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“The future of gaming.” PC Gamer ¥ acompletely original 30 engine Y2 ruthless R.I. ¥ hyper-realistic environmental egrects
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“The world may never be the same after Unreal is released.” boot ¥ o revolutionary easy-to-use le

YOUR FEARS UNLEASHED

YOUR REALITY ALTERED

To reserve your copy of this game,
visit your local retail store or call 1-800-432-3493.
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| editor optimized for MMX and leading 30 accelerators 2 an endless multiplayer universe of user-created. hot-linked levels $3

downloading is believing
register for shareware now

unreal.gtgames.com



portals ¥ welcome to the Bermuda Triangle of the Galaxy ¥ “The best looking game of all time.” Next Generation

Rctual gameplay screen shots §
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Gives new meaning to
“take me out to the ball
game” -including all 30
Major League Baseball
stadiums and teams in
3D. Motion-captured
polygonal players
include minute details
such as names,
numbers and
authentic team logos
on their uniforms.
Just try to hit this
90MPH fast ball!

PSR

E -Spring 1998

StarCon
The Star Control Saga
continues. Battle your
way through space
with the most
immersive space
game ever designed.
Third person
perspective
coupled with
massively
animated
L fighters and
carriers make
' Star Con the
must have
action-
adventure.

-Winter 1998

Download the demos at: www.accolade.com

Test Drive 4, HardBall® 6, and Redline are registered trademarks of Accolade. Inc. Test Drive 4 , Hardball, Redline @ 1998 All rights reserved.

The 3Dfx Interactive loge is a trademark of 3Dfx Interactive, Inc. All Rights Reserved.



Test Drive 4

Beauty vs. Beast -
modern supercars
L battle the power
. of the past! Race
your favorite of
10 vehicles on 6
tracks through
the rain, snow
or bustling city
streets.

' -Now
Available

- Redline

The future of gang
warfare! Work
your way through
the gang ranks by
foot or vehicle
through fully

. destructible 3D
environments.
VWage a one
man crusade,
or head to

. the Arena for
L insane
multiplayer
action.

= -Summer
1998

ACCON NN pOWERED BY -
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THE INVASION

Zarg Utralisk
Hatzhling

= Ungue FALIEN SPECIES INTENSE INTERNET ComPETITION
Whether you command the Challenge the world with FREE*
nomadic Terrans, mysterious —O aceess to Blizzard's Battle.net.” Upto
Protoss, or voracious Zerg, 8 player Internet support including
you must devise totally unique worldwide player rankings,
strategies to master the tournaments, and challenge ladders.
specialized units, abilities, ™ ’ »
and technologies of each. . | .
. .LO UnsguALeD ReVOLUTIONARY SPECIAL EFFecTs

CamFAicn EociTaR —

s Coiatroet idiviteal Real-time light sourcing, true line of sight, and &

misslons.oF ehtire an advanced transiucency engine combine for MuLmeLe THEATERS OF BATTLE
unparalleled visual and tactical realism. Engage in a deadly mix of space combat,

' can]palgns with unrivaled planetary assault, and covert base infiltra-
«  Options and ease. tion. Command Ghost Espionage Agents,
Protoss High Templars, and Zerg Defilers as
you seek to conguer the galaxy.

= il g 3 & OJ Collector’s Special Edition Boxes — Each box
e . i | v @ cover features one of StarCraft's 3 species.

ENTERTAINMENT - I ' : &
& < Available for a limited time only.

WWW.EL1ZZARD.COM



* AVAILABLE NOW- ON WINDOWS 95/AT CO-ROM :

GO TO #266 @ www.computergaming.com/infolink
*Free access to Battle.net requires access to the Intemet. Player is responsible for all applicable Internet fees. StarCraft and Battle.nel are trademarks and Blizzard is a regislered
trademark of Davidson & Associates, Inc. Windows @ Is*a registered trademark of Microsoft Corporation. @ 1998 Blizzard Enterlainment. All rights reserved.
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“PC games are what 1 live for:

[ just love standing in front of my really big-screen television, totally immersed in a helicopter battle,
fragging dinos or racing motorcycles at breakneck speed. It's wild. And I like wild. Intergraph’s
Intense 3D Voodoo add-in graphics card ;
vithits TU=0UT connector leis me live it! I just /ove this graphics card!
And it supports the lurges" Iibl‘ﬂrv Of I'il'les available for any 3D
accelerator. Its urtude-quuliiy 3D gruphits are 000 painfully :
good! And with 3Dfx Voodoo Rush I'ethnologyynu getthe |
world's best combination of 2D und 3D gl’ﬂphiCS- That's good, because :
in addition to 30 games, 1 can FUN regular PC applications.

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 lm

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

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

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

¥ i T
! Includes full-versions of TUROK™: Dinosaur Hunter,

Moto Racer™ and Jane's™ Longbow FX

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

stunning realism and intense game play.

Buy Intense 3D Voodoo at your local computer retailer.

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

GO TO #072 @ www.computergaming.com/infolink
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TAKE THE GALAXY BY FORCE.:

Conquer the galaxy thrm]gh military action, diplorﬁacy .or _covert operations.
With Star Wars Rebellion, those are just a few of thé ways to implement strategy
A and tactics on a grand scale — with control of the Star Wars galaxy as the prize
- Command the Rebel Alll'ance or the Galactic Empire. Engage i 0
Earn the, onalty (or resentment) of some 200 planets. Play irl r

B oo N R IR R < e bt it |




TO CONTROL A WORLD-"TO COMMAND A GALAXY 3

pd

play it an zone.com

for 2 plavers
= . only

For Windows gs CD-ROM
www.lucasarts.com

@ TM& © 1997 Lucastim, L1d. nl: rights reserved. used under authorization.
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The #1 Computer Game Magazine
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COVER STORY

WAHP SPEED'

'- Baptam sensnrs mtlu:ate the presence of stta:ght for. us with weapnns Iuaded and -
several cloaked Star Trek games closing on . ready to fire. The last one is an adventure
- our pnsmnn Two of them appear fo be ‘.. ‘game for which there are no convenient- -.
maneuvering Strategically, one moving rapid- - ‘metaphors. |'suggest we raise shields, order. |
ly, while another advances and then stopsto ' some-take-out, and prepare for-battle! -
+~ . _consider its.next mave. Two of .- e :

them are making.

-Science-Fiction Game Strategies.
In-3pace, no one can hear you, say, “Why can’t't.. -~ .|
" finish this dumb’ game?!™ CGW comes tp the- W !

A rescue, with the tips.you need to. make that N

giant Ieap for mankind, See - :
our strategies for Wing. |3
P/ COMMANDER PROPHECY,’ 9

" WarHAMMER 40,000: FinaL + . |
O LiBeratioN, UPRISING, ‘G-POLICE,  [i{A
‘and more in “Gamer's Edge.* |

E You Gan Kill Kenny!!
And Gene Simmons, too!
Killer QUAKE skins!

Cover produced by Visionary Media, Inc.,
Artists: Mike Jones, Eric Ronay, Xiang
Dong Zou, and Ric Tringali
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Grim Fandango »
X-COM: Interceptor
Jagged Alliance 2
Final Fantasy VII
[} Panzer Commander

HEEHE

Mega Flare

} HARDWARE

EFF1  nVidia NV4 Exclusive

EET] ThrustMaster Flight Pack »
KR  QuickShot 3D Striker

EERN Cyberstuff VR Stick

EETN  Altec-Lansing USB Speakers
K Outlaw 3D

D REVIEWS
KEH Reviews Introduction
RET] Reviews Index
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of the Sith »

KA X-Men: The Ravages
of Apacalypse

fERN Tanarus

KETH SubSpace
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Splat Pack b

FFEA Balls of Steel

FETY Team 47 GoMan

iGA Virus

i3 Redneck Rampage:
Suckin’ Grits on Route 66
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i Battlespire b
Beyond Time

’ GAMER'S EDGE

AT Wing Commander PATA  Red Baron |l
Prophecy FAEN  Quake Il maps from id's

P Warhammer 40,000: DeathMatch Levels
Final Liberation PP Scorpia's Tale;
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A G-Police PP CG Tips!
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ACTIViSioNn,

www.aclivision.com

Quake Il Mission Pack: The Reckoning™ ©1998 |d Software, Inc. All Rights Reserved. Developed by Xatrlx, Inc., lor Id Soltware,
Inc. Distributed by Activision, Inc., under license, QUAKE® is a registered trademark of Id Sollware, inc, Quake Il Mission Pack: The
Reckuning™, Ouako 1™, the 10 Software™ name, the O 1™ logo and the id"™ logo are trad| ks ol 1d & . e, Activis

is a reqistered of Acti , Ing. Xatrixid is a registered trademark of Xatris, Inc, Al other rademarks and trade names
are the properties of their respeclive owners,




YOUR FRIENDS
AND RELATIVES
'/WILL THINK YOU DI:

the Quake II liission Pack:- The Reckoning‘
15 never-before<=seen levels to scour. added weapons to wield
and fresh foes to defeat
you won’'t want to be disturbed by anything:else
1]

Ll
experience bioluminescent life forms, stalagmites and
stalactites and other breathtaking environments.

virtually undetectable,
£ gekhs are lightning-fast creatures that will hunt you
.1 down, leaping from the shadows
"" X to claw or bite. even their acidic blood,is deadly.

the trap sucks nearby enemies inside and turns thenm
into food cubes ior player consumption.

COULD BE
RIGHT.

ﬁﬂssfﬁ&“ 4k "

T B l<()NlN(; i

1‘

S

- RO
/ . I dl QUIRED TOOPERATE, FaRe MISSIOH PACK .

"GO'TO #230 @ www.computergating.com/infolinls






"A stunning 360° shooter...

at a constant a0fps!”
GAMEFAN

"We can't wait to

Deathmatch this!"
PC GAMER ONLINE

i ==

oy

Download the demo at







L 3

2

msﬂ eur websitﬁ at wnnvie.com
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es, Lid, Mlerosuﬁ.windowg and the Wlndm quoin leglslemﬂ trademarks nl' Mi.crasnﬂ Corporation. Virgin Interactive Enlerialnmenl. Inc., 18061 Fitch Menue, Irvine CA 82614 US.A.



"LEGACY OF TIME IS A PREMIER DELICACY SERVED TO
ADVENTURE GAMERS ON A GLISTENING SILVER PLATTER.."
COMPUTER GAMES STRATEGY PLUS

.ONE OF THE BEST ADVENTURE GAMES OF THE YEAR.”
i COMPUTER GAMING WORLD

= BIGGEST ADVENTURE GAME OF THE YEAR.”
GAMECENTER

" INCLUDING GOLD WARD FUR!THE 1
BesT }\DVENTUF;E!R{JLE. PLAYING TITLE

FOR MORE INFORMATION,
CALL 1-800-474-0485.



i, .: NEW, INTUITIVE INTERFACE ALLOWS YOU TO SEAMLESSLY NAVIGATE THROUGH ANCIENT
T WORLDS FROM A FIRST-PERSON PERSPECTIVE.

To SAvE THE SUTuRE,
You MusT ENTER THE PAsT

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

L EGACY @F TIME

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

NOW SHIPPING
www.legacyoftime.com

'ihm Broderbund Software, Inc. All rights reserved. The Joumayman Project and the Presto Studios logo are regstored trdemarks of Proste Studios, In. Legacy of Time and Red Om e ol B Softwarne, Inc
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_ Computer Gaming World ~ PC Gamer
GameSpot . GamerzEdge ~  Adrenaline Vault

AN

©1998 Interplay Productions. All rights reserved. Faliout and Interplay are trademarks of Interplas

! )
BY GAMBRS FOR GAMERS™ V,[r OS A . Productions. All rights reserved. Windows®495 is a registered trademark of Microsolt Corporation
www.interplay.com Macud wsas All rights reserved. All other trademarks and copyrights are properlies of lheir respective owners
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Are U.S.

Gamerg
Provincial?

European and U.S. Games—
Vive Ia Différence!

couldn't believe | was
being so candid. | was
conversing with a
European software
execulive al a cocklail
party on the French
Riviera, and the sel-
ting must have loos-
ened me up. “To be
honest," | intoned as
the self-appoinied Ugly American,
“we used to have a term for Euro-
pean software when | first came into
the industry. We called it "Eurotrash.”
I'm not sure | could have made a
worse impression if I'd interrupted
the elegant soireé by dropping my
hars d'oeuvre on her dress shoes.
Bul let's face it, | didn't become the
“iwilson slime” in ULrita OnLNE by
mincing words, did [?

“Don’t worry,” the former minister
in me consoled her, “We don't call it
that anymore,

“There was a good reason for
calling it that in the old days,” | said,
continuing my brief history lecture.
“At that time, much European sofl:
ware was unfinished. The shelf life in
European retailers was so short that
the publishers merely threw spaghel-
fi on the walls to see what would
stick, and the games were so tough
that few gamers really finished them,
anyway. We referred to run, shoot,
and die-a-lot games with no real
endings. And there were lots of fea-
lures that were advertised and in

place on the game interfaces that
were never implemented when the
software was shoved onto the
shelves. Then along came compa-
nies like Bullirog, and our percep-
tions of Eurapean software began to
change. I'd have {o say that they are
very different, now.”

She smiled a pleased smile, and |

» ¢ We used
to have a

term for
European
software. We
called it
‘Eurotrash.’ 7’

found myself relieved thal her eyes
hadn't glazed over and begun that
virtual cursor scanning for someone
more interesling with whom to con-
verse. Then she asked a number of
impaortant questions. “Whal are he
differences between European and
U.S. games? Why don't extremely
good games, such as Dunceon
Keeper, do better in the States?”
This column is a more considered
version of the answers | gave her.
Perhaps the insights will encourage
some U.S. gamers to try some soff-

JOHNNY WILSON

viare they wouldn't ordinarily consid-
er, and perhaps they will help some
designers cross over into more glob-
al design qualilies. They are, o
course, generalizations. As such,
there is sure to be some debale in
coming months.

There appears to be a cultural
dichotomy belween depth and real-
ism. Europeans like loads of depth in
their games. They like to microman-
age systems, resources, characters,
and units, As a result, they are very
comiortable with menu-intensive
screens that may go several screens
deep within a given interface. U.S.
gamers wanl ease-of-use. We want to
be able to control whatever we can,
but we want to get to it quickly, make
an adjustment, and get oul.

Gamers in the U.S. and Canada
seem 1o like realism. We really care
if the adjustment on a car doesn't
provide performance according to
an accurate physics model. We real-
ly care if the sports game can be
adiled lo provide up-to-date authen-
lic leams. European soccer games
seldom contain all of the real players
and teams, yet lhey seem fo fare as
well without them. We really care if
all the features of a plane are in the
product or not. European gamers
would prefer to spend their lime
planning a fictitious mission and
getting into hot air-to-air and air-to-

MAY 1538

ground action very quickly after that.
Canal+, the French television chan-
nel, has just introduced Acam
ProusT's GRAND PRIX RACING. It looks
nice, but doesn't seem to have the
robust set-up options of a CART
Precision RACING or GRanp Prix
LEegenns. Gremlin is working on a
hockey litle for its new Fox Sports
series of games. You can bet that
the league play and ediling functions
will not be as robust as those in
NHL '98, but you may well have bet-
ler control of the players.

Further, Europeans tend to be
more ecleclic in their acceptance of
art forms. They love 3D graphics like
those in Crya's GADGET. PasT AS
Future (based on Haruhiko Shono's
art concepts), Infogramme’s Quicas
(first-person action in an alternate
world), Gremlin’s BLaoe (a first-person
medieval adventure), and RusHpown
(3D racing in kayaks, on snowboards,
and on bicycles); but they also
embrace cartoon-style graphics, such
as those in Infogramme's upcoming
JesT (an adventure in the DiscworLD
slyle) or comic art as in Psygnosis’
SHADOW MASTER.

In short, we should be happy we
live in a world where we can get dif-
ferent games from different cultures.
One thing's for sure: We don't have
the term "Euroirash” to kick around
anymore. &

CewW



@ 1998 Cendant Software Corporation, All rights reser



Welcome to Worid Opponent Network, your |FFIEE anline gaming service.]

ACREPHOBIA)

Bfgak-,_._tha chains of solo play at WON and experience the ultimate mix of pure fun

._.a'nd intense competition. Whether you're dogfighting aces in Red Baron |l, outwitting

ORDSH

OF THE REALM"

punsters in Acrophobia, or storming a castle in Lords of the Realm I, you're always playing

."ﬂ “«1@“ *’éﬁ i/

real people in real time. Check out WON and discover your FREEdom to play online.

GO TO #194 @ www.computergaming.com//infolink

WORLD OPPONENT NETWORK

www.woh.het



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

ik
A

For a free demo,
visit www.vigilance.com

01958 SegaSolt Networks, Inc. Vigilance, HEATNET and the HEAT loga : g 1
e trademarks of SegaSelt Networks, Inc. AY rghts resarved GO TO #1886 @ www.computergaming.com/infolink
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Feeling Gheated

No matter what I do, cheat #501 won't work (“501

Cheats,” #164). Is it even real? | assumed so since it was
in your magazine. ['ve tried everything to get it to

work, but it doesn’t. What’s the deal?
Dan Schnaible

via the Internet

Dan, Dary, Dan. Your fetter represents hundreds more all asking the same
question. We were amazed at how many people put so much faith in CGW
that :':':L‘}' never .i-'npprrf toaska Ii'n'qm:-q tions about that now-infamous
cheat. The cheat, of course, claimed to provide the full version of
STARCRAFT from WarCrarr 1L We thought the line about the desien
team taking two vears off to vacation in Hawaii was a dead giveaway, not
to mention the fact that there’s never been a first-rate, never-before-
refeased titte “hidden” in a three year-old-game. But vou believed us,
and for that we lave only ourselves to blame for building your trust
and then playing havoe with it Ml we can sav is we e sorry to lead
Votran and w ¢ promise nof lo sk jokes with subtle LIVEAWIYS,
Nowifyoull turn this magazine sideways youll see a S1,000 bill
that’s a joke. See, we're leaming.

hidden between the pages
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Laura Pitanielio (212) 503-4851 )
Kristin Hansen (212) 503-3626 slimes in Urrsiy ONUINE are now called “jwil-
Pat Walsh (714) 851-2556 son.” [ guess Origin didn't like CGW giving UO

“The Coaster of the Year” very much, hehehe.

Phil Rystov

via the Intemnet

Johnny Wilson responds:

Thanks for watching out for me. The truth
is, “I'm slime and I'm proud!” Having funny
digs at inclustry people is a proud ULt tradi-
tion. Pirt Snikwah, the pirate leacler in ULTivia
VWARRIORS OF DESTINY was a slam at Trip
Hawkins, founder of A and 3DO. Hawkins
dicdn't get upset because he recognized that to
be ineluded in any Uiy, regardless of
whether you are a good guy ora bad guy, is a
real honor.

Of course, | hope this doesn’t mean that Lord
British has rescinded my place in the Kniglts of
Brittania, 'The plague still adorns my wall and |
still consider myself a loval retainer of his lord-

ship—even if my publication must bespeak trou-

Dbless i the lane.

AUCGUST 1997

Irecently started playing the games included
with Windows 95, MINESWEEPER in particular, and
wondered i you guys ever play those games. Ifvou
do, could you tell me your high scores? Yeal, |
know those games are not“surrealistic adventures
that will become a part Uf_\ our world,” but still,
when | see my brothers time of 71 scconds in inter-
mediate mode, I want to kick him in the nuts,

Tsung-Yen Tsai

viia the Internet

Tsung-Yen, go get a job so you can play real
games, and leave your brother's nuts alone. Not

another word from vou, voung man.

TROLLING FOR CREDIT
Twas once (I ashamed to say) a subscriber of
that“pseudo” gaming magazine “PC Lamer” but
now Ive seen the light! You guys hiave the best gam-
ing magazine in the world, Keep up the good work,
Troll

viat the Internet

Thanks, Dad!

CGW
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PLAYER STATIC

Can these statistics be true (Player Stats,
Read.Me, #163)? Both casual and core
gamers ke more than 560,000 a year?
What will these statistics do for the rest us?
Its difficult enough supporting a 560-a-
month habit, (even more when you throw
in the cost of constantly upgrading our
equipment and |JL|[L‘]|.'t.~mg Conmputer
Gaming World every month) but now
game publishers and peripheral manufac-
turers will believe that we're all Mercedes-
driving, portfolio-owning, Wall Street fat-
cals with money lo burmn.

As someone who works in the computer
industry (for a big-blue company) and barely
makes over
530,000 a year, |
know that this
hobby is expen-
sive. Whatam |
to do? Quit
plaving? Find a
higher-paying
job? Maybe a
commercial by
Sally Struthers:
“IFor the cast of
ajelly donut and
acupof colfec a
day, you could
help Brian play
computer games for yet another month...."

No, I'll just have to bite the bullet and
reach even deeper into my wallet, But after
seeing the average income of all computer
game players being summed up ina sticker-
shock inducing statistic, | have visions of the
il]ll_"d(l'\' l.'.\l']l.'”‘ii\‘.’ cost Uf :52”]"_'5 gﬂing l'il'l
from $45-350 a game to $60-570. Next
time, try to keep this type of information
under your hats, okay?

Maybe if [ just fed the kids peanut-butter
sandwiches for the next month, [ could buy
StarCrart, Can any readers lend me a
couple of bucks to buy a jar of Skippy?

Brian White

Via the Intemet

INTERSTATE MAP

Last summer, 1 heard about a sequel to
INTERsTATE 76 that will be called INTER-

CcCCwW

FRESH ROADKILL INTERSTATE '76 ARSENAL
updates and enhances INTERSTATE ‘76 with
new vehicles, weapons, and missions.

S1ATE 77, It was supposed to be a stand-
alone upgrade priced about at the value of
an expansion pack. Do you know whatev-

er happened to if?

Dan Upton
Via the Internet

: g5,
20 Narkct Intelligence |
D_ Comdex and. Fl)rum: %

ductio
- 2D Education
2D Television

Actually, the full version is included on

the original game. . .oh no, let’s not do that

again, <g=Activision evidently cancelled
their plans for INTERs1v1E 77, Instead
”J‘L"l'll"l.‘ f('!{'.‘l.ﬂ”gi]’” L'.\]TEHH!L’(! ll‘.'J'.\J'-”” “r”’it'
original game called INTERSTATE 76
ARSENAL PACK. The ARSENAL PACK com-
bines the INTERSTATE 70 GOLD EDITION
with the INTERSTATE 70 NiRO PAck
INTERSTATE
76 GoLp
EnmoNisa

('-‘1 i
70 Brand Marvzlingl
Mlcmi Perkowskd {Vice: Pzesklem.

revamp of the o et M) )
ariginal game, _EBiaVaieMca Prosidant, mmln%
with Direct
3D support,
new difficulty
levels, and
ather Executive Vice Presidents .Donllwnas
i . Chiris Dobbroy
Impron asdols
I Jack Dolce
ments. AlDGude.
==y ThomasiMoGirada it il Til
INTERSTATE; Michast, Milee i
76 NitRo Senfor Vice President  Nancy Hewman
Packisan ; - '
Vice Presidents:  Bob Bader
add-on JohnDodge
Loy " ; ‘Kalhlesn Goodwin®
mission disc with new weapons, cars, and Hoger Herrmann
¥y (R UL MO, R .. . " . Jonalnan Lane
20 new single pJ'li_}cr.mrJ’ 30) new multiplay Eic Lundqui
ermissions, All of these gaes should be Jim Manning
3 : i ; Charles Mast
available by the time you read this, and if James F Ramaley.
; F— . Paul'Someison
you have the demo dise with this issue you Mark Van Name
can iy out the ARSENAL dermo. i
Executive Director, Licensing  Gerlrud Borchara!
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Real -time Battle Strategy
Winning requires a combination of precise
control of formations andl ruthless laclics as you
struggle for high ground over 3D terrain, A 3D
camera lets you view the action from any angle,

fivers hide the

Rain and &now quenc
undead, while mighty’ s and magic
lightning nppI( and char the ground, sending

limbs arcing through the @i trailing gore.

Addictive Multiplayer Carnage
Free” Internet games via bungie.net let you'battle
1o the top of worldwide rankings, Looperalé,.
playsolo-orinteamssEpic,16-player bloodbaths

of Territories, Capture The Flag, and others!

broken swords and bent ai .': : e blood of your

enemies lies in'p of harsh 5
rain and breathtaking Iandscapes where rivers w5 B
reflect the haggard faces of soldiers and hide the =~ | .|
rotten corpses of the undead. A world you can expe- &% 7
rience from any point of view. Welcome to Myth: The Fallen M sl
Lords, a world where terrifying myths have become reality. - — - -
! And an Engaging Story!
Check out the game that earned Computer Games Strategy Plus’ “Game Plot and characters come alive through
ﬂf Tl'le Year” and CGW’ “Stralegy Game ﬂf [he Year” at narration and animated Cl_ipi. Battle be[fayﬂl and
treachery in your own ranks as The Fallen Lords
www.bungle com or call 800 295-0060 to get yours now! threaten o overrunihe last strongholds of your
ravaged and despairing world.
Available for w.nqsz and Mac™ OS R
ceeas b bungie net is FREE. Blayer is respansible far opplicable Internet foes: : « GO TO /#1285 @ www.compulergaming,.com/infolink BUNG]‘E Mﬂ![b.ﬂﬂﬁ

it The Follen Lords ond bungie net are Irodemorks of Bungie Soltwore Products Corporation. All rights reserved. @ 1997 Bungie Softwore Products Corperution,



CONQUER THE LARGEST |
GAME ENDIROMERT EVER
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READ.IVIE

The Latest News From the Computer Gaming Woi_id

OPEN THE GATE AND SALLY FORTH: Here you can ge

idea of the larger huilding size. The portcullis can
dropped on your enemies’ heads.

New Ages Take You From Short-swords to Gunpowder

onquering kings will soon be able to extend their empires into a
whole new era. Design lord Bruce Shelley is leading Ensemble
Studios into the Dark Ages and beyond for AGe o EMPIRES |l
Gamers will once again rule one of 12 cullures for a thousand
years, this time from the fall of Rome through the Middle Ages.
Microsoft has established the trade routes again, and the merchant ships are
scheduled to sail this fall.

Ensemble is using the same game engine for At II, but the scale has
changed. Buildings and lrees are now much larger, providing a more realistic sel-
ting for the units. Responding lo user requests, Ensemble has created gates that
can crush any unit. The overall map sizes have been increased: The largest map is
300 percent larger than before and will lake eight minules lor a soldier lo lraverse.

With its larger buildings, the game appears more immersive and realistic, but
unils can also be “lost” behind walls, Neither Shelley nor the overlords at
Microsoft has yet devised a satisfactory means of dealing with Lhis problem.
The unit's status bar helps identify its presence, but unselected unils are, as
yel, invisible behind buildings and walls.

