MMX machine,
with 64MB RAM and Monster 3D
video, this sucker screams. Special
weather effects, such as rin, snow, and
fog, also give the game extra visual
punch. The sensation of speed is
incredible, especially during low-
altitude flight (which is a breeze with
the JSI's terrain avoidance features).
Indeed, this sim’s arcade feel is true-to-
life, based on advanced technology, not
sloppy programiming,

Enemy Al is tenacions, but not overly
punishing — until you venture deep into
higher campaign missions, Multi-
function Displays (MFDs) —attack,
strategic, offensive, control,
status, and info — can be
viewed either full-screen
or in virtual cockpit mode,
along with head-mounted
targeting displays. The game
features more than two dozen
real-time views, including
player, wingman, external fly-
bys. missile, satellite, target,
and ground vehicles. Also,

SMOOTH FLYING JSF maintains a fairy smootn  Missiles produce wonderful

frame rate, even on unaccelerated systems.
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transhuicent trails and solid,
realistic explosions.

HUEY RIDE The “fly any plane” cheat even lets you
take helicopters into combat.

FICKLE JOY

One of the game’s few problem areas
is its fickle control configuration, which
tends lo lose joystick settings from one
session to the next. Fven when properly
configured, the game sometimes fails lo
recognize cerlain button functions, such
as the hat switeh on my CH Combat
Stick, Otherwise, joystick control is light
and responsive,

Although the JSI¥is a strike fighter,
YOur wingmen seeim interested only in air
targets. So you might as well plan to bring
along I*-22s as wingmen and take on the
responsibility of air-lo-mud combat alone.

Exceptionally fast, user-friendly, and
loaded with visual eye candy, Jonr
STIKE FIGHTER lakes the lead in the next
generalion of mainstream air combat
sims. Ifyou've been daunted by steep
hardware and skill requirements in the
past, this sim’s for you, %

FAPPEAL: Beginner- or intermedi-
ate-level combat pilots looking for
an easy-to-fly plane and a game
with replayahility.

rPRoS: A real speed demon, with
or without 3D hardware; heautiful
graphics; mission editor adds depth
and replayahility;
realism and skill
options galore.

rcoms: No
multiplayer cam-
paigns; control

setup slightly
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Jump into one of 16 tricked-out mega-horsepower streetcars and lay down some significant rubber. You and up to 15 other
uncivilized drivers 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 let that ruin your Sunday afternoon drive. Because if you're feeling
a little reckless, you can always enter the ultimate destruction arena and experience balls-to-the-wall action (see above). So, put your

head between your Iegs and kiss your assorted auto parts gund-bya-hacause Uftfm@ta Race Pro is one hell of a raucous ride. S
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Available on Windows® 95,
Visit your local retailer or
call 1-800-695-GAME day

or night [U.S. or Canada).
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Price: )
System
Requirements:

X-Wing vs

TIE Fighte

50MB hard-d

space

3D Support:

Direct3D

Multiplayer Suppaort:
Mot P

REVIEW ¢ X-WING VS. TIE FICHTER: BALANCE OF POWER

- Gan Solo

LucasArts’ Space Sim Gets an Injection of Solo Play Value

by Thierry Nguyen

-WING vs. TIE FIGHTER
was set lo enter the space-
sim arena as the ultimate
Star Wars sim. After all,
who could resist the idea
of amultiplayer TIE
FicHTER? Unfortunately,
the space sim was severe-
ly lacking in single-player
gameplay, and had little
of the feel or immersion of the previous
game. Though it was a pretty good mul-
tiplayer game, there was little incentive
to play the game alone. But now, with the
BaLaNCE OF POWER (BoP) expansion
pack, the game is worth booting up even
without a net connection.

BALANCE OF LIGHT AND DARK
BALANCE OF POWER adlds lwo unique
[5-mission campaigns (which include the
cut-scenes lacking from the original game)
that can be played in both single-player
and multiplayer mode. Because the game
doesn't have the TIE Defender nor the
Missile Boat, the campaigns (thankfully)
don't have the play-balance issues that
created boring missions in the later TIE
IIGHTER campaigns. The campaigns
have interesting storylines, and starcrall
are on more or less equal terms. The
Rebellion campaign focuses on guerrilla
warfare, with the finale of taking down the
SSD Vengeance; while the Imperial

r, STAR DESTROYED Direct3D support smoothes
out textures when flying close, makes transpar-

ent explosions, and ups the frame-rate.

CCwW
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campaign is a cat-
and-mouse—slyle
hunt for a Rebel
shipyard. My one
complaint is that a
couple of the mis-
sions still seem
optimized for mul-
tiplayer, as they
sometimes
demand that you
be in two places at
once. Though |
was still able to get
by them, | would
gladly accept the help of other pilots in
these particular missions (such as the
weapon transfer for the Rebel campaign).

The game also adds some new melee,
combat, and battle scenarios lor multi-
player play; Direct3D support; and the
B-Wing for Rebel players to fly. In addi-
tion to the B-Wing, there are a number
of other capital-ship class vessels, such as
the Super Star Destrover and the new
Modified Strike Cruiser (a significant
portion in the Rebel campaign involves
creating this new ship). Direct3D sup-
port didn't affeet the game muchy; it
seems to merely smoolh oul some tex-
tures and speed up the frame-rate during
moments where it may have bogged
down in the original game, such as when
there are three Star Destroyers with full
complements of TIE Advanced
flying toward you.

TRAINING IS COMPLETE
The main problens with this
|}a1ck are ils mp}'--pmlcctiun,
some lock-ups, and its tardiness.
The game requires the original
XvT dise, and will ask you to put
in the BoP disc as well. Even with
the full install, its behavior was
puzzling, as the game seemed to
randomly ask me lo swap dises.
In once instance, 1 didn't need
the BoP disc at all. Another time,

l} BIGGEST STAR OF ALL For anyone who's ever wanted to fly
with or against a Super Star Destroyer, this is for you.

it asked me o swap dises right from the
beginning, although I had done nothing
different. [ also noticed that there were
quite a few lock-ups while playing a mis-
sion on my machine, The music would
start to load, and the game would freeze,
forcing me to hit Alt-F*4 to exit the game.

Il you were disappointed with the lack
of single-player in the original release,
Barance oF Power will give vou what
you need. It finally makes XA'T" a com-
pelling single-player experience, one with
afeel more like TIE FIGHTER. The ulti-
male Star Wars game still has not been
created, but with this expansion, XVT fecls
more complete. Its a pity the original
release wasn't this good. %

PAPPEAL: Anyone who bought X-
Wina vs. TIE Fierter and was disap-

pointed with it, especially in regard
to single-player.

PPROS: Well-done single-player cam-
paigns with decent plot and good
play-halancing; a new ship for the
Rebels; multiplayer enhancements.

FCOMS: Weird and annoying copy
protection;
Direct3D acceler-
ation wasn't all |
it could be;
much of this
should have
been in the origi-
nal release.
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It happens in a heartbeat.

You're commanding an AWACS aircraft through 2.5 ml?llpn square
miles of astonishingly detailed battlespace. Or you're mixing it up
with bandits and bogeys in your own F-22 Air Dominance Figh;gr.

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...

nwrlts listic

Simulation Stealth Mode

DID F22 ADF™-Ocean|  YES

IF22"- iMagic NO NO NO NO NO
F22 Raptor™- NovaLogic NO NO NO NO NO
JFII™- Interplay NO NO NO NO NO

Distributed by

WAL 181 M)

dideam INFOGRAMES
DIDF22 ADF™ and © 1998 Digital image Design and Ocean of Amerialnc. Oceanis Jermark

™

DID AIR DOMINANCE FIGHTER o SR A TR e

COTO 2B G WAL amafmn mame flafalial,



COMING MARCH '98

WWW,RIPCORDGAMES.COM  WWW.STRATOSPHEREPC.COM

©1998 Ripcard G All rights d. Stratosphere is a irademark of Sculptured Software Studios. Distributed by Ripcord Games.
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Gollege Try

HEROES OF THE GRIDIRON IS an Interesting,
But Not Great, College Football Game

by Dennis McCauley

ike many a freshman whose
debut is delayed, ABC SpoRTS
COLLEGE FooBALL: HEROES
OF THE GRIDIRON was red-
shirted last year so that O
Sports could polish the engine,
which also served as the engine
behind MONDAY NIGHT
FooTsaLL 98, This was a
good move in terms of game-
play, but the company itsclf, as reported
in my CGW eolumn last month (issue
#164, pg. 233), is in very dire straits.
Like its NFL big brother, HEROES is a
sophisticated football strategy sim with a
g|il7.y' ['V.sports theme, l_fnfnritll'uil(:[)’,
HEROES' front-man is long-time veteran
college football broadeaster Keith
Jackson, who may be knowledgeable,
but has a bland-as-oatmeal persona that
lends no spice to the package. Color
commentator Bob Griese and half-time
studio host John Saunders also do little
to pump up the game’s excilement,
Despite the broadcast teamss dry pre-
sentation, HEROES succeeds as a college
football sim entirely on the merits of the
finely-tuned MNF '98 engine. And
therein lies the rub, Is HEROES a game in
its own right, or an MNF add-on
module, and one with a rather limited
scope to boot?.

BE TRUE TO YOUR SCHOOL

Give OT Sports credit for an innova-
tive approach. Taking a historical per-
spective to the college game, HEROES
offers a selection of 32 tp schools and
stocks the teams with all-time rosters,
rather than this years players. Coach
the Penn State Nittany Lions, for exam-
ple. and you'll find Todd Blackledge
handing off to John Cappelletti and
tossing short outs to Tl Kyle Brady. The
Fighting Irish of Notre Dame might
line up with a dream backficld featuring
Paul Hornung at OB, flanked by Ricky
Watters and Jerome Bettis at the run-
ning back spots,

Unfortunately, the ros-
ters are noticeably over-
staffed by players from the
70s, "80s, and "90s, and
several stars play under
assumed names. You won't
find Fran Tarkenton on
Georgia rosler, but some-
one named Dan
Barkington is wearing his
number. Ditto for USC,
where B.J. Timpson wears
Number 32, and stars at
tailback for the Trojans.
(Sheesh, these aliases can
be murder!) Fortunately,
Heroes' roster utilities allow you to edit
player names where appropriate.

Gameplay in HEROES [ollows MNF
"98s tried-and-true formula. Coaches use
asimple, yet sophisticated, play-calling
interface that allows on-the-fly editing of
virtually any aspect of play design.
Formations, assignments, pass routes,
coverages, and blitzes can all be adjusted
with a mere click of the mouse. Camers
canalso ereate and edit coaching profiles
that determine play selection during com-
putersimmed games, and thal sugges a
seript for plays during coached games.
Unfortunately, the playbook is remarkably
similar o Urat of MNF 98, a fact which
does little to establish the college game’s
value as a stand-alone sim.

While the game’ Al is challenging, its
real strength lies in head-to-head action
over the Intemet, which is a simple affair.
There are plenty of other multiplay
options, and the game includes an extra
CD to pass along to a friend for head-to-
head play. For the replay-minded,
HiEroES allows for league or loumament
play, involving up to 32 teams. Games
can be quick-simmed, although auto-
played games result in unrealistically low
scores, wilh frequent shutouts, While OT
Sports is aware of this, its unclear how the
companys recent cutbacks may affect its
abilily to address such issues.
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"There$ room to wonder if this game
isn't really just MINF '98 in a varsity
swealer. With only 32 teams, I'd have felt
better dispensing with the multimedia
segments and plugging the classic teams
into MNI""98 as a lower-priced add-on.

But overall, HErows oF 1HE GRID-
IRON is a quality product. The questions
revolve around ils value as a stand-alone
product, and whether or not it packs gen-
uine simulation value. If you're interested
in playing for a national championship
with this years college rsters, youre in
the wrong stadium. But if the appeal of
classic gridiron matchups with a selection
of dream teams puts the lime on your
hash marks, HEROES could be for you. &

VARSITY COLORS The game's graphics are quite good
throughout, even without 3D technology.

Price: $39.95
Sys

tem Requirements:
Pentium 100, Windows
95, 16MB RAM, 2x CD-

rAPPEAL: College foothall fans.

PPROS: Cool selection of former
college stars; excellent play-calling
and play-design interface; free
Internet play; improved graphics;
good computer Al; league and
tournament play.

PCONS: Stats
skewed toward
low-scoring
games; limited
selection of
teams; hland
multimedia
elements.

CewW

ROM drive, SoundBlaster
16 or compatible sound
card, 2MB Win 95-com-
pliant video card
14.4Kbps modem and ISP
required for Internet play.
3D Support: None.
Multiplayer Support:
Modem, LAN, or
Internet (2 players);

1 CD per player.
Developer: OT Sports
Publisher: ABC
Interactive

New York, NY

(212) 456-7747
www.ahcinteractive.com
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Price: $49.95

System Requirements:
486/66, 16MB BAM,
60MB hard-drive space,
sound card with DAG,
mouse, 2x CD-ROM,
VGA graphics.

3D Support: Rendition
Multiplayer Support:
Modem (2 players),
LAN (2-8 players),

1 GD per player.
Designer: Papyrus
Design Group
Publisher: Sierra On-Line
Bellevue, WA

(206) 649-9800
www,sierra.com

REVIEW ¢ NASCAR CRAND NATIONAL SERIES EXPANSION PACK

Back on Track

NASCAR 2 Revs Up Again With Granp NATIONAL SERIES EXPANSION PACK

By Gordon Goble

VEr one )-'t':eu i[ilﬁ
passed since the
release of Sierra’s
NASCAR
RACING 2,
arguably the
finest hard-core
aulo racing sim
to date, and
thats a very long
time in the computer gaming

Nashville Speedway USA
Nashville is one of the prettiest
environments in the game. You'll
quickly get used to the dips at the
end of each straight and appreci-
ate the tracks accommodating
nature. Experienced drivers may
find their car hooks up a bit too
easily, as seems to be the case
with several of the new cireuils.

world. With NASCAR RacinG
3 nearly a vear away and virtu-
ally every other stock car game
just that —a game —whats a
racing realist to do?

“Trust NASCAR developer Papynis
Design Group to fumish the answer with
their latest hunk of racing software, the
NASCAR GRAND NATIONAL SERIES
Iixpansion Pack, which offers 12 new
tracks for NASCAR 2. Il also addresses
NASCARs more annoying quirks — stuff
like unrecognized control devices, unsav-
able races, and bizarre pitling rituals,

What the expansion pack won't do is
seat you in a distinctive Grand National
Series car, a machine that in real life is
less powerful and lighter than its
NASCAR Cup counterpart. It also
doesn't fix certain Al problems, most
noticeably computer drivers who some-
how still refuse to navigate around
slowed or stapped cars, and it doesn't
seem fully optimized for 3D, as it has
somewhat slow frame rates.

Nevertheless, the 12 new tracks (10 real
tracks, 2 fantasy tracks) and new scasons
breathe life into this aging game. HereS a
briet rundown on the new circuits:

Bull Run Raceway This imaginary 3.0-
mile course is narrow with lots of lengthy
straights and heavy-cuty braking zones, If
this isn't the toughest NASCAR road
course, then its close.

California Speedway Like the Michigan

International Speedway, only tougher.
Don't be surprised if California’ scary

CoW

NICE CURVES The Red Rock International Raceway is one
of two fantasy tracks included in the expansion set.

turns reach out and rip your wheels out
from under you if you don't show them
appropriate respect.

Gateway International Speedway
Your'll have to drive turns three and four
far differently than lurmns one and two on
this skewed 1.25-mile oval.

Hickory Motor Speedway At just 363
mile, this is the shortest track in the
NASCAR arsenal. If you can slow it
down enough in the turns and have
enough patience to let the traffic thin out
off the start, Hickory is a fun place to
drive. A personal favorite of mine,

Indianapolis Raceway Park Curiously
casy, the 7-mile IRP oval features very
little banking and a wall that pulls you
toward it, and was a great way for
Papyrus to get the “I" word into one of
their products again.

Milwaukee Mile A real treat for anyone
who’ been driving a Papyrus CART car
on this thing for the last few years,
though Milwaukee is one of the most
graphically ragged and “sparkly” courses
there is.

Myrtle Beach Speedway A visually
dark, 1. 2-mile oval, where it’s extremely
lough to break free from the processional
nature the |mck must observe.

APRIL 1338

Nazareth Speedway Nazareth is
skinny and oddly-shaped — almost
a tri-oval but with more turns,
With its unique structure and
ample scenery, it comes across like a dlice
of Watkins Glen and is very fough to drive,

Red Rock International Raceway 'The
olher fantasy course, Red Rock is a big,
wide road course set amidst seaside
mountains. Huge |uuping elevation
changes and unrealistically high speeds
make this a bit confusing at first, but there
are lots of racing lines and spacious tums,

South Boston Speedway There’s plen-
ty of room down low to help propel you
past highside traffic on this ultrashort (.4
mile), but wide, oval. Run at dusk, the
ambient lighting is gorgeous,

Texas Motor Speedway A 1.5-mile oval
ice rink for the first few laps, TMS be-
comes a different beast once your tires
warm up. Varded banking and tri-oval
characteristics keep things difficult, but
this is one of the most rewarding tracks. %

PAPPEAL: NASCAR 2 fans looking
for more hard-caore racing action.

PPROS: New tracks are mostly
great and breathe new life into
NASCAR 2; fixes
problems with
original game.

rCcORS: Still
some Al proh-
lems; frame rate
not great.




In the flickering torch light, you
follow the glint of cold steel. With
assured stride, Madra the warrior

leads the way, her cruel blade = Play
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Price: $49.95
System
Requirements:
Pentium 90, Windows
95, 16MB RAM, 30MB
hard-drive space, 4x
CD-ROM; supports
Direct Draw video and
Direct Sound audio.
3D Support: None.
Multiplayer Support:
IPX network (2-4 play-
ers, cooperative play);
1 CD per player.
Designer:

The Logic Factory
Publisher: Virgin
Interactive
Entertainment

Irvine, CA

(800) 874-4607
www.vie.com

*kk*k  REVIEW » THE TONE REBELLION

Weird &
Wonderful

The Logic Factory Moves Beyond ASCENDANCY

by Martin Croft

HE TONE REBELLION is ane
of the weirdest things I've
seen in 15 years, a mix of
sheer genius and curious
lapses—vet | can't stop
playing it. How best to
deseribe it? Imagine if you
can, a world designed by the
Catalan architect
Gaudi (famous
for his buildings that looked
like malignant organic
growths), with input from hor-
ror-meister ['LP. Lovecraft and
science-fiction writer H.G.
Wells after a bad bit of curry,
and you begin to get the idea.
You control odd jellyfishlike
creatures (Iloaters) that live
on fragments of a once-mighty
planet, and who are trying lo
defeat the monstrous Evil
Leviathan by harnessing the
power of a substance called
the Tone Flow. The games
wild array of colors features
stunning lilacs, purples, and reds, and
the game’s organic shapes — especially
the evil ones —look like something from
a medical textbook about melanoma.
Meanwhile, ToNES background music

JELL-0 TO GO Here, Floaters stockpile
Tone before invading the next Leviathan-
held island.
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sounds like Gregorian chants meet Acid
House....you get the picture,

SURREALISM SPRINGS SIMPLICITY
Underneath all that, the structure of
the game is pretty straightforward, sim-
plistic even. Its a real-time strategy game
in which you control one of four tribes of

1 HAVE TONE The Brotherhood of the Tentacle attacks the Core,
where the background is, appropriately, blood-red.

Floaters, each witlits own peculiar
powers, Using them, you can harvest
natural resources (the Tone pools), build
strange sci-fi Victorian mad inventor
buildings that process the Tone into use-
ful stuff, and make different sorts of war-
riors. Alternately, you may simply chan-
nel energy to other areas, such as explor-
ing brave new worlds, killing monsters,
and finding artifacts of power.