Players will rule one of 12 (possibly 13) cultures, including the Teutonic,
Japanese, Byzantine, Viking, Mongol, and Celt civilizations. As in the first game,
each civilization will have unique attributes, buildings, and technologies, as well
as a particular combat unit based on its historical counterpart. Rulers will guide
their civilizations in four new ages: the Dark Age, the Feudal Age, the Castle
Age, and the beginnings of the Gunpowder Age.

Ensemble is endeavoring to broaden the game’s viclory conditions lo allow
victory through economic and diplomatic means. But of course, we play the
game lo crush our foes, so lel's dispense with the economic crap and gel to
the combat changes.

Players will be able to create military formations, and formation facing will
become a factor. AGe Il will reportedly have belter unit Al, and it will offer four
unit Al settings: aggressive, reactive, defensive, and passive. In addition, you'll
be able to tell a unit to guard, patrol, scout, or follow another unit. Unit produc-
tion will be made easier with the advenl of unil queues and waypoints.

It's obvious from these changes that Microsoft and Ensemble are trying lo
implement ambitious design enhancements to what is widely acclaimed as an
outstanding real-time slrategy game. Whether they preserve the original game's
seductive accessibility remains to be seen, but we'll be sure to keep you

informed as the game develops. — "Genghis Khen" Brown

icrosoft recently
unveiled nine other
B games in development
as well as a force-feedback
gamepad. We covered some of
¥ these games in our March issue
¢ (Outwars and Urean Assautt In

" Read.Me), but we’ll describe

more of them, plus the new con-
troller—and provide more

. detalls and screenshots of Ace
ll—on our Web site at www.
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Quake Il Finally oe DeathMatch m

mulliplayer support (DM levels and co-op play) that =

made Quake such a hit, Well, id has spent the past
few months creating eight original DeathMatch levels and
reintroducing co-op play for Quake II. These levels are avail-
able for free from id's Web site at www.idsoftware.
com. You can gel them via palch 3.12. All relail copies of
Quake I will now also include the new DM levels and co-op
play. —Elliott “Gunboy” Chin

T he main problem with Quake Il was that it lacked the

Oh My God! They Killed Kenny!

0, you're the ullimate Quake head, and you Ihink you've seen
it all when it comes o DealfiMatching. Bul are you ready for
a free-for-all gorefest betwean Gene Simmans of Kiss, Kenny
from Soulthpark, and Astroboy? This dream matchup IS now poss:
ble with some new Quake Il skins, downloadable from
PlanelQuake’s Q2Pmp (player models pack) Web site, at
www.planetquake. com/q2pmpl.
(i |1 skins are fully animated, user-created character models
that you can use in addition to:the slandard male:and female charac-
ers. There are many models (of varying quality) available'on the \Web,
and the PlanelQuake site reviews many.of them with star ratings, so
you can sort the good from the bad before you download them:
Toiuse a skin, download the zip file'to your hardidrive, then
copy.the unzipped character folder inta your Quake Il player folder
(for example, C:/0uake2lbasen2players/kenny). When you start
Quake 11, go to the Mulliplayer Player Setup sereen and toggle
through the motefs untl you find your new character skin: hote
| Ihatall players must have the skininstalled on their computers in
order (o seg il. The skin will not affect yaur-aameplay, but it defi-
nitely adds some spice to-a DeathMateh: So what are you waiting
for? Download some skins and kill Kenny, votrself. Believe me, it
feels greall —Joe “The Lurking One® Vallina

Core gamers;
_ 33 years old

Casual gamers:
32 years old

1

How OId Is the Average Gamer?!

GRAPHIC BY XFLANE

Source: The Strategy Group, 1997

¥ Aller menths of specu-
Ialiog.-'Elnctrn nic
Ad's officially announced
that it has signed a world-
wide license for the inler-
active entertainment rights

lo golfer Tiger Woods. EA
will release its first Tiger
Waoods game for both the
PC and the PlayStation
this summer. Financial
terms of the four-year
agreement were not dis-
closed.

P Hislory was virlually
rewritten recently when
Morthern general John
Busterna (a.k.a. Viejo) sur-
rendered to Confederale
general Duane S. Russell,
ending Sierra's Civit
War GENERALS 2 online
reenactment of the Civil
War. Viejo and Russell will
meel face o face when
they get their grand prize: a
trip to an aclual Civil War
reenactment in Charleston,
South Carolina

¥ Online gaming service
Mplayer recently closed
adeal with Epic Mega-
Games lo bring the com-
pany's upcoming 3D shoot-
er, UnreaL, to Mplayer's
Action Channel. UnneaL is
slated for a late spring 1998
ship date. In related news,
I0ON Storm recently an-
nounced that it has
licensed the UnreaL game
engine for designer Warren
Spector's upcoming 30
role-playing espionage
game, SHOOTER.




Flying Nightmares 2 on Hold

Team Reassigned to CoNFIRVIED KiLL

ust prior fo press time, Eidos
J announced that it has indefinitely
posiponed Furing NigHTMARES 2, and
that the members of the team have been
reassigned (o other products.

According to Producer Brian Walker, the
project was experiencing delays—primarily
the result of a “problem child” program-
mer on the team. Walker's efforts lo have
this person replaced or to bring another
person in (o supplement him were vetoed
by two Eidos execulives. Eventually Walker
was able {o bring Gary Stottlemeyer
(Farcon 3.0, Reo Baron 1) onto the leam.
After looking at the current state of the Al
code, Stolllemeyer said he would need at
least six months fo set up a feature-
complele executable, pushing the product
to a probable Christmas 1998 release.
Faced with this development, Walker says
Eidos execs chose {o suspend the prod-
uct. In the meantime, Walker received a
job offer from Origin/Jane's Combat
Simulations and, given his recent experi-
ences with execulive roadblocks, decided
to accepl. Walker stresses thal his deci-
sion to leave Eidos was not based on
any lack of faith in FN2 or the team.

In fact, FN2 may not be completely
writien off. According lo Eidos
spokesman Gary Keith, the project has
been suspended—not killed—while the
company evaluates how lo complete il.

The shelving of FLying NIGHTMARES
2 did give a boost lo another Eidos
project, the WWII sim ConFiRMED
KiLL. The remaining members of
the FN2 leam are now working on
Conriavep KiLL, and the increased
manpower should finally get that
long-delayed project out the door.

Conripmep KiLL, slated lo begin
a closed-beta lest on TEN at the
end of March, will feature Russian,
European, Pacific, and African
combat thealers. The inilial
release will let players stage
online combat set in the batlles of

Midway, Kursk, and Britain. New battles
(and appropriate aircraft) will be released
every month or two. The first release will
feature all human players, but the sim's
modular design will allow Al aircraft to be
added in future revisions.

In other Eidos simulations news, lhe
company has ended its relationship with
developer Simis, so the Team Apache heli-
copter sim is currently being shopped fo

other publishers. —Denny Atkin

Conrirmen KiLL (above) is reaping rewards from FN2's death.

Also in the Works at Eidos .

recent trip to Eidos
A revealed that the
company has some
other interesting products
brewing. Its major title for
Christmas 1998 will he
OmakroN, a 3D
action/adventure game in
which you find yourself
hattling demons out to col-
lect souls. Should you he
killed, your soul will inhah-
it the hody nearest to you
when you die. You'll thus
be reincarnated into
one of 15 characters,
including old men,
old women, and even
cats and dogs.
While the
adventure-
&\ game-siyle
dialogue
choices help
define your
different
paths
through the
game,
there are
y certain
k missions
you must
¢ complete to
. succeed.
Also in
i’ the works
is Com-
MANDOS, a real-

Omakron

time multiplayer
wargame, which—
unlike Eidos’ upcom-
ing RTS game,
Dominion—takes an
approach that’s com-
pletely opposite from
the traditional “har-
vest, build, and
attack” real-time
model. The game
takes place during
the height of World War
Il. You control a small
team of commandos and
conduct various surgical
strikes and special mis-
sions for the Allies. The
scenarios are very mission-
hased, with specific goals
and objectives. The covert
missions you'll conduct
include rescuing prisoners,
destroying weapons plants,
and infiltrating enemy
buildings. Each member of
your team will have special
skills, and each mission
will require deft use of
each member’s skills.
Finally, if you’re wonder-
ing what became of
UnFinisueD Business—the
Tome Ramer add-on pack
that we mentioned a while
back—it's now availahle as
part of Tome Raiper Govro.
The set includes four new
levels along with a com-

Commandos

plete copy of the original
Toms Ralper. Tome RAIDER
GoLo is availahle for
$29.99. To find out more
about these games, head to
www.computergaming.com.
—Charlotte Panther and
Elliatt Chin +
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MGM Interactive Creates a 3D
Sequel to the Movie WarGames

yv1H was only the beginning of a trend in 3D strategy gaming. Hot on its heels
I\/I will be WarGaties, MGM Interactive's true 30 real-time strategy game. The

game is based on the popular '80s movie that starred Matthew Broderick as a
young hacker genius who takes on the misguided supercompuler WOPR.

WarGanes has 3D terrain and 3D unils. It is
sel In the near future and assumes that the
threat from WOPR has not been completely
eliminated. In the film, WOPR took over the
U.S. military's nuclear missiles and threatened
to start WWIIl before Broderick's character
stopped it. In the game, WWIII has already
begun, and NORAD (Norih American
Aerospace Defense Command) forces are now
battling WOPR's robolic legions.

You can play as either side, NORAD or WOPR,
and each side has roughly analogous units (light
infantry units, for example, versus lighl combat
drones). As NORAD, you'll command modern
armor and infantry; as WOPR, you'll command
hovering drones, robols, and Mechlike walkers.

By virlue of the 30 terrain, WarGaves will take
advantage of line-of-sight, elevation, and terrain effects. In addition, there will be various
environments and climates, such as snowy alpine areas, that will affect and be affected by
units (vehicles leave tracks in the snow, for example). The 3D graphics also allow the game
to offer a fully rotatable camera, much like the one in MyTH. You can also zoom in and out,
although there are only two levels of zoom at this stage of development.

Although I wasn't able lo see all the missions, or even lest oul the hackers for gathering
money and intelligence from enemy computers, WarGanes still looks promising. Its 3D
isn't as sophisticated as MyTH's, but WarGanes is still only in beta stage. It should be opti-
mized as il gets closer to MGM Interactive’s Q2 1998 release dale. —Elliolt Chin

.
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. PLAYING LATELY

CGW survey LasAPw'li:r!lhMGﬂﬁlrl‘.sf;j'l1
1. Diablo (Blizzard/CLIC) 355512
2. Jedi Knight (LucasArts) il
3. Quake (id Sollware) Ak
4. Total Annihilation (GT Interactive ) 402
5. Givilization Il (MicroProse) I
6. Fallout (Interplay) DPRaY;

7. Panzer General Il (SSI) SEE
8. Red Alert (Westwood/Virgin) 813
9. Heroes II: POL (New World Computing) : 6
10. Duke Nukem 3D (3D Realms/GT Interactive) 7 23
10, Ultima Online (Origin/EA) et

* Check your matthox: We mail 2 sunvey to 1,500 randomiy-chosen subscrbears
each month. The resulls of Playing Lalely indicale what games readers are blow-
ing tfie- most time on, as opposed (o the reader’s overall “qualily ranking ™ in the
Top 100,

PC Data Best-Sellers”

Last Monih

- Deer Hunter (GT Interactive) '

Myst (Red Orb)

Flight Simulator 98 (Microsoft)

Riven: The Sequel to Myst (Red Orb)

Quake Il (jd/Activision)

Tomhb Raider Il (Eidos)

Frogger (Hasbro Interactive)

Monopoly (Westwood/Hasbro Interactive)

Age of Empires (Microsoft)

~l o no = e D

10. Lego Istand (Mindscape) 6

* This list indicales what the top-selling PC games were, as calculated by FC

Data, during January, 1998

FRONT PAGE SPORTS r .‘ . you've qot a 3Dfx-based card) and features six WIPEOUT
SKI RACING ‘ o courses: Aspen, Vail, MI. Bachelor, Whistler, Val CD REPAIR KIT
FPS Ski Racina does a good job of 2

d'lsere, and Garmisch, Force-feedback controller sup- My first thought
moving this sport forward for PC gamers. Sl Raging port allows you la feel the bumps and jumps on your .l % was thal there was
has a good-looking accelerated 3D-engine (provided way down the slope, Evenls includa Downhill, Stalom, ‘e‘;

> ) Giant Stalom, and Super G. The courses make it very stull would work. A foul-
challenaing lo stay on lrack, and through all of them, smelling; thick liquid thal
control seemed to he a problem. Nonetheless, if takes the scratches out of
you're a hard-core ski buff, or a hard-core wannabe, CDs? Right. Get a grip, Well,
Sk Raciie is worlh a look, —Dave Salvalor

Slerra Online,
(800) 757-7707
www.sierra.com
PC CD-ROM

no way.in hell this

quess whal? | iried it on my scratched Sountdgarden

Badmolorfinger CD (Quake soundtrack extraordinaire), and

it ¢icf work! Buy Ihis stutf and use it. —Joe Valling
Esprit Development Corp.,
www.cdrepair.com

MAY 1998 CGW
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.{Game of the Year”
—GameSpot
41

“Strategy Game of the Year”
w-**? " —PC Gamer

fﬂ}

| :

" . "“Leaves all other real-time strategy _

] _games in the stone age” .,
—Gaming Rewew -

o
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. "Takes you where no real-time
&+ game has gone before”

—Computer Gaming World = L&
"'h. K"“ mail ..al; __f_‘-___

“Total Annihilation leads the way".
—Computer Gaming World

S5 . "You will love this game”

ot -PC Games
- T N
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4
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THE CRITICS AGREE!

“MicroProse’s game offers weeks to months of gameplay.”

Computer Gaming World, June '97
e Aok

“Magic: The Gathering Is just what the
Samite Healer ordered.”
Computer Games Strategy Plus, June'97
7 7 7 de

“Magic: The Gathering is a near-perfect
translation of the card game.”
PC NMagazine, June '97
ook Kk

“...hard-core gamers will appreciate the flexibility
offered in the computer version.”
Newsweek, April '97
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Introducing everything you need
to play Magic™ over the Internet.

The Original Magic...Only Better

This special edition of Magic: The Gathering® for the
PC includes the original game, plus builtin Internet
multiplayer, an enhanced interface, and cards you can't
get anywhere else.

Multiplayer Over the Internet

With ManaLink’, Magic's Internet online
system, wield your magic against human
opponents around the world on
GatheringNet at www.gathering.net.

New Cards-A Powerful Expansion! 3

Gel over 80 new cards from Legends®
and The Dark® And, if you already own |
Magic: The Gathering for the PC, you'll }5
get a $15 rebate. So, get what it takes
to reign supreme. Because this time,
it's the world you're playing with.

Available on Windows® 95,

ey ir 1 v 3%
] Visit your local retailer or

- ———— .

- call 1-800-695GAME day
Www.microprose.com

or night (L1.5. or Canada).

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



Role-Playing Orgy: Four New Gollections
Offer a Virtual History of RPGs

In advance of BaLour's Gare, an AD&D game set in the
Forgotten Realms world, Inlerplay has also released the
ForgorTen Reauns CoLLecmion, which bundles the entire set of 12
Forgotten Realms RPGs released over the past decade, includ-
ing: PooL oF Raownce, CuRsE OF THE AZURE Bonps, HILLSFAR,
SECRET OF THE SiveR BLapES, PooLs oF DARKNESS, EYE OF THE
BeroLDeR 1-1l, Dunceon HACK, GATEWRY T0 THE SAVAGE FRONTIER,
TREASURES OF THE SAvAGE FRONTIER, and IMENZOBERRANZAN,

Origin, now gearing up for Utma 1X, has just released the
ULrinaa CoLLECTION, which
packs every game of this
popular series (except the
UNDERWORLD games) on
one CD. As a bonus,

fight battles? ugliliiRHNITlEs
BYR Tnteresti T

apitalizing on the resurgence of role-playing games

(thanks fo 1997's awesome Fattout and DiagLo),

Interplay, Origin, and Sierra have just released a series
of RPG collections that offer a sweeping overview of computer
role-playing games on just a few CDs.

Leading the charge is Interplay, which, with FaLLout and the
upcoming BaLour's GaTe, is demonstrating a real commitment
lo the genre (despile the disasirous Descenr 10
UnipeanounTai, which should never have been released). Now
the company is offering 24 classic role-
playing games in two massive collections.

The Utrimare RPG CotLection brings
together some of the best role-playing
games ever made: THe Baro's TaLe I-1Il
and Construction Ser, MigT & Magic:
WoRLD oF Xeen, Uma Uniperwonwo | & I,

=

Dragan Wars, WasTeLann, and WizaroRy ‘fg';;na"‘g" ®lein Garriott's first game,
Goto. The collection '.L"‘““‘ T berwats which he designed at age
includes all the origi- 19 and which he

acknowledges as the cata-
lyst for his Utniaa universe. Also included are all the original
maps, interviews with Garrioll, and a short preview of Uima IX,
It's another can't-miss purchase.

Finally, Sierra, in anticipation of QuesT For Grory V, recently
released the Quest For GLory collection, which bundles the
four previous games in Lori Cole's wonderful adventure/RPG
series. For those who wanl something a litle less hard-core
than the above collections, or for adventure gamers who have
never taken the plunge into RPGs, this is the perfect place o
slarl. —Jeff Green

nal manuals bundled
in one giant book
(suitable for bench-
pressing). The only
bummers in this oth-
erwise must-have
collection are the
lack of some of the original game maps and the horrid over-
sight in omitting the Baro's Tate Il and [l copy-protection

code wheels. You'll need lo download these from Interplay's
Web site (www.interplay.com) fo get the games (o run,

Quest for Glory |

TEX MURPHY: OVERSEER r delective’s very first case. Access has complelely overhauled the
The newesl Tex Musety game is actually one big .ﬁ interface, replacing the clullered control:panel look of the earlier
flashback, showing us the story behind the intrepid games wilh a cleaner, user-frnendlier lellerboxed interface. The
@ u R T gameplay remains he same: You wonder
: o through a virtual world solving puzzles and talk-
ing to various peaple. Qverseer comes on five
CDs and one DVD, and apparently there's
enough difference between the two to warrant
replay. All in all, his is another musl:have for
lans of the serles, marred only by the high sys-
tem demands.— Thierry Nguyen
Access Software,
(800) 800-4880
www.AccessSoftware.com
Win 95 CD-ROM/DVD-ROM

H Psygnosis is upping
ils prﬁs‘enne in the simula-
tiops market with two new
titles: Wings oF Destiny and
Panzer Eume. Both titles will
feature detailed dynamic
campaign structures, com:
prehensive ballle-planning
systems, and actual WWII
battle scenarios. WinGs of
Destey combines highly
accurate flight-models with
realistic air-combat. A ficti-
tious war story—told via a
comic-book inlerlace—
develops through game-
play, as players choose to
side with either Axis or
Allies in four campaigns
with 50 historical missions.
WinGs will offer four types
of aircraft to fly and up to
20 nonplayer aircraft to
dogtight.

Panzer Eure simulates
the combat environment of
tanks in a WWII selting, fea-
turing batlles waged
belween German and
American forces. Players
can choose to play either
side, and all scenarios are
based upon actual tank bat-
tles waged between 1942
and 1944, At press time,
playable code for either of
these praducts was not yet
available, but stay tuned for
a hands-on report.

¥ SquareSoft has
informed us that it has
decided to can the PC porl
for FinaL Fantasy VI (No. 3
in the series for the original
SNES American release).
SquareSoft had initially
planned lo make FinaL
Fanrasy V-VII available for
the PC but decided that
since FFVI was already
available on the SNES, it
would omit that episode
and devote more time to
the other titles.
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CHeck Out Our NEw Gaming WEBSITE
DiamoND UNDERGROUND

http://www.diamondmm.com/underground

‘Monster

- 3DIL

Now More Than

3 Times
Faster

new Monster 3D Il. It’s the fastest 3Dfx
Voodoo2 graphics weapon ever. Monster 3D ||
gives you more speed, more action, and more
gaming power! It even works with your existing
graphics card to deliver outstanding 3D depth

for the most realistic gaming images.

FASTEST Voop002 AcTiON!

Monster 3D || features: w,
eScreaming performance %
at over 6o frames

per second

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

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

eSuperior resolulion 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 11’y Hexen II', Jedi Knight’, Turok™ and
more in 8oo x 600 with incredible depth perception.

LimITED TIME OFFER FOR MONSTER 3D OWNERS
Get a $50 Upgrade Rebate
when you buy Monster 3D Il

See retail box or diamon ¢ for details of the ma

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’ll-Pathways
to the Force™

*Heavy Gear” by Activision™=Full Version

sTombRaider |I™ by Eidos Interactive™
Special Edition

A
*Plus 3D Game Demos:
T Ehases DIAMOND
Daikatana,’ Joint R E A RS n R

Strilke Fighter™ and
Flight Unlimited™ Accelerate your world.

Enter the Monster 3D |1
Sweepstakes by visiting our website at

http://www.diamondmm.com/monster3Dz
GO 70 #190 @ www.computergaming.com/infolink

Diamond Multimedia Systems, Inc. Monster 30 is a trademark of Diamond Multimedia Systems, Inc. All other trademarks are the property of their respective owners.
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Diamond’s Monster JDII featuring 3Dfx’s
Voodoo?2 accelerator — a Bit Burnin’,
Pixel-Crushing, Polygon Packin’, Hi-Res
Full-Screen Speed Demon.

* Clock over 60 frames per second

* Floor it with the MEGA-Monster dual card feature
for over 100 fps and 1024x768 gaming

« §MB or 12MB configurations

* FREE games! Including the Limited Edition Star Wars
Game Pack, Heavy Gear”, TombRaider II"
Special Edition, and more.

MULTIMEIDIA

Gopyright & 1998 Diamond Mullimedia Systems, Inc. and 3DIx Interaclive. Inc. All rights reserved. Diamond and the Diamond logo are reqistered trademarks of Diamand Mullimedia &
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Adventure Gaming Continues

in-chigf, Johnny Wilso

W ohpewses  |is Renaissance With Three
BLTYYs  Grand New Titles

. After much delibera-

swinging, thanks to the recent release of a number of

qualily titles, including THe Curst oF MoNKEY ISLAND,
Buape Runner, ZORK GRAND INauisTor, and Tex MURPHY: OVERSEER.
Following on the heels of those high-profile titles are a few
adventure games with much less hype that, nevertheless, may
be worth walching for.

One very promising litle is OF LighT anp Darkness—THE PRopHECY, an adventure game from Interplay's Tribal Dreams division, which
is also developing the upcoming Swn Trex: Secrer oF VuLcan Fury (see this month's cover story). OF LighT anD DARKNESS is @ Surreal,
3D adventure centered on that always-uplifting topic: the end of the world. Set in a fantasy world, with beautiful, original graphics, the
game will be a fime-based race to save humanity, with 10 possible endings ranging from apocalypse to paradise. This bizarre game
left us scratching our heads when we first saw it
a year ago, but a recent look showed it lo be
shaping up in grand fashion, with more focused
and understandable gameplay. Look for it as a
possible sleeper hit in 1998.

Also due this year is ReD JAck: REVENGE OF THE
Brervnen, the latest adventure game from
CyberFlix, the folks behind Dust and Timanic:
AovenTune Out oF TiME. The game mixes combat
with traditional puzzle-solving, as you attempt to
solve a series of brutal murders. And while it's a

; B pirate story, il promises to be a much darker,
Red Jack: "“’“53 of the Brathren more realistic tale than LucasArts' comic
Monkey Istanp series. The game will feature
completely 3D-rendered characters, with a 360-degree panning camera and much more sophisticated character animation than that of
Trmanic or Dusr. The technology, coupled with Cyberflix's always-strong storytelling skills, makes Reo Jack an intriguing entry.

Finally, we took a look at Cyoonia, a cool-look-
ing science-fiction adventure developed by
Aneiva and published by DreamCatcher
Interactive. This four-CD game sends you crash-
landing on Mars, where you must learn the lan-
guage and cullure of an ancient Martian civiliza-
tion in order to escape. The most notable fea-
ture is that the Martian landscapes in the game
look completely realistic. And why not—they
were based on data culled from NASA. Multiple
endings, voice-acling by members of the
Ashland (Oregon) Shakespeare Festival, and an
unabashedly hard-core sci-fi bent make this the

g strongest-looking sci-fi adventure in years. -
on the film, Walch for it this spring. —Jeff Green Cydonia

A fter a long slump, adventure gaming has come back

0f Light and Darkness—The Prophecy

on Game of the
Year for bringing more
depth, innovation, and tech-
nical
than \
¥ Hashbro Interactive
ed into an agree-
Smart Games,
Int: lo license and publish
its line of mind-bending

- cew MAY 1098
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Let the games begin.
The high cost of winning has just taken a lethal hit. Because Wal-Mart’s newly uperaded and expanded
computer software department has stocked its shelves with all the fatest and hottest games at every day low
prices. You'll have no problem finding all the action, combat, and sports software you can handle. So come
check us out, and see for yourself how affordable the cost of winning has become.

|
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ALWAYS LOW PRICES. ALWAYS WAL MART

R ﬂ/w g
01997 WAL-MART

http://www.wal-mart.com




PGL Wraps Up Its First Season

he inaugural season of
T the AMD Professional

Gamers' League con-
cluded with a two-day tourna-
ment in which those favored
to win did not disappoint and
many of those forfunale
enough to watch realized that
compelitive gaming could
actually be compelling. The
top 16 gamers of the PGL
(ight players each for Quaxe and Reo Atert) met at
the GameWorks entertainment center in Seatlle,
where hey ballled in a head-lo-head, double elimina-
tion tournament for more than $65,000 in cash and
prizes. After the virtual dust had seltled, Thresh
(a.k.a. Dennis Fong) walked away with the top Quake
honors and DeepBlue (a.k.a. David Margo) claimed
lhe Ren Aver lille.

While Thresh’s lriumph was no surprise to anyone
who has wilnessed his amazing Quake skills—he's the
guy who won John Carmack's Ferrari lasl year al the
Red Annihilation Tournament—he did not survive the
event with his undefealed record intact. On the second
day, Thresh suffered his first professional loss to
Reptile (a.k.a. Jim Dangeil). He then fought his way up
through the loser's brackel to reach the championship
match; there he beat Reptile twice before claiming first
place. DeepBlue, on the other hand, swept easily
through the Rep ALenT tournament, defeating SoLjA
(a.k.a. Cuong Tran) in the final malch.

As a spectator evenl, Quake, with its fasl-paced
action and easy-to follow scoring, proved the more

Abhove: Thresh walked away with the Quake
championship title, an AMD K6 gaming rig,
and a check for $7,500.

Below: The crowds gathered as competitors
prepared to do battle in the Quake
DeathMatch semifinals.

appealing of the two games. (It helped that the Quaxc
malches—complete wilh play-by-play announcing—
were broadcast on large monitors throughout
GameWorks.)

The PGL plans o hold three more seasons (his year,
introducing different games and new categories each
season. The second season is currently under way,
with tournaments in Quake Il, Tora AniHiLATION, and a
team version of Quae. The finals are slated to take
place at E3 at the end of May. —FRebecca B Anderson

{Quest For Glory  Sierra

CIGA-BYTE GA-5865CG MOTHERBOARD

Veloeity 128 to an ASUS
TXO7-XE running the PC| version
of the same graphics

With alf the hoopla surroun-
ing AGP graphics, some users ol
Pentium, K6, and Cirix CPUs
probably feel left out. Giga Byte
has tried to find a solu-
tion: a Socket 7 mother-
board with AGP. In theo-
1y, 3D benchmarks and
games wilh large lextures
should run faster on AGP
than on PCI. That's not nec-
essarily so. We comparad
the performance of the 5868G
using the AGP version of the STB

card. Both testbeds
had @ 233MHz Intel Pentium with
MMX and 64MB of EDO DRAM.

o~ =
L] The SIS-equipped 5865G
‘ benchmarked slower all

around than the PClonly ASUS
hoard. In fact, everything seemed
slower, including most of the
games we ran. Giga-Byle
makes some Very nice
hoards—particularly its
GABBE-LX Pentium Il AGP
board—bul this isn't one of
them. —Loyd Case
Giga-Byte,
(818) 854-3340
www.giga-byte.com
PC Motherboard
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‘Ahyss: Incident at Europa Sound Source

Aces: X-Fighters Sierma

‘Age ol Empires 11 EnsemblelMicrosoft

Asheron’s Call Turbiné/Microsoft
AXis & Allles Hasbro
Battle of Britain 1840 TalonSoft

‘Battlewagons S|

Birth of the Federalion MicroProse

‘Blackstone Chronicles SSI

Creatures Il Mindscape

Descent Freespace [nterplay

Duke Nikem Forever Apogeel3D Realms
Earthworm Jim 3 Interplay

Extreme Warfare Red Orb

European Air War MicroProse

Falcon 4.0 MicroProse

Flanker 2.0 55

Freedom In the Balaxy Avalon Hill
Galaclic Mirage Virgin

Game, Net & Malch Blue Byte

Grand Prix Legends Papyius

Greal Battles of Julius Gaesar [-Magic
Guadalcanal Avalon:Hill

IF/A-18 Interactive Magic

-1A-10 Warthog Interactive Magic

I-War Ocean

«Jagoed Alliance 1 Sir-Tech

Jane’s F-15 Jane's/EA

“King's Quest: Mask of Eternity Sierra

Klingon'Honor Guard MicroProse
Wastermind Hasbra: i
MechWarrior I MicroProse/FASA
MIG Alley Empire.

Miaht & Maalc VI:New World/3D0

{NHL Power;Play 88 Viruin

Dperalional/Art of War TalonSoft

‘Panzer Commander.SS|
‘People’s General 5S|
‘Phantom Ace Virgin

Prey Apogeel3D/Realms

Rally. Championship Virgin

‘Reach for the Stars Il MicrosoftiS5G

Redouard Bethesda

" Redline Accolade

Return Fire 2 MGM
Relurn to Krondor Sierra -
Revolution Fenris Wolf(GT Interactive

‘Screamer 3 Virgin:

Screamin’ nemnns Aclwisinn

-8kies SegaSoft

Sanitarium ASC GamesJDreamFurge

‘Secret of Vulcan Fury Interplay-

Sid Meier's Alpha Centaurl FiraxisiEA

‘SImCity 3000 Maxis

Sin Aclivision.
Snuad Leader Big Time/Avalon Hil
Star Control 4 Accolade

-Star Trek: First Gontact MicroProse

Tomorrow Never Dies MGM

‘Trespasser: Jurassic Park DreamWorks

Ublk Cryp
Ultima IX Origin/EA
Ultimate Civ Il MicroProse

‘Unreal Epic(GT Interactive

VR Basehall '89 Interplay

‘VR Pawerhoal Raclng Interplay

Warhammer 40K; Chaos Bate S|
Whistiing Death Big Time/Avalon Hill
X-Files Adventure Bame Fox Inferactive
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Your Haro DRIVE witH 44;000/LBS oF THRUST™

FEATURES:

iMagic’s TALON™
Campaign System
gives you a brand new
mission each and every
time you play!

°

DEMON™ Terrain
Engine generates
amazing 3D terrain
theaters based on
satellite imagery.

Carrier missions give
you the thrill of catapult
takeoffs and landings

on an aircraft carrier

flight deck.

Active Cockpit
provides the most
intuitive control system
found in a flight sim.

o [

Multiplayer options
let you play solo or
battle your friends via

modem or network. The U.S. Navy’s hot new F/A-18E
Super Hornet starts fleet operations
in 2003-but you can fly it TODAY!

‘KNTERAUNE . Pump the Super Hornet’s 44,000 LBS
of thrust into your computer and

experience its high tech avionics

and radar technologies years

North Carolina 27709 before it goes into service.

PO Box 13491
Research Triangle Park,

iMAGIC

Visit your local retailer or call toll-free 1-800-789-1534 for additional information,
and visit our website: www.imagicgames.com!

GO TO #084 @ www.computergaming.com/infalink



Voodoo' Hits the Streets

graphics, then you've no doubt heard about

3Dix's Voodoo? chipset, and the new boards
that will use it. Three vendors, Creative Labs,
Diamond Multimedia, and Jazz Mullimedia have all
announced Voodoo2-based parts, but as of this
wriling, only Crealive is actually shipping a product.
We received it too late to review in this issue, but
this article will tell you what we've found so far. We
also received Diamond’s Monster3D Il with early

|t you've been following the evolution of 3D

beta drivers, and quickly put it through some paces.

The arrival of Voodoo? is a much-awailed event,
but the online belching contest that's gone on
belween Crealive and Diamond has made for some
added fireworks. Creative decided 1o use a Voodoo?
reference board layout, as well as 3Dfx’s reference
drivers. By going this route, it was first lo market,
bealing rival Diamond to the punch. For its part,
Diamond has been casting aspersions on
Creative's offering, stating that by waiting a little
longer, and laking the time to
tweak its drivers, Diamond will &
deliver the superior prod- %
uct...afler Crealive has deliv-
ered its product. Both are
offering 8MB (4MB frame-
buffer, 2MB per texel engine)
and 12MB (4MB frame-buffer,
4MB per texel engine), and
both have provisions for har-
nessing two Voodoo? boards

Diamond’s board

using 3Dfx’s Scan-Line
Interleave (SLI) technology,
which supposedly doubles per-
formance. So who's got the real
deal, and who's going lo play
second fiddle? At this point, we
can'l really say, because
Diamond doesn't yet have ship-
ping drivers. But here's what
we've seen so far,

Creative's 3D Blaster
Voodao? began shipping at deadline time, and we
fook a look at how it fared against the current com-
petition: original Voodoo, RIVA 128, Rendition
V2200, and Intel's i740. For the full story on how all
of these fare, lune into next month’s 3D graphics
supplement. We tested Creative's Voodoo? part on
a Pentium-Il 333MHz system, admittedly an
extremely fast box, bul we wanted to see how
Voodoo? would work with the fastest CPU we could
get our hands on.
The resulls are pretty
surprising. Despite
performing very well
on 3D WinBench 98
(coming in al 726),
this 3D Blaster's
framerales in Turok,
G-PoLice, JeDi KniGHT
and FUGHT SIMULATOR
'98 were about the

Creative's hoard

same as, or slower than, Voodoo-based hoards, as
well as boards using nVidia's RIVA 128 and Intel's
i740. My impression is that in its haste to ship,
Creative senl a slable, bul relatively untuned
Direct3D driver out the door. Looking at Quake Il
though, the 3D Blaster Voodoo? blew away all com-
ers wilh a whopping 71.6fps running at 640x480.

Diamond's beta part, as one might expect,
turned in slightly slower numbers, bul its Direct3D
game frame rates were for the most part nipping at
Creative's heels. On Quake Il however, Creative
enjoyed aboul a 10fps edge. Remember, though,
Diamond slill isn't shipping yel, so this isn't much
of a comparison.

With Voodoo2, 3Dix has hurled themselves
toward the front of the performance curve yel
again. How long they stay there is another ques-
tion, But Voodoo?, even wilh ils not-quite-baked
Direct3D drivers, still promises to be a solid per-
former, —Dave Salvalor

DEADLOCK Ii: 7
SHRINE WARS ‘

I'actually liked the origi-
nal Deantock, even though it lurned out o
b lacking in the depth and Al depart-
menis. Deaniock I, released with little fan-
fare by Accolade, allempts to fix those
problems, but | can't play enough of the
game lo find out if it succeeds. The inter-
face is too confusing. The gameplay is
similar Lo the-original, sa lknew what to
do, but the problem was, | didn't know
how to do it. Accolade has made the inter-
face more jumbled and complicaled.
There could be more Lo this game than

meets the ey, bul from first impressions,
the inferface Is bad and the aameplay not
anough of a jump over the original.
—Elliott Chin

Accolade

(800) 245-7744

www.accolade.com

PC CD-ROM
DEMOMNSTAR

Ever since the advenl  r =
of SPacE Iaers, there =

has been a slew of arcade
games with the same theme. Essenlially,
Deronstan 15 more of the same. Unlike

the classic coin-op, however, this game
lets you move over he entire screen. By
Ihe same loken, the aliens don'l just stop
at Ihe bottom of the screen, butihana
around and shoot from all angles. Power-
ups change your weapon and shield
capabilities; aliens gel irickier as the lev-
els progress. The only reason to play
Dexionsiar is Lhe beller graphics, Even
50, this Is Just old wine in a new bottle.
—Malthew Schaefer

lonos

(602) 607-3785

www.lonos.com

Win 85 CO-ROM

ARMORED MOON

Arecoren Moon delivers -
a C&C-style game, in =
which players must chal-
lenge G7, “the world's largest multinational
enterprise.” for dominance of the moon
and access Lo its resources. Unfartunalety,
the game’s uninspired graphics and
skimpy manual doom it. Excltement over
Ihis one is aboul s cold as the moon's
atmosphere itself. —Tahsin Shamma

MicroFarum

(800) 465-2323

www.microfarum.com

PC CD-ROM
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P ]&y your cards like an

XPERT and you'll win every time.

AT [ —it’s all in the cards.

rowereogy ATl has the winning cards. Witness the
industry’s most recent awards from PC
Magazine, PC World, PC/Computing and
Boot, and ATIS partnership with the top
ten OEMs. ATIs ace is our award-winning
XPERT products available in both PCl or AGP. Gamers go
berserk over XPERT@Plays 3D features and performance,
TV-out and video playback. Not to be outdone,
XPERT@Work delivers maximum levels of business
productivity with industry leading 2D, 3D and video
acceleration. And don' forget to add on ATI-TV, ATIs
.~ TVtuner card. Everyone loves a winner — and thats ATI.
| ATl is setting the new standard in 2D and 3D
| performance. Now ATl is even faster with the latest
ATl RAGE PRO drivers. Check out our website at
www.atitech.com/cgw =
for information about
ATIS most recent awards.

fpsj_{m_ﬁ

3D Performance Comparison - ZD 3D Winbench '98

ATl XPERTEPlay

UMB AGP

AMB AGP

BMB PCI

4MB PCI

STB Velociry 128 PCI

Diamond Viper 330 PCI

Diamend Monster 3D PCI

Hercules Stringray 128 PCI

Matrox Mystique 220 + Malrox M3ID PCI

252

Matrox Millenium 11 PCI

9.7

Creative Labs Graphics Blaster PCI
72.2

™

Now You dee I

www.atitech.com/cgw

.computergaming.com/infolink



Due to FCCiregulations; receiving speed ‘are limited'to 53 Kbps, Actual speeds may vary.

ermined V.go IT_U 56K standard and x2™ technology. Ratification expected September 1998,
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Can a modem hurl you into
the center of a mosh pit?
In a word, no. But with

near CD-quality audio and

e
U.S. Robotics

smoother-streaming video,
the new V.90 U.S. Robotics®
56K* standard modem,
comes closer than ever
before. It connects up to
80% faster than other 28.8
modem brands. And it’s

compatible with nine of the

top ten Internet providers

and over 1,400 more around
the globe. No wonder
U.S. Robotics is the wor
bestselling modem.

To learn more, contact a
U.S. Robotics reseller or visit

www.3com.com/56k.

GO TO #188 @ www.computergaming.com,/infolink




PREVIEWS

Your Best Source for the Hottest Games in Development

Dead Man
Walking

LucasArts’ Griv Fanpango Takes Adventure Gaming to a New Dimension

by Jeff Green

ow do you fallow up ane of the
grealesl adventure games of
the past 10 years? That's the
challenge facing LucasArts in
{he wake of CURSE OF VIONKEY
Istanin, last year's comic mas-
ferpiece thal walked away with
every adventure-gaming award from virtually
every major gaming publication, including this
one. Well, the answer is Grim Fanpanco—a stun-
ning game now in development, which promises
1o take LucasArts advenlures into a whole new
dimension (the third), while still providing fans the
irademark laughs and puzzle-salving thrills we've
come to expecl.

At the helm of Grit FanpanGo is veteran
LucasArts developer Tim Schafer, whase previ-
ous works include the classic Dar oF THE
TenmacLE and FuLL ThrorrLe. Those familiar with
these itles, however, should drop all preconcep-
tions and expectations. Grm FAnpanGo is going
lo look, feel, and play differently than any other
adventure game you've ever experienced. You
want one example? How about a cast of charac-
ters composed enlirely of the dead.

DARKER FORCES
G Fanpanco, as first reported back in our
November 1997 issue, Is a crime story that mixes

elements of film noir with traditional Mexican folk-

BEFORE AND AFTER The GriM Fanoanco design team is storyboarding virtually the enlire game. Al
right we see artist Peler Chan's concept art. The completely rendered result is shown above.

lore. The result is a game that is both darker and
more surreal than any previous LucasArts effort.

The game lakes place in the Land of the
Dead—the first stop, according o Mexican folk-
lore, of a soul when a person dies. Upon arrival,
each soul must embark on a four-year journey
across the Land of the Dead before coming to
its final resling place. Just how difficull this
journey is depends on the kind of life one has
lived. For Schafer, this presented an ideal set-up
for an adventure game, in which the struggle to
get out of the Land of the Dead might lead a
soul to commit a dangerous, desperate act.

The game’s main character is Manny
Calaucra (“calavera” is Spanish for “skull), a
hapless skeleton in the Land of
the Dead, who is stuck with the
job of Iravel agent for the
Deparlment of Death. Every
morning, Manny must don his
Grim Reaper outfit (kept in a
closet in his office), escort his
newly deceased clients to the
Land of the Dead, and set them
on their four-year trek.

Manny's job also requires him
o sell, o those who qualify, a
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TIM’S DEAD GAME

alking in to Tim Schafer's office at LucasArts, one can see just how much
Grim Fanoango has taken over his life. Scattered all around his office—
along with a KISS Army painting, PaRappa the Rappa alarm clock, and
Welcome Back Kotter lunch box—is a giant collection of Mexican Day of the Dead
art, as well as the complete scripls of noir classics like Double Indemnity and

the '70s noir homage Chinatown.
We took a chunk of time out of Tim's busy schedule to ask him a lew
questions about Grim FANDANGD.

CGW: Where did the inspiration for the game come from?
Schafer: I'd been interested in the Mexican Day of the Dead ever since | took a folk-
lore class al Berkeley. It's a really interesting holiday: The dead come back to the
land of the living for one day to celebrate with loved ones. A story set in the land of
the dead seemed like perfect adventure-game material o me.

DON'T FEAR THE REAPER Meet Manny Calavera, lravel
agent for the Department of Death—known as the Grim
Reaper to you. Don't be scared though, Manny has big

prablems of his own.
CGW: Where did the title come from?

ot efficient way—such 5 by rental car, boat, or “ﬂi“__“f Schafer: Well, that's what the Day of the Dead is. A bittersweet celebration of death
getling across the Land. The only way Manny himsell wil as a part of life. A morbid, lively dance—a grim fandango. | originally called it “Deeds
ever move on 1o his etem_al ‘?5| is if he meets a certain of the Dead,” which also played off the Double Indemnity and Glengarry Glen Ross
sales quota. The trouble is, his good leads have l dried up, connections, but LucasArts has a rule about putting the word “dead” or “death” in
S0, in a nod to David Mamet's modern noir drama game tilles. Around this office, people just call it “Tim's Dead Game.”

Glengarry Glen Ross, Manny decides to steal a lead. And

this is where his problems begin. CGW: Are you worried that some people are going to feel that you're treading an, or

GAm Fanpanco plays out as a four-act drama over the making fun of, an ethnic heritage in this game?
course of four years (paraHElln.[] the four-year journey _U[ Schafer: | hape not. | feel that we're treating the subject respectfully. We're not
the soul). Manny’s act leads him on a dangerous collision making fun of it, and we're trying to be faithful to the culture. All of the voice acting
course with the game’s bad guy, Hector _LeMans. W_ho for the game's major characters, including Manny, is being performed by Latino
wants the stolen lead back. Manny also interacts with actors and actresses.
femme fatale Mercedes Colomar and a large orange
demon by the name of Glottis, who becomes Manny's pal CGW: What do you say to snobby computer gamers who worry about this game
and confidante. _ being influenced by Super Mario 64,

The four-year timetable gives Schafer m? Cam"_as 0“_ Schafer: A lot of people who make adventure games don't look outside the genre—
which o really develop the characters' relationships, with and that can lead to a real stuffy attitude. | think there's something to learn from
fortunes and friendships rising and falling as the story Maaio without the game becoming a platform game.
progresses. The deeper story can be visibly seen in lhe
ph[]IIIE-bUUk-SIEE scriptin ISchater's LucasArts office in CGW: Can we expect to see any cameos in GRim Fanpangu, like Stan from Monkey
Marin County. Schafer estimates the script to be about IsLAD. oF Max?

7_'000 l'n?S of dialogue, compared lo (he roughly 2,300 Schafer: Well, you definitely won't see Max, since we aren't allowed to do that any-
lines of dialogue for FuLL THROTTLE. more [due to licensing issues]. But as for other cameos? What can | say? It's a
LucasArts game...
LIVING DEAD
The film noir and Mexican folklore influences drive more CGW: Where'd you get that PaRappa the Rappa alarm clock?
Fannanco's boldly original look, which combines preren-
dered 2D backgrounds with 3D polygonal characters. GGW: Yeah, Can we have it?
The ominous, brilliantly detailed background art, archi- Schafer: No.

tecture, and lighting—designed by arlist Peter Chan, also
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You 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 '
nurtured into an experienced MechWarrior is 7 3%
lost. His death is a stunning blow. The calls for
backup, the missile impacts, the ammo bay "
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. MicroProse is @ regislered trademark of MicroProse, Inc. orils affiliated companies, BattlaTech, MechWarrior, BattleMech and 'Mech

are Regislered Trademarks and MechCommander is a Trademark of FASA Corporation. Used Under License, The FASA Interaclive logo design Is a Trademark of FASA Interactive, Inc.
All'other trademarks are properies of their respective holders.
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GRINM FANDANGO

COME HITHER? Manny's attempts to help this
comely young lass will get him into all sorts
of trouble, as Grm Fannanco twists and tums
along its nairish plotline.

the lead conceplual designer on Jeoi KnigHT—
draws primarily on "40s and '50s American
cinema. (Griv Fanpanao is, by the way, the first
16-hit-color adventure game for LucasArls.)
The wild characler art and animation was
inspired by Mexican Day of the Dead art—as
well as by Tim Burton's stop-motion animation
film The Nightmare Before Christmas. All of the
game's characters are 30 models with primi-
tive masklike skulls for heads and the kind of
carloony, benl perspeclive found in Burton's
film. The added twist is that all of the charac-
ters' facial movements—including talking—are
accomplished by 2D animation superimposed
over the skull heads. The resulting effect is
hoth creepy and funny, and guarantees that, if
nothing else, Griv Fanpanco will be one of the
coolest, weirdest-looking adventure games
WE'VE ever seen.

SUPER MANNY-0

Along with film noir and Mexican folklore,
however, there was one other big influence on
Schafer in designing Griv Fanpanco, one that
had a drastic effect on how the game is played:
Super MaRio 64.

“When | played Super Mario on the N64,"
Schaler says, "it really changed my perspective
on how things could be done in an adventure
game. A 2D adventure is kind of distancing—but
in Mario, you are here, you are the character.”

Schafer’s experience wilh Magio led him {o
decide for the first time to scrap the venerable
SCUNNM engine (the driving force behind every
LucasArls adventure game for years) and create,
along with lead programmer Brel Modgilelsky
and other members of the team, a brand-new
game engine. Gone are the “verb ring,” the
inventory box, and even the mouse cursor. In
their place is an engine that LucasArts hopes
will pul you morg in the game.

As Mogilefsky explains, “SCUMM was ideal-
ly suited to 2D animation, but when it came
time to do a 3D game, we knew we had to
break away from it." Thus, instead of pointing
lo the screen and clicking to where you want
Manny to go, you will now be able to drive the
character in continuous motion, using, if you
wish, a gamepad or an analog joystick. Instead
of running your cursor all over the screen to
find "hol spots” with which to interact,
Manny's head will turn conspicuously toward
any active area he approaches onscreen.
Depending on what it is, you can then press a
key to perform a standard adventure gaming
action—such as examining or picking up an
itemn, or talking to another character.

SNOWBOUND The storyline in Grin FanpanGO encompasses a large game world as Manny makes his
way across the Land of the Dead, including a journey to a snow-covered Mayan temple near the end

of the game.

www.gtgames.com
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Buttkicker Wannabe’s.

Duke’s been framed and now
he’s in hiding. We need a new
Duke and fast! Think you've got the
right stuff? Come on down to
www.gtgames.com and if you
can prove you're Duke enough
you'll appear in The Man's
next big PlayStation™ hit,
Duke Nukem: Time to Kill.
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GRIM FANDANGO

The team’s goal with all the inler-
face decisions was 1o keep lhings
offscreen and out of the way as
much as possible. They hope that
this will help make the game, in
Mogilefsky's words, “as aesthelically
pleasing as a film." The only con-
cession the designers have had to
make to adventure gaming conven-
lions 0 far is {o leave conversation
text onscreen—though they admit
that they originally toyed with the
idea of losing that as well.

Along with a more hidden inter-
face, the new engine has enabled
the designers to pull all sorts of visual tricks,
including streaming video behind characters,
multiple camera setups in the same space, and
numerous camera cuts and angle changes as
Manny maneuvers through the world.

“Everything has been storyboarded out,”
says Mogilefsky. “Il's probably the most exten-
sive storyboarding we've ever done. We bor-
rowed a lot from film noir to give il @ '50s
movie feel.”

The move to a sophisticated 3D-engine is
going to require, of course, greater computing
power than was needed with the old 2D adven-
fures, but the designers are working to ensure
that the game’s graphics (such as various lev-
els of shadows) will be scalable without
detracting from the experience, so that gamers
with older machines will still be able to play.
Those with higher-end machines, meanwhile,
will be able to enjoy exlra-special effects, such
as the shimmer of waler and rain.

ON THE ROAD Manny's buddy throughout his adventures is
a large orange demon by the name of Glottis, who drives a
pretty wicked hot-rod.

CAN THE DEAD BREATHE? Act Il of the four-act story takes
place in an underwater prison mine, with allusions to the
Bogart classic Treasure of the Sierra Madre.

FUNNY BONES

Ii-any or all of this frightens or confuses the
longtime adventure gamer, rest assured that
the leam is working lo make sure that, despile
all the revolutionary changes, Griv FANDANGO iS
going to fee! just like a traditional LucasArls
adventure. There's no platform or action ele-
ments to contend with. It's still a puzzle- and
conversation-based adveniure game, only one
that's been taken to the next level.

And thankfully, despite (he game's dark sub-
ject malter, G Fanpanco still retains the classic
LucasArts sense of humor. Expect the same
ridiculous sight gags (such as dead, skeletal
pigeons pecking at food), and the same laugh-
out-loud situations and dialogue. A visil to one of
the game’s locations, a beatnik club for the
undead, lets you jump onstage and create your
own poelry, replele with such lines as "I am your
failure.” Once you create your poem, look later in
the game for one of the characters lo steal il and

m|  recite it back to you. This has
nathing to do with solving the
game's mysteries, of course, but
is the kind of random, pointless
humor that has always made {he
LucasArts adventures so fun.

Few companies would have
the inspiration or the nerve to
altempt a story like Grim
Fanpanao, and even fewer would
have the talent to pull it off.
Although the game still has a
long way o go before it ships this
fall, it already is showing the
makings of being one of the high-
lights of 1998, especially for qual-
ity-starved advenlure gamers. &

www.gtgames.com
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Duke Nukem: Time to Kill.
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THE DEFINITIVE JET
COMBAT SIMULATOR

[ACTUAL GAMEPLAY SCREENS]

IMAGINE SCREAMING THROUGH THE WIND
LIKE A RAZOR. SAVAGE THUNDER IN YOUR
VEINS, BITTER LIGHTNING AT YOUR
FINGERTIPS, JUST STRAP YOURSELF INTO
JANE'S F-15, THE MOST AUTHENTIC
COMBAT FLIGHT SIMULATOR EVER. WITH
FLIGHT MODELS BASED ON ACTUAL USAF -
DATA, IT'S AN OBSESSIVE LEVEL OF
ACCURACY THAT ONLY THE MILITARY
EXPERTISE OF JANE'S CAN ACHIEVE.
DON'T WORRY ABOUT THE BUTTERFLIES IN
YOUR STOMACH. WHEN YOU HIT MACH 2.
THEY'LL BE CRUSHED.,

anes

COMBAT SIMULATIONS

WE BuiLp Sims By THE Book™
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THE DEFINITIVE JET
COMBAT SIMULATOR

[ACTUAL GAMEPLAY SCREENS]

WHEN WE ASKED VETERAN F-15 PILOTS TO
PUT JANE'S F-15 TO THE ULTIMATE TEST, THEY
WERE A BIT SKEPTICAL. BUT THEY WEREN'T
PREPARED FOR  JANE'S OBSESSIVE ATTENTION
TO DETAIL — INNOVATIVE  POINT-AND-CLICK
COCKPIT  INTERFACE, SMART BOMB  CAMERAS,
CASCADING TRACER FIRE AND MORE THAN
THIRTY ACCURATE WEAPONS. “REAL" WASN'T THE
ONLY FOUR-LETTER WORD THEY USED.
JUST THE MOST FREQUENT.