Ho, hum, [ hear you say. We've seen it
all hefore —its like any one of 50 real-
time games we've already played, with
miaybe alittle more sci-fi bent. Lxcept
that il isn't so easy to pigeonhole this
game, because you spend much of your
time in TONE REBELLION mind-bog-
gled by the latest hideous creature you
have to overcome, | can't remember the

last time | just stared at my monitor time
and again, saying, “Whal is that?”

[Zach of the floating islands that make
up the game world — how many islands
in play is left up to you—is in effect a
different level. So, at times theres a very
lively areade feel to the game, although
with strong enough strategy elements to
keep TONE from becoming
asimple shoot ‘em up.

Fach time you finish a
level, vou pick up artifacts
that give you the power to
construct new buildings. At
some point, you also have
to gel all the artifacts you've
collected to the [eviathans
base and then use them lo
kill it.

ToONE REBELLION isn't
perfect by any means.
Sometimes the game is oo
surreal for its own good.
And while the manual has
lots of stats for monsters, it
doesn’t give you much
info, and it5 printed in a barely readable
gothic lypeface. The best way to get a
handle on TONE is to plunge right in. If
you're anything like me, you won't be
able to stop. %

PAPPEAL: Anyone wanting a
completely different strategy
game.

PPROS: Unique and surreal;
ahsolutely stunning graphics;
cooperative multiplay. _

PCONS:
Sometimes too
surreal; overly
minimalist docu-
mentation; long-
term replay is
fuestionable.




THE CREATORS OF

DESCEINT"

TAKE YoOu OuT
OF THE TUNNELS
AND INTO THE
VAST WONDERS OF

S PACE.
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Create your own detailed-missions: @
.using “FRED", the fully-featured
mission editor, * *
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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.
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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 anly 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 A.l. -
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: $49.95

System
Requirements: P100,
Windows 95, 16MB
RAM, 135MB hard-
drive space, SVGA
Graphics, 4x CD-ROM;
supports Win 95-com-
patible sound cards.
3D Support: None.
Multiplayer Supporl:
IPX, LAN (4 players;
requires 32-bit low-
latency connection); 1
CD per player.
Designer: Impressions
Publisher: Sierra On-
Line, Inc.

Bellevue, WA

(800) 757-7707
www.sierra.com

REVIEW * LORDS OF MAGIC

‘Lords of Outpost

This Lorps oF THE ReALm Sequel Is Patchwork Magic at Its Worst

by Tim Carter

o call Sierras LORDS OF
Macic: an unfinished
game is like saying that
Orrrrost had a few docu-
mentation problems,
Lorns oF Macic —the
logical suceessor lo, if not
truly a sequel of, Lorns
o Rears 11— is cer-
Lainly ambitious. It puts
you into a lolkienesque world 1o
defeat the forces of evil, unite the land,
and elean oul sundry dungeons and
myslerious keeps along the way. This is
nola particnlarly original premise fora
game, but it has been done successful-
Iy before.,

UNFINISHED BUSINESS

The sad thing is, programming and
design Maws that will undoubtedly
frustrate 1Ny aspiring overlords
totally negate this game’s potential. In
fact, the initial release of Lorns or
Macic is essentially a beta. The time
required 1o load different sereens and
1o process other players” moves is a
major lest of patience, while the
game ilself crashed so frequently that
I eventually resorted to backing up
after every move. Moreover, LORDS
has a nasty habit of confusing its
|1tmkkucping, so that new units you
buy are as likely to end up in the army
ol your encimy as in your own,

Also, characters (including you) in
Lorbs oF Macic are much weaker
than they ought fo be, While it makes
sense for vou to be weak at the start of
the game, characters on both sides
renain ridiculously fragile throughout
the contest. Many times another reli-
gion lmehed a sneak atlack on my
weakly held capital, while my main
army was off somewhere else. Knowing
that I conldn’t win, T ordered my
archers lo direet their fire against the
opposing general. Most of the lime
they succeeded in taking him out
before they were overcome.

CcowW

LAY YOUR CARDS ON THE TABLE There are plenty of trading oplions, but none

for real diplomacy.

When the strategic game resumed,
my capital had fallen, but so had the
leader of the opposition. This
removed the other player from the
game entirely, and made it very casy
for me to retake my home city and
then go on to take over an entire
country that otherwise would have
been very dilficult to conquer, Even
the ultimate had guy, Balkoth, the
Lord of Death, can fall prey to this
cheap strategy. Although his army is
quite impressive, Balkoth is valnera-

CLIPPED WINGS In this tactical combat, the worshippers
of Air try to fly away from the mixed elf-lizardman army,
but the quick-firing Elven archers have their number.

APRIL 1998

ble to long-range magic fire—even
when it comes from first-level mages.
Thus, one or two suicide missions by
mereenary units is all it takes 1o
destroy Balkoth, This is a mos
depressing way Lo finish an hours-
long game; it is reminiscent of a weak
ending from a poorly-designed RPG.

BURIED TREASURES?

Whats so disappointing aboul
Loros or MAGIC is that some good
icleas are hidden undemeath the many
flaws. The combi-
nation of turn-
based strategy
wilh real-time tac-
tical combat (a
legacy from
LORDS OF 11K
Reara ) is still
pretty unigue ina
sea of real-time
strategy clones. In
Lonrns o
MAGIC, however,
the flow of com-
bat tends lo get
repelitive affer a
while.



LORDS OF MAGIC ¢ REVIEW

“The main problem is that the terrain
where the battles take place — particu-
larly in dungeons —is all too often the
same old thing, Part of the
reason that the designers
place the battles in closed
confines is to help the Al
which fell apart in the
wide-open fields of LoRDS
OF THE REALM I1 (though
it fared better in similarly
closed-in castles). I'ven so,
the various strengths and
weaknesses of each racial
type could offer many tac-
tical challenges during the
real-time battles, il the
game would stay stable
long enough to let you get
a thythm for combat.

As one might expect,
your heroes and nnits
accumulate experience over time, and
the pavoffs from experience are immedi-
ate and noticeable. This fostered a sense
of loyalty to certain favorite units, which
[ nurtured and protected in order to
build them up from rookies to impressive
veteran formations.

Given that the name of the game
includes the word magic, | expected a
little more emphasis on spell casting.
Magic is present, and researching
new spells and then using them proper-
ly is important to your success, but it’s
not nearly as satisfying as in MASTER
or Macic,

LorDs oF Macic also comes with a
number of oplions that aren't really that
useful. The entire thieving system,

while somewhat innovative, didn't strike  minule it was released.

me as all that relevant to winning or los-

ing the game. Likewise, the diplomacy

Vaid
TIMOTHY

.Esco:;nn'c ™HE

ORDERED ESCORT Even viewed from faraway zoom, the crisp
graphics of Loaps oF Masic make it easy to tell your formations  sure to download the latest

from that of the enemy.

interface seems very limited. You can
conduct very complicated trades, but
vou can't perform even the most rudi-
mentary diplomacy. This tends to
undenmine peacelul players and
encourage a strategy of conquesl. All of
which is okay, but I ean't help thinking
that there could have been so much
more to the game if the "good” players

could gang up on Balkoth.

BLACK MAGIC

There are a lot of reasons to dislike
Lorns OF MAGIC: several bugs, inter-
face problems, pitifully weak bad guys,
and mulliple crashes. Aside from these,
the numerous design glitches should, by
all rights, have killed this game the

Despite all this, the basic game sys-
tem is easy to learn, and the gameplay
has some fun and even chal-
lenging moments. You have
lo wonder how Sierra could
have so fouled up a winning
game system (especially
since LORDS OF THE REALM
11 sold about 300,000 units).
Iantasy aficionadas are
strongly advised to get
WarLORDS [ or HEROES
OF MIGHT AND Macic [
rather than Lorps or
Maaic. Ifyou are a grizzled
“Tolkienian veteran in need
of a Elven fix, don't say we
didn’t warn you—and be

patch (read the sidebar first).

1 hope Sierra will have the
sensc to finish the next LORDS sequel
(assuming there will be one after this
debacle), instead of shipping it to meet
an artificial sales date. %

PAPPEAL: Those who must have
all things related to Loros oF THE
Reawm.

FPROS: Proven Loros oF THE REALM
game system; easy to leamn; variety
of strengths and weaknesses for
each fantasy

race.

PCOMNS: Almost
everything else;
the most unfin-
ished Sierra
product since

APRIL 1998 CGW
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Price: $39.99
System
Requirements:
Pentium 90, Windows
95, 16MB RAM, 33MB
hard-drive space, 4x
CD-ROM, 2MB SVGA
card, Native Windows
95 sound card.

3D Support: None.
Muitiplayer Support:
Modem (2 players),
LAN, Internet (2-4
players); 1 CD per two
players.

Developer:
DreamForge
Publisher: 551 Onling
Sunnyvale, CA

(800) 601-7529
www.ssionline.com

REVIEW * WARWIND [

-Second Helpings

SSI Continues Its WarWinp Franchise With a Competent Sequel

by Gavin Hachiya Wasserman

he problem

with developing
strategy scquels
is that compa-

nies have to
reconcile
gamers impuls-
es for“more of
the same” with
the inevitable
ennui that acerues with
eycle after cycle of point,
click, build, develop, and
destroy. SSI did a good job
confronting this problem a
vear ago when it released
the first WARWIND inlo a
real-time marketplace
defined by Commann &
ConNQUER and WarCrarr
11, Surprisingly, WARWIND had a lot to
offer on top of the standlard “*harvest,
build, destroy” model: four indigenous
races with unique abilities; four original
campaigns with different themes of
empire, revolution, and spiritual redemp-
tion; and an imaginative melding of fan-
tasy and sci-fi. As a sequel, WARWIND (1
rests somewhat on those laurels, While
the four-way contest has been altered
by the addition of lwo human contin-
gents, most of the gmme mechanics are
the same,

"The cast this time is a little different.
"There are four races, but the two human
ones — Descendants and Marines —are
new. The Tha'Roen have managed to rein
in the Obblinox to form the Overord con-
tingent, while the Shama'li have joined
with the plantlike Eaggra to form the
rebellious S.UN faction, Each race battles
for its doctrine$ supremacy, whether that
doctrine is one of domination, peace, or a
one-way licket back to Earth,

ALL THAT YOU CAN BE

As in WARWIND, you recruit units by
hiring them from existing townspeople.
Those townspeople become the basic

CGW
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BACK TO YAVAUN WarWio Il returns us to that war-torn world,
adding a human element but keeping the familiar feel of the original.

faction unit from which all other units
derive, thanks to extended training, class
changes, and upgrades at various struc-
tures. The townspeople must be from
the same races as your faction.
Occasionally, more advanced units of
ather races may be recrnited, but their
skill levels arc fixed and they may neither
train nor receive upgrades from your fac-
tion. Because advanced units are pro-
duced from existing units, the supply of
troops is finile, A faction may have
enough resources to hire a dozen new
recruits, but if there are no
townspeople on the map,
then the faction is out of
luck. In multiplayer games,
this encourages carly hunt-
ing of potential enemny
recruils lo remove an
enemys source of labor
and firepower.

Each unit is trained or
upgraded separately. Nol
all recruits are created
equal cither; Some have
more “potential” then oth-
ers. Onee advanced train-
ing is available, units may

be upgraded and trained
into one of several breeds
of especially fearsome
warriors or powerful
Iages.

RADIO FOR BACKUP!

From the most
advanced warrior to the
most humble worker, units
have different reaction
limes, weapon-types,
movement speeds, and
rates of fire, Weapon-
types have their individual
benefits and limitations.
Some weapons damage
an area of effect and are
especially good for mass
combats or allacking
structures. Others are more precise and
prevenl collateral dan 1age Lo structures
or units. Still other weapons use magic
or psionics lo bypass armor and strike at
the mind of an enemy. The benefits of
each weapon are incentives enough to
diversify, but it is each weapons limita-
tion that mandates combination and
experimentalion,

While advanced troops such as the
Marine legionnaire and the Tharoon
jump-troop wicll powerful lasers that
wreak havoe on ground units, their

BOOM! Air units such as the Marine Viper can head
enemies off at the pass—and then blow up the pass.
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the IMAGINARY HORDES
TORCHING your VILLAGE

JUST TURNED INTO
REAL PEOPLE

/(% ITIZENS, BATTEN

) /;_- THY HATCHES AND
FoNe) 59 MUSTER THY WITS.

The new ULTIMATE CIVILIZATION IT' brings

vou face to face with the most volatile

opponents ever: real flesh-and-blood
humans just like you. The long-awaited
multiplayer edition of CrviLizamion IT

also lets: you join a game in progress
and take over for an AI opponent.
A negotiation meodule lets you sit
down with other players to offer
trades and make treaties. Or break them
if wvou're forced to. ;

Because with real

opponents, there's

no telling what

course history

will take.

GO TO #1861

UrtaATE CrvicizaTioNn II provides you
with the Dest-selling glollJa} strategy
game CrviuzatioNn II and the add-on
scenario pack CONFLICTS IN CIVILIZATION,
Plus, the ability to go
mano-a-mano with up to U‘.IIU\H{)\ &
Mumru\ ot
six other plavers via hot
seat, modem, LAN or the
Internet. You'll agree that
UrTivMATE CIVILIZATION IT
oy Introducing the
turns an award-winning  mujtiplaver edition
stratezy game into an altogether new
experience. Because if you thought Attila
the Hun was nasty, wait ‘'til you meet
Frank the Dry Cleaner.
ULTIMATE

CIVILIZATION

y.computergaming.comy/infolink




Improved graphics mean brighter
explosions, greener terrains, blioodier war.

Hardcore, multi-player, Windows 95 action.
Fight it out over the Internet, free.

Build alliances with alien races, leam their tech-
nologles, then anninliate them. Ouch.

.\

My 000 TECH I

Metropolls O | g | t o |

Avalilable 11/97. Impatient?
Download the demno @

www.metro3d.com

GO TO #188 @ www.compulergaming.com/infolink

STRATEGY/WARGAMES

REVIEW * WARWIND II

KISS MY ASH Tha'Roon Exterminators don't have
much range with their flamethrowers, but when a
S.U.N. Ranger gets lured in close, it's loast.

weapons cannot be used against flying
units. Although frustrating at first, it
made sense in terms of game balance,
otherwise those units would quickly
dominate the game. Its decidedly hum-
bling to run your killer-cyborg away
from an unarmored helicopter that a
grunt with a submachine gun could
pop like a water balloon. As in
WARWIND, the combal imperative is
toward combined-arms tactics.

ROLL ‘EM OUT

Premium units take time to nurture,
Luckily, up to eight units can be held in
the “Hall of Heroes.” You can then give
them immediate assignments in the
next seenario or save them for use later
down the linc. On this screen you can
even rename the unit from its bland unit
designation to something much more
sentimental. WARWIND 11 wants you to
love your troops like the little neo-RPG
heroes they are.

"The powerful vehicles don’t qualify
for the Hall of Heroes, but they do play
a huge role in WARWIND [1. They serve
as unit transports and p:'ovidc protection
for the units they carry. Finally, a dis-
abled vehicle can be salvaged and
repaired by a unit of the same faction
who possesses the Repair skill.

Oddly, the Descendant robot worker
and the Overlord chaingun mech aren't
considered vehicles and canbe placed
in the Hall of Heroes like other units,
‘They can even be healed like their
fleshy counterparts. Of WARWIND I1's
anomalies, by far the most amusing is
that animal units, such as the dog or ele-
phantine bonca, can be made to pilot
vehicles. Tactically, its useful, since ani-
mals are generally weak in melee and

CGW

their uncanny mam-
malian piloting skills free
up more effeclive lroops
for the fray. | suppose it
less cruel than using
Bonca to draw enemy fire
or clear mine fields,

Less amusing were
bugs in saving and mis-
sion goals. In the
Descendant campaign,
my aggressive roops
killed a powerful enemy
Hero on sight. [ later
leamed that to truly com-
plete the scenario, | was
supposed to talk to this Hero (while she
shot at my troops), then, politely, kill her.
More annoying still was that at times |
lost troops while 1 saved at the Hall of
Heroes screen.

The default Al isn't nearly challeng-
ing enough, as it doesn't take full advan-
tage of its troops’ capabilities. Only on
higher difficulty settings does the Al
become adequate. But the variation in
troops and struclures promises a fantas-
tic multiplayer game. In the campaigns,
the cinematics belween scenarios are
decent, but don't expect any grand the-
ater at the game’ end. However,
because campaign paths diverge based
on quest choices, campaigns may be
repeated several times. If that’s not
cnmlgh, WArRWIND [T also inclucles a
scenario cditor for increased replayabili-
ty. As a sequel, some might consider the
look and gameplay too similar to the
original. But on its own, WARWIND I1
slill delivers a solid, engrossing experi-
ence. While it doesn't have that special
quality to make it a classie, its a good
and distinguished addition to the real-
time library, &

PAPPEAL: Fans of the first game,
or those looking for a pseudofantasy
real-time game in this year's hard-
core sci-fi crowd.

PPROS: Four different sides; cool
WarWinn holdovers like Hero units
and various neutral critters; good
sense of combined amms.

PCOMS: Some
bugs in saving
and scenario
design; not
enough innova-
tion over the
original game.
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Ambushes. Barrages. Gonﬂagratmns.
It Doesn’t Get Any Better Than This!

Sorpiers 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

WINDOWS' 95 CD-ROM

A MINDSCAPE® COMPANY

1997 Strategie Simulations, Inc., a Mindscape Company. All righls reserved. SOLDIERS AT WAR is a of Strategic Ine. All other trad
and registered trademarks are the property of their respective holders. Call 1-800-771-3772 tor Game Rating Information.

GO 10 #240 @ waww.computergaming.com/infolink
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THE GREAT BATTLES OF HANNIBAL * REVIEW kX

Ancient Waterioo

This GReAT BATTLE Gets Routed by a Slow, Bugqy Engine

by Ron Talbot

HE GREAT BAITLES OF
HannisaL, like its predeces-
sor, THE GREAT BATTLES OF
ALEXANDER, is a pretty faith-
ful recreation of the tum-
based paper wargame —
right down to the hexgrid.
HANNIBAL is a well-
researched simulation of the
Second Punic War, in which
you do your best to outwit, outmaneu-
ver, and outfight the Roman military sys-
tem —a task at which even Hannibal
ultimately failed.

Toits credit, HANNIBAL tries to be
much more than a simplistic crash-and-
bash affair. As in ALEX, combat units are
rated for movement, melee, missile,
armament type, and even —unique
among ancient-warfare simulations—
troop quality.

SON OF ALEX

Based on his historical performance, a
leader may issue orders to his units each
turn within his command radius; he may
also atlempt lo rally routed units. Since
the only way a unit may move or attack
is to receive an order, leadership is all-
important. The Carthaginians have the
best leaders, which makes Hannibal’
forces more interesting to play.

"The combat system is sophisticated,
taking into account such subtleties as
shock superiority of various unit types.
Rather than fighting to the last man, the
units realistically are routed when they fall
too low in troop quality. In a departure
from ALEX, units may now move and fire,
making fast missile units much more
cffective. A new undo move command
reduces the frustration caused by an
errant monse click. The Romans may
employ Manipular Line Extension, a spe-
cial maneuver that takes the Legions out
of a checkerboard pattern into a solid line
inasingle command. These features are
E‘C(‘.L‘.‘GNC& thml'gh I)‘l]ﬂnl\.‘i O a8 1mentt b:lr.

"The maps are improved over those of
ALEX, and the historical detail of each

GLUE FACTORY Animals are definitely harmed in the making of this historical epic,
unlike many overly sanitized games.

units armor and equipment is a delight lo
examine at full zoom, Unfortunately, the
overall effect looks dated and very flat.
HANNIBAL also runs faster then ALEX, but
movement and combat animation is ago-
nizingly slow on anything short of a
Pentium [ system.

Some automated features of
FIANNIBAL may irritate more than they
help you. I'or example, whenever your
missile units run out of ammo, they will
attempt to resupply within the command
radlius of their leader. This uses the units
entire turn to rearm, allowing no move-
ment or combat. Both the Carthaginians
and the Romans (fo a lesser extent) have
strong melee units that also have missile
capability. Problem is, units will often
freeze in suicidal positions to calmly pass
out the ammo while hall the enemy army
stams into their flank.

CANNAE REVISITED?

Among the Great Generals of history,
Hannibal is nowhere near as familiar to
the average gamer as Napoleon, Lee, or
Alexander, and both Frudite and [-
Magic deserve credit for bringing his
epic battles to the computer. The game
system does a goad job of showing the
differences between the flexible Roman
Legion and the Carthaginian Phalanx.
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You must master the combined arms tac-
tics pioneered by Hannibal if you are to
conquer Rome.

However, as an overall experience,
Hanniear does the great leader a disser-
vice, because so many aspects of the
game simply aren't finished, The unimag-
inative campaign game does little more
then string battles together in historical
order. The slow game engine takes much
of the fun from multiplay, and the num-
ber of crashes and lockups are unforgiv-
able in the second iteration of a series.
Period enthusiasts will find historical
insight and some challenges, but be
warmed that in many ways, HANNIBAL
marks a step back from ALEX. | hope that
Erudite and |-Magic will fix these prob-
lems by the time JuLius CatisaR ships. &

PAPPEAL: For ancient warfare fans
who'’ve already played ALexaNDER.

PPROS: Detailed, historical

game system; elephants vs. Roman
legions; nice autosave feature;
minor improvements over ALEX.

PCOMNS: Campaign [@
is too linear; slow
game engine; tinny
music; crashes and
lockups; doesn’t

seem finished.

CCW

STRATEGY/WARGAMES

For more about Ancienl-era
strateqy games, check out
our extensive coverage at
www.computergaming.com

Price: $49.99

System Requirements:
Pentium 90 (P133 or better
strongly recommended),
Windows 95, 16MB RAM,
130MB hard-drive space,
SVGA graphics, 2x CD-ROM
{8x or better strongly recom-
mended), mouse; supports Wir
95-compatible sound cards
3D Support: None.
Multiplayer Support:
Modem, IPX, LAN (2-6 play-
ers): 1 CD per player.
Designer: Erudite Software
Original Boardgame
Design: Mark Herman and
Richard Berg

Publisher: Interactive Maaic
(800) 789-1534
www.imagicgames.com



Bt You will respect your enemy.

Youwill pay the pri *‘“V“"'““’"\Eiili face your fear

You will act on n—.su.m,You Wl" e ex Ynu will ask for a second chance.

will know what it is to command.

You are in command of Zulu Company of the 1st
Davion Guards. On the planet below, twelve MechWarriors®
await your orders, each voice a reminder of what’s at stake.
Each decision you make, each parry and feint, bears
consequence. You hesitate and the recruit you

I-.
B,

nurtured into an experienced MechWarrior is o5 fi} &
lost. His death is a stunning blow. The calls for
backup, the missile impacts, the ammo bay a

explosion, and the scream as the pilot ejects.
All play loud and clear.
At mission’s end, you retrieve the
survivors and their BattleMechs?® Repair and
refit what you can. Move your best MechWarriors into the best
'Mechs? Trade equipment in or add a new pilot. Let an injured
pilot heal, if you can spare him. The next mission beckons.

This is MechCommander.
You will know what it is to command.

© 1998 FASA Corporation. Published by MicroProse. MicroFrose is a registered trademark of MicroProse, Inc. or its affiliated companies. BattleTech, MechWarrior, BatlleMech and ‘Mech
are Registered Trademarks and MechCommander |5 a Trademark of FASA Corporation. Used Under License. The FASA Interactive logo design is a Trademark of FASA Interactive, Inc.
All other trademarks are propertfes of thelr respective holders.
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Price: $44,99
System
Requirements:
486/66, DOS 6.22,
16MB RAM, 16MB
hard-drive space, 1MB
SVGA graphics card,
mouse; supports
Sound Blaster~com-
patible sound cards.
3D Support: None.
Multiplayer Support:
Email (2 players),
Designers: Gary
Grigsby, Keith Brors,
and the SSI Special
Projects Group
Publisher: SSI (a
Mindscape Company)
Sunnyvale, CA

(800) 601-7529
www.ssionline.com

REVIEW ¢ STEEL PANTHERS Il

- Long in the Tooth

The Grand Old Cat Is Still Realistic, but Very DOS-dated

by Jim Cobb

€ 50C 80 n].'“'l}-'
sequels because,
quile simply, a good
thing is hard to
leave behind. In this
case, Gary Grigsby
and SSI have pro-
duced accurate and
enjoyable simula-
tions of WWII
armor action in STEEL PANTHERS and of
post-1945 actions in STEEL PaNTHERS 11,
The question is whether the latest entry in
the series, STEEL PANTHERS [[1: BRIGADE
Conmmann, really is an enhancement, or
just one last kick at a cash cow?

SEVEN DECADES OF WARFARE

Stixir. 1 tries hard lo provide every-
thing that made the first two games pop-
ular. The interface will be easily assimi-
lated by StEL veterans (though its still
not as elegant as PANZER GENERALS),
SteEL s certainly comprehensive, as
it covers a wide range of conflicts, [rom
1939 to the near future. Fyvery nation
with serious armed forees is represented
with an adequate lable of organization
and equipment, and you can choose
from more than 40 different seenarios
and six campaigns covering all theaters
of war. The campaigns offer chances for
getting more troaps, upgmding equip-
ment, and improving troop and leader
quality—provided you do well in the
linked battles. If there aren’t enough bat-
tles to suit your faney, von can create
your own with STEEL [115 editor.

You've seen these mechanics before:
tum-based, with opportunity fire possible
in the opponent’s m. As you would
expect from a modem tactical game, fac-
ing and linc-of-sight are crucial to effec-
tive fire, Fog-of-War is used well, and it
often causes blazing firefights when fire
from one unit trips an ambush and hid-
den enemy unils start a chain reaction
brawd, then draws in other friendly units.

As inother Grigsby games, unils are
exlensively modeled for weapon systems

(=

THE DUSTBIN OF HISTORY SteeL Panthers lIl has some nice touches (such as
this informational screen), but they don't quite make up for the creaky game engine.

(including ammunition amounts and
types) and defensive capabilities, with
troop quality and morale also playing
large roles. Combat affects unils” abilities
when they are suppressed, pinned, or
routed, and leaders may attempt to ame-
liorate negative results through rallies, If
vou call in artillery or air support, it won't
armive instantly, and may result in “friend-
ly fire” losses, which are dealt with more
realistically than in previous StiEL,
games. You attain victory by (lypically)
occupying objectives, achieving good

kill ratios, or both.

BUT IS IT DIFFERENT?

SteeL T differs from its predecessors
primarily in two areas: scale and com-
miand control. A hex is 200 yards, not 50,
and units represent infantry companies
(30-50 men) and vehicle platoons (24
vehicles) instead of platoons (10-25 men)
and individual vehicles. Where one lucky
shot could take out a Tiger in an carlier
St game, a Tiger section in St 1
requites prolonged pummeling, Infantry
is now tougher. Armor Lakes the role of a
sharp instrument for slashing advances,
not a blunt instrument. Thus, to do well in
Stz 1, you must employ real
combined anms tactics —with a particular
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reliance on arillery preparation and air
reconnaissance.

Command control-points are used to
change a units stance (defend/advance)
or abjective, or to request inclirect fire.
Each leader has a number of points
equivalent to his rank. Points can be
gained each tum if the leader is in contacl
with his superior headquarters. Depen-
dence on chains of command force you
to refrain from break-neck charges.

“There is certainly enough going on in
Sten 1 to make it more than an add-
on. Still, one has lo wonder why SSls
essentially using a 1995 DOS engine for
the third installment to ane of its flagship
series, Die-hard aficionados of modem
warfare will find plenty of realism here.
Others should be wamed that S1een 1 s
not anywhere near the definitive wargam-
ing statements made by SteEL Lor 1. %

PAPPEAL: Primarily for hard-core
20th-century wargame fans.

PPROS: Solid
tactical model;
new scale; com-
mand control.

PCOMS: Aging
DOS engine and
graphics.
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Price: $36

System
Requirements:
Pentium 75, Windows
95, 16MB RAM, 2x
CD-ROM drive, 1MB
video card; supports
SoundBlaster-compati-
ble sound cards.

3D Support: None.
Multiplayer Support:
Modem (2 players),
LAN, Internet (2-8
players), Hotseat
(2-18 players); 1 CD
per computer,
Designer: Team 17
Publisher: MicroProse
Alameda, CA

(510) 522-1164
www.microprose.com

*kkxk  REVIEW ¢« WORMS 2

- Set Phasers on

Gut

by Martin E. Cirulis

iRy goes back to the
ancient days of computer
gaming, when ASCII char-
acters doubled as graphics
and pragrams were stored
on audio tape, Basically,
each player had a cannon
to fire at opponents, After
inputting the angle and
power of your barrel, you
would see the little asterisk that was your
shell arc across the screen and either
blow up your opponents gun or chew up
the landscape. [t wasnt DONREY KONG,
but it was fast, easy to program, and one
of the few multiplayer games available.

As limes and technology have
changed, ROGUE has become DIABLO,
Seactwar has evolved into WinG
COMMANDER, and ARTILLERY has
become...well..WoRrMmS! More precisely,
the new and improved Worws 2,
brought to you by the efforts of Micro-
Prose and Team 17,

MEALWORM MAYHEM

In case you missed this games wacky
predecessor, WORMS 2 is a cross
between the mechanics of ARTILLERY
and the humor of LEnivines. Instead of
cold, heariless howitzers, vou command
a group ol psychopathic worms with
access to a truly bizarre and terrifying
arsenal of weapons. In basic game terms,
this means that your artillery picce now
looks and sounds a whale lot cuter and
can move around before shooting,

While some of the weapon effects are
funky and original (just try to restrain a
snort as you lob a holy hand grenade or
send a killer sheep to do its deadly busi-
ness), there is no escaping the fact this is
an ancienl computer game tweaked to
the nth degree. A nice twist, thot igh, is
that instead of commanding just a single
cannon, you run an entire leam of
weapon-toling worms. The actual physics

cow

Don't Expect Too Much From
This Simple Farce of Gun-Toting Action

SEA YA! You'll have a wide range of weapons (from bazookas to air strikes to
baseball bats) at your disposal to sink your enemy’s worms,

of lobbing and dropping the various
weapons is quite well done. However,
some players, especially fans of the other
ARTILLERY descendent, SCORCHED
[k, will be annoyed by the fact that
terrain is immune to the effects of gravity:
Blow up a cliff$ foundation and you'll still
see portions of it suspended in midair,
Woras 2 does a good job of warding
off repetition by offering dozens of new

weapons and enough nulty terrain types,

It also contains a set of user tools for fid-
dling with almost every aspect of the
game, Using the cnldc-h:()killg. but
effective, editor, you can adjust every
weapons characteristics and availability.

The sume goes for the actual rules of any

given battle. Iiven the sounds your
worms make as they gloat or moan after
an atlack can be preselected.

AT WHAT PRICE...AMUSEMENT?
Unfortunately, for all the style and
camedy to be found in this game, it is
still pretty basic. Despite some excellent
animation in the intro, there is a lack of
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polish in the graphics and interface that
may leave some players disappointed. If
you want to get your mnnc_\‘% worth, you
had better love ARTILLERY and twisted
humor an awful lot. Otherwise, this one
could get awfully thin awfully fast. On
the other hand, in a world where com-
puter games get more complex and pre-
tentious every day, WORMS 2 offers a fun
trip back to a time when gaming could
be enjoyed over a coffee break. %

PAPPEAL: Gamers looking for fast,
simple action and twisted humor.

PPROS: Very funny game that takes
ArmiLLERY as far as it can go; tons

of gameplay options at the user’s
fingertips.
PCONS: Game's
limited, hasic
mechanics could
quickly lead to
boredom; terrain
is immune to
gravity; graphics
and interface
lack polish.
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Don't just take our word for it...

“There hasn't been an empire-builder this good since
Civilization II. Seven Kingdoms is an outstanding game
in every way.”

—Gamespot

“Definitely worth the money. the best strategy game
I've played this year.”

—lan Wu

comp.sys.ibm.pc.games.strategic

“If you've been craving a little more thought and strategy
in your real-time gaming experience, Seven Kingdoms
will be the one to beat.”

—Online Gaming Review

“The detail in Seven Kingdoms makes Age of
Empires look like checkers.”
— Tom Chick

GamePower

“Even more so than Microsoft's eye-catching Age of

Empires, Seven Kingdoms combines the savage spirit of

WarCraft with the strategic nuances of Civilization.”
—C/Net GameCenter

[ S |
,\l]\{k_}DO]’\F.P b

- Designed by uvnr Can :
A Real-time Saga of Intrigue and Diplomacyy,
of Trade, Conquest and Espionage

“It s the best mixture of WarCraft-style combat and
Civilization-style planning on the market.”
—Patrick Scott
comp.sys.ilbm.pc.games.strategic

“Seven Kingdoms is simply. the best real-time game
on the market to date.”

—The Cheaters Guild

“Seven Kingdoms delivers on the promises made by Age
of Empires.”
—Gamespot

“I ust bought Seven Kingdoms, and after just six
hours of game time, | am already just thrilled with
this game.”

—Michelle Topham
comp.sys.ibm.pe.games.strategic

“It is one of the best strategy games of the year .

—GameSpot

Visit your local retailer or call 1-800-789-1534 to place an order today!
P.0.Box 13491, Research Triangle Park, NC 27709 » www.imagicgames.com
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HOYLE CASINO/BEAT THE HOUSE 2 « REVIEW

Double Down

A Pair of Casino Games You Can Bet On

Mlever s

Playor 4]

Vaminuna feawial

E
peat S

Vi Hitfaon

' HIT ME AGAIN Hovie Casito (left) is slicker; Bear THe House 2 is mare realistic—both offer a pretty good game of blackjack.

by Barry Brenesal
his season$ crop of casino
games will hardly bankroll
you to Vegas, but they can
help you develop the skills
needed to increase your
chances of success. Sierras
HovE CasiNo features
basically the same crop of
computer “personalities” as
the rest of the HOVLE series.
The usual Sierra polish extends this time
around to include paintings and ancient
Greek sculpture, which gives HOYLE

P APPEAL: Electronic gamblers
looking for a slick presentation.

MPPROS: Slick
graphics; highly
configurable.
PCONS: Same
annoying HovLe
computer oppo-
nents; only a fair
gambling tutor.

BEAT THE HOUSE 2

PAPPEAL: Those who want

more authenticity in their computer
gambling.
MPROS: Several
authentic casino
games; good
gambling tutor.
»CONS: Bland
graphics; not
very config-
urahle.

CasINO the feel of being located ina
second-rate art museum.

Interplay’s Bear e Houst: 2, on the
other hand, emphasizes substance over
slyle. At times, it pushes this approach a
bit too far, as shown in the numbingly
bland (if appropriate) cocktail piano
sounds. Visually, BEAT THE House 2 lacks
the crisp atmosphere of Hovi i CASING,
but neither game adjusts to higher resolu-
tions, so anything other than 640x480
means a less-than-full sereen.

Both packages include Blackjack,
Craps, Roulette, Poker, and Slots. HOYLE
tries lo sweeten the deal by adding [oyle
Iiriclay Night Poker, but Bexi 11e
Houst 2 adds Video Poker, Mini
Biccarat, and Poker Challenge, which fit

maore properly in the casino context.

CARD COUNTING

BeAT THE HOUSE 2 offers a coaching
feature that lets you get a suggested next
move in any game. Yet ifs game options
are relatively slim, as opposed to
HoYLES, which are highly configurable.
Hoyle Blackjack, for example, lets you
choose casino-specific rules such as
Vegas Strip or Downtown Vegas, and
gives you the options of insurance, sur-
render, resplitting aces, dealer hitsona
soft 17, and even choosing the number of
points to double down after splitting.