Janes
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WE BuILD SiMs By THE Book™
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X-GOM: INTERCEPTOR

Genre: Space Sim ETA: Q2 1998 )
Developer: MicroProse
Publisher: MicroProse |

X-Gommander

All-New X-COM Takes the Bughunt to the Stars With Space-Sim Combat

by Terry Coleman

hen | first saw X-COM: ArocaLypse (the third of the original X-COM, and it left many of us wondering from where our
*-COM instaliment) at a trade show a few next fix of little green men would come.

years back, | asked one of lhe game’s design I'm sorry fo have to report thal the newest game in the X-COM series
team why they were crealing such a bleak still won'l let me portray a Sectoid captain leading unspeakable horrors
fuluristic setting for the popular against milquetoast

sci-i series. He replied, “This is humans in some unpro-
really the only direction we nounceable hamlet in
thought the series could go.” And when | asked him why lhey Namibia or the Australian
wouldn't instead let us play the aliens this time, he responded, QOutback. Whal X-COM:
“Why would anyone want to do that?" Well, Apacatypse turned INTERCEPTOR does do, how-
out to be a decent game, but for most gamers it fell well short ever, is take the familiar
mix of evil aliens, sci-fi
technology, and assorted
pop culture, and move it
from the strategy realm to
that of space sims.

SAY IT AIN'T SO, XPRBL!
Before you start screaming like civilians at a Muton terror attack, try
taking a morale check, and think for a minute. What could be more
appropriate for a game based on sci-fi B-movies than to move into the
delightfully overblown world of space opera? In X-COM: INTERCEPTOR,
instead of having a static X-COM turn-based screen in front of you to
intercepl flying saucers, you can now actually fly around and shoot down
the oversized Frishees in realtime.
Better yet, you aren't confined to the Earth's atmosphere. INTERCEPTOR

THE BETTER TO SEE YOU WITH The cockpit view gives you plenty of lakes place on the galactic frontier, as humankind fries to tap outlying
flavor, such as dangling wires and an “| Brake for Sectoids” sticker, mineral-rich worlds to rebuild civilization after the desolation of the Alien
but it's hard to pass on the gorgeous open view. Wars (the first two X-COMs). As you'd expect, our crafly alien enemies
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X-CONM: INTERCEPTOR

not only have their eye on these same lucralive
star systems, they also intend to utterly destroy
the human race (every senlient being has a job
to do).

While gameplay is largely mission-based, the
game’s flavor is much closer to X-COM than lo
Wine Comuanper. You don't have full-motion
video clips of Mark Hamill assigning you to fly
with a walking saber-toothed tiger for a wing:
mate, for example. But what you give up in glitz
you gain in flexibility, for the missions generate
in similar fashion to those in the classic X-COM.
You might fly escorl duly for freighters, then
turn around and defend your X-COM star base
againsl an alien strike force, only to go asleroid-
hopping immediately thereafter. Each game the
missions generate anew, making for a lot of
extra quality game lime.

Unlike in a lypical space sim, you rarely have
enough fighters to go around, especially in the
early going. So, you have to take chances with
numbers of intercepling fighters, as you con-
stantly wonder whether that alien blip on the
scanner is really a concerted attack on Earth, or
just a feint?

In addition to keeping your too-few intercep-
tors up and flying, you also have to develop
pilots, who are rated for accuracy, flying ability,
intelligence, stamina, aggressiveness, bravery,
health, and even Psionics. So, in typical X-COM
fashion, half the fun is in the role-playing
aspects of watching your pilots progress—and
crying in your Arclurian beer when you lose
one of your aces lo vengeful aliens.

STRATEGIC SPACE SIM?

The best X-COM attribute in InTercEPTOR—
and sure lo be the most controversial—is the
heavy emphasis on strategy within the frame-
work of a tradilional space sim. Simply racing
around the cosmos blasting everything in sight
won't stem the lide of alien aggressors—you
have lo research alien technology to emerge
friumphant, just as in any other X-COM game.
Alien tech runs the gamut from belter missiles
and a dizzying array of beam weapons to better
sensors, armor, and base defenses. The only dif-
ference from earlier X-COMs is that you upload
dala to scientists on Earth, instead of having the
lab coals underfoot.

And in a page right oul of Galactic
Quartermaster Quarierly, you have a budget to

'RETRO SKETCHBOOK

*' el ey o }
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-COM: UFO Derense may have =
x heen VGA, but it did a good

job of capturing a B-movie
atmosphere. For InTenceptor to feel
like a true X-COM game, it must fol-
low suit. As you can see from the
sketches for the final product shown '

here, the artists have the right idea. I

worry about. Everything costs money,
and all the good things in an X-COM
Commander’s life, like hotshot pilots
and better hyperdrive engines, cosl
more. If all you want lo do is hop info a
fighter and blast things, you can—but
be warned, you're missing all the fun.
Because, when you get past the initial
training-type missions, INTERCEPTOR has
the potential to be as deep and addic-
tive as any X-COM in a long time.

Don't get me wrong: I'm a huge
Wing Commanoer and TIE FicuTer fan.
But I've also longed to fight the whole
war, from starry nebula to ominous
asteroid belt, and IntercePToR lets me
do all thal, in a gaming universe that
I've enjoyed for five years.

So, sure—I'll keep bugging MicroProse to lgt
me play aliens in an updated classic X-COM
slrategy game, But in the meantime, I'm
impressed that they are injecting new life into

Anamams

IT SLICES, IT DICES, IT DOWNLOADS The Detect-O-

- Matic relieves you of the burden of stuffy scientists at
your already crowded star base! Just capture alien tech-
nology and download the research from Earth!

this series, while staying true to the spirit of the
original. Assuming that MicroProse conlinues to
work on the enemy Al, X-COM: INTERCEPTOR
should be ane of this year's sleepers—even if it
does straddle two gaming genres. &
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Sirap in and throttle up as

you whip through the most
realislic and immersive
powerhoal racing game
ever made. Jump over
roadways and through

r Check our the wnnels bur don’t
passing convoys or speed  gel oo friendly with the walls.

beiween oil lankers before -

they close off the rack
and urn your boar o
splinters. Find a shoricut
and fake the lead, or belter

yel, secure your Ui[‘.'ll]l'y . ol
Sep the sights in New York,
and force your opponent but wateh out for the cabs!
info a river barge

< . ar 200 miles

per hour.

® Dive under water, crash through
waves and careen off jumps.

@ Fully interactive 3D environmenis

that continually change during races.  SPIil your screen 4 ways and
play & friends simulianenusly.

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

@ Eight super-intense racelracks from
around the world 1o 1ear through.

® C'an’t find a worthy opponeni? Race
your "ghosi” using your own besi lime.

Available January 98! = _ 7=

Use first-person or
third-person “flo-cam” (o
caich all the action!

16815 Yon Karman Avenue
Irvine, CA 92606
www.vrsports.com
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The First Pro Sports League for the Computer Gaming Crowd
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OVER
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IN CASH
AND PRIZES!

To Sign Up,
or For xe Info.
Co T

http: waw pgl co

CONTESTS!

So maybe I¥ou ‘re not an action orstrategy gamer of the caliber of Thresh or

DeepBlue.

eck, maybe your idea ofian action game is Riven!"" Here are three

new ways for. you to get mvolved in the PGL — mthout llftlng a joystick!

CONTEST#1: INAUGURAL PGLALL-STAR GAME BALLOT:

That's right — the PGL will hold its first All-Star Game
live at E3 in Atlanta, as part of the Season 2 championship
festivities. Think of it as a cooler, more pixilated version
of the 96 Summer Olympics. Cast your vote online
(www.pgl.com/all-star) for the very best all-time Quake®
players. Six players will be chosen by YOU, the gaming
community, with two additional players appointed by
league officials. All eight will be flown to Atlanta in late
May to compete on two four- player teams.

WHO WILL BE AN ALL-STAR? YOU (HOOSU

Alcazar frick ' b POD

Azraeliz’ & graphik Rep’

Bz Lord fim & SOUL
cabalist Kornelia i Unh
Dmann Thresh . Wea

CONTEST #2: “FANTASY LEAGUE” TRIFECTA

Visit www.pgl.com/trifecta, and/choose from among thetop

players favored to make the Season 2 Finals in
Quake Il and Total Annihilation™. Make
your picks for first, second, and third in
each category; the person who predicts
the exact order offinish in each genre
(or comes closest) will win $1,000 !!f
See Web site for details.

14 L. : -
Use the follb:iiing-clues to name the correct PGL star, and
be entered in a drawing for S500 worth of PGL sponsor
sthe PGL web site’s “Player Profiles” area
for :lues) Entry fi mfi can be found at www.pgl.com/who
& Ilive in California
4 | enjoy exercising and exorcising
4 I'mabig L.A. Lakers fan
& My favorite number is unlucky

4

- wwwpgl com.

‘TV.com, the nation’s highest-rated show

- carries a PGL highlight segment twice per

PGL SEASON 1 CHAMPIONSHIPS

The 3M Volition Championships, the AMD PGL’s inaugural season
finale, was a jaw-dropping spectacle witnessed by 10,000 live
spectators at Gameworks in Seattle. Another 15,000 caught the
action via All Games Network’s webcast of the event. Check out
www.pgl.com for RealVideo highlights and demos of the Quake
finals matches. CONGRATULATIONS to Thresh (Quake champion) and
DeepBlue (Red Alert™ Champion) for their victorious performances at
the world’s first professional computer gaming championships!

am Volition®
Championships

WATCH TV.COM FOR CHAMPIONSHIP
EVENT HIGHLIGHTS!

dedicated to computers and the Internet, ,

month. TV.com airs on over 120 broadcast
television stations throughout the U.S. Check out
the PGL Web Site at www.pgl.com for station

- and show time specifics.

GO TO #089 @ www.computergaming.com/infolink
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JAGGED ALLIANCE 2

Genre: Role-Playing = ETA: 02 1998
Developer: Sir-Tech Software
Publisher: Sir-Tech Software

Sir-Tech's Signature Franchise Is Set for a Major Face-Lift

by Loyd Case

an Curry, the lead designer for Jagaep
ALuance 2, gets 15 email messages a
day about guns. It's quite amusing;
apparently, says Curry, “JAGGED ALLIANGE
became something of a gun enthusi-
ast's game.” According to Curry, who
was discussing some of the aspecis of
the sequel, none of the original game's design-
ers knew much about guns. Now they do.

The first Jaccen ALLIANCE game wrapped an
interesting storyline around a limited, but highly
entertaining, lactical-combal engine. Much of
what fans liked about the original will remain
intact. But, in hopes of making a good sequel,
Sir-Tech is adding more elaborate design.

Interestingly, Curry sees JAGGED ALLIANCE 2
as a role-playing game. He suggests that the
role-playing element in JAZ is stronger than in
Diagto, though not up lo, say, FaLLout. One key

RPG element that Sir-Tech has
added (by request) is that the
player character will now be
one of the combatants.

IT'S ABOUT THE STORY

Some JagGen ALLiance fans
were somewhat disappointed
with JAgGED ALLancE: DEADLY
Games. The back story for the
mission-based game was very
limited, but its real strengths
revolved around the multiplay-
er game and its excellent sce-
nario editor.

JAZ is a definite return to
the rools of the original. The
story focuses on a conniving, female dictator
who takes power by marrying the charismatic
leader of a small country and then deposes

% BIGGER AND BETTER With a bigger playing field as just one of its
enhancements, J. ALL offers you a lot more territory to
conguer than the first game did.

him. Your goal is fo restore the leader to his
rightful positian.
As in Jageep ALuiance, you hire a band of

realistic graphics and effects
the dynamic lighting
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PREVIEWS

mercenaries, and then begin capturing
territory, one region at a time. However,
since this is an entire counlry, not a
small island, there's a lot more lerrilory
lo capture. Despile the fact that your
squads are small forces of up to 20
combalants, moving around Lhe coun-
fry can be a challenge. In order fo Ira-
verse (he expanded territory, vehicles
now come into play. That's right, the
mercs now have a license to drive—
and thal includes running over any
poor sap who happens to be in their
way. Additionally, there's a helicopter
that can move you about.

You no longer have to hire soldiers
from a single mercenary hiring board
(AIM), as there's a competing company, started
by a former AIM member. The competilion is
from MERC (More Economic Recruiling
Cenler). Let's just say it's a low-budget opera-
tion, with some potentially hilarious—or disas-
trous—side effects. However, it's also a place to
hire cheap, low-level characters thal, as befil a
role-playing game, can be developed over time.

Your fighting force can expand from other
sources, too. As you make your way around the
country, you'll encounter NPCs. Some NPCs
can be recruited, either for money or out of
patriotism. If a pafriot is a good fighter, all the
better, since they fight for free.

0f course, any army for hire needs a con-
stant influx of cash. The sole resource in the
game comes from various mines scatlered
throughout the country. As you capture the
mines, the local populace can mine them, sup-
plying you with resources that can be lurned
into cash. This brings up another key point:

RPG RTS The role-playing elements from JageeD
Acuance return. You'll occasionally encounter NPCs,
some of whom you can recruit for your squad.

JAGGED ALLIANCE 2

MOBILE COMPUTING It's a Web world now, folks, and your
mobile office—which you use to hire mercs and vehicles—travels
with you wherever you go.

Treating the local population with respect is crit-
ical to your success. Gunning down civilians
won'l engender cooperation and enthusiasm
among the survivors. Your mercs' reputation
also affects how civilians respond o you.

As the story progresses, the despot will try to
take back terrilory—especially mines. Parl of
her force Is comprised of JA2's vehicles and
aircrail. This adds a strategic complexily that
didn't exist in Jacgep ALLiance. You now need to
worry about how to neutralize enemy air assels,
what reserves to keep for defense of key areas,
and even how to fight enemy vehicles.

One last role-playing element involves your
player character. The hidden allributes of each
character were always one of the more sophisti-
cated features of the JagGeD ALLIANCE games.

GUNS, GUNS, GUNS
The tactical combat engine will be
significantly spruced up. The most
important change is the addilion of a
real-time combat engine. (Don't fear
turn-based play will still be present in
the classic way,) The JAZ team is work-
ing to develop a sophisticated Al that
operates in reallime. On the friendly
side, you can give unils general orders,
such as commanding them to use cov-
ering fire and hold ground. Enemy units
are set similarly and often will simply
wail in ambush. This avoids the all-loo-
familiar “rush to the center” tactics of
many real-time games. Also, unils will
react to things going on nearby, unlike
the “thumb-twiddlers" in many real-time games.
The mosl visible change is the move to a 3D-
like isometric view. While the object data is in
3D, the graphics are still 2D. Since the game
data is in 3D, though, interesting things can
occur, such as mercs climbing on top of things.
Because of the game's huge following
among gun buffs, the JAZ team recruited a
couple of firearm-savvy experls to help them
improve the ballistics and weapons modeling.
Far example, high-powered rifle slugs can now
penetrate a weak wooden structure fo strike
someone within. Additionally, combalanls can
farget specific body areas. And the number of
weapon types has been increased to nearly 50.
The game engine is now a Windows 95
DirectX engine, in full 16-bit colar. This allows
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Some of these attributes determine how the
character interacts with other people, how easi-
Iy the character panics, whether the character
is a team player or a loner, and so on. Early in
JA2, you determine your own characler's visi-
ble and invisible attributes by anwering a series
of questions, Utiva-style, ostensibly to build a
“nsych profile.”

The interface to the external world is now
through a laptop computer rather than an office
metaphor. You exchange messages with AIM
and other contacts via email, and you can visit
Web sites fo recruit mercs. This portable office
makes more sense, since now you command
your mercs from the front lines.

L men . L

Sir-Tech to implement dynamic lighting effects
and create more realislic graphics.

LOCKED AND LOADED

Schedules are always iffy, but Sir-Tech is
shooting for an early summer release. While |
hope they resist the urge to ship JA2 before its
time, | can't wail to gel my hands on the final.

Since the original JAGGED ALLIANCE, @ number
of squad-level, tactical combal games have
emerged—some very good, some nol. JAGGED
ALuiance 2 has the right elements to be a hit,
and Sir-Tech hopes it will be one that appeals
to both strategy gamers and role-playing buffs.
We'll await the results eagerly.
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Finally, Final Fantasy

SquareSoft's Epic FINAL FAnTASY VII Migrates to the PC

by Thierry Nguyen

ast September, millions of
PlayStation owners across the
United States popped a game
disc in their consoles and were
greeled by a familiar piano
melody. They pressed the Start
button on their pads, sat back
in their chairs, walched the opening movie, and
became immediately enfranced. The game,
which sold millions of copies worldwide, was
FinaL Fanmasy VI, the latest console RPG from
SquareSoft. Now, in a matter of months, com-
puter gamers will finally get to see what all the
ballyhoo is about.

While series such as Wizarory and Utiima
have dominated the computer RPG genre since
the early '80s, Square Co. Lid. in Japan has
quietly defined the console
RPG since its release of FinaL
Fanmasy | in 1987. Computer
RPGs have usually been nonlin-
ear, turn-based world-exploration games; the
console RPG has gone for the emotional and

epic storyling, with fast-paced real-time combat.

With the release of FinaL Fantasy VIl for the PC,
these two subgenres will merge.

FUTURE VERSUS FANTASY

The FinaL Fanasy series has
always emphasized plot. With each
installment comes an incredibly
immersive story filled with love,
betrayal, and death in many forms:
a story worthy of a film or novel—
or some of the deeper computer
adventure games. FinaL Fanmasy VIl
is no exception.

The game starts with the world
under the domination of the Shin-
Ra Corporation, a ruthless compa-
ny that has learned to tap info the

YOUR TURN—AND HURRY! FinaL Fanmasy VI
combines both real-time and tum-based elements.
Each combatant gets a tum, based on a running
timer—so you may get attacked in midtum,

FINAL FANTASY VII

very life energy of the planel (called "Mako™)
and use it as a power source. The player
assumes the role of Cloud Slrife, a mercenary
who has been hired by Avalanche, an “environ-
mental revolulionary” group, lo help destabilize
Shin-Ra by destroying its Mako reactors. What
begins as a straightforward rebellion against the
corporate government, however, soon
becomes—through a series of plot twisls—a
strugole for life itself on the planel.

RAGE AGAINST THE MACHINE
FinaL Fanmasy VIl plays differently from any
olher computer RPG you've ever seen. You
conirol a parly of three characters (you choose
from a list of nine and can switch characters on
the fly) and spend the bulk of the game talking
to NPCs in order lo advance the story, similar
to an adventure game. Of course, you
need lo lalk to the

BOD2/B200 768 [t Tl
GAN21BR0D 710 (e [
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Genre: RPG ETA: 02 1998
Developer: SquareSoft USA
Publisher: Eidos Interactive

right character at the right place and time.
The combat system in Final Fanmasy is truly
like no other. It's a far cry from the turn-based
combat of FaLLour, but it's not the mouse-click-
ing frenzy of DiasLo. When you enler combal,
you're aken you to a separate screen: Your
party occupies one side; your foes are lined up
on the other. Each party member gels a turn in
which to execute an action, whether it's to
altack, cast a spell, or use an itlem. Once a
character has performed an aclion, he or she
can't act again until a certain amount of time
passes, as indicated by a meter, Although

the turn-taking resembles that of tradi-

tional RPGs, it all happens in real-
lime, so the enemy can atlack
% while you're deciding,

rather than wail for your

furn to be complete.
The magic sys-
tem also differs
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IT's BEEN TWENTY YEARS
SINCE THE WOPR NEARLY IGNITED THE
CoLp WAR, AND NOW, 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
L NOW A BLOODY BATTLE FOR SURUIUVAL.
COMMAND NORAD'S FORCES ON LAND, AT
SEA AND IN THE AIR. AS THE BATTLES RAGE
AND THE BODY COUNT MOUNTS, THE FATE
OF THE HUMAN RACE IS UP TO YOU.

IMAGINE

T H E H ﬁ u D C “... a deep and beautiful real-time strategy
game. The polygonal landscapes and units

look even better than ‘Total Annihilation’...”

—ULTRA GAMEPLAYERS
REVOLUTIONARY GRAPHICS ENGINE
BRINGS BATTLES TO LIFE

TODASY.

| Fight in real plobal hotrspors Like
. Seudi Arebie, Siberia and New York
ICity. Experience real-time 3=p weather
| including snow, rain and sandstarms.

Strategically use real 3-D
terrain to hide troops and
Launch surprise attacks.
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BLOU AWAY YOUR ENEMY WITH
l DEVASTATING FIREPOWER

TURN FRIENDS INTO ENEMIES
ON MPLAYER, LAN AND MODEM

sea and oair units for the
most strategic assaults.

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

[over 100 differcnt 3-b land, |

y

et

N
Rotate the entire battlefield
for unlimited camera angles |
to let you choose the most
| strategic view of the combat, |

Position and move troops
with pinpoint accuracy.

WAGE WAR AGAINST THE
ULTIMATE INTELLIGENT ENEMY

A L T

Using advanced Al the
enemy learns as you
progress in the geame. |

"GO 10 #1863 @ www.computergaming.com/infolink

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

CHOOSE
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ALL-aUT WARF




PREVIEWS

FINAL FANTASY VI

WHOLE NEW WORLD FinaL Fanmsy VII's graphics were justly praised as
some of the best ever seen on a PlayStation. With 3D acceleration, they
should be even better on the PC.

dramatically from that in any other game. Rather
than use reagents or spellbooks, the magic is
dependent on an item called “Materia,” or crys-
tallized chunks of Mako energy. Different pieces
of materia have different properties, and each
chunk can be placed on any weapon or armor,
affecting the ouliitted character in unique ways.
Not only does the item get the properties of the
materia, but each materia lels you casl different
spells or execute different moves. Some allow
you lo cast regeneralive spells; others lel you
summon powerful creatures into baltle (a staple
in FinaL Fanmasy games). Materia also gains experience, so you can build
up more powerful spells by using the same materia more often. With this
magic system, the game essentially lets any character cast any spell, as
long as the materia is available and the character has room lo use it.

FINAL LOOK

The PC port of FinaL Faumasy VIl is idenlical fo the PlayStation version
in terms of plot (despite rumors on the Internet); the main differences lie
in technical enhancements. The most obvious difference between the PC
port and the PlayStation game is the graphics acceleration. While there
will be a software-only version (which we haven't seen), Square is using
Direct3D as the foundation for its graphics enhancements; the company
is also talking to chipsel makers (such as 3Dfx) about optimizing the
engine for specific chips.

We saw the game running Direct3D on a 3Dfx board, and the differ-
ence is significant. Imagine the original PlayStation graphics, but with a
much crisper look and running at a blazingly high frame rate. That's the

tion, the backgrounds are filtered to look less pixelated, and the battle
scenes include effects like smoke and translucency. And when Square
turned on the frame-rate counter, we saw all these effects in the midst of
batlle at a blistering 60-70 frames per second, dipping lower only when

VIEW FROM ABOVE While you explore other
locations, FitaL Fanmasy assumes an isometric
viewpoint similar to games like FaLLout, but the
graphic style is more animated.

advantage of 3D acceleration. The characters are all drawn in high resolu-

enacling a complex summon spell on multiple creatures. The downside is

that with all of these polygons tossed around in battle, Square is antici-
paling a P166 as the minimum requirement.

To make the game as pleasing lo the ear as il is {o lhe eye, Square has
enlisted Yamaha to help convert the sounds and music. The PlayStation
has its own MIDI chip, and Square didn'l want its gualily music to be
diluted by the FM synthesis chips found in most sound cards. With that
in mind, Square asked Yamaha to develop a software synthesizer so thal
those wilh Sound Blaster 16 cards will get wavetable-guality music. And
those of you who purchased Yamaha cards with the XG instrument set
(general MIDI with some extras thrown in) will be rewarded wilh a more
in-depth musical score, as all those instruments will be used.

As for the control scheme, Square is disregarding the mouse (which
wouldn't really work) and opting for a base keyboard configuration with
an emphasis on gamepad support. Since the game will use Direct Input,
any DirectX-complianl gamepad will work. When we visiled, Square was

. still implementing the configuration.

For saving games, Square has retained the
PlayStation holdover of 30 save slots, though
the developers may add more and may let you
name your games. The game is expecled lo
lake up about 200MB of hard-drive space, so
that you don't have to bear with the infamous
load fime of the PlayStation. And Square is
cleaning up the translation text, so that phras-
es like “They is sick” will hopefully be a thing
of the past.

CLOUD NINE

As of this writing, SquareSoft had only the
sound and one minigame lefl to test before going to beta, which the com-
pany anticipates happening in March. With bug testing and fixing going
on for a few months more, plus the duplication process, the game could
still conceivably make a summer release.

It really is a gamble as to whether or not the computer RPGer is ready
for such a different play style. And Fiuar Fanmasy will influence the future
of this subgenre, because if it can't succeed on the PC, it’s hard to
imagine whal console game can. Whether or not people can throw away
their old-school computer RPG training and embrace this completely
new style is samething to be watched when
FiniaL Fanmasy VI finally arrives
onthe PC. %
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When we set out to create Descent: FreeSpace -
The Great War, our goal was the same as with Descent:
We're going to create the kind of game we want to play.

4
-

s

Mike Kulas
President of
Volition and
Designer of the
award winning

Descent and
Descent Il

g
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"We've been working on Descent: FreeSpace - The Great War for two years,
longer than the original Descent. And it shows. The fhings Descent
players will expect are all here: the best technology, the
best A.l, the best physics, great gameplay and the continuous sense of
wonder and surprise. It's the kind of experience you can only create when

you pour yourselves into your game for a very long time.

We learned a lot when we wrote the Descent A.l. and we applied all that to
Descent: FreeSpace - The Great War. It's in a whole new class. The 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 Wulrr will be the greatest mﬁltlplnyer 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 be-st 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."
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PANZER COMMANDER

Genre: Simulation ® ETA: 02 1998
Developer: Ultimation

SSI Steppes Out

Publisher SSI

Panzer CoMMANDER [s a Potential Breakthrough WWII Tank Sim

by Patrick Miller

he success of MicroProse's M1
Tank PLatoon left many armor
fans hoping that a WWII tank
simulation would soon follow in
the tracks of thal classic game.
Yet in the past nine years, pub-
lishers have focused on the M1
Abrams, ignoring the huge poltential of simulat-
ing other armored vehicles and conflicts during
and after World War II.

With the scheduled release of Panzca
Commanner in May, however, SSI will launch a
blitzkrieg into this long-neglected area. Dave
Bringhurst and Troy Herre of Ultimation devel-
oped the game engine that powers Panzer
Commanper and have working with SSI for two
years lo prepare the final product. From what
we've seen so far, it's been well worth the wait.