The best thing about HOUSE is its
thorough, intelligently written documen-
tation by Avery Cardoza, noled gam-
bling authority. HovLE CasiNO lacks
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similar documentation, and a paperback
book by Steward Wolpin on pokeris a
poor substilule, since most of the games
it discusses can't be played in HOLE.

If you're interested in slick graphics
and configuration, you could do worse
than HOYLE CasiNG, another solid entry
in Sierra’s Hove lineup. But BEAT THE
Houst: 2 supplies more authentic casi-

no-style games and instruction for the

serious player. In either case, it’ hard to

lose, since you avoid the potbellied,
cigar-smoking, fiftyish crowd. Who says

computer games don't raise the moral

tone of life in general? %

Price: $29.95

System Requirements:
486/66, 8BMB RAM, SVGA
graphics, 2x CD-ROM.
3D Support: None.
Multiplayer Support:
Internet via SIGS (2-8
players); 1 CD per player.
Publisher:

Sierra On-Line, Inc.
Bellevue, WA

(800) 757-7707
www.sierra.com

CGW

Price: $44.95
System Requirements:
Pentium 80, 8MB
RAM, SVGA graphics,
2x CD-ROM.

3D Support: None.
Multiplayer Support:
Hotseat (2-4 players).
Publisher: Interplay
Productions, Inc.
Irvine, CA

(714) 553-6655
www.interplay.com
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() System
Requirements:

P90, Windows 95,
16MB RAM, 50MB
hard-drive space,
4x CD-ROM.

3D Support: None.
Multiplayer Support:
Modem, TCP/IP, IPX,
Microsoft Gaming Zone

(1-6 players);

1 CD per player.

Developer: Artech
Publisher: Hasbro Interactive
Beverly, MA

(800) 400-1352
www.hasbrointeractive.com

REVIEW ¢ STAR WARS MONOPOLY

he Dark Side

by Kate Hedstrom

estwood Studios set the com-

puter Monopoly standard
two years ago with a rock-
solid, utterly simple-to-use
game that was garnished
with charming animations. Yet, in its
zeal to computerize the popular Star
Wars Monopolyhoard game, Hasbro
scems to have forgotten the freshness

PLANETARY PARADISE The Imperial Palace in
Coruscant is the Boardwalk of this MonopoLy,

and sense of fun that made PC
Monoroly such a hit.

You can choose one of eight charac-
ters to play and then challenge up to five
other human or computer opponents, or
a combination of the two, The charac-
ters are an odd mixture of Imperial and
Rebel persuasions, so you get to play a
stormtrooper, but not Yoda. You may apt
to play by the standard or short
game rules, or select any of the
common “family” rules, such a col-
lecting cash on Free Parking,

C-3PO (with voice supplied by
original actor Anthony Daniels)
acts as a master Uf Cf'rf_']]]fl"ics E]Ild
banker, announcing each move
and making general comments at
every opporlunity. Thankfully, he
can be turned off.

Gameplay is just like that of,
well, Monorory, with the addition
of Star Wars movie clips and ani-

mation: A droid conducts monetary

transactions; the
Emperor
Palpatine zaps the dice to roll

them. All of this demands a lot from your
computer. 'The contrast between playing
ona PI33 and a PII300 s significant
enough for it to seem like two different
games, bul even on the powerful
machine gameplay sometimes slows toa
crawl. Worse, the game suffers frequent
lock-ups and crashes. Its still Monapoly,
but, sadly, all the cool Star Wars-ness just
gets in the way. &

PAPPEAL: Those who must have
every Star Wars collectible.

MPROS: Il's still MUNDPDL‘I' Star
Wars clips and
animation,

MCONS: Star
Wars clips and
animation;
crashes and
lock-ups.

Price: $39.95
System
Requirements:
P90, Win 95,
16MB RAM,

40MB hard-drive
space, 2x CD-ROM;
supports

Windows-
compatible

sound cards.

3D Support: None.
Multiplayer Support: LAN,
Internet (1-4 players);
modem, hotseat

(1-2 players); 1 CD per player.
Puhlisher: Activision
Los Angeles, CA
(800) 477-3650
www.activision.com

by Charlotte Panther

HANGHAI DYNASTY i the latest in
Activisions mostly successful con-
versions of the classic tile game
Shanghai. For serious fans of both
Shanglai and Mah-Jongg,
SHANGHAI DYNASTY warrants further
investigation. Be prepared, though, for a
few surprises—not all of them pleasant.
DyasTY includes Classic Shanghai,

PING & PONG It's fine solo, but
multiplayer SHanGHA! DyMASTY is a
poorly-designed exercise in frustration.

CcGwW
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REVIEW ¢« SHANGHAI DYNASTY

Shanghai Surprise

Shanghai for Kids (a terrific way for chil-
dren to learn the classic game while
using their knowledge of mathematics
and the alphabet), Panclamonium (you
race against up to four players to match
up tiles on a communal board), and
Dymasty (vou battle opponents on your
own board), SHANGHAT DYNASTY also
offers a very user-friendly version of
Mah-Jongg. All the games offer different
tile sets, layouts, and snazzy multimedia
clips, and are certain lo amuse single-
player fans.

When I challenged some of my pals to
play over the Net, however, the game fell
apart. The very nature of turn-based clas-
sic games like Mah-Jonge makes them
perfect for chatting between turns, yet
the developers included no chat feature
during play! Worse, the “pass” feature in
multiplayer Mah-Jongg causes each
plaver to confirm that they can't use each
discarded tile, which slows down play

considerably, and f ﬂ
this “feature” %/

can't be toggled off. In

general, multiplayer play of all

the games is sluggish — the exact opposite
of real Mah-Jongg or Shanzhai.

For those who merely want to wage
their skills against the computer,
SHANGHAL DYNASTY offers a nice collec-
tion of tile games. Those looking for
competition from real-life opponents are
advised to stick to the tabletop version. %

PAPPEAL: Patient fans of classic
tile games.

PPROS: Simple and colorful; good
documentation; =
fun solitaire mode.

PCONS: Sluggish e
multiplayer
games; can't play
full-screen; no
chat during play.




Mastery is yours with GW Press.
Publishers of the most innovative,
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Sid Meier’s
Gettyshurg!

Rally ‘Round the Flag With These Tactical Tips

by Marc Dultz

ne of the principal reasons

Sid Meier has become such
asuccessful game designer
is because he keeps the
individual clements of his
games simple, combining
these building blocks in
such as fashion as to create
amore complex, thought-
provoking whole. In Sip
MEtER'S GEPIVSBURG!you are treated to an
engrossing, yet thoroughly effective, portray-
al of the climactic engagement of the
American Civil War, demonstiating in stark
detail the vivid and terrifying destructive
capahility of tightly knit linear tactics, The

Movement Rates

__Basic
2x Basic
1 1/2x Basic
3x Basic
4x Basic
4x Basic
4x Basic
2x Basic
_2x Basic
2x Basic
213 of Basic
112 of Basic”
Marsh Pt 2ok Basied
Rocky Terrain 1/2 of Basic

Artiffeey mieves heongh this lerrin at 1A of Basic

Infantry in Column
| Skirmishers
Infantry on Road
Mounted Cavalry
Limbered Artillery

_ Commander

Retreating Unit
Duuhle-tlme

__ Dhligue Movement
Forest

CoW

SHIFI'ING GEARS As !he secnnd echelon continues to advance by road the I:rs! echelon

shifts into @ more secure formation.

following is a shorl examination of some of
the fundamental military concepts of the
time and the ways in which CETTVSBURG!
simulates each facet of battle.

Forward, March!

I trains weren't available, troops were
generally forced to make road marches on
foot to reach the batlle site. Cenerally, divi-
sion commuanders opted to deploy their
brigades in columns, one regiment following
another, making best use of whal few roads
cut through the countryside and linked the
towns logether. Only when battle seemed
imminent did commanders rescind these
orders and re-deploy their troops off-road
and into maneuver columns,

APRIL 1828

When the enemy came inlo view, the
troops were again re-deployed, this time inlo
battle formation, placing cach regiment line
abreast of one anather. Regiments were
evenly spaced by several yards to allow their
commanders casy access to the front ranks
while permitting skirmishers an avenue in
which to withdraw.

Units move much faster by road than
they do cross-country, even when units
form up into maneuver colunmns,
Furthermore, units advancing in maneuver
columns move lwice as fast as units
deployed in battle formation; therefore,
they can readily reach trouble spots or
exploit penetrations in the enemy line.

Limbered artillery travels as swiftly as



STRATEGY & TIPS: SID MEIER'S GETTYSBURG!

mounted cavalry, and serves as an excellent
mabile reserve, able to shift position and fire
to support front-line troops as needed.

ahead of the main body and

Battle Lines Are Drawn
Onee the two sides
mel, each army
altempted to seize the
local high ground

Woods 213 of Basic
Town 2/3 of Basic
Rocky 2/3 of Basic

while deploving the
remainder of its forces
in broken or covered

terrain lor conceal-

BATTLE IS JOINED! While leading brigades move into
battle formation, the trailing reserve brigades are kept in
maneuver columns to permit swift and flexible response. |

Horse Soldiers

c avalry was generally viewed as the hest

means of acquiring fresh intelligence regard-
ing the whereabouts and proximity of the
enemy’s forces. Not only could mounted troops pro-
vide flanking protection and rearguard actions
intended to delay the enemy’s advance, they could
also expeditiously reconnoiter the countryside and
just as quickly report back with their findinys.
Unfortunately, at the hattle of Gettyshurg, cavalry
was generally in short supply for hoth sides. The
reconnaissance role was left up to the infantry
(hence the early confusion on the moming of July 2.

e In'fieu of
msnlmr Hﬂﬂ!l i cavalry, com-
manders serve
E::‘:‘:lr:ﬂde‘s 333 i::gz as the next hest
f gatheri
Skirmishers 400 yards oy

intelligence,
Infantry 200 yards especially if they

ment and reduction of enemy
fire effects.
Skirmishers were thrown out

were ordered Lo snipe al the

Terrain Modifiers
Targel's Localion Fire Eflectivensss

Orchard  3/4 of Basic

L

(i
enemy as they o 4
advanced in maneu- ik .
ver columns, Spread o T

oul to cover more

lerrain, skirmishers

were typically

& s e Sl y
FLANK STEAK Each Confederate attempt to outflank the
Union is bloodily repulsed. ]

employed lo delay

the enemy for as
long as possible, and
if possible, throw
them into a state of confusion harder to climinate, they were much more
well before the attack got under — brittle in combat, and tended to flee if delib-

way, Althongh skirmishers were  erately charged.
g )

LINE-OF-SIGHT The grayed-out regions here signify areas in which this
Rebel officer has an obstructed view of the countryside, blocked in some
instances by ralling hills, trees, and buildings.

can remain undetected
and loiter on hilltops.
Since each map square in
GETTYSBURG! measures
approximately 80 yards
across, commaniders are
ahble to ohserve up to 10
squares distant. Gavalry
and skirmishers can see
half as far as comman:
ders; while infantry,
deployed either in column
or in line formation, can
view only two-and-a-half
squares away.

STAND TO! A veteran Union brigade wails
while its division commander scouts ahead
for signs of trouble.

cow
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Di iz gi gy In Formation Modifiers

Targel's Location fire ENfectiveness
oth sides deployed their armies
into linear formations, which
could generate the greatest sus-
tained volume and concentration of fire-
power and offered the most flexible
means of response. Those units not
already drawn into the conflict would use
the time to entrench, erecting fortifica-
tions out of fallen limbs, nearby rocks,
or anything else available to them.

Formation Modifiers
Fafication Lavel Fira Effectivensss
Light 7/8 of Basic

Moderate 3/4 of Basic

Skirmishing Infant 1/2 of Basic

Skirmishing Cavalry  1/3 of Basic

Column formation 5x Basic

After the initial engagement, both sides
would rush reinforcements to the contested
arca, which ushered in the next phase of
battle. Usually the struggle and size of the
battlefield rapidly escalated, and the side
possessing more materiel and manpower

was better able to lengthen the lines and

attempt to turn the enemy’s flank, Onee the

flank was tumed, it was relatively easy to roll

Flanking Fire Modifiers

Angle of Attack

Meanwhile, artillery would be hur-
riedly dispatched and placed atop hills
or along forward slopes to provide long
range supporting fire. Canister was
used at shorter ranges while round shot
was generally used at longer ranges,
especially if it could be used against
enemy formations still arrayed in
columns. In GeTTysBuRG!, artillery can
conceivably fire as far as a commander
can see, making for a particularly nasty
combination, especially if they can be
situated together atop higher terrain.

Firing Ranges

Uit Type Max Range
Infantry 150 yards
Napolean Artillery 800 yards
3-inch Rifled Artillery 800 yards

FAre Hiectiveness

3x Basic

up the remaining enemy troops and ereate
havoe in the enemys rear guard.

Charge!

Eventually, both sides committed the
bulk of their forces to batlle, atlempting to
bring their guns to bear on the weak-
est portion of the enemy ling
Effective Range Infantry units closed to within 150
100 yards
200 yards
150 yards

vards of the enemy (just under lwo

squares), unleashing one or two vol-

leys of coordinated and simultane-

FIELD OF FIRE As Rebel infantry re-deploy into a reverse wedge, artillery is brought for-
ward to an overlooking hilltop.

CCW
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ous fire before switching to independent
fire. 1 )L‘I)[‘I'I(Ii!'lg upon the circumstance,
many commeanders would order their
troaps o advance again inan effort to
improve heir firing accuracy and test the
enemy’ resolve.

Infantry in Combat

fire Effectivensss

Basic |
1/2 of Basic

Effective Range
Maximum Range
1/2 Effective Range
At Lower Elevation
At Higher Elevation

1 1/4x Basic
3/4 of Basic!

As the battle intensified and men began
to sucenmb to enemy fire, the determina-
tion and conviction of the remaining troops
increasingly came into question. As soldiers
fell aut and the ranks thinned, the rate of
fire of the remaining troopers slowed until
eventually the unit could no longer put up a
fight or withstand the punishment. In
GrrnssUrRe!, keep a keen eye oul for flul-
tering regimental flags since these unils
may be at risk to route and can, if left unsu-
pervised, sow the seeds of insurrection for
an entire seelor.

Immediately order these units to fall
back and regroup; if necessary, recall regi-
ments on either side of the battered unit to
help bolster its morale and lower ils stress
level, Meanwhile keep surveying the battle-
field, taking note of any units Ut have sus-
pended firing or are being fired upon from
multiple directions. Make sure to periodi-

cally use the wheel command, reorienting

Effects of Stress

2 Stress Blocks 1/2 of Basic

4 Stress Blocks 2/3 of Basic

hard-hit units to face in the direction con-
laining the greatest peril. Conversely, keep
awatchhul eye on the enemys regimental
flags, and order your own units to charge
these positions.

Union lorees retained a decisive edge in
both manpower and materiel during the
course of the war. The Conlederacy coun-
lered with more astute and highly motivated
commanders—men better able to inspire
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CONGRATULATIONS SEASON 1 FINALISTS!

These players proved to be the top 8 in/Quake® and Command & Conguer ®: Red Alert™ in
the PGL’s first season, and advanced to the 3M"" Volition™ Championships of the AMD PGL'

fricke High=Ping
Hellraiserof the PGL

If you've ever thought to yourself, “geez, there's
no way | can compete with these players sporting
cable modems, ISDN and even T1 lines to their
homes. All I've gotis this dinky 288
modem,” you've got a lot to leam. Wes
Culver, better known online as ‘frick,’
has one of the more modest systems
with which to compete: a 20omhz CPU
and a 28.8 (U.S. Robotics) modem. That
hasn't stopped him from becoming one
of the most feared players in the
PGL's Quake division.

Loeel Jim
“I come from a home environment with a lot of Py oo Ty e
built-in competition, with one older brother and 5 i-B.p POST
one younger, so being fiercely competitive is in my
nature,” frick laughs. "My girlfriend, parents, and
friends are always telling me how competitive |
am, and | guess that's one of the main reasons |
like playing Quake, and participating In a true
league environment like the PGL, as much as | do."

NAME: Wes Culver SCREEN NAME: fricle RESIDES IN: Cuperiino, CA
BIRTHPLAGE: San Jose; GA Aget 10, GAMING EXPERIENCE: Street Fighteril,
Morlal Kombat 1, {1, 11} and of course, Quale GAME: Quaie

FAVORITE LEVELS/MAPS: DMz, DMz, DME, ExMz CONTROLLER: Mouse and
Genefic Keyboatd PREFERRED WEAPONS: Lightiiing Gim and: [tocier
Lauficher ARCH-NEMESIS: Hone ALSO PLAYS: Nothing regularly
CONNECT]ON. of,8 1 CPUISPEED: 200MitZ FAVORITE SAYING: “fritk yau'"
HOBB!ES,JNTERESTS hl*::, IRG; Drawing, Baskethall

HDNURSIA'NARDS ar‘-cu captain of the Legends CIF eam whichwon
the I’rarr W Tag tourney ’Jmth HPB and| LR divisions),

Soulogr

Theesh

o

Hoggleford

Unabomberl

ALERT

BALLIN
DeepBlue

‘As one of the world’s premier strategists |
on Westwood Studlos’ Command &
Conquer: Red Alert, DeepBlue, a.k.a.
David Magro, might represent the future of the
on-line gamer. Equal parts Elsenhower and arcade
fiend, DeepBlue attacks his opponents with the kind
of studied approach that will ultimately separate
contenders from pretenders in the high-stakes
arena of professional on-line play. :

Disciplined, studied, and selfless, it's likely DeepBlue
will remaln a fixture on the professional gaming:
circuit. He's also the first to admit that staying on
top will be serious work. “It used to be | had one
real arch-rival,” says DeepBlue recalling the
earliest days of Red Alert on TEN. “Now that the |
PGL has attracted so many great players competing
for so much money and fame, you can't worry about
just one guy. You really have to watch your back.”
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Push
Sephiroth
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== 77" BIRTHPLACE: - " AGE.- GAM!NGB(PERIENCE. 2 Afere
Ve GAME: FAVORH'E LEVELS/MAPS; = =~ oo

CONI'ROU.ER. kit PREFERREDWEAPONS"

ARCH-NEMESIS: R ;
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i Site at www.pgl.com for station and
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Command Ranges

Command Raling Yanks Rally Febels Rally
Mediocre 33 vards = 50 yards
Competent 66 yards 100 yards

Experienced 100 yards 150 yards
Superh 133 yards 200 yards

and wally their toops al
the most eritical junc-

tures of a battle.