4 INTO THE BREECH
. In this game, you
portray a lank platoon
commander in either
the German, Brilish,

o Russian, or American

mander

armies. There are approximately 10 scenarios
for each nationality, plus 6 historical cam-
paigns, each of which has 24 to 33 linear sce-
narios. As the commander, you can opt to coor-
dinale your plaloon’s activities during combal
or take control of difierent stations in your fank.
These include the driver, gunner, and hull
machine-gunner. The commander has buttoned
and unbuttoned views, as well as an unbut-
loned binocular zoom view.

“We aren't lrying to do anything other than
make a fun, reasonably realistic simulation,”
says Rick Martinez of SSI, Panzer COMMANDER'S
producer. While the sim does strive to immerse
you in WWII tank atmosphere, il occasionally
sacrifices strict adherence lo accuracy and real-
ism for gameplay.

For example, players will have the choice of
firing either armar-piercing (AP) or high-explo-
sive (HE) ammunilion, even though most tanks

carried a wider variety of rounds. During a cam-

paign, it's assumed that lanks will have the best
AP round available for the lime period in which
a battle lakes place. As a lov :Iy platoon com:

MAY 1008

you have no confrol over support vehicles,
artillery barrages, or close air supparl.

TREADS TURNING HEADS

Graphically, Panzer Commanper promises 1o
be one of the best armored-warfare simulations
yet. The game features real-time 3D rendering,
lexture mapping, direclional lighting, fog
effects, and support for many popular 3D accel:
erators. All vehicle lypes are highly delailed and
can be easily recognized. There are winter,
summer, and desert camouflage schemes.
Some vehicles feature crew-painted arlwork,
such as Soviet political slogans.

In Panizer Commanoer, you'll be able lo drive
14 German, 11 Russian, 10 British, and 5
American vehicles (see sidebar); the game also
includes numerous support vehicles (which you
can't drive). You won't see infantry moving
around the battlefield. Mechanized infantry is
represented by hali-track mounted troops. In
some missions, your tank platoon will be called
upon lo clear oul infantry strongholds, such as
machine-gun nests bunkers, and antitank
] - Weapons.

SAY GOODNIGHT A Panther turns an American
light tank into a blazing wreck with one shot
from its 75mm gun. The level of detail here is
typical of Panzer Coramanoer’s excellent 3D
graphics.




PANZER COMIMANDER

RED MEAT This T-34 is about to meet its maker, because the game
realistically models the difficulty that WWIl tanks experienced when
~ attempting to fire on the move.

Infantry can occupy buildings, making tank battles
in towns as hazardous as they were in real life.

Despite SSI's histary of producing wargames that
feature campaigns with British and American armar,
Panzer Commanper curiously offers campaigns from
the German and Russian perspectives only. As
Martinez explains, that's because when engagements
are condensed down lo the tank-against-tank level,
the inferiority of Western armor becomes more pro-
nounced—and not much fun. German campaigns are
with the Grossdeutschland, 2nd, and 21st divisions;
Russian campaigns are with the 5th, 8th, and 12th
Guards divisions.

REALITY FIGHTS

The sim does a nice job of portraying vehicle
physics. As tanks move, their road wheels rise and
dip with each bump and indentation in the ground.
When a fank fires ils main gun, the vehicle recoils
from the force and a plume of smoke streams from
its barrel. Tanks slow as they climb hills and will slip
and slide on ice and mud.

The armor effectiveness for each vehicle is rated
on the turret front, turret side, hull front, hull side,
and top. Armor slope and the angle at which a shot
strikes the armor are calcu: 2
lated to determine whether
the shot penetrates. Tanks
can suffer a variety of dam-
age, including damaged
guns, tracks, and crew
casualties. Other aspects
modeled include rate of tur-
ret rotation and vehicle
power-to-weight ratio. Tank
crews are rated for skill and
morale, which can improve

FOR YOUR INFO A dala screen is avail-
able for-each of the user-controlled tanks
and support vehicles..

in the course of a campaign.

To extend the game’s replay value,
the developers plan to include a full-
featured scenario editor to enable
players to create battles from history
or hypothetical engagements. “You
will have the same power lo make
scenarios as the SSI design team,”
Martinez says.

Terrain can be sculpted to create
hills and valleys of varying grades.
Players have the option of setting
weather, victory conditions, unit types,
and unit behavior. Forests, hedges,
walls, roads, bridges, and a wide vari-
ety of mililary and civilian structures are also available.

TANK VERSUS TANK

Multiplayer capability for head-to-head and net-
worked gaming will also be included, along with 12
multiplayer scenarios. Game types will feature cap-
ture-the-flag battles, free-for-alls, three-on-three duels,
and lwo-player games in which each person com-
mands a lank platoon.

SSI says the minimum requirements for this game
will be a 133MHz Penfium, 16MB RAM, and a 4x
CD-ROM. I ran the befa (on which this preview is
based) on a 166MHz MMX Pentium with 32MB
RAM, a 24x CD-ROM, and an Orchid Righteous 3D
accelerator, which is very similar to SSI's recom-
mended system requirements. On this system, the
action was impressively smooth, even when multiple
vehicles were engaged in combat.

Martinez says the game will support ThrustMaster
and CH Produects joystick and pedal controls,
although the game proved surprisingly easy to play
using the keyboard alone. One important aspect of
the game thal couldn't be judged for this preview is
its artificial intelligence. Martinez is confident that the
tactical Al, based on a threat-assessment system, will
be realistic and workable.

The appeal of Panzer
ConmanDen Is obvious, as fans of
World War Il armor will at last be
able lo baltle wilh German Tigers
at Kursk, set American Shermans
ablaze in the Ardennes, and joust
with the Desert Fox in North
Alrica. Considering how long
we've been waiting, here's hop-
ing the game lives up to its huge
potential. &

Armored Fighting
Vehicles at Your
Command

Anzer CoMmanoeR provides
P 40 German, Russian,
American, and British vehi-

cles for players to command from
the beginning of the war in 1939
fo its end in 1945. Although each
vehicle features distinctive external
characteristics, there will be only
one interior for each nationality.

“We spent a great deal of time
crawling around inside of tanks
and photographing them,” says
Martinez. “You'd be amazed at
how similar the interiors of tanks
from the same nationality look.”

In addition, there are 20 non-
drivable support vehicles, including
trucks, armored cars, assault
guns, tank destroyers, half tracks,
and weapons carriers—every bit as
detailed in appearance and perfor-
mance as the tanks. Martinez hint-
ed that SSI might give players the
ability to hack game files to com-
mand support vehicles as well.

VEHICLES MODELED FOR
PANZER COMMANDER

German

PzKptw 381 Skoda

PzKpfw Il ausf. £ G, H, J
Pzkpiw IV ausi. F2, G, H, J
PzKptw IV “Tiger" ausf, £
PzKpfw V "Panther" ausf. D, A, G
PaKplw IV *Tiger II" ausf. B

Russian

Bl

BT7

KV-1A, 1C, 18
1341764, B, C
KV-85

8-l Josef Stalin
T34/85

American

M4A3 Sherman

M4A3EB Sherman (Easy Eight)
M4A3E2 Sherman (Jumbo)
M24 Chafee

M26 Pershing

British

Malilda Mk Il

Cruiser Mk. VI Crusader |

Valentine M. IX

Churehill IV

Cruiser Mk, Il Cromwell I, Il 1V, VIl
Cruiser Comet

Firafly
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RANGERS NEVER
GO IT ALONE

A second Ranger
goes where you go,
watching your back,

follawing your
commands —and trusting
you with his life.

B

v

JOIN THE RANGERS,
© SEE THE WORLD

From uniforms and
vehicles to the
foreign languages
spoken by enemy
soldiers, everything
s authentic. :

SpecOps: Ranger.

Lead the Way takes
you fram snowy
Korean forests to
steamy South

American jungles. &f :

Like the U.S. Army Rangers, SpecOps: Rangers:Lead the Way isn't for Ilghtwalghts It's ll'ltEI'lSE[)'xﬂa! with motion-capture technology, photorealistic textures, stunning
outdoor 30 environments and actual ambient and weapons sounds. Your missions range from blowing up SCUD bases in North Korea to rescuing hostages in Afghanistan. You -
might even receive 2 medal. But that's not why you signed up. You joined to uphold the honor of the Rangers and your country. So let's go, saldier. Your country needs you.
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THE NEXT Genen'nr'lon
OF STAn TnEK GAME_s_

ers Arld just Iike the Trek senes and mowes the results haua heen inconslstent Snme of the games have
' stuck to Trek Iore and Included great gameplay fo pruwde "The Best of Bnth Worlds,” whﬂe uthers cnuld
ha\re usetl some help from “Spock’s Brain,” aﬁpearlng to be halfhearted attempts. to- make an easy huck m‘r
the llcense And sumeﬂmes ihe hest efforts of game’ designers have been squelched hy ha\nng to halance
t:reatlmty w:th a, hust ot restril:tmns lmpnsed by Paramuunt—a true "Ba!ance of Terror" 3 .

an another hatch of: Imensed Star Trek garnes IS ebout fo warp m, and we heamed our red shirls down to check
them nul. Imtlal scarls are. promlsmg—sensurs have detected the use of the Iaiesi gamlng technologles and Illgh
levels of slorylme. ﬂur away team’s repnrt fnlluws. ) . iy . i v B e

o %
. H 3

‘-‘ I.

s ame demgners have been huldly gning to the Star Trek uniuerse smce 1he days Df 32K mamframe éumput— : "-_ P



game than Star‘Trek. The ...
‘Next Gmerﬂ!ion In the Zard
centur;r there isno paaca 3
“between the Kiingons and” .

- the Federatmn The %

_to three’ shrps. as well:as all.the shtp
+ systems end‘crews
"~ In:each missinn, yqu will engane Jn
‘- shlp ito- ship battles, board BﬂBm)‘-
‘ships; repel boardets, regilate shield: .
and power eulpuis -and genarally do -

S:w:c Dac&

Ll ' ) 3
o ik ; ..,:"m,:‘ P . |
.0 ddutﬂ abbu! it: C]assu: Star missmrls strung tugether fn a "e,areer." T 1A
' I?eklsinfinltely more con- KA STARFLEET'S v'ersion of aeampaign In - .T::" 5‘5:‘:;,'1{?::} AR A e
ducive to atactfeal stretegy, - gath mlss!un yﬁu eummand.tmm ene ooy ‘::""‘*-*‘ ”'W'-,;,”" " 3t Al

lhe elhere do in those elasme S!ar Trek:
“episodes. in keping with the 'Star. Trek
fradition, batties won't be frantic click- | G
. fests; instead, ships vul] movg about for” *
rl]anu!es, iockeymg for’ pnsil[en as\yeuadlust
and readjusl shields and weapons ina. dehber— :
ate slarshln engage}‘nem Space terrain, s'lich
Aas-nebulae and planets, mll ‘also, affect your g
baﬂles 'l'hus you eeuld engage in hatlles,[eml-
niscent of the eomrentatten belween Kharn and, -
"Kirk i ttie Mulara Nebula- m Star m?k I The: .

* Weath of Khan: > :

- With aII these ships and stellar ub[ects there

isa ot to see, dnd it will be Brought to life II'I
‘true an. Baautifully Imtture-mappad. stlal:led
. .pelygens will be used to censltuci e\terylhlng
e * 7. from ships to planels Interplay alan plans to.

The smgle p!ayer game eensmls ef‘20 30 ha\re'SD card support so thal tl'rls eerebral Srar

ﬂar It was dm‘lng this time that Captain Kirk aru:l
the Emefpnse 'saved the universe.on & daily basis.

P t:nntmntmg ever—new aliens and.dangers. This .
untamed unwerse prowdes the perfect backdrnp
_for a real-time ship-to- -ship strajegy game, which
is ex_at_:t!y what Stap Trek: STARFLEET Commanin 1.
. Interplay has been working with developers < -
Omeksuh.'e; fm‘tlﬁlle some lime on this title, ' . -

.. which tiffers from other. real-time strategy

T games by helng a tacllcal and military career

; mmulatlun The st:npe of your command :3

.mugh more. limited, though no less eomplex

* 7, There are no hordes of minions to command; .
mslead you are put in charge ofa slnrshlp and
Her crew. All you have to do is save the galaxy.

R e -q.:r-—:r:—n.vw-ui_n.

?Trek etrategy game will ha\re plenty of éye- o

tandy: Unfortunately, whlle the graphics dfe 3D-

" corithat isstill played out on.a2D plane. . . -
_(interplay feels that 3D space woultin't adgi to ..~ ™.
“the gameplay anr.i wm.rld needlessly cqnulee
‘fhlﬂ!IS) an

0 ‘

fhe Eyr—:amics ui Tch( ar ot Yo

»

“While;many of lhe missions you'il play: .

. rB\‘U]\'B ‘around. SIJ&CE baﬂles lhBI’E area. vari-

Bhr of tasks to peﬂurm Eor il]stam:e ‘)‘nu- mlghl—
haue w esgort vessels conduct probe scans,.
ct_efend outpesls attack vital enemy temlenes.
ur patrol naulral zunes.'mincmasa vanaty. ‘the




R mlssmns or by-agi-.

iurcas oppnslng
 “you will always b_e
Crandom. In one . -
escort hﬂsalnn, s
-you might face
lhrae Klingpu bat-
‘tlecruisers; i
another, you might
face only, unﬂ
41~ That's bacause
" 'STARFLEET AT
Bummn's cam-' ]
paign is gom- . -
pletely. dfnamic. L)
SR ' “Random dicerolls .
genara.te the campalgn mlssmns, w'ith modifiers’ apnllad forall sorts *
of 1h|ngs yaur racial’ dlgpositlon (Klingon or Faderat[orl, for exam- S
-ple); the race of the ‘beings in'your current secmr, your. ranls and * :
reputallun in your ﬂeat and ihe oulcomas of preyiuus missians, to :
_name.a few.’ ' ‘-' d s
Thrsdynam;o universe—-wmch lmarplay calls ma Dynaverse— T
alsa takes ime account your in-game persona, You will havea .
presence ‘and nrestige points, which will increase as you sun-

A ceed in more missmns and makaﬂ name for yourself. In yaur

i

o own way,you wm
MULTlPLAch .STAnTUP

be your. game s ke
equwalanl af
Capta[n Kirk; ahd
o the Dynavérse lN'III
i adjusl for that by - _'
incTeaslng the. nm'n- =i
- ber.of dangerous

oy

laﬂng the’ galaxy's .
polllina[ state.as:.
. - you hecome more
napahle of handling
drsastErs ¥,
Interphy and

. Quicksilver daﬁnitely have amhnious plans for Smaruer ; !
Boumun. and jf even half of what they pmtmse reaches daylight o y,
they ‘could have.a real-time tat‘.tlt:al -game that ﬂnaily maRes us
- feel I'J_ghl at home in the captaims chair. %. - T .

A whera yuu're part of a larger fleet-and: have your own orders’to: *

1. real carter nfiipen’captam 5 eye view 01 the wmlﬂ and we plan to

. online and-complain: aqu how "MlSSlen 4 was lame," -you, have

' egﬁ.gameépoilt’-pm. whe
permd 1he,races in the game..and i

who can buﬂd Iha blggest bunch uf units aqd paq :
me otner guy's cnmmand ‘cénter.™ -7 oy :
~.-That's not Star" Trek. {:rankmg out.a zlllitm starsiﬂps selecling
lhem en: masse then Ilmgmg them at me nthar guy S hgmeworld— !
gee; | never saw-that-in any -of tha unginal S?ar ?i'ak apispdas or .
" the: mnwes So what: sets this game apart i is whal -your might call -
Slar Trek. Irdehly, whlch means it’ 's ot a c[une of RTS: games
Thﬂsh weref the “last Ihlng Wa re t:reatll]g !h'e nexl thing

o~ ‘

I:GW fs lhere a grealh: amphqsw nn sqﬁadrnn-lnul lu(.'tl:s m

~ i

grand strategy? © . _';"-

Man Emrich: This |sn‘t grand s[ra[egy You spend most nf )Fm]f
time managﬁng two resources: the shlp{s}r under your. cnmmant!
and your own career. Both require speclal attention and finesse. -

" Your command shlp IS unﬂer your-cpntral in ea[;h_ mlsSan but

thére mighl also be escon vessels or Eorwoy ships under your - : bt 2

cammand Alternately. you mlght find yourself in an 'engagement
follow within the'top brass' Blg ‘Picture of thal mission. You have a

Immarse you in Ihat rnle AR DR T e 15D
i:liw Is tllare mure tu the llile tham lhe tal:tlcal mlss!uns? Is =
lﬁnra a rich t:ampaign ‘or hal:ksturv that drives. the yame?

_ Riamw Emrlch- Yes. While mnstnf your time-will be spent rollmg the
muuse aruund making cummand decisions, between each [missmn}
the galaxy is. evolving. Rather than a scrrpted story In which yau. qo

your nwn ‘unique- story: unfuldlng as you. plawr SmnFLEET CDMMAND

. During a Career-Game, the cosmic, clock-goes “tick”. between' each i

mlssmn When al does, empsfes rise and fall, econamles,thnue an:l~

stagnate civil wars can break- -out, united fronts’ can arise—wars

alllances helrayais. all the. 1h|ngs that make the galaxy amerespng
WE VE. deue]nped a Dynauerse (Dv,rﬂamm Unlvarse) gams engine. -

.« that euulves a hackground :story for the entire galaxy, then [H yau
know what pan you're.to. play dunng your. next rission.’ nns is lu!d *
.*to you'in a classic-Star Trek €apfain’s Lug. enlry Starfleet may-have _'
assigned you to a hot. horder ofF-a: cuol unexplored region. nl space .
depending on.the gmremmenLynu serve its’ ]]DJIDIES, “racial lendgn-

‘ “cies, and fomlgn relallons The. Dynaverse engine ‘generates, a cus- .
tom- -built mission, specific to yaur Ior;af ion and what is happemng .':'

3 R T

J' .'-{."'

“aut Ihere at that time. There |s such a plet‘rmra of ‘mission typﬂs. ,' -9 : i

K sublypes. vanahlas and.random, e\rems that you shoulgn’t- see the -
same mission twice no maner haw long you play this game fs
*And it's not: ||Jsl the pm\reﬂ]lal ﬂhg (Bynaversg) waggmg, the tail
{you), e:ther As you progress your career and rise in ‘status ahmng
“Starfleet, you can reach out and try to. wag lhe dagl whelher you
spend your mfluence gemng the crew fo wolale the ane [Jlrentwe
“without a- mulmy. fast- talkmg an enemy capiam weasa!mg a medal
. or rank you haven't been’ recognized for, or anemplmg to mfluence

Starﬁeet ur governmeni polncy |tsupto yau LNty j A e
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For a piece of the action, go {o www.bluehyte.com.
I'll show you games that will get your heart racing at
prices which will put a smile on your face.
It you can’t visit me, call (300) 933-2983.
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Blue Byte Software, Inc. 870 E. Higgins Road, Suite 143, Schaumburg, IL 60173
© 1997 Blue Byte Sofiware, Inc. All rights reserved. Source Code #MP2398



IV/ANIT TO PC TLIE PECT
INI TLUE WWoODRI D2

3 BEAUTIFUL COURTS & 4

g
>

{ '\ o
DIFFERENT SURFACES! oslanii
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O\ USES "EXTREME ASSAULT” GRAPHICS ENGINE
% \FOR STUNNING REALISM!

o
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OULL WD ... B

COMPETE

ONLINE
;9 CHALLENGING FOR THE #1
YURNAMENTS! WORLD
RANKING!

JMPUTER PLAYERS GAMEPLAY
FFECTED BY THEIR EMOTIONS!

W ?\u ' NERVES OF S1EEL ..
WIGESESSIPN, mﬂﬁ WMING .

NHAT IT
TAKES?

BETTER
START
PRACTICING!

Go to www. bluebyfe. com or call (800) 933-2983 and pre-order Game, Net & Match! direct from .
Blue Byte and the shipping is FREE! (UPS Ground) Offer only valid in the Continental United States. H P

LAN » Internet
Dedicated Online

Blue Byte Server

A free demo of Game, Net & Match! is also availuble. Mention Source Code #GNM2598
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together the most impressive array of award-winning computer role—playmg:

AR cCEREIEEI-EN BT S

12 Award-Winning Role-Playing Games

ever assembled in one box. It’s a die-hard RPG gamer’s dream, a great place"for
novices to begin, and a must-have for every gamer’s collection!

By Gamers, For Gamers!™

wwwinterplay.com

The Bard's Tale @ 1985-1598 interplay Productions. All righis reserved. Wasteland n ma IIIIIIIFI!' Productions. Al rights reserved. Ullima Underworld © 1938 Origin Systems Inc, All rights reserved, The Bard's
Tale, Tales of the Unkaswn. Oestiny Knight, The Thiet of Fate. Mtz logo. Drigin. the Origin loge, Ulllma, Underworld, Brilannia and Siyglan Abyss are bademarks or reglslered
trademarks of Electronic Arts or ils wholly-cwaed subsidiaries in lh I.I.S andfor I'Hllt wll!liﬂ { Might and Magic World of Xeen ©31533-1584 The 300 Company. All rights reserved. 300, Might and Magic, New
World Computing and their Ive logos are o of The 300 Company. Hew ww l‘.emman is a division of The 300 Company. / Dragan Wars @ 1989 Inferplay Productions. Al
vights reserved. Package llustration by Brosi Vallejo. Packag play by Peter Oliphant. Dragoa
Wars, Stonekeep, Inlerplay. Interplay Prodictions, the lalerplay Inp nl ‘I‘;Cﬂmm For Gamers™ are or ol Interplay Al rights reserved. | Wirardry Gold application
soltware i 1996 by Skdech Saliware lne. Al rights reserved. Crusaders ol the Dark Savani application sobtware © 1992 by Sirlech Somlw Ing. &II rights reserved.  Wizardry Is a regisiered rademark ol Sirlech
Software Ine. / Windows95 and Windows NT are trademarks or registered Irademarks ol Missosalt Corporation, / Al olfer trad and ights are ol their ivo owners.

GO TO #078 @ www.computergaming.com//infolink
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The Borg: Are Back i |n
- This Dlglt_al Sequel

hy E[hott (:hm e .

_-- -~ L

T $ much as garne com:

o *ffanies woilld like to-

©* think olherw:se movie
2 Imenses aren talways
ca sﬁre bet for a hit..

. That's espectally tue

for games | hased on

< : 'two-vearold muvies.

b even a Star Irek mmﬂg Ohe case in pointis -
Ml,t:rﬂPmSe s Sm; TREK: Giummuras a pumlyf
“executed. 3D. .aclmnfaﬂuanture game that .

A foll,tlwed tod far aﬂer the movie s retease
", The folks at Mic‘roPmse Ieamed alot from -
e I' " this abortive. game.,arul lhay are making
:' o sure thay dnn’t make tha,Same rnlstakea
" for. thmr next, SfarTrak mo'.ue-‘hased
gsme—Sm Tasx Fmsr [:numcr s e ]

& ] L

nnld Ilew mreql
. 'Mlt:roPmse didn't want to.fall into’ .the
gt 1ra|q of re!easing a game with a plot that
“was already resolved in‘a two-yeatold” .
" movie. They decided to circumvent ihe < k
oy prol:llem ULELIRUCE ‘game Finst {:oumcr
-1 .asequel ts the movié of the same name Su

En!erprlse-f’s camputen Seueral

- forget" whahhapﬁanad in the_mayle, thls s R months Iata[. as the fnterpr]sa
~ whole néw ball game. nccnrding to the ‘Grew s studylng the remalnlng'
. game’s story, while Picard was* =K _' " Borg unlts in’ a holdmg r:.eil shie ~ s * :
. destmymg the.Borg Uuaan's o 4 ; - .. -manages gu take, ovar a hapless sujentlstand . ﬂrst-p.arsnn shnntars Thare drea tolal ni 10 i .3
.body af.thie end of F:rsr CONT I St S hégmhm coverl takeaver-orthe Federatlon . .. missions: (MlcroProse Tefers'to them o W
“.- ":tConfagtshewas 1"+ " . A0 L tlaushlp th:e ‘the ho[dmg ‘célFwhere the Borg - eplsudes], which fake ptace at va.uuus Iocations . | P
3  spcratly. down-- £ g o LA, .ara held is. capturbd the'crew of the Enrerpnse - aboard the Enterprise. For example a-ssifgle_
. Ioadmg her .. R 3 alerleﬂ 1o0.the Queen’s’ infjltcation. It's at'this; - mlsswn could ‘encompass the hndgg, sick bay,” . . -
-, braim into L: < L8 pnlnt that the. game hegjns AS tha l:nmmand and the hulndet:k. Each| mlssmrl is also slnry- T
i 5 the f ,-‘_crew ‘of the Em:;onse. you must stop the dmen with multlple guals dlctated byme P o

o gueen hefnre she gams cunlrnl uf the shlp . storyliné: The semnd mission, for‘example; has” -~
i S four ghals—secuﬂng the tl'anspuner rooi: trqm T

R The Tlllnkll'lg-Mall’s the' Borg, getting to the computercore'to, *. "~ - "
S s i ﬁame 75 e reslnre puwer to parts of the ship, clearing. thB %, 1
e g Whple{ieumnnns ey hangar of Bnrg. and gaining access to the . 8
. i . was'an aclwnfaduen— , ,tmpuise engines. MicroProse. _promlses that :
r v 1ura.l1ybnd o there wilk be twn holodeck missions—one .
--;‘-‘; . Micumse is quick o .. -Dixon Hill episode ‘and one set,in Worf's Kliﬁgun A &
;.!" N pmnl out that FirsT- - trammg arena One mission will als take plqce b 24
b f Burmcr is anaction " - - numlﬁeihg Enterpnse, on the slup s huII
o [ game -with some’ tac!lcai o 1) each of- the rnlssions. ynu will' be given
_€lements thrown in. In " :'conirol of-onie Enfetprise crew-member. such as
shurl. it's aihmkmg = g Picard or-Data: However, | you'll also have: twa A

man's action gam’e Tfne ) n!her ,crew members along‘to help {ﬂm develup-

game is.mission- baqed . .ers raferred-to them.as “wiigmen,” an apprapn— .

not !euet bastd, as* BN ate analugy} The: game s control barincludesa = . .,
", 'with many nther : muuse dn\ien cummand s;:stem iur lssulng ! :




Pk g guard gl:m[ rea!, meet you af a specifig ll;u:allnn, i
patrol an areay ‘0F protide combat support in ' ..+

*

i

.': You will Be Aemmllala’d

‘

ort!ere te your 1eammatee. You can tell theim to -

melee Tnis nould-l;e p&rﬁculaﬂy uselul wnen

.you need somepne to Weleh your back whl!e t

entermg a seeret area. or when your ‘need at!cled
rnusclqwhen wadlng |ntu a gauntlsi of Borg
. However; since you are fighting the Borg; you

‘or your teamrnales could be assimilated in mid- -

mission. 'Mlen thls happhns, yuu have to mount
.a rescue mlss[on to retrieve your teammate and:

e ﬁeassmilate theni in sn:lchay

e g
. o

F S TAR™

: me Enterpnee. many of the Ioeat(o[ie made -

kL game. and oi l:ourse, me' Ijnal eon—
“* frontation with her wlll be'the game's -
; biggest challénge.-
¥ hsiﬂe from their-powerful we.apons,
the ‘Borg have ‘the’ ebllity to'adapt to -
“'your weepens It vou fire a phaser '

repeatsdly ata Borg. they'll eeenlually become *-

“immune to that type of attack: To counter thls.
. there will be various "pﬁsser rnodulatiuns"

{ ayeileble throughout the.game (not as'povﬁer"-

ups, but a5 replicator—like units in the walls)..