At first glance, SiD
MRS GEFIYSBURG!
seems rather idimen-
tary. Yet, beneath its pol-
ished and intuitive veneer lies a remarkably sophisticated game engine
that is exceedingly difficnlt to master once the basic building blocks have
been put into place. [Lgoes to show that at least one military maxim does
contain an ounee of tith: When in doubt, keep it simple, stupid. &

A House (and
Interface)
Divided

n real-time wargaming, it’s never an easy feat to keep one
eye on the hattlefield and the other perusing a multitude of

units and their many individual attributes. Nevertheless, the

prudent player will constantly evaluate the stature, disposition,
and alignment of every formation under his command in order

to maximize their collective combat effectiveness and achieve

local superiority on the hattiefield.

Beyond various aural and graphical cues and animated indi-
cators (entrenchment markers, fluttering reaimental flags,
rates of fire, states of readi-
ness, and the like), you
should continuously examine
every unit’s morale bar to
determine each unit's cur-
rent condition, combat expe-
rience, morale level, deploy-
ment, and general ability to
follow orders, Five separate
characteristics are graphical-
ly depicted, any of which RS -
may change each time the unit moves, shifts formation, or
engages the enemy:

1. Experience Each eagle icon denotes a specific level of
combat experience, ranging from “green” (inexperienced) men,
to trained, veteran, and elite (a.k.2. “crack”) troops. Note that
green troops automatically start out with two icons, hence the
extra eagle. Only hattie-hardened units should be charged with
carrying out sensitive duties.

HGODWINKED General Hood inspects General Law's battiefield
preparations. Hood bolsters the resolve of the front-ling troops with
his superb command rating.

2. Support Linear tactics mandate that each unit be
properly supported by other friendly units—positioned on
either shoulder or just to the rear—to prevent fianking
attacks and dangerous defilade fire. Try attaching, then reat-
taching, regiments in a hrigade, and shuffle the regiments
around, placing more reliable troops on the flanks.

3. Covered Terrain Obviously, units deployed in broken or
obstructed terrain are more concealed than units deployed out
in the open, and they enjoy some measure of protection from
enemy fire—especially enemy
artillery. Place your own artillery
1 atop unobstructed hills while

9 infaniry rings the forward slopes to
. protect the position.
: 4, Entrenchment Units arrayed in
.| " open termrain are far more susceptible
< 1o enemy fire than units situated
i behind walls, fences, or trees. So, if
. troops remain out of range of enemy
fire, they will, on their own, begin to
entrench. Note that when entrenched units are ordered to
wheel and face in a new direction, they will still retain their
original entrenchment value,

5. Command Units deployed near a commander are less
likely to holt under intense and prolonged combat. Moreover,
the presence of a gallant leadler permits a regiment to charge
an enemy position and, in most instances, hastens the retum
of routed, demoralized units,

A
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A Bridge Too F

Practical Tactical Tank Tips and Anti-Tank Tactics

by Patrick C. Miller

Close Gombat:

eneral George S. Patton once said, “Good
tactics can save even the worsl stralegy.
Bad tactics can ruin even the best strategy.”
In Crose Comar: A BRIDGEToo [,
proper tactics are eritical to gaining victory.
While initial unit deployment and having a
plan lo achieve mission objectives are
important strategic considerations, they cannol make
up for poor tactics.

As the game’s name implics, the simulated combat is
at close range. Here, what matters most is how individ-
ual armored vehicles and infantry seetions fire and
maneuver. A single tactical error can be swiltly exploit-
ed to doom a brilliant strategy, while good tactics can

SQUEEZE PLAY After blundering into a trap between two Allied Shermans, not even
this mighty SS Jagdtiger can survive a point-blank shot in the flank.

sometimes salvage victory from certain defeat or
reverse an appatently hopeless situation,

On Maneuvers there or become stuck trying to go somewhere it shouldn’t. This can
In Crose Covsar 2, armored vehicles often actas if theyre driven—— result in a vehicle being destroyed for no good reason —a most frus-

by vision-impaired drivers ed students, Give a tank an order lo move trating experience.

somewhere and chances are it will find the most ludicrous way to get "Ihe seeret lo maneuvering armored vehicles is to baby-sit them.

Avoid using the Move Fast command unless a vehicle is in an
apen area. In close lerrain or lowns, the Move conmmand is
better beeanse vehicles tend to follow more lngical paths and
get stuck less often. Another key is to move vehicles in short
hops of a few inches at a time. The more confined the lerrain,
the shorter the movement distance should be.

Pay close attention to how and where the vehicle is imoving,
particularly in lowns, where ks tend to become stuck
against buildings. If it looks as if the vehicle is driving into the
corner of a building or trying to fit through a space that’ tov
narrow, immediately have it back up. 1o do this, issue a Move
order and then place the movement dot about an inch directly

; : T 7 v | behind the vehicle.
AMBUSH ROW A Bazooka team is deployed among friendly infantry to pro- ;

tect it from enemy troops. The three-level building the team occupies over-
looks a key road near an objective—a likely path for enemy tanks—and
provides cover and concealment.

| INthat doesn't work and the vehicle becomes stuck, cancel all

' movement orders by issuing a Defend commuand. Many times,
the Alwill find a way to mancuver the vehicle away from a strue-

0 reandinto a position from which it can be moved.

CGwW APRIL 1938



CLOSE COMBAT: A BRIDGE TOO FAR !_m

Case Study One: HE or AP?

n the streets of Nijmegen, a British Sherman armed with a 76mm gun emerges from around a street comer to engage a German
I Panther that has heen mauling Allied infantry. Because the Panther is siationary, it fires first and scores a hit on the Sherman.
The British tank shrugs off the hit, stops, fires, and hrews up . 7
the Panther. What happened?
Because the Panther had been firing at infantry, it had a high-
explosive (HE) round loaded when the Sherman appeared. While

an armored-piercing (AP) round from the German tank’s 75mm
gun could easlly plerce the Sherman’s armor, the HE round had
no effect. The Sherman had an AP round loaded, which could

penetrate the Panther’s amor. Thus, the superior German tank

was destroyed by the inferior Allied tank.

Tank vs. Tank

Some players make the mistake of assum-
ing that German tanks are superior to Allied
tanks. While this was historically true, the dis-
tances al which battles are fought in this game
combined with the terrain density of many
maps reduce German advantages in gunnery
and armor protection. In this setting, even the
lowly Stuart light tank poses a significant
threat to the deadly Panther —if it uses its
speed and mobility advantage to maneuver
for a side or rear shol.

Players using German armor should also
note that turret rotation speed is taken into
account, Because American-buill lanks used
variable-speed electric turret traverse, they
could track moving largets better and bring
their guns to bear more quickly, providing
the advantage of firing the crucial first shot
in a quick-draw engagement. American-
made tanks also had gun stabilizers fitted,
which helped them fire more aceurately on
the move.

Another useful tactic is to deploy a tank in
position with a good field of firc and give it a
Defend command. Many times, an Al-con-
trolled tank will spot and fire at largets of
opportunity more quickly than you can
respond. This is especially true on maps such
as Son South, where tricky line-of-sight comes
into play.

Infantry vs. Tanks

"The Panzerfausts carried by individual
German infantrymen and the availability of
relatively inexpensive Panzerschreck anti-tank
teams gives the Axis a potent tank-killing
combination. With these anti-tank weapons
alone, it’s possible for the German infantry to

withstand and repulse
an Allied armor
assaull,
With the Allies, the situation is much differ-
ent. They rely mainly on PIATs and Bazookas
to defeat German armor. These weapons
have limited range (70 meters for the PIAT; 80
meters for the Bazooka) and are cffective
against Panzer Mark IV tanks and lighter
armor. But against such opposition as
Panthers and Tigers, only shots from the side,
rear, or top stand a chance of causing damage.
"Therefore, the best position for a PIAT or
Bazooka team is in a multi-level building
where il can fire down into the tank’ thin top
armor, virtually assuring a kill from any angle.
Once spotted by the enemy, PIAT and
Bazooka teams attract fire
from small arms, tanks, and
mortars. Evenif it isn't elimi-
nated, the team will acquire
so much suppression that it
will be lucky to hit anything,
'lo avoid suppressive fire,
keep the anti-tank team
stationary and hidden until
it has a good shot. Ifa team

must be moved to a beller location, use the

“Sneak” command to reduce its chances of
being spotted and fired upon,

The Al rushes armor support to spols
where its infantry is in trouble. Knowing this,
the best tactic is to set up an ambush in ter-
rain that lorces tanks to close within effee-
tive Bazooka or PIAT range. By studying the
terrain and anlicipating the paths that enemy
tanks are most likely to follow, anti-tank
teams can lie in wait for encmy vehicles, Be
sure to provide infantry support o prevent

anti-tank leams from being overrun by
enemy infantry. %

Case Study Twn Aml-Tank Machine ﬂuns
German StuG Il assault gun breaks through American lines at Schiindel,

A threatening to collapse the defensive fine. The German vehicle halts near a
three-level hullding In which a .30-caliber machine gun team is hiding. The Gls

open fire and destroy the marauding enemy vehicle. What happened?

Nomally, expecting a machine gun team to take out a fully enclosed armored tar-
get such as a fank or assault gun is pointless. However, most machine guns—
German and Allied alike—possess a limited degree of armor-penetrating capability

that can be useful against lightly armored targets such as half-tracks. In this case,
because the machine gun was firing from above at point-blank range, it was able to
penetrate the vehicle's much thinner top armor
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Longhow 2

Fart 2: Managing the Strategic Campaign

by Tom “KC” Basham

1 ostsimulations treat vou like the average line pilot: the
brass (k. the computer) assigns the missions, and its
vour job to execute them. A few sims (LONGBOW 2 is
one) let you play a larger role by managing an entire
squaadron, T such cases vou have more lo worry

| about than bringing vour helicopter back in one
picce, Now, you have Lo worry about every pilot

i achieving his assigned goals andaceomplishing all of
| the required tasks as well as not running out of pilots,
|

S helicopters, or ammunition. Its a much bigger job, bul

for the strategists among ns its also a more Mlfilling job

Right Tool for the Job

Itmay be anold eliché, but it could be the single mostimportant les-
son of all: Use the right tool for the right job. What does that mean
L‘N&li_‘.[l)"? Iirst, it means |1!a|t('hin;_; the ammunition to the target type,
which boils down to a matter of bakimee. On the one hand, make sure

the ordnance

you'e sending
out is sufficient
far the task at
hand. Make sure
it has ample fire-
power lo destroy
the assigned tar-

get, On the other

hand, don't waste

THE RIGHT TOOLS Mixing helicopter and arma- | ¢<pensive (and
ment lypes within a single flight offers maxi-

mum flexibility,
------ — - oninespensive

possibly hard to
ablain) ardnance

MISSION CRITICAL Although the computer will generate missions for |

you, you'll do better if you use Lonseow 2's excellent mission planner
 to manage your resources.
targets. Do vou really want to fire several million dollars” worth of mis-
siles at a truck that cost the “Peaples Democratic Republic of
Wherever™ a few thousand dollars to build? Depending on the trucks
cargo, the answer may be yes, but more likely, its no.

Second, using the right tool also applies to the type of airerall used
and even the erew assigned (if the simulation identifies pilot skill levels,
as does Fatcon 3.0). Does the mission really require two AH-64Ds
buth carrving the Longbow radar and radar-guided Hellfires, or will a
laser-cquipped Apache serve equally well? Moreover, cana UL-60 or
an O =38 suffice? Using Blackhawks and Kiowas for “light” sortics
frees your “big guns” for the more demanding assignments.

[ typically start by assessing the firepower needed to neutralize the

target (see the sidebar “Mission Kill”), then [ estimate the enemys

Mix and Match

enerally, | save Blackhawks for the “lightest™ combat sorties.
Since the UH-60 is the only helicopter at your disposal
capable of extracting troops, it's unwise to risk them all on

other types of missions. A pair of Blackhawks armed with rockets
works well against soft targets like infantry and unarmored vehicles.
Use the Kiowas aggressively. Although they don't carry much
ammunition (compared to an AH-64), they do pack a decent
punch. With four laser-guided Hellfires on board, the OH-58 can
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‘do serious damage to:a convoy, a tank platoon, or.aven a hard-

ened bunker, The Kiowa can't absorb as much damage as an
Apache, though. If the area is heavily defended, consider send-
ing Apaches instead.

Also, try mixing Longbow and non-Longbow Apaches in a sin-
gle flight. This seems to be a particularly effective package. The
Longbow can eliminate the SAMs and AAA by using the radar-
guided Hellfires. Once the enemy's defenses are neutralized, the
Apache can move in and engage the remaining targets using
laser-guided Hellfires.
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defensive capabilities. Next, | look foran
aircraft that can carry the necessary ord-
nance and survive the estimated return fire.
Onverall, these decisions are highly subjec-
tive and are hased mostly on experience.
Review e available intelligence, then lis-
ten to vour gut. The more missions you
plan, the more you'll leamn.

Being an engineer, |'ve found simple
mathematics helpful with mission plan-
ning. While vou'll undoubtedly want o
develop your own system, | often apply
numerical values o individual weapons, based
on range and firepower. | also assign point val-
ues to individual targets. This helps me assess
priorities against my capabilities. In some
cases, if one particular target greatly out-val-
ues another | may even pull my forces and
concentrate only on the high-value target
(although I'm sure my superior officers would
not be pleased).

Timing Is Everything

Once you've allocated your forces, you then
must decide how to get them to the target and
back. Timing is crucial, especially if you send
multiple flights against a single target. Real-
world Apache pilots have told me that they're
expected to reach each waypoint within 30
seconds of the assigned time, Fortunately,
Lonesow 25 mission planning interface lets
vou manipulate the Time On Target (TOT),
the time at which a given helicopter should
reach its targel. In the planning interface, right-
clicking on any waypoint displays sta-
tistics aboul that waypoint.

PRACTICE MAKES PERFECT Use the quick mis-
sion generator to practice mission planning.

nyone remotely associated
with aerial combat has
undoubtedly heard the adage,
“A kill's a kill.” In other words, it
really doesn’t matter how you did it,
it just matters that whatever you did
worked. As an extension of that con-
cept, it’s not always necessary fo
actually destroy the enemy target.
Considering that the target has some

COMBAT SIMULATION GENERATOR

Slobal Seliins

Thesten of Opesslisas  Fud Dais %0 WO mn
tn

arr Seppant;
Brtiliery Swppet

353 CHEATE MISEIM {0

“Toward the bottom of the information hox
you'll see the time the helicopter is expected al objective of its own, simply prevent-
ing it from achieving that goal may
be good enough. For example, a

homber forced to drop its payload and

that waypoint phus a“loiter” item. If you're hav-
ing trouble coordinaling the liming between
flights, adjust the loiter values at various way-

points for the faster flights. i
return to hase before attacking

friendly forces would he a mission
kill. Although you didn’t manage to
shoot it down you did prevent it from
shooting any of your allies.
Obviously, it's hetter to actually
destroy the bomber than to let it

T test your timing, use LONGBOW 2§
“rehearse” feature. This walks through the mis-
sion at increased speed, displaying the positions
of the various aircraft as time progresses. This
substantially cases the task of coordinating
multiple aircraft. A simple typo when entering
an airspeed value can nin even the best com-

bat plan. By using the rehearse feature you can
escape. Otherwise, it'll make another

attempt against you tomorrow or the
next day. Still, you kept your allies
alive today. Perhaps tonight they'll
capture the homber’s hase!
Conversely, you must guard against

quickly identify and correet such errors.

LoNGBow 2 has a very compreliensive
mission-planning interface. [t gives von alot of
oplions, but italso forees you lo make some
hard decisions. Since no real lives are at stake,
don't be afraid lo experiment. Always evaluate
the results of each mission, especially missions ; A ey
becoming a mission kill. En route to
your target you'll likely encounter
numerous other targets of opportunity.
Destroying extra enemy targets is obvi-
ously a good thing—as long as you
still accomplish your primary mission.
It may he tempting to lob a few

that don’t work. These guidelines will get you
started, but, in the long run, there is no
substitute for experience. %

Hellfires at a particularly annoying

SAM site, but before firing verify that
you will still have enough ammo left to
destroy the primary target. If the con-
voy carrying chemical weapons

o e M s
A kb

"| escapes while you're screwing around,
| you may survive the mission but you
were ineffective. You just became a
mission kill.

CCwW
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The Gurse of
Monkey Island

Ahoy! Here Be the Map That No Woulad-be Pirate Should Be Without

by Thierry Nguyen

g hwarting the schemes of a mad demon pirate while avoiding
three-headed monkeys is no easy lask. Yet, such is the life of
our intrepid Guybnish ' Threepwood. "There are a great many
puzzles thrown in o stop Guybrushs quest, but never fear,

the crew here at CGW/(Caribbean Gaming World) are
ready to help you with some of the lougher puzzles in
Cunst: OF MoNgEY ISLAND. OF course, only beardless
pirate-wannabes play on“Normal,” so we'e lalking aboul

the Mega-Monkey version here.

X Marks the Spot

So, Palido Domingo won't book you a trip to Blood Island, huh? He
willlet you look at the map on his back, provided that he has a tan. The
only problem is that he's paler than bleached chalk, so you're going to
have to make him tan rather than just leaving it up lo the sun.

Palido assumes that vou're a waiter here to refresh his drink. Before you
perform such a waiterly task, you should recall where else you've seena
mug. Take care of that affair, and don’t ignore those “laundry vats.” Give
Palido his instant tan, and watch him tum over, While you ponder your
new predicament with his back, pay a visit o the cabana boy. Get your
vengeance with him, male-locker-room style, and pick up what was
denied to you. And yes, you will be using that item. Pork rinds, anyone?

I Really Am Your Grandfather!

You want to get in that ervpt, vet you need

to be a part of the family. How do you

do that? Well, you'll need to do

some crealive renovating first

Remember, you can look

through that porthole,

and that painting of

j Lambert Goodsoup

| isn't nailed down very

] : . tightly: And you
\\ thought the room with
THE OTHER WHITE MEAT You won't want

to eat pork rinds after solving this puzzle.
- ——

' GAMER’S EDGE

'PAIN IN THE... You should be an annoying kid to Dinghy Dog. ;

the discarded paintings was useless!

Ol course, a face isn't enough, you need to know your history.
Assuming you've fulfilled the Voodoo Priestess’ prophecey, you shoukd
miake a beeline for the mysterious hotel room. Sure, the door is locked,
but how did you get back into your dorm back in your college days
when you lost your keys? If you'e stuck on keeping that bed down,
remember how the painting carlier wasn't nailed down lightly.

And finally, when you're trying to collect on your policy, you'll need
some proof. Go back to the hotel, grab some cheese near the fridge,
and keep an eye out for a certificate.

Your Inner Child

Okay, you're a little tyke, and you need to clear your head again.
You'll first want to play Dinghy Dog’ game, and take advantage of the
fact that you're a man in a boy’s body. And don't forget to annoy Dinghy
Dog; get physical while you're at it,

For the eggs, vou need to become the clown, which requires you to
knoek down the current clown. A good substitute just needs cream ina
tin, with a bit of weight for that added “oomph” factor.

FFor pepper, the only place to look is at the local food stand. Onee
you've gathered the ingredients, just chug it all with some snow to wash
it down,

"Those of you who stuck with it through these sticky points will be
able o progress on in the game and thwart LeChuck for the last(?)
time. And when you do, make sure you hang around after the credits,
for as with all other LucasArts” adventures, there is something extra al

the very end. &
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Quake

You, Too, Can Dominate Quake Il DeathMatch

by V. Long

UAKE [ DicathMatelvis not QUAKE | DeathMateh, You'll
I'IL'C(I lo Il.‘E'Il"I'l some new tricks ta dominate vour ;ld\'{'.r—
saries in QUARE I1. Theres so much stralegy Lo discuss,
this guide will be in two parts. In this issue, you'll leam
weapons training, ockel-jumping, and PsychOps. Next
month we'll explore more level-specific tips and give you

level maps from id's Quaki: [ DeathMateh pack.

Of course, you'll slill need all the fundamentals | out-
lined a year and a half ago in CGWS September 1996
issue. The basics cover more than simply how o run and lead vour
targets. You need to take the time to learn the levels. You also must be
able to“mouselook” (the ability o use the mouse Lo look freely inall
direetions) and “circle-strafe” (circling around a target while shooting
atit). Circle-strafing is simple: Point your gun at the target, sidestep
{using your preassignied key) in one direetion, and tum (using the

monse) in the opposile direction to L'm-p your crosshairs on the targel.

For example, 1o cirele left, you sidestep left while tuming right. Make
circle-strafing second nature; otherwise you may as well go back to
playing with dolls.

Quake [ adds new features and, thus, new wrinkles. Among the
first things that plavers notice is the ability to eronch. While erouching
is often required to scool into tight spots to retrieve weapons and other
goodies, its nol as goad for evading attack as you might expect. It
slows down your rate of movement. Often you can simply jump over
ashot, and jumping doesn’t limit vour specd.

Weapons Training

Forget about the naysayers who claim thal crosshairs are a cruleh.
From what I've seen, crosshairs are a big help, especially if you keep
mouselook locked on. Although they are not perfect, crosshairs give
you a good idea of where your shots will most likely land.

Crosshairs are most helpful when using the railgun to pick off vie-
tims at long range. The crosshairs are of less use with rockets becanse
splash damage makes dead-on aim less important.

Think, think, think! Naturally, each weapon has its own unique set
of advantages and disadvantages. As in the original QUAKE, you need
to think ahead and ready the best weapon lor the given situation,
Quake: 11 takes it one step further by adding a delay for weapon

ON THE DOT Crosshairs are a help, but which is better—regular crosshairs, the laser-dot, or angle crosshairs? Use regular crosshairs;
They don't get lost in fierce fire fights.
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LIGHT UP MY LIFE Most of the weapons |
will give away your position with noise and
light. Surprise unsuspecting victims by

tossing hand grenades. |

switching, Fumbling for a better gun in the
middle of a gunfight will likely get you
fragged. This also means that you want to use
aweapon with enough ammo to last through
the fire-fight. If your favorite gun is low on
ammo, seriously consider using another one
that’s fully loadecl.

For many players, the rocket launcher is the
favorile weapon. Direct hits are quite deadly,
and near misses still inflict splash damage.
During melees, expert DeathMalchers often do
not aim directly at the vietim. Instead, they aim
at the enemys feet to guarantee that each shot
hurls. Remember, if the rocket sails by com-
pletely, you've not only wasted a shol, bul you've

also given the target a shot at you.

GANMER’S EDGE

The Tool Box

hile I'm not generally a fan of using specialized equipment for games, | encourage anyone

who wants to maximize his or her mousing pleasure to follow the advice | got from Dennis

“Thresh” Fong: Get 3M's Precision Mousing Surface (www.3M.com). No, it won't make
you as good as the legendary Thresh, but it will vastly improve mouse tracking accuracy. It's a bit

expensive for a "mousepad,” but it's simply the best I've tried. No more of that dreaded rodent stutter
or skipping that will get you killed in the heat of battle.

Unless you have an incredible set of speakers, you're better off with a pair of good headphones.
The environmental noises provide so much useful information. In Quake I, you need to use your eyes

and your ears.

Don't be afraid to use macros and config files. Almost all good players personalize the mouse and
keyboard configurations. It costs nothing, and can maximize your performance.

Anather henefit to using explosives against
others is that the blast spoils their ability to
return fire. Getting knocked around can sure
mess up vour aim and scramble your brains

Faplosives are also quite handy for lesting
suspicious cloors ancl comers for ambushes. If
vou face someone who likes to duck around a
doorway or comer to tumn the tables on pur-
suers, simply fire i rocket so that the blast
flushes the tricksler from the hicing spot. One
of my first kills against the legendary Dennis

“Thresh” Fong hap-
e y
& pened this way.

Another important aspect
of Quake: 11
DeathMatches is the
Quiad Damage power-up.
Ouad Damage is an item thal
quadruples the damage your shots
inflict. Too many
players mistakenly
equate the Quad
Damage with
Invulnerability, and
act accordingly.
Although Quad
Damage can make
vou more lethal, it
does not offer
extra protee-
tion. If

you are invulnerable. Don't get too cocky.

1 GOT THE BLUES Just because you have Quad Damage doesn’t mean
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your opponents shoot back, you can still die.,
If your opponent has the Quad Damage, you
can still duke it oul. . .just be careful to avoid

getting hit, because it will hurt a lot more.

Catching Air
Rocket-jumping has evolved from a bizarre
novelty to a“must-have” move in the accom-
plished DeathMatchers repertoire. 'The basic
coneepl remains the same: Run forward, look
down at vour feel, jump, and then launch a
rocket direetly into the ground beneath you.
Because this move will hurt vou, be sure to
load up on health and

o
L

anmor, QUARE [l adds g
new wrinkles: You can no
longer change direc-

tion in mid-flight. Plus,

being right- or lefi-handed

will affect your trajectory. | pre-

fer to stick with center-handedness

for truer [light.
Variations of the rocket-jump include the

grenade-jump (hopping onto a live grenade)
and the barrel-jump (shooting the explosive
barrel beneath you). Extreme variations
include the grenade/rocket-jump (rocket-
jump in tandem with grenade jump) and
barrelrocket-jump (rocket-jump combined
with barrel-jump).
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SHOOTS AND LADDERS Instead of using the “down” or “crouch” key to descend a ladder, sim-
ply use “mouselook” to look down and then run down the ladder.

Arguably the big daddy of all jumps is the BFG-jump, repartedly first perfected by id pro-
grammer John Cash. The BECIOK packs a wallop. On the Outer Base {the very first QUAKE 11
level), a BFG-jump from the rocket launcher spot can fling you to the top of the building, so you
can gel a better view as the drop ships fly by Although a BI'G-jump will hud you much farther
than a rocket-jump, it also takes a bigger bite out of your health, BFG-jumps typically inflict
over 100 points of damage, so be sure to wear lols of armor.

"Then there is“lava-skipping.” According to designer Tim Willits, its possible to use the more
realistic physics in QUAKE 11 to traverse lava. Although | lack the skill and luek required for lava-
skipping, Willits says that you can hop atop grenade blasts to keep from sinking into lava. Again,
vou'll want plenty of health and armor to survive this antic,

Parting Shots
Don't fret if these pointers and tactics don't feel comfort-
able at this point. You will naturally incorporate many of

them into your style of play as vour skill and experience grow,
In the end, theres only one real rule: Superior firepower may
not bring happiness, but it sure helps!
. I'or more DeathMatch tips, see next months strategy
guide. We'll also include exclusive maps of the
DeathMateh levels from ids upcoming Quakg: I1
DeathMatch maps. If you want map advantage and

i

even more Lips, you won't want to miss next month’s
installment.%

Give "Em the Bird

Besides the addition of the female character and
numerous skins for both genders, Quake Il gives players
the ability to gesture to each other. You can point,
wave, salute, grab your privates, and even flip someone
off. To truly rattle or enrage your adversaries, give
them the bird before delivering the deathblow. The
gestures are defaulted to the following keys:

h =" flip the hird
j = salute
k = grab your crotch

| = wave
u = point
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Playing With
Their Minds

sychOps. That's the official military
P mumbo-jumbo term for using all sorts

of nasty tricks to outwit your adver-
saries. Many Quake tactics carry over well into
Quake I, A classic new tactic is to scare a jit-
tery opponent by using a chain-gun to hose
them down in a tight corridor,

Always cover your ass. If you must retreat,
try to run backwards so you can keep your
guns on your pursuer. Toss grenades to dis-
courage pursuil.

Think twice before picking up weapons or
items that you don't need. A clever player
will notice missing goodies, and may be able
to track you as if you left a trail of bread
crumbs. Quake Il adds the ability to selec-
tively drop items. This feature forms the
basis for what Tim Willits calls the “bait the
sucker” ambush. Most players have an
uncontrollable pack-rat habit of coliecting any
weapon or itern in sight. Willits will drop one
of his less powerful weapons (or a big one
that's out of ammao), and then hide in a van-
tage point with his crosshairs trained on the
bail. As soon as someone attempts to scoop
it up, Willits rewards the sucker with a rail-
gun slug to the nogain.

Indeed, Quake Il adds new PsychOps possi-
bilities to the DeathMatch cauldron.

To the veteran warrior, noises reveal much
information. Indeed, the hard-core insist on
wearing headphones to better identify and pin-
point tell-tale noises. Slogging into and out of
waler alerts everyone within earshot as lo
exaclly where you are and whal you're doing.

While running makes you harder to hit in a
fire fight, running when there's no threat of
attack is a bad idea. The din from your scurry-
ing feet can give away your location and direc-
tion of travel.

However, you can also use noise to fool oth-
ers. When no one is in sight, jump once or
twice. When others hear the grunting but can't
get a fix on your position, they may be con-
fused into thinking you're somewhere that
requires jumping.

Similarly, fake a ride on an elevator or lift.
Simply step on 1o activate it, then quickly step
off and hide somewhere to ambush the person
who intended to ambush you.

You can also draw someone into an ambush
by feigning lack of ammo. Switch to the feeble
blaster, and fire enough shots at the target to
convince him that your better guns are out of
ammo. As the victim comes in for the kill,
switch to something with cloul and shool. This
tactic, of course, requires good liming, due to
the delay in weapons switching.




Seven Kingdoms

Some Quick Tips to Get Your Civilization Up and Running

EVEN KINGDOMS is a rare gem among the dozens of real-time
strategy games in that its deep and complex. What specifically
sets it apart from other games are the diplomacy, espionage,
and cconomic aspects of the game, which go far beyond any-
thing done before in real-time strategy. SeviN KINGDOMS ean
| beavery overwhelming game, so Il give you some hints to get
you on your feet. What follows isn't a full-blown walkthrough,
but simply a quick-start guide. There is a more complete strategy guide
on our Web site at www.computergaming.com,

SkviN Kinchoas s rich in sebup choices, and the most important
choice you'll ke is in choosing which race o play. The initial strategy 1
suggest is lo spread out quickly and nush independent lowns in the very
beginning of the game. The powerful Vikings are perfect for this strategy:

Attacking Early

Early in the game, improve your town with the appropriate buildings
(mine, factory, market), but also gear up your forces for war. Gel cight
men into your fort as soon as possible. Once you have a group of cight
men with 25 combat, go on the warpath. (As soon as the first cight sol-
diers sally forth from your fort, add eight more to train for future cam-
paigns.) Pick a close, independent village and lead the charge against it
with your king, This early in the game, independent villages have low
populations and only a few, poorly trained men to fight against your
conquering foree, .

After this initial conquest, don’t let up. Promote one or two soldiers
to the rank of general. Have one stay at your newly-conquered town,
and send the other with your battle-hardened troops to take another
independent town. (Send your king back to your hometown for rest if
he gets too badly injured.) Repeat this process and take a few more
independent towns. You must establish a foundation for a large empire.
"This early in the game, there should be little negative impact on your
reputation, since its low to begin with.

Town Loyalty
Capmring towns is the casy part; main-
taining a newly-acquired village’s loyalty
is whats difficult, You can batile
Ifthytan lairs to increase loyally,

but this is a dangerous tactic;

WAR AND PEACE Build mines, factories, and markets to get your !
economy going, but also start training troops for early conquest.

there is an casier method. Keeping a town busy will make it more
amenable to your rule. First, build a connected fort next to the town.

"This allows you to grant money, levy taxes, and draft villagers for work.

Promoting a same-nationality general afier the townss loyalty is repaired
will alse increase lovalty:

After the fortis built, give the people as many money grants as you can
afford, in order lo raise their loyalty above 50, The effects of grants are
only temporary.'lo permanently raise loyalty, vou'll have to give the peo-
ple things fo buy and work to do. Build a market and have caravans begin
delivering goods there for sale. A healthy stockpile of goods to buy does
wonders Lo increase a lown’ loyalty. Also, start building additional struc-
tures, such as war factories or science towers, where villagers can work. If
the town is near an ore deposit, build a mine and a factory. All these build-
ings will raise your subjugated town’s loyalty substantially.

Individual Loyalty

Just as important as maintaining village loyalty is maintaining your
personnels loyalty. Again, give them something to do and they will follow
you, Il generals have troops to train in forts and lead into battle, their loy-
alty will climb. If not, it will fall until you give them men to command.
Likewise, if you leave construction workers idle, they will be less loval.

Also, bestow honors on your men.

i MONSTER MASH Battling Frhytan lairs can increase your
reputation and your empire’s loyalty, but don’t do it until

I hope these lips will get you started on a suceessful
game of SEvisn KINGDOMS, For mare tips, see onr gnide
al www.computergaming.com. &

you have enough troops to battle waves of monsters.
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| E nemy Mantas are heavy fighters, which
means they can dogfight and carry capi-
tal-ship-killing torpedoes. So, always targel

Mantas first in any mission — especially the

Red Mantas, as they carry torpedoes.

When youre in a mission that requires defend-

| inga friendly vessel, pull up the Navigation map
with Ctil-N, and target the ship you're honor-
bound to protect. Here, the red lines on your Nav -~ |
‘ display indicate which enemy craft are attacking l
the Confederation carrier Midway — obwiously

your primary kargels, |

When making runs against the alien capital
ships and their turrets, make sure to lake advan-
tage of the new auto-sliding feature. Auto-
sliding not enly lets you maintain direction and
speed, it also lets you keep your sights set on
your larget while going around it, rather than
making you attack head-on. — Thierrv Neuyen

GREAT BatTLes oF HanNiBAL

178 1) T et
R e &

D on't use the missile capacity of your cav-
alry. You need its mobility and shock

value to attack your apponent’s flanks. [fyou
use your missiles, your cavalry will freeze to
reload at the worst possible time,
bbb

As the Carthaginians, you must break up the
Roman Legion formations before they roll over
your infantry. Skirmishers are extremely impor-
tant in this regard. Charging elephants into the
middle of a Legion and attacking the second
row of Romans will often do the trick. A massed
cavalry
altack on
the Roman
flanks
works as
well, but

walch your

own flanks.

IFall else

fails, defend in-depth with a staggered line, so
that the Romans can't simultaneously bring
their entire force to bear on your whole line,
You probably can't defeat the Legions head to
head, so you have to outmaneuver them.

Action

Toms Raioeg I
aving a hard time getting past the
beginning of 40 Fathoms? This is
one of those puzzles that requires some

fast thinking. We'll leave the rest of the
level up to you, but here's how to get
past the beginning:

P As soon as the level begins, turn around
and swim to the bottom, until'you see
some debris on the floor.

p Follow this trail of debris to the wrecked
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Roman Legions have attack superiority

against all other infantry (this is a significant
advantage in the combat resulls caleulation).
Don't attack Legions except from the flank or
the rear, and defend against Legions only when
you have a lerrain advantage. Otherwise trade
space for time. If you are the Romans, use

Croup Attack as often as possible to maximize
the impact of your legions.

444

EY

Velites are used as skirmishers by Roman Al
generals. However, they are classified as light
infantry, which means that they count at full
cost versus the army rout total. If you can rout
or destroy most of these troops—and do the
same to the weak Roman cavalry — you will
be well on your way
to victory.
—Ron
Talhot

ship, and
make sire
to go for the
open hold (where
the anchor is near the back of the ship).
P Go into the hold, and make your way
to the surface to take a breather, Now
take care of the shark that's been
hounding you all this time and go
explore the rest of the level.

—Thierry Nguyen



ombard Platoons are the way to go when It's bad enough that Chimeras have poor

there's a target you simply must take armor. But, what's worse, Chimeras' guns are
out—a mere two shots wasted the building s0 bad that their shots will ping off even Ork
shown above. Plus, when a building blows up,  armor—while the Chimeras die in the return
all infantry in that building go down with it. fire. Leave them at home.

Front Page Sports FoorearL Pro "98

E\'cn after you've installed the new patch (trust me, you need it!), there are
anumber of “features” in FPS '98 that you can take advantage of, partic-
ularly when you're on defense.

Oddly enough, with the newer ball physics, itk easier to knock a pass down
at the line of serimmage than in FPS FOOTBALL '97. Even a defensive line-
man with poor speed can wreak havoc on your opponents passing game —
particularly passes over the middle — provided that he has decent Agility and
good Endurance,

When playing against a good roll-out quarterback, you ean often get away
with the Run Outside audible, especially on third-and-five or so.

The computer opponent in FPS '98 is better at picking up Mad Dog and
other linebacker blitzes, so use those only as a change of pace. But if you take
the time to design your own safety blitzes in tandem with a fake LB Blitz,
you'll rack up tons of sacks, and your comerbacks will feast on more weak,
hurried tosses,. — Teny Coleman

COURTSIDE player who has trouble creating his

CoLLEGE BASKETBALL own open shot, pu( who is ad_epl at
f your team doesn’t look like a lock drawing fouls (think early Patrick

. Ewing at Georgetown).
try in this old stat-based plgymrsili foultrouigipucs
favorite from Lance your free throw speclallgts in
Haftoac and work th; clock. While this
Wheﬁ setting up a slrategy ob\nlausiy works best
Iwavs choose:thia with a lead, it can help keep a
?cag;f:haandyseiect shots” weaker team from being blown
option, with shooting per- out early—especially when you
s & are playing at home and have
centages visible. This the crowd behind you (a fea-
allows you to take shots

outside of the normal offensive pat- ture:thoughtfullyintegrated

3 : 5 into the game’s design).
tern—particularly helpful if you have a If you like to play at a fast pace, but

If you want to survive, think defensively.