- When jou rp,mn:lulate your phasers; you'll‘once. o

_--again be ahleto ha:m the Borg...at feast untii
lhey adapt | 1o your new weanon anank. Asid,e
!rom ‘your ever-present phaser. you'll ﬁlso WIeld
a phaser rifle, EMP grenades and antinanite °
gmnades Wﬁen You play woﬂ yuu'll also gel to
use a Klingon Bat'te.'n i

' Because the enllre game takes piaee aboerd

mmuus inihe TV series will'be a\rallahle fur yuu
1o aﬂeenture through: M:oroProse eaye mal

.

_‘Dehr]eﬂngs o B TR R

viy

o TheBorgwere ﬂexr Genemnon's most ollal- e we'll see the bndge. Eleven FOrward (whalused T 3
. lenging enemies, and they're no’ diﬂerent in,

“FinsT Contag. You') fight thrée Borg types: engi-

< ] ‘ naers, {lghters, anq assnnliafnrs 'ﬂley eat:h
_  #*haye differént Al; the ﬁgh(er will rush-at Youas *
-' *-typical 3D shooter enemies'do and try-to ober- * -

whelm yous with _numhers, while .ass!m]lalo(s

il hide in the stiadows to sneak up behind yao :

" fo essnmrlale you. The ntﬁep type of Barg yeu
- will facé is the' Oq,een, who has reoonstructed
her body-into.a. powerful ﬂghtlng l'naehtne You |
have. to beat fer twice during the comee of'the

. to be the bar Ten Forward aboard the .  Sas

Entemnse-m the holoﬂeek Warp eore.-Jeﬁries
tuhe.s, sick bay,the. ready room, d@nd tne-trens~ ;
por.ler room. as we1l as othef Iocations. . .
Beeause S0 much of the-ship Will be ren-: -
dsr&d.]n 3D, MicroProse is alsu_lnylnu with ,' .

‘the idea of offering a full.ship's tour with

the; game that would allow Trek de\rolees !

to. tour the virtual'insides of the Enferprise; ,}
MIeroProse also has a: tew other goodlee o

in mlnd for the-final releaae. 1np|udlng

.

dealhmateh aboard the ' :

Enterprfse The draw, h.ere is: -_
" “that yqu ¢an engage in’ pnaser
** battles with your frigndsiin'.

:  the brlclge E J.etfries iubes

: .Unfer;unately,”heeauee of. oo
gameplay restrictions 1seued by. Paramount T B
(they don't let developere kill crew members or
destroy the Enterprise. in games}l you' wun't he
abie 1o play as one of the'crew.. = - v

‘Expect to see: a muon more visuhlly etriklng
rgame than Geusmnnus, since MicroProse is' -
.."using the UNREAL englne to oreato the 3D leeels
“* vand environments The eharawters. howaver. vmll
..be voxels: 3D pixels. This allows the- ﬂeeign
' ‘team, Visionary Media, to create more fluid an;l
detailed"characters, rather than the typically .
hexy polygons of other 30 shooters' .

" MicroProse is eptlmistic ab’eul releesmg lhla
game sometime this summer, lJut since the g
eoml_iany has to wait for 1he UHHE&L engfne te
ship before it Ilnarzes its game, | thls release .
date’could slip: Despite thjs prohlem. though, y
. sWhat we've seen and heaid looks promising: 1f *..~
'J:siqriary Media and MicroProse slxy on track, .

“SFiRsT. cmnnor. with its” story-driven; intelllgent
deesgn cou]d naee ahnght tuture %

GAMIESS: L

€
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{0°F S TAR - ToRGE K GUASMIESS:

. In the game “both In mlsslon brlsﬂngs and
,' within the'game, Bneflngs will set up ¢ each

ml'sslun and will be given to you'by Kurn,

S ; . Wort's brother on SfaF Trek‘ The Next

I ot"the mscem- i : &‘enemffon‘ O,ther NPBs wlm could show, up in -
== shaped, Bat_' elh in }'nl.lr hand 'ed'hut anrnn iJn:!Brs the Hnrtbr ﬁuarﬂ to'track ° -some capacity are GDWmn ‘ani the.Duras sis- *-. 3
. " Taste the blood of puny ... = the ‘killers and terminate them. You have been . ters. The plan is to wrdp the faoes of these™
humaps as you sql.ieqza tl‘la . + ohogen 4o’ un‘qeriake this ask, Allhough . characlers orito their models and treate fum:- [

ww—‘life out of their frail necks. e Mll:ermse is drying - - s e 1 tlunlng lips so that they can lip-sync their *_

TS Restore honor to 1he KITngqn to keep' the. plota Rl ., 'words.:As for the enemles vou r.ouid 5

homeworld. Bscm‘naa, 'Iit_tle of a.mystery,.” 5 } '1ace duriﬂg the course o! the game, L
;. Kiingon! MicroProse B\'KLIHM _’ “Star Trakfans will .~ Ll ,J!ha plan Is'to inlude nther ¢
,,Huuoa Gunnn |1ro|.rlt;|‘asr a.visceral look at: iha il --nd ‘doubt smell the . Kllngons, nndbnans droids
. '.'rnura v_lulartt side of Star Trek, “. . "% rnat‘.hlnaimns of the: : g
' Kimcnn Hohor Guarp Is first and foremost a i Duras sisters: How they
pure 3D slmoter. MiéroProse asstres us that. .~ survwed their suppused
. this means plenty: of violence, gore, hlund, sau- k daath in StarTrek:* .. ! IR,
" ered, limbs; and vicious nornbat We wouldi't Gpnaraﬂansrssnma!hing il TR
expent any less fronr.a game about the alernal- you'll dlscwer while progress- e Wy i .
“ly warting. Kiingons. What MicroProse hopes  ©_ - g thfough_ihe ganjer o e - s IR L L ey L T
will distinguish’ this: game from the many othbr- Thegameslntngumg slorywlh‘na‘ o R SIS I W
. .-an shooters are its personality, story, and mld in similar fashion to JEnL'KmuuT's _ i R Vi e
5 _” Jmmarsrve Star Jtrekenvironment YA A thrnughcut—scehes thit are inte[- e
S A 3 spersed between the [évels. The lev< -
\"ﬂﬂl‘ Bonlinumg Missinns 51 * gls themselves will fit nit:ajy into.the *
You pTay amember of the Klingon Honof story and will include the_ lnnards of a,
Guard, the Klingen 5 versu_on “of-our Navy ik hatl!ecrmSer. an-ice world a sphce
. " Seals—Qo'noS" most respected and deadly: statldn aru.'l the Klmgun c&pltal
: ;. -elite solﬂlers One of-the Honor Guard's duties - .uo noS. Fhere'will be from 15 to 19
Listo, protect the Kimg‘bn emperor, and it's if: -_ : Incatluns though the game witl be SO
" this’ capaclty that yuu enter the game? ﬂn 5-‘:. mlssmn-—based ndt level-baged.«. - .

i # assasslnatldn attemp; has baen made on tna i 2 Nonplayer nharamers wlll also aupear _ & -




am:l some nasty
Kllngun munstars
x'_-_ - The Uunm engine )
" will bring-these’ worlds _
!~ and cliaracters to.life;
rasitis being-used to- |
:reale the-3D levels,
: characters and iy
'f: nhjacts‘ v P

Nn 30 shnuiér
w::ulﬁ be cumpleta

“+* . support, and -

MicroProseJntends

tor piayers 10 have

suma preﬂy wild s

= deathmatches There will he no enplacit

' " deathmatch levels, but Mmmprusa

--assuras us.that at, feast 7 u! the game g .t

- 15 levels'will be built with dual-function- - |
. ality. In additjon'to being used in the sin- "
gla-player campalgn they, will have the

i appropraate smplng points ¢ and Dpﬂl‘! gun-

' flght areas to-serve.as raucous, dedth- .
“match levéls. ‘MicroProse does plan fo g
uﬂer support for clans, givmg lham
access to different color.skins arid

. & " “Weapons s0 as. fo customizé {heir lonk

A l;lingun hassd il rst-phrsprl shuutsr &
’ seems like a game made' in heaven, While .
the game deszgn seems very.solid, it's really-
. loo early in the deva[upmqm cyc[elo make | .
"o+ mofe: than preliminary. ]uilgmentspn how™ - ; .“,
well the mncept will translaga into gameplay,

Mtcumsn is prnmrsmg lo .shuw s more in ,

ttla comlﬂgmsaks, whlch will alluw usto "

-write ahout this'game in even more ﬁeiall

Eheck out our'iri-depth prevlew nn our ¢ sister

sila, Gsmas,aar 4t www.narﬂnxpul‘l:um!‘

laaturesfklingon %

(0

: '-_ HICROPROSE WAS READYING, A GRAPHICALLY GW
o m\"
ENH&NC_EU BUILD OF THE GAME AS WE WENT 10 .









ANGER

/’\nscr is [!u‘ [0u1‘l|1 u{mc“y sin. Anger is lln‘ Jcsl ructive movement against a nciglal\or on one’s own

account. Anscr is associated with sell ;'ustilic.\t'icn‘l, rage and violence. Anger leads to pain, broken

. 3pRbREnsY.
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-T-Ei'-:'EfK GA M E s

STAR

Era of the senes As the game upens, !ha I:I'Bw

" of the. U:S. S Enterprise escortg &n :deallsh: . ;
: L ' peacenik-type Romulan-ambassador to; Vulcan 3 2
— sian euam Due thls August. b‘uLcm .in the hopes of establishlng a posslb!e reun]ﬂ-

ga -
4 FURY is an’ atlempt to crea{a in fhe Ium:l of:an ‘- [:atlun of the races. Befnra talks ‘canbegin,. L
ape. wht:;h - +atlventiire game, ahrantl new Classic. n-e#' + " howeuer, the ambassadnr is found murdered. A

16 you - eplsotle, fafmtul i} evary respact to:the '60s ~ Althuugh the evidence ‘points to-d Federation
; ha\ta lhem. éll mamnrized S te[éyisiun ‘sefis;. with a; s’mrylina [Ieeply C dalegate; the’ Emlerpnss crew find§ itself 2

*"anyway-You waichad Naxf e immersed i’ Trek| mytﬁn!ogu Wl mmersen i a much deeperplot. . .
" Generation. hacause it waa i Tu this ‘end, Imerplay enllsted l\vu \reterans :.* . This:murder myslerﬂs the. llrsl act of whal
s thsre. but dsep n yqur !lsart ‘of ths orfglnal creative team o help wm; 1tl9 5 Inlerplay says, as:of this wﬁllrig. will he a fom'- i 3
you krtaw that Klrk could take Plcard any day of game. The story’ and scrip! are, writtenby . pa:t game, In each part, you'll assume lhe (uLe; .
- ithe wss[-:—and 1hen"steal hIE girl!nend ‘As iu'r D-umlhy (D.L) antnna the ‘authtr of a number” **of various members of the crew for gaming’ ' :
.+ the rest'of the Starrrektranchlse forget it  of thie original aplsuﬂes (see SItIebar} and orie - experiefices true to the nature of each charac» .
Snap.—upsra ‘drivef’ compared to !he classm sci- nf the exegutive story editurs Tor the TV series; " ter. The first act finds you pnmarily in !he rule
i mnrallty plays of the original:. Py thucﬂpl for the game is hefng directed by e “of Dr. McCoy, in. what is esSentially a Gurnbr .
4 ___;: if lhis ls you then Intefplay’s upcommg Smn - “John Mered;dh Lucas who dirgcted and Wrote Ilke-forel‘lsm mystery, though' you ‘Il aisg.play as ',
SRS yoE LN TREK: SECRET OF VuLcan: unginal apisudas-as wall (For lrwia huﬂs, 2 - Kirk and SpocK. From thara, the: gnma swllches
/ © " 0 . _Fumylis mora than " Fontana and Lucas coflaborated as . toan Entsrpdsa-um-pf-cuntrol scenarld; \hich-
z . just.another erter!dire(nor on two classic BDISDCIBS "Tna . wnl Fequire thé efforts of Scotty (of course), as’
l:omputar' Enlarprisa Incident"™ and. "Thg Ultimate ':',, I -well as Sulu and Uhura Nexi in what is surely*.

Bomputer."} I addltlon all- the orlgitial casL . the game's most intrigmng section you'll play
members vuice-acl theit roles; WIIIIﬂTh Shatner -as Spock and axﬁerrence a Uu}cahmind meld
{Klrk}, Lennard Nimoy fSpnck] DeForast I(alley e * firsthand, Flnaily, tha game wlll wrdp.up with
* (McCoy); James Doohan (Sﬂntty}, George Takei + Kirk, Spock “and Ghekov‘in a mce-agalnst-time :
{Sulu}, Waltgr J(nenig [L‘.hekuw], and Nichelle 3 '- mlsslan to dlsarm the uhsrwaapun that.is at. -
: . Nichols (Uhuraj: The special sffbcts are about : the carner of the whnte 1 AN SO
' “the.only thing that won't be-faithful o the. - ., o i g

Wl ‘seriss Ilwumﬂ Fum. lhay‘l] acfually 1|:|ok guod $ i’hasers on. Siunned, e wov
Lt 1] i : . SR O lntﬂrpl,ay has made guod‘ Trek adventure ™ -
i 5 Hace Wars sl e T games before (STaR TREK:25TH ANNIVERSARY and :

. Tha story Incus&s ”url the mystem'.s Irwulumg S'mn TREK: JunGmEnT Rites), but, graphically,. .
Jthe original-separation of the' Humulan and . . 'Juwnu FuRY i is light years ahead of anything .
Vulcan races thausands ut 9ears beft:le the. e j el$e lhB company has ddne [levelopetl hy '




i eharacters physrea[

ON

NER AT

Inbal [lraams an lo-house diulslon of Interplrw
(dlso resrronsrhle for the uocoming OF LIGHT AND .
Dmxuess}, 'o‘uLcarr FURY: eschews the static 2D

* SCréens anrf‘spntes of the  previous games.in -

. favor of fluid oamera movement and preren- g
dered motion- eapn,lred rriode!e Ly :
. Tribal. Droarns and dlreclor Lucas are story-
hoardrng théehitirg. game. ehoreographmg
e'.rery mo\re. 'sp that dny action ygu-take will,.

"‘ . havea ‘cinematic feel to it+in addrtroo 1hrough

thewonder.s 03D aglmation the téam can

.+ " exegute Shots that would have heerrimpbsslb[e 45
C ot null off r:omrmemgly on the tele\rlsion show, _,

suoh asa oonlmuops overhead shot of the <
Enferpnse that zooms from outside the hull all

"+ the way-in to.the. crew op-the bridge. *

The motrorr-captured characters ,are noihrog

- short of, deﬂllng, promplmg sighs of amaze-
" ment fram 4 group of normally ]aded gamlng
... journalists. Picture < .
,ﬂ're r;rrt_-_eoerres from'

* ".Westwood’s Buoe

- + Runngs; now apply:.~ -
this level of quality
. to-thé entire ganie.
llrrlrke BLaoe Rune, j
. SECRET OF Vurmn Fumy:
- ‘does not'switchto a." .
different'graphic
mode[ for game- - - .
play—it _eontrnr.res .:
" ‘tb use the motion-
".captured eharaoters-_

' lhrorrghout e

Interplay was slru'-

working onhe -

movements when . - B A
we visited, smoolhing om Ieg ahd arm mo\re-
“ents and attempting to remove the; rohotlike
-slare of.the eyes—-a pralilem also seen in "

Burna ﬂrmusrr—bu! other touches. such-as the &
arohrng ‘of Spook S eyeh[ows as ‘he. spoke, were .

meredrhly lifelike. errr Leonard Nrmoy aerually

CE Ty
Bl TR

supplylng the.\roloe; the sensatlon of wétchlng
and Irsteniog to the morron captured Spnek
= proved to he eerriy’r:lose to real-life,,

« The gaeie interface will aiso serve 1he deuel-

. opers' olnemalle intentions; rather Ihan get in -
*- their way. As in Lur:asnrts rgcent ad.uenture

Wi games, the gamé controls will-remain pretty -

" “much otf-sereenﬁll you'click and hold ‘the
-.moiise on a per%on or oh}eol you can [nteraot

A

. with, aljst of possﬂde ao‘uons will: pop up.The

rest of: the timg, ‘the 3r:renn v.rill be davoldd
_ excluslvely to the ,qﬁme’s beautrful uraphios _
: and amrnauonw

. -
.

u Firre aneluse i
Computer games baSod on ponular (llmé and
TU tranchlsos are noiorious[y iffy propusmons

{see |ntarplay s own %'.’Aren’eonro for one prime

: ,.' errarnp[e) «But Interplay’ has a history of doing’
! 2+ . " right Irythe ;

" "Star Trek -

asfards -

* adventure -

| . .games go-——and -
" SEcRET DFVULGM
. Funr Iooksas if
it will continue

Rather than -

.. the Star Trek
*_ name onto a

. generi¢ gaming

. expérience,

‘- interplay has

: S fully immersed

Jrhs s s Yitselfinthe

e Fek oumrre to’ r.:reale on experience as elose

@ possrhle to, thet oi {he classic ta!e\rlsion &
- show. With’ euttlngaedge 3D.yraphics- and a’,

_deep slorjﬂlne. it's “gasily one of the most antrc- e

-mated adventure games of the. year, errm for
‘tirose nrm kakers among is. 'i.

‘as -_‘ LB A

" §imply plaster *

'name‘;a‘_t‘-l_east, i

. that tradition; -

.l

the sam ; The sc:npt went: back and fdrth

j ai:l]usted dialogue to-fit the garfe's puz—

oew. nld yo:u Irarre to koep wrlllng new
dlalogue as Tribal Dreams. .came. up wlth
_more puzzle biajiches? .. .
. Fontana: No— -actually | wrote all tﬁe dra

lhan 1hey endeo up. uemgl

“

more than-you were back ln the ’ﬁl!s.
i \'-‘as there anything: you wan!ed 6 do *

: possrhle?

‘«\'

i _“Bﬁl\' Hhat prdmpled ‘Illlj ln lln !Irls :

parﬂcutar story?
. Fontana: I'vg always. heen a, hig Spook
“fan and | saw thrs as; arr or:tporluniwr to.

Wrrrer to explofe Y

.I:GW nid yorr do amr of ﬂre puzzle
‘design’yourself? . - -

* Fontana:. L left Iha1 o !']rose guys lTrrt;al ’

._Droams]"' e

‘ ; cew. Dld yau. rme to go bick and

waleh-old shows to’ prepare ior wrllirrg
tl'ris serlpl‘* S e
Footarra- No..ft's prenr muoh all ‘still.

Dbetween:me and [Tribal Dreams] as we '- ;

A7 z!es but mostiy it was tﬁe same expen-: Ol
enr:e .

CLIN B

. Iogue ahead of time for more branches i

Btiw- Beoause of t]re computer anlma- iy
i tion; you werg prohalrlr able lo doa |or B
" | that Tribal Ilreams told ypu-wumdwr Iro ) I

| Fontana: Ulher than the graot rnlersrellar | Y
'Bpaoe oatrle'* {Laugoing) No _' e

_ 4 explore his herﬂage- maré, and to Iook at
« |~how. the-Vulcarfs and’ Rommans ber:ame 4 B
~who they.are: It's a- noh emnronm,enr ror af-

. g_\herernmyhe-ad. iRt J




(Fiery aftermath of a UHHSS Pa'trnl Unit)

Courtesy of Armor Command’s exclusive 360 in-your-face view



THE MOST COVIPLETE ACTION-STRATEGY
CONMIBAT SIM YOU’LL EVER EXPERIENCE.

.'I]I[]mur_[[]mmalld Ill[]a_STS dll iﬂTTil]HiTIU blend of From the co-designer and producer of
3 action anc 1eaL NASHE f-Wing™ and Tie-Fighter"

Ihe graphics alone will knock your socks off!"

-PC Hultimedia & Enterfainment Magazine

a 'rhnllmq ride from start to finish.”
-GamePen/lG0 Hekuurk i
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For PC CD-Rom. Purchase Armor Command at your local software retailer, www.ripcordgames.com, or call toll-free 1-888-797-5867.
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ST AR TREKSGAMES

lhal puppaﬂ ‘up on evéry cnmpular trqm 19705 X
i malntrames to:the Appleand G-64.,° kel '. ;
: o ,‘ :;. "“.' Now we can IlnaILy djve in’ with phasers Ilr-
wa .want lu gn Supamnva on thq Klmguns, and |r|g In Bmm -OF THE Fmsmmnn not only do we.
L : & niayhs tell the surly, arrogant Romulans that get to run the Fedaratron from- the eérly days of
. episode of Il'la;nriu!nal Star. , * werdon't t.'ara .Il‘theyshm thanise_lvek off fmm- ; lrnnspnrters and hadly synlhusized food, hut el _- X
*,* Trek harbors a strong, desire 10 ﬂle rést of m galaxy for amuple millennia, * . we also get to make tiie galaxy.safé for the
. be: Gaptalrl Kirk, (My fellow s et Fop ysars.lhp nnlycuance any of: usacmally Klmgon Homu!an Ferengi and. Cafdassiarr
S editors will lall'yuu I'm hal:l to fulfill this farilasywas either; the old-" ' ° races. If ,sbme of these stadarinn races. dnn'l

‘more like:Dr. McCoy. bm‘lhﬁls Starﬂeer Bam‘as and re'lated bnardcamss;ot 3 Jlbe with your i memory of c!assla Star Trek, it's ™
e another-story.): In partigular, * A ‘the simpla, unliuensed grfd ‘hase{l Tnhc game i hecause MicroProse: doesn'i have that particu-
B O T F RN AP T 6 o Lo 2 e R < yor lar Trek license (and- |i's dnubﬂul thab T

: RN EONS 8T B2 i AR RN Interplay is in any mood to shal‘e]

1" The advantage is that you get the . : P
major players in thfs centurles-long
g _ oo ) oalactic drama, and the chance that - :
ARG LI TR e yuu’l! meet up with ihe Cﬂrd#ssians' 0,

' © & (oreven'the Ferengi} earlierihah [
% _ '“niflciq[" 'Tfekmstory cemalnly wm gl
L, R hefp mplay value. i £ o 24

T5) Vi T S Gala'i:tll: addicts Applg Iiere W
/ 7 . LI Simply put, BlRTH OF THE: Feumrrmr
o, T LN N e s i oladale, ga!acilc grand-stral;agy
; - _' o ; «gam in which'you axplora, expand.: | {_ g
e A e o YO mﬂ'uence -and even exterminate. -
Ceeo s your-enéiies (s neadaﬂ). allaccord- -
; ) e "ing to the wunderfu]ly quaint physlcs-. o
iHr e ; that sxisl unly in Star Trek. BiRth’ Sp
attempts to cumblne some of the”~ ...
dlplomatlc aspects of Mmsn OF Damu .
with a dash of.the depth of CwiLization i
: ll yet it also recalls the simple and o
iy DA addictiue tum-hased play of HEABH FOR-
“THE'STARS. 0
“In all games of this typa. persona.llty T
tar thé various races isa key, and wllh s
the Tich Trak unwerse from which to
tiraw, mlsshauld h& one of BIRTH'S -
! slraﬁglhs The Kllnguns are, of course. TR
mllnans(ic, butthey are'also portrayed
Lin. the game as more hqnurahle than. -
. the Cardasslans (Big surprlsa}. with tha
- latter prone: to spylrtg oft. vayone i
“the game—lnu‘ludmg alliés, What's nice - -
| - abouf Binmw is that you'are anr;uurzmad ;
|- but riot-foreed, to play to yuur‘ civiliza~- .,
1|0ns strengths, as. laid Dlll in; Tréklore: -
ll‘ yqu-want to por-tray,the ngeraﬁnn as -,
-a | group of blnudtrﬂrs!y.marﬂnets who' .~
& B coutd make the Anﬂnﬂansseem lame.~ T e
;fl,nel——n.lst dan‘twhine wheu .you Ibse ate
2 your diplumatis adga‘ !
: _There are a 101 of nil:e tauches in !
> i :.-the game 's deslgn For example, yuu s

.

A e e - o f7 e . 4 LR N S T 2T .... _'




Remember when
You used to
torture these guys?



ARMY

MEN

Real Combat.

Plastl(‘ Mﬂn Take any one of six classic army Melt attacking infantry with your
men figures into combat in this flamethrower or shatter enemy
squad level action-strategy game. vehicles with your bazooka and tank.



AR AN

maw
A b oy

Break your troops out of a heavily Make your way through alpine, desert - "
guarded POW camp in one of and bayou terrains or play against your WWw.armymen:com
over 30 action-packed missions. friends on special multiplayer maps.

1998 The 3DO Company. All rights reserved, Army Men s & trademark of The 300 Company. All other trademarks are properties of their respective ownars.

COITO #112 @ www.computergaming.com/infolink



In the flickering torch light, you follow
the glint of cold steel. With assured
stride, Madra the warrior leads the way,
her cruel blade already drawn.