Specifically, entrench whenever you can,
especially since it costs nothing to un-

entrench when you are ready to move out.
—Samuel Baker Il

your team has relatively low Fatigue
ratings, don't despair. Play aggressive-
ly with your bench (Run & Jump Press
works well against all but the best ball-
handling teams), knowing that when
one of your serubs fouls out, other
players will get a slight positive
endurance boost to compensate.

Later versions of Courtside have an
undocumented feature: Instead of hit-
ting the #1 key to take a shot, try hit-
ting the #4 key. If you are lucky, you'll
be rewarded with a three-point
attempt. Warning: this trey should be
attempted only by really good shoot-
ers, or saved for when you're truly
desperate, —Jerry Coleman
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Presenting the long-awaited third installment in LucasArts’ classic adventure scrics, Monkey Island. With features
like 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 gel ready

Vi

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

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

© 1997 Lutashels Entertainment Company. AN Rights Reserved, The Corse of Monkey Istand iy & teademaed of LucasArrs Estertainment Company. The Lecashrts logo is 3 registered trademark of Lucashim Lid.. ssed sader duihorization

GO TO #11T7 @ www.compulergaming link



DEATHTRAP
TDungeon

‘IF-22 RAPTOR' Soar over more than 160,000 square
miles of photorealistic terrain. Strap yourself into an active
cockpit where everything you see, every switch and bution
actually works, where you can simply click on the controls,
right there on the screen
Interactive Magic Simuatiang
Release Date: NOW PC CD 33

‘1943 EUROPEAN AIR WAR' Pilot 20 authentically
modeled fighter planes from the American, British and
German forces. Play in single mission, career or multi-
player modes Includes virlual cockpits, flight film,
radio communication and greal sound and visual

effacts.
Microprose LSIrnuIallung
Release Dale: 5/38 PC CD $4

‘FLYING NIGHTMARES 2" offers a unigue combination
ol cutting-edge Hight simulation and real-tima strategy
Fully adjustable ditficulty levels, cantrol oplions, and
graphics preferences allow nearly any player lo enjoy
FN2's challenge. Virtual cockpits increase the realism
and your situational awarengss,
Eidos (Simulation)
Release Date: 4/98 PC CD $37

‘THE JOURNEYMAN PROJECT 3- LEGACY OF TIME'
Team up once again with your Al companion, Arthur, lo
explore wonderous lost cities in search ol clues lo
unravel the plot of mysterious alien invaders, Travel
through time lo untangle intricate puzzies critical to the

survival ol mankind.
Broderbund (Action)
Release Dale: 3/98 PC CD $44

'DEATHTRAP DUNGEON' This ultimate dungeon
thriller is based on the fantasy gamebook serles and
offers 10 tortuous levels of combal. Armed with
swords, missiles, muskets, magic spells and more,
you can light solo or mulli-player combat in an earie

dungean atmosphere.
Eidos (Action
Release Dale: 3/98 PC CD

‘UNREAL' In one seamless llowang world, race across

vast outdoor and indoor enviranments, enter enchant-

ing cities and mysterious temples. Use Unreal’s easy

to use object-oriented level-editor to design your
own levels,

GT Interactive (Aclion)

Release Date: 4/38 PC CD $45

"QUAKE 11 Quake was just loreplay. Now comes Quake
II. Includes larger, mission based levels, superior arii-
ficial intelligence, and wicked multiplayer capabilities.
Experience smoother 16 bil graphics amd real-lime

lighting eflects
Activision [An!inng
Release Dale: NOW PC CD $3

‘TOMB RAIDER 2' Laras back, and better than ever,
with new moves, a new underwater environment and a
whole new arsenal, Explore huge, exotic platform-
based 30 environments around the world, solve puz-

zZles and kill baddies.
Eidos nctinng
Release Date: NOW PC CD $3

'RIANA ROUGE' Riana Is thrown into another dimen-
sion where an evil stranger holds worlds in thrall,
Adventure by adventure, cholce by choice, puzzle by
puzzle, you can help Rianna transform herself into a
super heroing, save an innocent maiden, and rescue an
alternalg univarsa.

Eidos [Advunlut“}
Release Date: ND

'TﬁBLDID BEAUTIES' See 16 bodacious beautles bare
ard bodies in more thian 500 hot interactive

l:mn, photos, Hear giels reveal their most inting
secrels in over an hour and a hall of lust

phonea conversations.
MacDaddy (Adult)
Release Date: NOW PC CD $29

'STRIP POKER PROFESSIONAL VOL, 2' combings the
action of 5 Card Draw with some very dilferent table
stakes, 4 gorgeous opponents who are willing & able
1o bet it all for the chance to beal the pants off you!
Art Warx (Adult
Release Date: NOW CD $3

* Specials- Limited Time Only- Offer valid
from 3/1/98 through 4/26/98
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Source Code 1

'WARLORDS 3’ A medieval fantasy setting forms the
backdrop lor a strugple among barbaric hordes.
Random map generation makes every battle a fresh
nev conflict. Multiple terrains, ammated graphics and
over B0 types of heroes, creaturas and warrions,
Broderbund {Slratgi]y:u

Release Date: NO
PCCD

'MYTH' is a tactical level game of fantasy warkare, with
unprecedented realism and detail. Seasons change
during the course of the gama, attecting tactical daci-
sions. Real 30 terain, dynamic lighting, and tricky
artificial intelligence.

Bungie (Sirateg a

Release Dale: hr W PC CD $39

'PAX IMPERIA 2' Control every aspect of a civillzation:
economics, research, espionage. exploration and
diplomacy. Build a fleet of mighty warships or
quigtly establish economic dominion, the universe is
yours to congquer,

THQ (Strateqy)
Release Date: NOW
PCCD

‘BALDUR'S GATE" is sel in the legendary Forgolten
Realms campaign world. Uses a transparent intarface
an gameplay hat uses a real-time modification of the
ADD rules system. There are over 60 monsters to fight,
you control a party of six each with unique abilities
and personas.

Interplay I;Eh:leuln ing)

Release Date: 4!9 PC CD $45

*STEEL PANTHERS II' Command multinational forces
while auxiliary unils enhance your core command.
Includes weapon and unit Information for 20 World
War Il era and 40 post WWII era countries. Comes with
6 lull campaigns and over 40 individual scenarios.
Mindscape (War

Release Dale: NOW PC CD $34

'BLADE RUNNER" Armed with your investigative skills
and the tools of the Blade Runner trade, you'll be
immersed ina world that lives and breathes around you
with breakthrough lighting and visual effects. Interact
with over 70 motion captured characters, all with Al
and thelr own agendas,

Virgin {Mventuw{”

Release Date: NOW PC CD $53

“TEX MURPHY:OVERSEER" A riveting script and stellar
cast, High color 3D "Virlual World™ environment, movie
uality 30 fps video, unique chatacters who respond to
your words and actions. Two levels of play, lor expert
gamers and lirst-lime adventurers.

Access (Adventure

Release Date: NOW PC CD $43

‘OF LIGHT AND DARKNESS' Once every thousand
years, gates open between the waking world and the
realms of dream time, offering opportunities to those
who dare, to save humanity from extinclion. Now is the
lime 1o stop catastiophes that could usher in a thou-
sani years of darkness.

Interplay (MuantumL

Release Date: 2/98 PC CD $45

*CH RACING SYSTEM' Become a road warnor with the
system that was built for speed and durability, System
comes complete with a high-parformance racing wheel
with 160 degree range of molion, four push buttons
and loot pedals for acceleralion and braking,

CH Products (Hardware)

Release Date: NOW PC $85

‘HEAT INTERNET GAME NETWORK® allows people to
play thelr favorite multiplayer PC games over the inter-
net, Provides the fastest gameplay achievable over the
interned. Includes B-month pre-paid membership
SePasnli

Release Date: NOW PC CD 527

‘MIGHT & MAGIC VI' The Mandate ol Heaven, the
newest MO& M edition containg an integral Hime
clock with multiple plots and story lines. Unique ‘skill
hasad' character development and over 1000 miles of
wirlual torrain!

3D0/MNew World (Rulupla}rlnug

Release Date: 4/98 PC CD $49
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Media On™
Graphic Expert

ATX Motherboard with 512K cache & USB Intel AN430TX Motherboard with 512K cache & USB

32 MB EDO SIMM 32 MB SDRAM DIMM

3 GB EIDE Hard Drive o 3 GB EIDE Hard Drive

S3D w/4MB EDO RAM 3DFX with 6MB EDO RAM

Yamaha Sound w/80 Walt Speakers Yamaha wavetable w/200 Watt Speakers

24X CDROM 24X CDROM

1.44MB TEAC FLOFPPY 56K FAX Modem

104 Win95 Keyboard & Mouse 104 Win95 Keyboard & MS Mouse

56K FAX Modem 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 S

® ¢ ¢ o  ®» ® o & © © o

! trademark of Intel Corporation. All other names are properties
change without notice. Not responsible for typographic errors. Good
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Media On™

Intel AL430LX Motherboard with USB

32 MB SDRAM DIMM

3GB EIDE HD

3D AGP Video w/ 4MB RAM

Yamaha wavetable Sound w/200Watt 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
51999

visit us at: www.mediaon.com

EXPERT I Expert Il Pro

O @ @ © 9 ® & © 0o @

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
MiID-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-GANME-IT (888«842-6348)

GO TO #102 @ www.computergaming.com/infolink



HALL OF FAME

WeLcome To THE GOOPERSTOWN OF GOMPUTER GAMES. Here you'll find, raised upon pedestals, the

games that broke the records, established the benchmarks, and held gamers in delighted trances for hours untold.

New Inductees!
Command & Gonquer

Westwood Studios/Virgin, 1995

n the Iasl lwo years, no gaming genre has risen to
Isucn huge prominence as real-time strategy

games. Today, more and more companies are rec-
ognizing that real-time games deliver the combination
of intense action and quick-thinking strategy that mil-
lions of gamers crave. None of this—the commercial
and critical success of the genre, the number of devolees, the innovative
gameplay—would have been possible if it weren't for Westwood Studios and
its million-dollar success, Commanp & Conauen,

While Dune Il established the genre and developed a loyal following,
Connaanp & Conouer cemented the dominance of real-time strategy games.
It's success was no aberration. It delivered great gameplay, innovative features
(such as unit groupings) that are slill copied, and mulliplayer mayhem. With
two different sides and a good multimedia storyline, Westwood succeeded in
crafting a compelling single-player experience that was eminently replayable.

Gamers built bases, harvested ore, drafted massive armies, and warred
against computer and human opponents in fast-thinking, intense games of
mental and mouse agility. In 1995, thal experience was nearly exclusive to
Commann & Conouer. Today, we have a huge field of more advanced real-lime
strategy games from which to choose, and we have Weslwood's Conmann &
Conauer to thank for it.

MechWarrior 2

Activision, 1995

s was the case with Comuanp & Conauen,

MecHWannion 2 didn't create its genre, but you

could say it legitimized it. MecHWarrior 2 estab-
lished the idea of a giant robot “simulation.” From ils
serious treatment of Mech design and resource man-
agement Lo its complex and addiclive ballles, Mecy-
Warrior 2 sel a benchmark that still stands today.
Never before had a robot sim demonstrated enough detail and perceived real-
ism to make a believable, completely engaging gaming experience.
MecHWarrior 2's incredible realism was one of the things that led CGW lo
splinter "Space Simulations” from Simulations as a separale genre unto ifself.

One of the game's pioneering elements was NetiMech, which allowed Mech
pilots to batlle each other online at no charge. Even (he designers had to be
pleasantly surprised when scores of clans appeared online and began bat-
lling for their clan’s honor. People even wenl so far as to go online and
debate as to whether the performances of certain fictional weapons were
accurale or nol!

Inan industry known for shooting-star litles that become obsolete in months,
it's amazing Ihat MeckWarrior 2 hasn't had a contender come close {o upsel-
ting it in the two years since its release. Only time will tell how long MecH-
Waarion 2 will reign supreme in the fighting robot sim arena, but one thing is
certain—all future robot sims will be judged against the tremendous technical
and commercial achievements of this Hall of Fame classic.

cow APRIL 1098

ALoNE I m nm (I Mmmn 1992)
Lowe 0 5 3D, with shilting camera
W R\H"Dapl‘li"\?

Barme ﬂum (Interplay, 1083}
Thie Franklin Mint of computer chess games wifh violent
and funny animation disguising a solid Lhts': angine,

BerravaL At Knonnor ;n ynamix, 1993)
i\ rich and im ymond Feist's world nseif,
t5 30 pers f

wis

BHESSMISTEII {Snll-.'.-nre Toolworks, 1986)
The Cadillac of castling, this chess masterplece gels
better with each version,

Dunceon Master (FTL Software, 1987)
Tend-setting graphics, digitizad stereo, and greal hack-
and-siash from a decads ago.

Day o tHe TenTacLE (LucasAds, 1993)
Offbeat s=quel o Manse Mansion; the interacthe equive
alent of a classic Chuck Jones cartoon,

UDDM (id Software, 1993)
ized PC aclion games and network gaming:
chinology but not gameplay

EanL Weaven BasesaLl (EA, 1986)
Revolutionary physics-based baseball game (hat
pleased both action and statistics fans.

Euma [iam‘ &, 1978)
WWilin s s mainframe transplant browght elegant
mechanics, dsph, and unending replayability o the PC.

F-10 Sreattn Finren (MicroProse, 1988)
A “Ihinking man’s” sim, with great misslons, In which
sneaking around is as fun as dogfighting.

Fatcon 3.0 (Spectrum HoloByte, 1991)
Tough, detailed jet sim with ambitious AY, graphics, and
connectivity to match its realism,

Front Pm Seonts FooteaLL Pro (Dynamix, '93)
Physics-based system, good Al and unmaiched career
play makz this the ulimate in pigskin play.

Gerrrseure: THe Turnma Pomr (SSI, 1986)
First variable ardar of batfie changed the look of al
American Civil War games on the PC

GunsHip (MicroProse, 1989)
Greal ¢ tinuity, RE&R lor faligued pilots,
and

Harpoon (360 Facific, 1989)
In-depih modem naval batties in real-ime, based on
Cold War lears

KampraruppE (551, 1965)
Armore e on WIS Eastern Front, offered
engagng b on multiple platforms

Kina's Quest V (Sierra On-Line, 1990)
Redelined tha gray dventure with nen texd based
parser ang VGA graphics

Lemmines (Psygnosis, 1991)
The lovable carfaon Lilliputians were real-ling hits on

Links 386 Pro (Access Softvare, 1992)
lopped the leader board in graphics and realism

Tank Puatoon (MicroProse, 1989)
im that property focused o ored forma
ther than single vehicles; goad mission

Master oF Macic (MicroPross
The atmosy 1
with the ation of G
Masren oF l.'lmnu (ru roProse, 1993)

abh ¢ Al; deep and var ied technology
freg; aliens ret ]r |r¢ 1 13 |!1| ally different playing styles.

Mﬂ:u BRIMGE (85! IBB'iJ

1994

Mignt & Maaic (Mew World Computing, 1986)
First-person, maze based RPG with huge envioonment
ani toagh tactical combat

Panzen Genenat (SSI, 1994)

Atruly fun wargame wilh an elegant interface,
great campaigns, strang Al good graphics. and
impressive sound

Ren Barow (Dynamix, 1990)
WWI air combat with greal graphics, incredible realism,
and a versatile replay leatue

Sln MEiER's Cmuzmnu (MicroProse, 1991)
) game of all fime; inde  addic
I| (i nr'r] conquast! exploration game

Sin Meien's Pirates (MicroProse, 1987)
Combines pirate adventure, action, RPG, and strategy
I miake the most successtul bybirid of all lime

Sio Meier's Rairoan Trcoon (l‘merrn.,., a0)
SimCity meets 1830 with robber barons for emphasis

SimCrry (Maxis, 1987)
Urban planning with fascinating consequences and
challenges; Ine first great saftware foy

Stancugnt (EA, 1986)
Depth, great characters, 2nd a good scih storyline set
early standards for RPGs.

The Bano's TatE (EA, 1985)
Pioneared three-paint animation, 3D color mazes, and
automapping.

THE SECRET OF Mionkey Isann (Lucasirts, ‘G0)
Comecdy adventure that wew standards in writing
tuakity and social sensitivity.

Trem Finest Hour (LucasArts, 1989)
W sim with great campaigns and crew membear
aplions some current sims lack

TIE FigtTen (LucasArts, 1984)
Mos! satistying Star Wars space combat game to date
&8s you live on the dak side

Uctima 1 (Origin Systems, 1983)
Coherency and surptising subllety emphasized role
playing, and set Ihe tone for [ater Uimas

Utrima IV (Origin Systems, 1985)
High-concept RPG explored meaning of virtue and pu!
Ihe ROLE in role-playing

Unima VI (Origin Systems, 1980)
This RPG a5 mt /
realistic environs an

NeCls.

ULtima UNpERWORALD iUn{Jm Syblunh IJBR)
The first Llul,l 3[}IHL1

Wan v Russia (SS1, 1984)
More realistic than Exsier
essence of the lages! lan

It captured the
paiga in history

Whasteano (Interplay, 1906)

Derived from Mik ckpole's Merconarics,
Spies, and Private Eyes. this is the definitive
postapocalyptic RPG

Wmu Commanoen | (Origin Systems, 1980)
hat spacellight engine, untolding story path, and
[EIS

Fl eat

Wing Commanoer 1l (Origin Systems, 1991)
Darker story, grittiar feel, sound card advances, and
lougher Al made this a sequel of sequels

'I.'.'ms CommanpeR III {Uhum Syslems, 1994)
Ul y spa 1a didn'l lose the

ir-Tech Software, 1981)
Dehined the computer BPG wilh maze-based viswpomt
and almospheric spell names.

Wuuiusmn 3-D (id Softwara, 1992)
h scrofling action & {
o |. inal. and put shareware back on the m

X-COM (MicroProse, 1994)
Promier tactical squad-evel enging comtined walh alien
tech research and pop cullure

ZoRK uniﬂcum 1981] _
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THE BuMP“TEn GAMING Pnll A MONTHLY SURVEY OF CGW SUBSCRIBERS

TOP ADVENTURE GAMES

1 l]ualm Pack 2: [I]ssulnllun nt Elemiw id Sonwamfﬁogus 892 | * 1 Gabﬂal Hnlghl 2 Sierra 8.20
2 Quake Pack 1: Scourge of Armagon  id Software/Ritual ~ 8.84 The Pandora Directive Access 8.20
3 Jedi Knight: Dark Forces 1I LucasArls 8.52 3 Riven Red Orb 7.82
4 Duke Nukem 3D 3D Realms 8.24 4 Twinsen's Ddyssey Activision 7.80

5 Tomb Raider Eidos 8.21 5 The Curse of Monkey Island LucasArts 7.1
6 Quake id Software 8.02 RAMA Sierra 7.71
7 The Need for Speed SE EA 7.91 | 7 The Neverhood _ DreamWorks 7.64

" B Moto Racer EA 7.80 “Realms of the Haunting Interplay 7.64

| 9 Crusader: No Regrel EA/Origin 7.69 . 9 Circle of Blood Virgin 7.53
10 Interstate '76 Activision 7.41 10" Spyerall ] Activision 7.44

_TOP CLASSIC/PUZZLE GAMES

1 h‘uu nun 1 Knuw Jauk 2 Berkeley Systams ; 1 WInu cummander W EA!Ongm 8.28
2 You Don't Know Jack Berkeley Systems  8.20 ‘2 RAH-64 Lonobow EA/Origin 8.08
3 You Don't Know Jack Movies Berkeley Systems ~ B.07 3 MechWarrior 2: Mercenaries Activision 7.95
4 You Don't Know Jack Sporls Berkeley Systems  7.70 4 Silent Hunter Ssl 7.85
5 Power Chess Sierra 7.30 5 U.S. Marine Fighters EA 7.80
6 Lose Your Marhles SegaSoft 6.58 6 EF2000 Ocean 7.60
Temmes 7 U.S. Navy Fighters EA 7.50
B |8 Flight Simulalor 88 Microsoft 741
g 8 Advanced Tactical Fighters EA 7.38
10 — 10 X-Wing vs. TIE Fightet LucasArts 7.29

TOPSPORTS GAMES | TOF' STRATEGY GAMES

- COMPANY.

1 Links LS Access 8.63 1 Heroes II: Price nl I.nua!ly New World Computing 9.07
2 NASCAR Racing 2 Sierra 8.23 2 WarCraft 1l Expansion Disk Blizzard 8.84

3 NHL 97 EA Sports 8.07 3 Total Annihilation GT Interactive 8.79
& Grand Prix 2 MicroProse 7.98 4 WarCraft If Blizzard 8.72
5 NBA Live 97 EA Sports 7.94 5 Heroes |l New World Computing 8.71
B Triple Play 88 EA Sports 7.74 - Civilization 11 MicroProse 8.7
7 Jack Nicklaus & Accolade 7.70 . 7 Red Alert Virgin/Westwood ~ 8.68
8 Tripleplay 97 EA Sports 7.43 Red Alert: Counterstrike Virgin/Westwood ~ 8.39

. 8 NBA Live 96 EA Sports 7.38 | C&C: Coverl Dperations Virgin/Westwood 8.18
_Civilization 1I; Scenarios MicroProse 8.15

10 FPS Football Pro'96 Sierra 7.34

TOP ROLE PLAYING GAMES TOP WARGAMES
Diahlo Blizzard 8.64 1 Steel Panlhers [} camualgn Disk ssr
Fallout Interplay 8.21 2 Sleel Panlhers Campaign Disk S8 8.61
Daggertall Bethesda 7.32 3 Panzer General Il sl 8.59
Lands of Lore Il Westwood 7.10 4 Steel Panthers Il SS1 8.31
Anvil of Dawn New World Computing 7.09 5 Sid Meier's Gellyshurg Firaxis 8.29
Ultima Onling Origin 6.62 .6 Battlearound: Shiloh TalonSoft 8.02
- 7 Tigers on the Prowl Il HPS 7.91
s _ B Balileground: Antietam TalonSoft 7.90
- 9 Batlleground: Napoleon in Russia  TalonSoft 7.87
— | 10 Ballleground: Bull Run =~ TalonSoft 7.86

f"’/fr: cow APRIL 1998



TOP 100 GAMES

GAME COMPANY TYPE SCORE GAME COMPANY TYPE SCORE

#c 1 Heroes Il Price of Loyalty New World Computing ST~ 9.07 51 Baltleground: Waterloo TalonSoft WG 7.70
#c 2 Quake Pack 2; Dissolution of Etemity id Software/Rogue  AC  8.92 Jack Nicklaus 4 Accolade SP7.70
3  Quake Pack 1: Scourge of Armagon id Software/Ritual ~ AC ~ 8.84 You Don't Know Jack Sports Berkeley Systems ~ CP 7.70
WarGraft 11 Expansion Disk Blizzard ST 884 54 Crusader: No Regret EA/Qrigin AC 769

5  Total Annihilation GT Interactive ST 879 55 The Neverhood DreamWorks AD  7.64

6  WarCraft Ii Blizzard ST 872 Realms of the Haunling Interplay AD 7.64

7  Civilization Il MicroProse ST 1871 57 Dungeon Keeper EA/Bullfrog ST 7.60
Heroes Il New World Computing ST~ 8.71 EF2000 Ocean Sl 7.60

+c 9 Steel Panthers 1l GCampaign Disk S WG 870 Jagged Alliance: Deadly Games  Sir-Tech ST 7.0
10 Red Alert Virgin/Westwood ST 868 60 Circle of Blood Virgin AD 7.53

F# 11 Diablo Blizzard RP  8.64 61 Battleground; Gettyshurg TalonSoft WG 7.50
#c 12 Links LS Access SP  8.63 U.S. Navy Fiahters EA SI 750
13  Steel Panthers Campaian Disk ssl WG 861 63 X-COM 3 MicroProse ST 7.46

14  Panzer General |l SSI WG 859 64 Spycraft Activision AD 7.44

15  Jedi Knight: Dark Forces Il LucasArts AC  8.52 65 Tripleplay 97 EA Sports SP 7.43

c 16 You Don't Know Jack 2 Berkeley Systems ~ CP  B.51 66 Flight Simulator 98 Microsoft S 7.4
17  Red Alert: Counterstrike Virgin/Westwood ST 839 Interstate '76 Activision AC 741

18 Steel Panthers Il Ssl WG 8.31 MDK Playmates/Shiny AC 741

19 Sid Meier's Getlyshury Firaxis WG 8.29 Last Express Broderbund AD 7.4

¥ 20 Wing Commander IV EA/Origin S 8.28 70 Age of Rifles Campalon Disk SSl WG 7.40
21 Duke Nukem 3D 3D Realms AC 824 71 CivNet: MicroProse ST 7.39

22 NASCAR Racing 2 Sierra SP 823 72 Advanced Taclical Fighters EA Sl 7.38

23 Fallout Interplay RP 821 NBA Live 96 EA Sports SR8
Tomh Raider Eidos AC  8.21 74 Fantasy General Ssl ST 7.36

+c 26  Gabriel Knight 2 Sierra AD 8.20 756 Imperialism S8l ST 7.35
The Pandora Directive Access AD 820 Lords of the Realm Il Sierra ST 735

You Don't Know Jack Berkeley Systems  CP 8.20 77 FPS Foolball Pro 86 Sierra SP 7.34

28 CG&C: Coverl Operations Virgin/Westwood ST 8.18 78 PGA Tour Pro EA Sports SP7.33

28  Civilization Il Scenarios MicroProse ST 8.15 79 Dangerfall Bethesda RP 7.32

30 AH-64 Longhow EA/Origin Sl 8.08 80 Myth: The Fallen Lords Bungie 8T 7.3

31 NHL 97 EA Sports SP 8.07 81 Power Chess Sierra CP 7.30
You Don't Know Jack Movies Berkeley Systems ~ CP 8.07 82 688(1) Hunter/Killer EA/Jane's 8 7.29

33 Battleground: Shiloh TalonSoft WG 8.02 Dark Reign Activision ST 729
Quake id Software AC  8.02 X-Wing vs. TIE Fighter LucasArts s 729

35 Grand Prix 2 MicroProse SP 7.98 85 FPS Foothall Pro '97 Sierra SP. 27

36 MechWarrior 2; Mercenaries Activision S 795 Leisure Suit Larry 7 Sierra AD 727

37 NBA Live 97 EA Sports SP 7.94 87 Robert E. Lee: Givil War General ~ Sierra WG 7.26

38 The Need for Speed SE EA AC 7.9 88 Hexen Il Activision AC 725
Tigers on the Prowl Il HPS WG 7.91 89 Comanche 3 Novalogic Sl 7.24

40 Battleground: Anlietam TalonSoft WG 7.90 Shadows of the Empire LucasArts AC 724

41 Battlieground; Napoleon In Russia TalonSoft WG 7.87 91 FIFA 97 EA Sports SR

42 Battleground: Bull Run TalonSoft WG 7.86 92 Theme Hospital EA/Bullirog ST 7.18

43  Silent Hunter Ssi Sl 7.85 93 Virtual Pool VR Sports SPENTEIT.

4% Riven Red Orb AD 7.82 Zork Nemesis Activision AD 747

45 Molo Racer EA AC  7.80 95 Novalogic F-22 Novalogic SliRaTls
Twinsen's Odyssey Activision AD 7.80 96 Maoic the Gathering MicroProse ST 7.14

U.S. Marine Fighlers EA Sl 7.80 97 Descent Il Interplay AGaTsl2

48 Tripleplay 98 EA Sports SP 7.74 Flying Corps Empire R i

49  The Curse of Monkey Island LucasArts ADC 7T 89 Lands of Lore Il Westwood RP  7.10
Rama Sierra AD 7. 100 Anvil of Dawn New World Computing RP~ 7.09

Games on unnumbered lines are tied with game on line above, = Top game of type. Red = New Game, AD = Adventure, RP = Role-Playing, S = Simulation/Space Combat,
ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of Fame.

e e e e e e e e T e e ————
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‘ laying gamesis fun...

(reating them this world!

Train With the Leader

At the NRI Computer Leaming Center, you get
training that puts the emphasis on you, with
real-world technology, hands-on training,

attentive customer service, and the convenience
of studying whenyou want to, whereyou want

to, and fowyou want to.

Enter the exciting world of game program-

ming without ever leaving your living room.

Find out more today!

(In arder fo fake his course, }w must own or have access
10 a 4860Xe/66 or beter PL.

GO TO #121 @ www.computerdgaming

com/infolink

[

”E’ Schools

Computer Learning Center

4401 Comnecticut Avenue, NW, Washington, DC 20008

I A Check one FREE information package only:
| GAME PROGRAMMING FUNDAMENTALS

_I Troubleshooting Personal Computers
__| Compuler Programming

I Mullimedia Programming

__I Desktop Publishing with PageMaker
_1 Networking with Windows NT

_1 Bookkeeping and Accounting

1 Mastering Microsoft Office

) PCSemvicing

(ame Programming
Fundamentals, the lateStis
innovative course from fie§
NRI Computer Learning
Center—a leader in

at-home education—

ives you real, hands-on
experience using a

itomputer language to

Write your own game,

As you analyze Alien
Affack, a game commis:
sioned exclusively for N
you discover howa
typical computer gameis
written, from story-
boarding to coding.

Plus, you cover game
design, performance, and
dehugging.

Best of all, you'll leam
ow to make direct
modifications o Alien
Attackwhile you master
your choice of program-
ming languages: Visual
Basic, C++, or Java. There's
no otfier course like

(ontad us at our website:

Name
Address

(ity/State/Zip

Accredited Member,
Distance Education and Training Council

A Division of The MeGraw-Hill Companics

<y
v

www.mhcec.com 0r call

I-800-321-4634
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on the Weh

If You're Looking for the Latest Online
News and Reviews in Gaming, Turn to the

iff-Davis has combined the talent and expertise of Computer Gaming
World, GameSpol, and ZDNet to bring you the best gaming resources
on the Web. Whether it's the latest game demos, breaking reviews,

detailed strategy articles, hot scoops, or online forums, you'll find every-

thing you need to stay on the cutting edge.

If you're looking for the latest 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 articles and others, point your
browser to the ultimate gaming page at http://cyw.gamespot.com/april.

Visit GameSpot for demos, hints, tips,
strategy guides, and more for the games
covered in this issue. Just enter www.
gamespot.com/april38 into your browser
to find the following gaming essentials:

o Strategy Guides

Quake Il The eagerly awaited sequel is
here, and GameSpol has all the help you'll
need to fight your way through all of the single:
player levels, find the secret areas, and beat

Experts at GameSpot

other players with our expert DeathMatch tips. Demos and Patches:
Sub Culture
Age of Empires Let GameSpot be your Wing Commander Prophecy
quide through the Ages. Qur definitive AE oF Frogger
EwvpiRes strategy guide offers expert advice on Lords of Magic
all units and buildings, along with walkthroughs Sid Meier's Gettysburg
of all the missions. Seven Kingdoms
Great Battles of Hannibal
e Special Features a1
GameSpot's PC Workshop
CGW's Loyd Case teams up with GameSpo!
to bring you this ongoing instruclive series on Hints:

ways 1o improve your computer's performance
when running games. In Part One, we demon-
strale ways o lune-up your computer, such as
defragmenting your hard drive, setting up the
Windows 95 swap file, and more. Watch out for
a new installment to the PC Workshop al least
once a month.

@ Demos

The Curse of Monkey sland
Seven Kingdoms

Strategy Guides:
Quake Il
Seven Kingdoms

GameSpot has the most thorough and regularly updated game demo libraries on the Web. Here are
demos you'll find to some of the games reviewed in this issue: Loros oF Macic, Sus Cutture, WinG
Commanner Proprecy, Steer Pantiers 1, Woans 2, and more!

@ Designer Diaries

Ever wonder what's going on behind the scenes while
those much-anticipated games are in development?
GameSpol's Designer Diaries follow the progress of
game designers such as Jane Jensen, who is embarking
on her third Gasriee KracHt game for Sierra On-Ling, and
Tim Schafer, who is working on Gain FanpanGo for
LucasArts, lon Storm's Tom Hall also gives GameSpol
readers regular updates on Anackronox. And, just added:
Acnvision's BartLezone! S
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MARTIN CIRULIS

Whats the Deal
With... The Death

of FEMV?

espite the emer-
gency cardiac stim-
ulation that will be
provided lo FMV
by the shiny new
DVD drives in our
computers, | think
it's pretty safe to
say thal we are nearing the last days
of Full Motion Video as a viable gam-
ing medium. While this is hardly
news, it's important o take a moment
and reflect on why FMV failed.

On the surface, it seemed like a
nice extension of the whale adven-
ture game concept. | mean, after all,
wasn't the whole “move your guy
around the screen and click on
hotspots™ motif just dying for real
actors instead of sprites? Funny
enough, the answer was “no,” bul
the reasons for that are a little more
sublle than most designers are will-
ing to admit. People tend fo choose
the worst of the form to justify the
premise that the whole concept is a
waste of money.

0" Ken Williams had no trouble
last year claiming that FMV was just
not working out for Sierra. Of course
this was something of a red herring,
because what wasn't working for
Sierra was lhe writing in its games,
not the medium. Here's a news flash;
There is one excellent horror writer
under Ken's command at Sierra, and
she doesn't share the same last name
as Sierra’s former CEQ. PHANTASM-
aoria would still have been a little

weak, and PHANmasMAGORIA 2 would
still have been juvenile porno-horror
tripe even if they had been using a
networkable holographic imaging sys-
lem with a thumbs-up from God. On
the other hand, GagriL Krighis 1 & 2
were equally brilliant, one in FMV and
one in the tradilional formal.

No, the real weakness of FMV
runs deep into the current standard

D << All FI
does is

reduce your
gaming rig to

a Very expen-
sive and
precise VCR.”?

of advenlure games, which is why
lhese games lent themselves so well
lo video. IU's all about freedom—and
Ihe fack thereof.

Remember back in the prehistory
of computer gaming? Back when
Crvstal Cavennis and Zork were
almost the only games in town? Mow,
as limited and basic as those games
could be at limes, they did strive to
create the illusion that the player was
in control. Sooner or [ater you came
lo realize that the Caverns weren'l all
that expansive, or that the compuler

had no idea whal “Smash guy with
painting of king" meant; but the fack
of freedom wasn'l conslanlly pushed
into your face, as it is with FMV.

When advenlure gaming went
graphical, you knew in your hearl of
hearts that your options had been cut
down a bil, because nobody had the
time to animate all the dumb things
you wanted to do. But the sheer thrill
of actually seeing whal everything
looked like—and of actually hearing
the dialogue—more than made up
for the fack of control, at least initially.
Unfortunately, the same can'l be said
for FMV. While it is kind of cool to
valch real peaple act when you click
the mouse, it's just not enough lo
cover up how narrow your gaming
universe has become.

The problem is thal we can't help
but know that they haven't filmed the
equivalent of three or four movies so
we can stick our hero’s arm in the
toilet, just for the hell of il. Any sense
of exploring a virtual world is
replaced by simply casting about for
a limiled number of hotspols and
seeing what two or three possibilities
have actually been filmed. Video just
cannot provide the freedom (hat
coded graphics can (and do) provide.
And, in realily, all FMV does is
reduce your gaming rig to a very
expensive and precise VCR.

| would think that we'll be seeing
the evolution of full-3D simulated
adventure environments (like those
found in Dark Easti and Biaoe

Rurner) long after the bottom drops
out of the blue screen market.

Real fans of FMV shouldn't throw
themselves on their swords quite yet,
of course; some greal lilles will prob-
ably always be made, such as Tex
Murey or the Wing Commanner
installments, not to mention excellent
experiments like Psveric DETecTivE.

The final nail in the coffin of FMV
for me personally was watching a
demo for Interplay's new Star Trek
game, Vuican Fusy, Seeing those
beaulifully rendered graphic versions
of Kirk, Spock, and the gang in their
prime, jockeying around in that clas-
sic Enlerprise, | thought, “This is what
I wanl! Not old guys with girdles (or
even worse, newfangled, limp-wristed
Next Generation characters), but the
old characters | knew and loved—ijust
in new adventures.” Time can't harm
a good sprite.

Thal's the real trouble with FMV:
Reality often bites, and computer
games can be so much more. Why
hobble games with aging actors,
expensive sels thal still look shoddy,
and not much more freedom than
you can find with a VCR remote? |
hope FMV will remain an inleresting
footnole in gaming, somewhat akin to
all those funky things the French were
doing with film in the fale 1800s,
which were interesting but just never
caught on. | also hope thal all that
Hollywood money can start going into
advanced graphics, better writing, and
voice actors who can really acl. &

Computer Gaming World (155N 0744-6667) Is published monthly by Zitt-Davis, Inc. One Park Avenue, New York, NY 10016, Subscription rate is $27.97 for @ one-year subscription (12 issues). Ganada and all other
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