7

Ay
N
MPG-NET"

Your Mulli-Player Gamas NelworkSM
Www.mpgn.coem

[ ]

e e

THE KINGDOM OF

massively multiplayer—interact
with thousands of players around
the world

a spellbinding fantasy world
featuring multiple scenarios

visit the original Nork, Aleria, or
the all-new Castle Grimmoor

in-depth character development
of spells, skills and abilities

Juests and puzzles on everydeyel

www.webdrakkar.com_
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oy A um e ¥ e HBME prohablykeepaﬁame gh'lnq

R i R Gl O B R ' TUHN i Iunuarthan the uﬂglna[Sfar

T . . R A Trek series. _' e Vs

#8  wum g et .t I S IS
3 \ L2 ¥

Gwlng BiaTH 0

Each turn, you pﬂarlﬂm "
msm amnng various tanjnrmlm
. glés: Biotech, Consh'ur:ﬂm
aomputer Euergr. Pmpulslon, and

"-j.'fhetlarmmhmertsch more.
. powerful phasers; or I)au‘lot.
In addition, BiATH lels you -

N meet 30 minor. [ac,ns‘fmrri Trek
. _ lore,. each wilh its‘own unique.: .
T T T te - ability. My  favorite was'the ,‘ o7
% unrmally must ha allied wllb annihqrclulliza-- " Bollan Cosmefolngy Center, et
5 - tiori to ha'.'e ‘Right of Passgge through its* terri~- - which allows you to apnnkla -‘
L. tory The Humuians. howeuver, can: n::::asiunally .. barbers amund thie gala:y— {
" cross ﬁurders proxided that mey haveno . ° resumng inan inulcate spy-., " :
dlp!cmatw lles with-that ciwlizatlun This nicely '.‘-net'.vurid Enh:mﬁ the minor * A
mmulatgs Flﬁrn'ul'an lsolaliun withnut néedlessly races to join gnuc Rifes t. 75, 0 ienl =

wmpllcaﬂng the ganie. SInutarlg. the Ferengi’ "’ - bégomes agamé withi a- gams{w qetllng the

'. S owill attelnpt fo have tréde routes. m yourstar . IagtnsWulcans 1o join thie Klingon: Empire), but -

"o systems without alinwing you to- reclprncafa— *lt's 8till less Inyplved | than the diplomatic&ystem

i your basic'hlack markat'lradlng 5] e '. f nfM{JBﬂ. Oy R Ve

- ‘Unlike. many turn-based‘games, BIFHFI 8. 0 quevqr. npthlng will. sasm FR
designéd fOr ‘multiplay from-the m'ound up (in . mqre smaamllrlad tothe vatar-

, addlt[nn t0.its Civ-like slng]e-player QBI‘I‘IE}' You * L, “ail garacﬂc gamer than the S .

- .." can vie for’ galactic dominance via TCP?[P IPX, - "+ gombat system. Ypu,tlnn'f Lh
e rletw:irk, dlract modém, serlal hnnk,up—even spen;f hours tweaking your &4
% - hotseat arid-emali—and there's.a search fea- | -shlp designs, as in MO, ot

" tureto halp ‘you find fellow warriurs on the Het. dnwu mlcrumanaga ﬂapts [
. Just about aua.rythlng from starlmg tech Ievels classic Tm{cfashl’on. }ou send Y
(whiph include the shaky beginnings of Warp. - your -$hip gaptains to ao arga’ P2 ™
" travel) to'galaxy size and shape'to the I’requsn- and instrijct them 10: Colunlz&,
A fcy ang effect of random euents cdn be toggled Patrpl Defend. or Atlack as'
T.TNJSE who-could never finiah afull mul,uplayey S appmpnata. e :
. campaign of MasTer oF Oron |l will be happy.to. - : lna hﬁshlesimmlon, you h,avetlre option. ot.lel,» .
~ have -scenarios in BiRTH that can be mmplated . tmg the Al handle combat autnmatlmlly- hu‘l it's. "
20 in an euening {]n Ihe other hand, grnguards Z'. | very SImpla to rnanuafly figh't the battle yuurse[f
or | §asécally, you give each shtp,an brder-—sm:h as

.. close and fire phasers, ‘manéu- . = 5

Cver rel'ease photon mrpedues.

. 4ndso furlh—-wlth the option’

to change: orders avery, turn. As

wlth the rést of the’ ganm, fla-

. vor is everything,.as the, *

Bardassians hlalntaln rlgld for-

. ; mhﬁnns. the Ferengi employ

p— " “volfpack tectics, and
Fans g ; |+ ~Federation: fleets hsneﬂt 1rorn v

BT R : “ siuperroi' command, nontrol

While lhlsslyle of mbat Iacks

.. tbe joystick-jockey aspects of .. "

. mmnm Ataemy, it works well for ﬂeetengage;

. men& {and if ym]’ra Worried that combat, won't‘he

\dsceralﬂnuugh io:ymr, cliackﬂut Ihq sidnba:}
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© . ORIGINAL SERIES. SIX NEW

' From the creators of Star Trek™ étarﬂeét Academy," Star Trek __

.-_:'.;_-_._‘\:‘:_‘“

. . . . .
. .



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

SRR ~ )

. . Vg e
. L - B NS e w e
- . 1 a 3 - — o

3

A lncred:bfe d:g:ta!. techno!ogy recaptures the
characters as they appeared 30 years ago

~ “Bottom Iiﬁé, Secret of Vulcan Fury is set to
o beoome the ulhmate Star Trek game ever” .«

-Adrenal 'erault.'

Uncover The Shoéking Secrets Behind
The Original Vulcann/Romulan Conflict

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

-PC Gamer

[LATING PiNmE
-
" T s 1Y GAMERS R GAMERS L ~ i . i . T
P fal i e . "

e W W ANTENEEAY=O0P el o A A “One-Click” Interface Offers

STAR TREK: SECRET OF VULCAN FURY: Software ©1987 Interpiey Produciions, Al rights reserved. Interplay, Interplay Logo, By Gamers. . .~ Immersive, Fast-Paced Action
For Gamers. ,Tribal Dreams and the Tribal Dreams logo are trademarks of Interplay Productions. Al rights resetved. Trademark and ’ .

©1997 Paramount Pictures. Al rights reserved. Star Trek, and related marks-are tfie property of Paramount Pictures. Al rlgnts reserved. " t

Al other comrnghts and trademarks are the property of their rdspective owners. ' it
© GO TO #149 @ www.computergaming.comfinfolink



TREK GAMES

.S _'T_--A-'n

game feature mada for ¢ a set:und, [ata gama. 3 .
!msrplay-s STMFLEET Acnusm is a'mixed- bag. ci (i

Many gamers were dlsappuimad inits Witige: - - -'

COMMMIJEH esque space combat, since earl.y

- nubllcliy billed the game as mord.of a slarshlp

* »bridge: simulatign, But while the spaca combat

-wasn't all that Inleraslmg, the missions i, tl'lis~ K

game are among ‘the best ever for camuring

!he nlmosphare uf the ungmal Star. Tre!;

LI

e b . T There are anumber nf Trek gamas lhh{shnuld
O Iven that a nmdnrn pull of. sﬂll wnrth playlng i you can fl’nd cJaarance bé passetl by.even if you spot thienvin the'bar- ;
.my-game- p!gying cnhorts cuptefof the cp -ROM | ve;slons‘-- SR ': gam bin. Viacom's Deep Sr-ace Ning: HARBINGER haﬂ Ay
: showed & Sfar Ii'ek \ﬂEwer— Taking ajeapin lechnulugy,-we.cnmr.m .o a passahle ad\rentura stnryline, but Iru:nngmuus _" L
ship rate of about 95. per-* - Speotrum Holobﬁe{MtcrquSas SIAHTHEK Tus * puzzles, and annuymg rail-shooter actioh = :
cenl, 1§ snu great surp;ise Nexr GENeraTiN, A an. Uum{ *The ﬁrst_dpgenl ¢ sequen.ces made it an exercise in; fruslrauon.
Jthat Trek games have been . - game based on the NCC- 170D crew {Prar;llca- " Simon & Sr:huster Interactive 'S STMTHEK. Bonc.
popular since the dawu af “ Hall's 1989 CGA THE Tﬂmsmlum Gm.ume was . ‘ wdsa gpud argument foF why Iulr-rhutmrf wldeu
_personal, cumpullng‘ i .' ernbanassingly ba&), this -lung-dalayad ad\ren- 7 a:luenmres don't work, while the cnmpanp's-Smu

J.nngtime gamers will‘remember the olﬂ - tyre ‘game‘had its share of prot’alemS' siich as Taek. KLncon Was dctually an Imeresﬁng refer-’ '_ i
grid based Star Trek games; born,on main-* " .' : waz too many | artlsllc styles for. one game.’smi ence work on the Klingon'empire with a shallow,
. frames ang qulckly ported to early p!atmrrns . a gund plot and haautiful, if inconsistant 2 unin!erastlng “game” element tacked on. Better
<" such-as the TRS-80, Vic-20, and Atari 400. As . . .graphios make this wonh pil:king upifyou " to stick with the company's exc,ellbnt.raference-' 12
* much an exercise. in genmetry as tactics, thesa ! mlsml it the first time: around AN _- _only. warks. Such as the Imta.e.mm Tsmm,cm.
’ games had you steermg your ship aroum:l a 2ﬂ MIprnPruse 's blanﬂ fnlluw-up, STAR Treks - ManuaL and. ‘the STaR TREK. Eumuumﬁ

B gna and- ﬂqhting Klingops by figuring out the * GENERATIONS, wasn‘t as successtul an ettutt TS Asfor efforts to mi!k lhelwense tcr avery-
; angle and'distance to llra your phasers apd.tor-  ‘gamé was navar sure if. itwas a '3D-shooter of ﬂnng thal its'worth, such 85 STAR TRex! Pmnm,

; peclces Afew comiereial versions of this sim- " .an. advemure game, graphics: wére rma’dint:re al wegust say.drop them Inlu the 1ransponar Tk
. ple.but funi tactical game exlsterl im:luding the hesl am:! sluppy cuntrﬁls an[l an ahysm.al saua- huﬁer antl set it on s::atlar. Bt -' f

. .1unlwensed3m e R ARG A S ST S Y g Sy
"-'FLEET‘I 'mm i 2 Sesrei TS d * ; 4 R Tt AL

' _Cygnusflnt_erstel
" CGWcalled it

. Space games™— . ..’ - .
-state of-the art fur 43K

4

N days. check out tfils'month's ..

" . CG-ROM for a classic ’lext-hasg.d

" Trek game from the ldte 805, " .

.. There are two varslnns, the editors :. ¢+

“F e actually prefer the.all-text BEJIIN 1 _65
e the graph!us hssatl Bénm 2 S

»

g .cammercial Trpks
" with ports of the coin;op arcade game for

. the early all-téxt adventure games like THe _‘ IR
" Interplay’s Star Trex: 25th Aumyins.w, an %
. aﬂuantul’B game lhal let you Iulluw the nrigmal

~ . sions. Even better was. the. follow-up, Smﬂ Tnex

* and.less: hokey graphics, Although these games - i 3

. Deep Space Nine, most of those apisudes are

“state-of-the- arl tur

Maris and-128K PCjrs;. * ;_',';
thatis T oA |
If:you missthose mmple ;

Licensed Srin Trek games gof their start .
8-bit cnmputars. but we'll pass by, those and |
Kosvastii AUTERNATIVE, As with the first seasorof .
best forgotten. _ et R A
" One of the first good ?i'ek gameswas o,
series crew (who, in‘lo-res VGA, took on a sort”

of Fisher-Price look) ona variety of related fnls-

JUDGMENT eres. which- featurad better. erting i

were mleased way back m 1§92—93 they'ra fad



Move the mouse

r'lH_(:l'v the fmm’ J;Iﬂ' uth' / Pull the mouse back to {

1 <1 monse to ofren or close <./ 7 "; take a backswing | || 3 § » forteard and hit {
= ‘\\ the club and ser () f - \ and determine the '\ -I'” » O through the ball,
k\\- N\ the curvature of ¢ - power of the swing, ™~ \\L tinting the release l\_ ) .-:. |
the shot. 0 af the mouse button () [

befare contact to set
the loft and backspin
of the shot.

Play head-to-lbead
match play or stroke
play against
professionals as they

_play their actual
id e e
" (gt T sc.
The play is fastieel
real... choose ﬁ.u.'
of the most beaitifitl
golf courses.
world, Hiltc

MOUSE DRIVE «
b

Superb graphiesgrit ' —x

FEATURING CGARY PLAYER

iy game with o

' - L =
(Don't just click it!)
THE GOLF PRO FEATURING GARY PLAYER lets you play
golf for real. The exclusive MOUSE DRIVE™ system allows you

Check out the revolutionary

to move your mouse with the precise rhythm and control Mouse Drive o
: . o . ) , www.maousedrive.com
of an actual golf swing — no more click-click-click! Notoyoit oo do avsrytliing

with Your monse that You can
do with a golf cluly!

empire

I N TE R ACTIVE

Available at

Tl COMPUTER SLrRiTOR

PC CD-ROM

VVINDOWWS 9%

www.empire-us.com

GO TO #0B1 @ www.computergami
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NEXT

GENERAT

STAR

Other Trek Titles from the Resourceful to the’ Exploltl_’_;

by Allen Greenherg and DEl‘II'Iy Atkin .

'here are a number nt ather

o Trek—baseu litles. that, don't fall
* " jnto the: ‘catégory ul traditianal
games) or that are based only

sent-our away team dnwn to
-~ “detérmirie which were worth
- iurlhar exhiuratmn

Memory mpha \

. Back-in the early ﬂays, befdre Sfar Trek:.
The Motion Picture, it- becanie: ohvmus that '
. Stat:Trek fanatics were severely afflicted with”
™ trivia- manla Every iota.of information.:
became a pure gift from Iteaucrl Now, thrcc
5enes and eight motion. pmmres later, trivia .
tanatms suffer from, JI‘ ndthing else. an
emharrassmanl of riches. ¢
- As per the jate Gerie Rﬂddanharry’s qdlct

someune has been keeping track of the .

'; detalls-and chrunn[ogy s0' that it aclually !Ils

together as a. cnheswe fu!ure history. THE STaR .,
TReK ENL\'ELOI'EU!J\ from Smmn & Schuster isnot |

the flrst of its"kind, but it certainly i is the

the;first wo senes, the 1|rst five: seasons oi '
Deep Spar:e Ning,the first three seasons of
* Voyager, and- all.eight films. The encyclupa-_ ;
dia Ieazures over 3,000 phulos and more i
than 400, v[dad clips, including every
...episode. prewew from Deep Spa.':e Nine and
The Next | G eneraz‘wn

.0f special note are slide show presanta-
tions, which cover such dwerse suhj‘er.:ts as
Sfar Trek's production histary and- the
h:ographles ‘of the two most well-known_ :
captains of.the Entsrpnse These features
are elaborate. and well worth the pm:a of .
. admissjon éven if you are not mteresleﬂ in. -
whal you should dn with your spltll ba‘sn

_ The volume is e.xtensluely cross-lndaxad
and users can also erle their own aﬂrcles :

. 5 or-entries and’ |nsert them into lhe whole

‘work. Thls |s a treat to be sUre for Star: Trek'_
. fanatics. -
Annlhe: re!erem:e mle, Sum TnEn Tus
- CapTAIN'S Cwun. ‘lets you explore the bridges-
- of the] Entarpns&f ihie: voyagen the Def.'anr .

“: the Enrerpnse-u and the ongm‘a.l Enterprise.

ualng QuickTime VR: While it's.an |nterest|ng
titfefor. die-hard Trek fans,: there's not much *
. -here to hold your.intérest long- :erm The ;
garlier Star TReK: THE NeXT Geusm\nuu
INTERACTIVE" TEt:BNlcaL Mnnuu has a snmIar i
QuickTime VR repllca uf the Enrerpnse s -

" - bridge, but‘also is paqked y.tlth.rr_l_ea_ty.lnllo‘r‘_l-; '

" periphérally on Srar Trek We

" *"mation lrnm Rick Stﬂrnbach and. Mlke Ukuda‘s
S print ST.TNG Techmca! Manua.‘ You can flnd this '~

title as part of the Stan Iﬂen GiFT Ser, wluch also

* contains 1he Quamipenia-(an ear]ier \rarsmn of the

ENCYCLOPEDIA men!auncd abeve].and '!he Kuuwu j

'I.JumunﬁELAB v e

ENCYCLOPEDIA

com—o

Margaieqr (pHINELL 8 TN B wbined
whrmant £ arabym Palziees wrn e ALL
ot s 10 FTRE B M bt

N

. " erence titles; you'll
"~ also find a few -
* ‘games thatare
" based-in some ."._
* ‘wayaround, Star
" Trek, but Llcml
-:really take’

. Tworecent .
" efforts mnlude'Smm -
" Trek: THE GAME SHOW, 1 rewewed m

- this issue's Classics/Puzzles section, and

.- Interplay’s Stan. Taek PingaLL. This lacklusler mle

Psemloﬁames
'~ Along wlththe ref- ¥ 5k £

place in- !hp
Trek universe. = .

ineludes two tta{lllmnal pinball tables (think

: Pmball wath Trek Sourid samnles raneated o
> \Ile point of annoyance} and a samewhat mnuv-

ative twio-player, six-flipper tablé called

~ Nemesis. But tie. Trek license is gratuitous * °

here, and there are much better pmball games 3 i
avallahle % ; :

Aerual se



Em‘cr a Virtual Reality world where an unspeakable evil is
destroying the elite team of scientists who created it—with
only you to stand in it’s way.

* You solve over 20 mini-mysteries on your way
to the final confrontation
* You search for clues in over 31 virtual reality locations
* You interrogate up to 40 unique witnesses and suspects
* Both DVD and CD versions inside the box
* Featuring Dolby Digital™ (AC-3) 5.1-channel
surround sound

=ACCESS

visit us on the web ar www AccessSoftware.com, And add some color to your lif!! S5 SOFTWARE INCORPORATED
GO TO #241 @ www.computergaming.com/infolink



For the st time battle u‘tg to
network or moden # o

Create, store and trade,
. moves with the versatile mov

il\", MERS. FOR GAMERS,”
- s -
wivw.interplay.com

Games. Fo Gamers.”,
Productions. Al other

and Ihe Infetplay logo are tradestiarks of Inteipay Productions., N rgiis reserved, Lcensed and by
anc] tradkenarks i property of Mot 1S0CHW 0WNers,

eserved. Din By The Swoad, "By
Inkerplay
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nVidia Aims Hi

This Single 2D/3D Chip Could Outperform Two 3Dfx Voodg

by Dave Salvator and Loyd Case

hip manufacturer nVicia has revealed new technology that

could deliver significant breakthroughs in 3D performance and

compatibility. The company showed CGWhow its upcoming

RIVA'TNT chip may do in 1998 what its RIVA 128 did last year:

Reshape much of the landscape of PC graphics. The TNT is
still in the prototype phase, and we weren't able to verify nVidias claims by
testing production versions, but we thought we'd report what looks to be an
important development in 3D graphics.

Like the RIVA 128, the TNT is a 2D3D chip designed as a single solution
for gamers. The 128 featured very fast 2D and equally impressive 3D,
Though marred by two image-quality issues — both of which have, by and
large, been corrected — the 128 has become the 2D3D darling of the day,
finding homes in systems from Dell, Micron, and Gateway, as well as onto
boards from more makers than we have room to list.

The TNT is similar to the 128 in several respects. First, it uses the brute force
approach to 3D graphics performance, using 5.5 million transistors, nearly as
many as are found in a Pentium 11 (the 128 has about 3.3 million, similar to a
Pentium.) And, like the 128, the TNT is specifically designed to accelerate
Microsofts Direct3D, though the TNT is targeted toward the upcoming
DirectX 6.0. The capabilities necessary for stellar D3I performance make for
a potentially stunning OpenGL part as well. And since D31 and OpenGL are
the two “run on almost any chip” APls of choice, there shouldn’t be any com-
patibility issues with the TNT. So how does it work? We'll take you through the
chip’s design and explain what it means for games and gamers.

IF ONE IS GOOD...

Perhaps the TNT’s most impressive feature isn't 4 feature at all, but rather the
architecture itself. The TN doesi’t have just one rendering engine, it has two.
And it this twin-engine design that may make the TN the chip to beat in
1998, most likely outpacing Intels new i740 and maybe even 3D6s venerable
Voodoo? chipset. The TN aggressive design goals call for a fill rate of
200Mpixelsfsec with the capacity to handle up to six million triangles per sec-
ond. T give you an idea how fast this is, the TNT projected fill rate is faster
than fwo Voodoo? boards connected together using 3Dfxs SLI technology.

How does the TN'T plan on delivering this lofty level of performance?

The TNT needs a constant stream of data to feed it, so the TNTS architects
have luned the prefetch queue to the point where theres very little dead time,
provided the system is feeding data to the graphics pipeline. They call this“per-
fect prefetch.” The prefetcher is coupled to a single 4KB vertex cache, which
feeds twin processors that incorporate both a full floating-point setup engine
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Cards

and a pixel engine that handles all the
per-pixel operations. Next, each pixel
processor feeds an effects processor
that handles the lighting, shading, and ~ ~.F
applying of textured pixels to polygons.
Also feeding into the effects processor is
an 8KB texture cache. These then feed
asingle, constant-velocity FIFO (First-
In, First-Outt) queue, which acts as a

IRDN WORKS

buffer between the dual rendering

engines and the frame buffer. At the back end, the TNTS 128-bit memory inter-
[ace is asynchronous, so local memory — SGRAM most likely running at
200MHz— can be faster than the TNTS own clock rate, which is currently
planned to be 100MHz, Other features inchide a 250MHz RAMDAC for high
refresh rates at high resolutions, up to 16MB of local inemory, and full ACP 2x
functionality including AGP texturing, For an even more detailed map of the
"INTs twin-engine design, you can follow along step-hy-step with the lovely
and talented diagram on the next page.

I CAN DO THAT

As for features, TNT supports per-pixel MIP mapping (tenms in red arc
defined in the“3DTerms” sidebar on the next page) and now supports aniso-
tropic filtering, a method for filtering textures along one axis. The TNT will
likely use this anisotropic filtering to generate trilinear MIP mapping cffects,
which will make for more refined texture filtering and less bharriness.

Operations are now all 32-bit, including 32-bit Z-buffer, in which opera-
tions are calculated with 24-bit precision and the last eight bits are used for
stencil buffering, a feature supported in both Direct3D 6.0 and OpenGL. In
fact, all rendering operations are now 32-bit. Say you're running a game that
operales in 16-bit color, then the dithering from 32- to 16-bit color would be
the final operation. On the API front, the TNT fully supports DirectX 6.0,
including bump mapping, multitexturing, and stencil buffering. The TNT
will also arrive with an OpenGL ICD), so any games written to that AP
should also find a happy home on TNT.

What does all this lingua techna mean in English? There are Iwo com-
plete rendering engines on the chip that can work in parallel. The twin ren-
dering engine has the potential to perform faster than a Voodoo? —with
more features. Also, nVidia claims the TNT will handle multitexture opera-
tions — DirectX 6.0% most prominent new feature that speeds lighting and
other texture effects —in a single pass.



3D Architecture of the RIVA TNT

tem bus is anticipated by the “prefetcher,” which tries to keep the twin rendering engines working at peak efficiency. The

T WIN-ENGINE DESIGN This diagram shows the data flow through the TNT's 3D rendering processor. 30 data from the sys-

prefetcher is coupled to a vertex cache, which stores positions of the comers of the polygons; the vertex cache feeds par-
allel processors that perform full floating-point calculations and per-pixel operations. Next, each pixel processor feeds an effects
processor that handles the lighting, shading, and applying of textured pixels to polygons. Also feeding into the effects processor is

an BKB texture cache. These then feed a single, constant-velocity

FIFO (First-In, First-Out) queue, which acts as a buffer beiween
the dual rendering engines and the frame buffer. At the back
end, the TNT's 128-bit memory interface is asynchro-

nous, so local memory can be faster than the TNT's
own clock rate, which is planned to be 100MHz.

If the finished board meefs nVidia's design
spec. the TNT could have a fill rate of
200Mpixels/sec with the capacity to
handle up to six million triangles per
second. Dual Voodoo2s would, by
comparison, have periormance
numbers of 180Mpixels/sec
with a polygon through-
put of three million
triangles per
second.
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GENTLEMEN, WE HAVE THE TECHNOLOGY

What’s the first thing 2 game developer does with any
new piece of hardware? Simple, throw enough work at it to
try to bring lo its knees. Needless to say, developers should
have a lot of fun trying to make the TNT sweat. The resull?
Games with higher polygon counts, more textures, multi-
lexturing effects, and, perhaps most notably, higher resolu-
tions (how does QUAKE IT al 10245768 grab you?), The
biggest thing the TNT has going for it is the Ginsu effect:
This single chip should cut through just about anything —
Direct3D), OpenCL, 2D, and digital video.

Given that RIVA 128 chips have found homes in most of
the top-tier system makers’ boxes, not to mention a bevy of
board makers, the TNT already has a foot in the door. So if the
INT can provide this unprecedented level of performance, it

will also most likely ship millions of units over its lifetime. This

is good news for Direc3D and OpenCL, because in the TNT

they will most likely have a powerhouse performer. Com-
panies that have leveraged games onto their own chips by
offering proprictary APls— 3Dfxs Glide, PowerVRs SGL, and
Rendition’s RRedline —may begin to see more title developers
writing to Direet3D first and to their APls second (if at all). OF
course, the 3D-chip house is still pretty crowded, and other
chip makers, such as Rendlition, 3Dfx, 3DLabs, AT,

Videol ogic/NEC, Matrox, and, yes, 3, all have new silicon in
the works lo keep themiselves competitive,

In bringing the TN'T to markel, the erew at nVidia has laid
oul for themselves a daunting task. 1o produce the TNT,
theyre changing manufacturing facilities and still need to get a
fiab line (where chips are produced) up and nanning,. But if they
succeed, and ofher chip makers can't deliver at least compara-
ble performance soon after the TNT begins shipping later this
year, then nVidia may be 19985 big winner. &
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3D
TERMS

Per-Pixel MIP
Mapping: A distance-
based technique for
keeping texture maps
from distorting. Rather
than keeping a single
copy of a texture map,
the renderer keeps
several, As you get
closer to an object,
the rendering engine
swaps in a different,
higher-resolution ver-
sion of the texture
map. As you move
away, the renderer
swaps a lower-resolu-
tion texture map onto
the object.

Trilinear MIP-
Mapping: A filtering
technique by which
the renderer takes one
pixel, its four neigh-
boring pixels, and the
four neighboring pixels
from the nearest MIP
map, and takes the
weighted average of
those color values
before drawing the
pixel,

Anisotropic Filtering:
An advanced filtering
method that produces
less texture distortion
when the texture is
viewed from an angle.
This is the next level
of filtering beyond
Trilinear Filtering.

Bump Mapping: Adds
a raised, 3D tactile
“texture” to a texture
map.

Stencil Buffering:
Used for special
effects, including soft
and hard shadows
from multiple light-

Sources.
AN
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LOYD CASE °

Should Windows 98 or NT 5 Be Your Next Operating Sy/stem

y the time you read
this, its possible that
Windows 98 is aclu-
ally shipping. And
the 64-megabyte
question is. . .should
you upgrade?
Ifyou're running either the original
version of Windows 95 or Windows 95
OSRI (service release 1), then the answer
is a resoundling Yes! If nothing else, the
addition of FAT32, the high-capacity file
system, makes Windows 98 4 good

upgrade. Windows 98, unlike Windows
95 Service Release 2, comes with a
FAT32 converter, so you can convert lo
the newer file system without having to
back up and reformat your system {or buy
a partitioning tool like Partition Magic).

Most of the other additions in
Windows 98 revolve around user inter-
face enhancements, performance
improvements, and bug fixes.

Windows 985 user interface is much
like that of Windows 95 with Internet
Explorer 4.0 layered on top. The good
news is that its a little faster with Active
Deskiop lumed on than is Windows 95,
The bad news is that Active Desktop still

Wircdopes mal pasfcem the Iokowing fureupr
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OFF TO SEE... The Tune Up Wizard con-

solidates useful tools in a single place.
A i M A

sucks CPU cycles like they were free
lemonades on a sweltering day. lior best
gaming performance, you probably will
still want to turn off Active Desktop.
Most Windows 95 games seem lo run

Win 98 lilll
a2 m

o ke

g .. St

UNDER THE HOOD

on store shelves everywhere. Fven then,
USB controllers may be problematic until
most of the world upgrades to DirectX
6.0 (they won't work in DirectX 5.0).
Another cool item for Windows 98

GE Andthe

64-megabyte

users is the Tine questi on
Up'\’\”lmrd, ’ i ol

which consoli- ;

dates several use- [ h ou ld yo u
ful performance-

enhancement Upgrade

features into a

your 0S?

single, easy appli-
cation. The new
Defrag tool now
monilors your
hard-disk usage
and will move
your most fre-
quently used

SOME NEW, SOME OLD The Win 98 start-up screen. It Ipoks
pretty much like Windows 95 with |E 4 and Active Desktop.

fine on Windows 98, although a few

don't. JOINT STRIKE FIGHTER didn't run

until L applied the 1.1 patch. DirectX 5.0

is part of the operaling system in

Windows 98. Since its very likely that

full DirectX 6.0 games will be rare this
Christmas, DirectX 5.0 won't be obso-
lete aut of the box, as DirectX 3 was
with Windows 95 OSR2.

“There are some other good things,
too. USB support is fully implemented
in Windows 98, as is IEEE 1394 (ak.a.
FireWire). Intels 440BX chipset sup-
ports bath hardware standards, though
you will be hard-pressed to find many
FireWire peripherals yet. Its my guess,
though, that when Windows 98 ships,
USB peripherals will magically appear

MAY 1850

programs o a
single location on
your hard drive,
which speeds up access.

One other big enhancement in
Windows 98 is the new Windows Driver
Model (WDM). WDM is the shape of
fulure drivers, since hoth Windows 98
and Windows NT 5.0 will support it.

NT DREAMS

[f you're running Windows 95 OSRZ,
the burning question is: Should you
move to Windows 98 or wait for
Windows NT 52

Windows NT 4 had limited DirectX
support, but getting hardware drivers for
DireetX was problematic, Windows NT 5
supports the WDM driver model, an
can use the same drivers as Windows 98
(assuming there is a WDM driver).

CGW




Microsoft has amnounced thal
Windows 98 is the last of the Windows 9x
family, though the company promises lo
conlinue o support releases for several
more years. Yet the boys in Redmond
have also said that Windows N'T'5.0 isn't
really the “consumer” version of N'T.

Still, the NT kernel is much more sta-
ble than Windows 9%, and N'Tisa full
protected-mode operating system,
meaning N'T can shrug off application
crashes that would otherwise take down
Windows 95 ar Y8.

Its also possible that some Windows 95
games won't run well {or atall) on NT
5.0. Also, almost no DOS games will run
on Window N, so if you have favorile
DOS tilles, you at least want to be able to
dual boot back to Windows 95,

Until we have more definitive data
comprnng the two operating systems,
gamers should hold off upgrading to
Windows NT 5. We'll test the new OS
here at CGWand give you a report when

we have some solid resulls, &

'I'EGI-I
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ere at CGIY, we generally rec-
H ommend external modems—

they’re much easier to config-
ure than internal modems and don’t
take up a slot. However, their perfor-
mance can be slower than an inter-
nal modem, especially if the modem
is using its own internal compres-
sion. For gameplay, you normally
want to tumn off compression, hut for
Weh access and file transfers, com-
pression is a godsend, as it speeds
things up a lot. However, the good
ol' PC serial port in most current-
generation PCs is limited to
115Khits/sec (that's kilobits). Since
the modem may he decompressing
incoming compressed data on the fly,
it often has to pause for the serial

port to catch up. In fact, compressed
files coming in at 28.8Kbits/sec can
sometimes reach 500Kbits/sec after
decompression.

USB will certainly help solve the
problem in the future, but meanwhile
one possible answer is a faster serial
port. Luckily for us, the serial-port
wizards at Pacific Commware
(www.furbocom.com) offer their
TurboExpress 920, which can reach a
sustained transfer rate of 920Khits/
sec. If you have an external 56K or
ISON modem, then you owe it to your-
self to check out the TurhoExpress
920. On my own 3COM ImpactiQ
external ISDN modem, I've reached
file-transfer throughput of more than
10KBIsec (kilobytes per second),
compared with around 8.5KB/sec
hefore the upurade. Head over to the
Turbocom Weh site and check it out.

LOYD CASE

“Rating: Awesome...
the feel of the
joystick is perfect.”
-ALLABOUT GAMES

Saitek X36

“1998 Best Peripheral” |

Killer Controls.

“Cadillac of
Controllers”
-PC GAMER

Killer Kudos.

Fully featured throttle and stick
combo with dozens of program-
mable killer controls = Superb
feel, perfectly molded grip » More
than 250 hands-on game func-
tions = Unique, super-responsive
built-in rudder control on X35T
throttle = Silver Medal* Winner,
1997 E3 Best-of-Show - AAG

Visit our web site at
http:/lwww.saitekusa.com

An exceptional value.

X36 Throttle and Stick System

95
51 49 Can ba purchased separately.
Easy Windows programming
Pre-programmed for Microsaft Flight Simulator,

Available at CompUSA,
Best Buy, Fry's Electronics
and other computer and
software retailers.

GO TO #271 @ www.computergaming.com/infolink
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, ou thrive in anotherworld. A Millennia Xku Home

s Intel 300MHz Pentium® Il processor
world where destruction pumps (features MVX™ technology)

64,MB SDRAM
6.4GB Ultra ATA hard drive
17" Micron 700 FGx, .26dp monitor (16" display)

. NS,

il

" youup. Where speed overtakes,

o B

' 82440LX chip set
power. overwhelms and rage overrules. We can 512KB intenal cache, M8 BI0S
Integrated 100MB lomega Zip drive
i : 3.5" floppy

make you better. Micron Electronics knows how 32X EIDE variable speed CD-ROM drive
Diamond Viper V330 128-bit AGP 3D video

with ;MB SGRAM
32 voice Wavetable stereo sound,

Advent oog speakers with subwoofer
56Kbps x2 data/fax modem®
104-key enhanced keyboard
Microsoft” IntelliMouse™, USB connections

Microsojt Windows® 95 and MS* Plus!
Consumer lease

Microsoft Home Essentials
starting at $96/mo.

to dominate your world — with more speed and

power. Our Micron™ Millennia® Xku is the juice you

need, Shoot this megadose of an Intel 333MHz

5-year/3-year Micron Power™
limited warranty

Pentium processor into your gaming veins and

experience mind-blowing power and speed like never

* before. This is the system that Boot Magazine honored Millennia Xku Home with DVD

~ with their March 1998 Kick Ass! Award. And it's the system Intel 333MHz Pentium Il processor
(features MMX technology)

j‘ A i 64MB SDRAM
" gamers ride all Limited O ff er 8.4GB Ultra ATA hard drive
19" Hitachi Superscan CM751 monitor

(18.0" display)

. the way to the top.

buy

b 82440LX chip set
this Micron PC and get

512KB internal cache, 2MB BIOS

Integrated 100MB lomega Zip drive

3.5" floppy

DVD-ROM drive and PCI decoder card

Diamond Viper V330 128-bit AGP 3D video
with 4MB SCRAM

56Kbps x2 data/fax modem”

104-key enhanced keyboard

Microsoft IntelliMouse, USB connections

Nothing improves

performance faster.

Sure, it's just a game.

Limited offer from Microsoft — buy this 32 voice Wavetable stereo sound, Advent oog
But we take it seriously. i i ; : speakers with subwoofer
Y Micron Millennia system and receive Microsoft Windows g5 and Ms Plus!
a coupon book worth over $200 Microsoft Home Essentials
in savings on leading Microsoft products! §-year/3-year Micron Power $2
Call for details limited warranty )

: Consumer lease

starting at $118/mo.

Call now to order.

MICRON
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WIARR M A MY X Sat 7am-5pm, Sun toam-spm (MT) Technical =
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“m,ﬁ:&”a‘ﬁ‘:‘ﬁmmmm Toll-free from Mexico: 95-800-708-1755 + Toll-free (s , p ’
3?&“::.!.,...4.."?“ from Canada: 8oo-708-1758 « Toll-free from
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o coabtos ol Tl g aed eondtons O 14 Pl uerto Rico: 8oo-708-1756 - International Sales:
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208-893-8970 + International Fax: 208-893-7303 &
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HARDWARE

Price: $149
Manufacturer:
ThrustMaster

(503) 615-3200
www.thrustmaster.com

by Loyd Case

light-sim aficionados generally

agree that a HOTAS (hands on

throttle and stick) controller setup,

with separate stick, throttle, and

rudder pedals offers, the greatest
level of realism when you'te strapped
into your virtual cockpit.

ThrustMaster fills the low-cost con-
troller void with its Flight System. At
first, S150 seems like a lot, but for your
hard-earned cash, you get ajoyst ick, pro-
grammable throttle, and rudder pedals.

The least appealing part of the system
is the joystick. ‘The I'light Pack uses the
trusty Top Gun, a two-thirds-size version
of the original ThrustMaster FCS.
Modeled after the stick in the 1960s -4
Phantom air superiority fighter, its capa-
ble, though unexciting, The Elite rudder
pedals superficially resemble Thrust-
Masters RCS, hut are smaller and take
up less space under your desk. The feel
is a litlle stiffer, but I found the pedals

kK kk} REVIEW * THRUSTMASTER FLIGHT PACK

 Flight System Soars

somewhal easier lo control and less frag-
ile than the RCS,

"The star of the show is the new Attack
Throttle, which uses Thrustys patented
DircetConneet technology. This allows
the throttle o pass keyboard inpuls
throngh the game port. That’s right, no
more keyboard pass-through connectors!
This feature alone is worlh a few cheers.

‘The throttle has four buttons and a
three-way toggle. You can use the toggle
as discrete bultons or to loggle states for
the four main buttons, gi\fing youup to
12 commands.

The programming ulility is simple
and straightforward. There are also very
noticeable idle and afterburner detents.
The buttons on the throttle felt just a bit
cheesy, but they worked well. The only
downside is that all the documentation
is electronic.

The nice thing about the Flight System
is that its quite simple, so if you've been

intimidated by the TQS or Saileks X-36
gear, give this one a look. 1fyou don'tlike
the Top Gun stick, your can get the pedals
and throttle separately, since the Attack
Throttle software will program any stan-
dard four-butlon stick. %

FAPPEAL: Flight-sim jockeys who
are looking for a simple, low-cost
HOTAS setup.

PPROS: Simple, easy to use, easy
to program; no keyhoard pass-
through; relatively low cost.

PCORMS: Throttle buttons feel a bit
chintzy;
Top Gun
stick does
not mea-
sure up.

RATED * A & & 4

Price: $69.99 (with
software bundle).
Manufacturer:
QuickShot Technologies
Milpitas, CA

(408) 263-4163
www.quickshot.com

* :

by Dave Salvator

amers have seen a lot of oddball
eontrollers come down the pike
over the past year or so. Most
tried to allow gamers a different
way to mouse-look in first-person
shooters, or tried to make six-degrees-
of-freedom in games like DESCENT less
cumbersome. After some awkward
learning, most partially achieved the
desired effect. Well, say hello to one
that achieves a different effect: useless-
ness. This turkey, called the 3D Striker,
was brought to market by QuickShol, a
maker of various peripherals including
some decent mullimedia speakers.
Where to begin? Well, start with a
budly translated manual that includes
such gems as: “moving the 3D handle
and place your comment with the
ergonomic keyboard at the same time.”
(I'm not making this up.) The 3D Striker
is termedka “digital gaming keyboard,”
and connects to your PC’s keyboard port.

CcowW

REVIEW ¢ 3D STRIKER

3D Strikeout

No messy joystick plug to mess
with. Of course, this means the 3D
Striker can only input keystrokes and,
despite having a fairly comfortable joy-
stick, can't really perform joystick duties.

Now we move on o 3D Striker’s con-
figuration utility, such as it is. The DOS-
based utility has preset configurations for
about a dozen games, all of them DOS
titles. Apparently, this whole Windows 95
gaming thing isn't really worth support-
ing yet. This utility also preselects the
sound card the DOS title will use. Here's
where it gets weird (okay, weirder):
Despite having these dozen or so pre-
configured settings for specific DOS
titles, you can't reprogram the 3D
Striker’ buttons. They're all hard-wired to
enter specific keystrokes. I scoured the
documentation —all six pages of it —to
sce if there was something 1 had missed.
There wasn'l

The 3D Striker works as advertised.
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The only prob-
lem is, it works as adver-

lisel. This ones an early contender for
CCGWs hardly coveted 1998 Doorstop of
the Year award, and may actually already
have the award sewn up.

If you like to slow down at car acci-
dents fo take a look, then check this guy
out. Otherwise, move along, folks; theres
nothing to see here. &

P APPEAL: Uh, anyone looking for a
more comfortahle set of number
keys in a row.

PPROS: Fairly comfortable (but
almost useless) joystick handle;
lovely
cloth palm
rest.

PCOMS:
Too many
to list.




GCyberstuff

Catches Some Air

by Loyd Case

ts not tao aften that a new technolog-

ical innovation impresses me simply

because it works, but the CyberStik

did. Here$ a joystick without poten-

tiometers. It senses the movement of
the axes and communicates those
changes to the game port. You can sort of
hold it in the air, wave it around, and the
game reacts, In fact, the only moving
parts are the switches themselves,

You can use the CyberStik as a quasi-
standard controller by attaching it to the
weighted base that ships with the stick,
"The base serves only to anchor the stick;
while there is a moving pivot point, it
doesn't affect the joystick signal in any
way. CyberStuff suggests using the base
to calibrate the stick.

Inits base mode, the CyberStik emu-
lates the CH Flightstick Pro. Instead ol o
throttle slider, theres a forward/freverse

switch on the top of the stick that
increases or decreases the throttle
response. There§ also an LED on top of
the stick that indicates whether vou're in
digital or analog mode.

The stick worked very well with several
driving games [ tested. Flight sims worked
okay, though its certainly not the height of
verisimilitude. | didn't have much luck
with 3D shooter games, though —if was
hard not to overshoot the target in Hiavy
Grar or JEDI KNIGHT The CyberStik
does work with rudder pedals or an ana-
log throttle, though why youd do that is
apen to question.

“The real bummer with the CyberStik,
though, is its shape. There were sharp
edges around the front of the stick (osten-
sibly finger indentations), but [ found
them fatiguing in extended gameplay. If
you hold the stick with both lands — sort

CYBERSTIK ¢ REVIEW X & &

of like a Mel Gibson with a
Glock 10—then it less tiring,
The CyberStiks real market
may lie with portable gaming,
Lugging a joystick along with a laplop is
areal nuisance, but the CyberStik may
be just the tickel. For everyday gaming,
though, its distinctive shape may be its

Achilles heel. &

FPAPPEAL: Gamers who like big
gestures; gamers on the go with lap-
top computers.

MPROS: It works; in driving and fly-
ing games, control is easy.

PCOMS:

The grip
gets tiring
nuickly;

the novel-
ty wears
off soon.

ALTEC-LANSING ADA305 SPEAKERS ¢ REVIEW X k&

Don’t Touch That

by Dave Salvator

or gamers, it seems the Universal

Serial Bus (USB) has, so far, been

one of those Godot-type technolo-

gies. You know, the one that’ been

hyped to death, but you're left wait-
ing, and waiting and. . .well, you get the
idea. There have been a few gaming
devices shipped using USB, with quite a
few more in the works.

Well, Altee-Lansing has come up with
an interesting use of USB, and in a pret-
tv unlikely place: speakers. We've heard
some pretty tall claims about USB
speakers replacing the sound card as we
know it, but don't throw away that
SoundBlaster just yet. Altec’ 305s don't
use USB to send an actual signal; rather,
they let you finely control the speakers’
imaging and volume setlings,

Installation was a bit vexing, 'The instal-

lation CD doesn't include an INF file for

Windows 95 to read when the 305s are
detected as a new device. Instead, you

must cancel oul of the auto-detect
sequence and nun the speakers” setup pro-
gram. On rebool, Windows 95 discovered
the 3055 again and used the newly
installed driver.

Altec’s USB-GUI software lets you
select three imaging modes: Stereo,
Dolby ProLogic, and Dolby AC-3
(Dolby Digital). Apparently you need to
have an AC-3 encader in the system for
AC-3 1o be a selectable option. The 3054
satellites each have side-firing drivers to
help ereate “phantom” speakers when
vou choose ProLogic or AC-3 mode,
and the USB-CUI software lets you
tweak individual volume levels, inchiding
the side-firing drivers, Curiously absent
are any controls for 190 (bass/treble),
aside from a subwooler volume fader.

The 3055 sound quite good, with very
solid bass and clean midra ige and high-
end imaging. The big downside is that
anytime you tweak even the volume on

the 3055, you
toggle out of your
game, and Altecs
USB applet comes up to show vou the
volume cliange you're making,

[Tyou just have to put those USB
ports to good use, the 305s will fill the bill
and sound ferrific, provided you don't
need to make any volume changes
midgame. But if you like smooth game-
play during volume tweaks, the 305s are
not your optimal choice. &

MAY 1908

PAPPEAL: Audiophiles hell-bent to
get some use out of their USB ports.

PPROS: Solid overall audio guality;
USB cantrols work well.

PCOMS: Any volume tweak during
gameplay

brings the
game to a
screeching
halt.
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Price: §79

Vendor: CyberStuff
Richmaond, VA

(804) 330-5970
www.cyberstuff.com

HARDWARE

Price: $199

Vendor: Altec-Lansing
Milford, PA
800-258-3288
www.altecmm.com
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by Loyd Case

f you're looking for a full-featured
2DAD accelerator with widespread
software support and good perfor-
mance, you won't have lo
look much further than
the Jazz Outlaw 3D. It won't
win awards as the fastest 21D
or 3D card out there, but it
does the job at a surprisingly
low price. We took a look at a
AMB AGP version of the
Outlaw 3D, which uses
Rendition’s V2200 aceclera-
tor, the big brother of the
chip used in Diamonds Stealth I1.
The V2200 is not a full AGP part; it
doesn't take advantage of AGP textures,
nor does it support 2x sideband address-
ing. In reality, an AGP V2200 card is a
PCI part running at 66MHz. Given
those constraints, our testing revealed
the Qutlaw to be a solid, but not out-
standing Direct3D) performer. However,

it does support Renditions RRedline 3D

Price: 5140 (street).
Manufacturer: Jazz
Mullimedia

(408) 764-2306
wWwWw.jazzmm.com

REVIEW « OUTLAW 3D

Jazz Hits a High Note

AP1, which some game developers have
supported, We also took a look al some
beta OpenGL minidrivers capable of

running GL Quake. The 3D Winliench
score on a 260MHz Pentium [l came in
al 364, comparing favorably to the 3Dfx-
equipped Pure3D, which weighted in at
379 on the same system. The games we
looked at performed well, o, GL,
QUAKE ran at around 25 frames per sec-
ond (the average of time-demos 1, 2, and
3). Direct3D titles fared well also. The
2D Windows performance was pretly

solid, posting a score of 104, barely shy of
current RIVA numbers.

Owerall, the Outlaw 3D looks to be a
solid, low-cost 3D aceelerator that would
be a great complement to a Voodoo2
board. Although it doesn’t support full
AGP functionality, thats probably not a
serious factor for another 6-12 months.
Ala streel price of under $140, its an
appealing card for those on a budget
who are looking for good performance
and Rendition support. &

P APPEAL: Gamers looking for a
low-cost PCI or AGP V2200 hoard.

PPROS: Low cost; solid perfor-
mance in hoth 2D and 3D; supports
OpenGL, Direct3D, and Rendition
RRedline.

PCOMS:
Not quite
the best
performer
around.

Mb‘e of yolf :
NASCAR okrecoll of your Chiaii 6iin, § 8
ThunderSeat lets you blast off to a ne\n( y

level of realism. -

Now Available
to the Public

i A 100 wa sﬂbwooter hultt Intu 1ha

“A DOUBLE MUST-HAVE.
Anyone who plays computer games
will want this AMAZING GHAIR!"
Marc Spiwak
POPULAR ELECTRONICS

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

generales !nw irequency sound that resonates
through the wave chamber hidden inside the'
chair, Thus you not only hear but FEEL your
simulation. Paired with your amplifier, the
ThunderSeat makes your favorite flight sim as
realistic as it can be without a motion simulator!

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

Shake Rattie 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

714 - 851-1230 Fax; 714 - 851-1185
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The Most Respected Reviews
in the Industry for 16 Years

This Month’s Reviews

Game Name Rating Page

Aide de Camp * ok &k ok 192

Rir Warrior 1l KA K 177
Andretti Racing * ko 184
Balls of Steel ok k) 158
Battlespire alal 166
Beyond Time * 172
Carmaggedon Splat Pack * k& 154
The Deeper Dungeons k ok ok 187
Evolution * 7 195
Goman ) 158

Jedi Knight: Mysteries of the Sith  * &k k& %k 141

Magic: Duels of the Planeswalkers % % 190
Monty Python’s Meaning of Life * ok 197
Redneck Rampage: Suckin’ Grits * ok 162
Star Trek: The Game Show Kk 198
Subspace * ok k 154
Tanarus * k) 151

Virus * 162
VR Basehall * k) 180
X-Men Total Quake Conversion * X 7 142

Bevowp Tive, p. 172

“Bevonp Tive wants to be Mysr really, really bad and gets
this about half right—it’s really, really bad.”

—Robert Coffey, reviewing Bevonp TiME

HOW DO WE RATE?

We review only finished products, not prerelease versions. The ratings are as follows:

Outstanding: Very Good: Averaue: Weak: Abysmal:

The rare game * A high-quality A mixed bag. It A game with seri- The rare game

that gets it all * game that suc- * can be a game 0us problems. that gets it all

right. The graph: * ceeds in many * that reaches for * Usually bugay, wrong. This is

ics, sound, and areas. It may have the slars, but serlously lacking reserved for

gameplay come * minar problems, * falls shorl in sev: * in play value, or * those producls
fogether to form a but s still worth your eral ways. It can alsobe a  justa poorly conceived so buggy, ill-conceived, or

Iranscendent Gaming
Experience. Our strongest
buying recommendation.

money, especially if you're = game that does what it
does well, but lacks flair
or originality.

game design—you should
lhink long and hard before
buying it.

valueless that you wonder
why lhey were ever
released in the first place.

interested in the subject
matter or genre.

MAY 1005
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Introducing the First Tact

- -7 Choose your
= corporation and
. your mission.
Eight galactic powers, each
with strategic advantages
and disadvantages, fighting
in richly-detailed missions
or randomly-generated
campaigns with
nfmlte replayab ity.

'ﬁ:as_,lnnu |Green]

Pty fsld

“Choose your
- planet and ter

. Then play a campaic
_ link with up to 7 ot}'

your Blodennss.

Customize your pilots to match
your favorite battle tactics.

% S IR REERAZAE www.sierra.com/cs2

© 1998 Sierra On-Line, Inc. All rights reserved. ® and TM designate trademarks of, or licensed tﬂ Sierra On-Line, Inc.



ical Sim with Turn-Based &
Real-Time Gameplay

Looking for depth?
Cyberstorm 2 is the ultimate
game of mass destruction and
total control—for gamers who love
deeply-layered strategic warfare.

It's the year 2044. In the
Typhoeus system, a newly-
discovered jumpgate will allow
massive expansion and wealth
to the corporation that controls
the gate. Eight corporations will
fight for this right... only
one will succeed.
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CGW Review Index

STRATEGY/WARGAMES

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

Game Name

30 Uitra Pinball: Lost Continent
G&C Sote Survivor

Croc: Legend of the Gobbos
Daylona USA Deluxe
Excalibur 2555 A.D.
Frogger

G-Police

Jet Moto

Manx TT

Mass Destruction

Men in Black

Need for Speed II'SE
NelWAR

Nightmare Creatures

Quake I

Suts Coiltur

Test Drive 4

Tomb Raider Il

Armed & Deliious

Blade Runner

Broken Sword: The Smaking Mitcor

Curse of Monkey Istand

Hellfire

The Journeyman Project 3; Legacy of Time

Beat the House 2

Hoyle Gasino

Hoyle Classic Card Games
Fictionary

Shanghai Dynasly

< Star Wars Manopoly

Worms 2
You Don't Know Jack 3
You Don't Know Jack TV

FIA-18 Korea

F-22 ADF

F-22 Raptor

Flight Unfimited Il

Heavy Gear

Joint Strike Fighter

Longbow 2

Pro Pilot

Red Baron Il

Wing Commandar Prophecy
X:Wing vs. TIE Fighter: Balance of Power

CART Precision Racing
FPS Football Pro 198
Heroes of the Gridiron
Jack Nicklaus 5
Matden NFL 98

MASCAR Grand National Serles Expansion Pack

SODA 0ff-Road Racing

Civilization |I; Fantastic Worlds
Earth 2140

Final Liberation

Lords of Magic

Polilika

Seven Kingdoms

Steel Panthers Il

The Greal Battles of Hannibal
The Tone Rebellion

WarlWina Il
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133
125
138
142
136
127
138
134
161
141
147
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134
122
128
138
124

146
156
162
152
154
140

205
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227
el
206

206

202
204
224

166
172
180
168
184
175
164
165
162
158
178

208
212
181
217
210
182
219
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189
190
206
193
200
197
184
192
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Publisher

Sierra On-Line
Virgin Interactive
Fox Interactive
Sega Enlerlainment
Sir-Tech

Hasbro Interactive
Psygnosis

Sony

Sega Enterlainment
ASC Games
SouthPeak Interaclive
Eleclronic Arls
Headland
Aclivision
Aclivision

Ubi Soft

Accolade

Eidos

SirTech

Westwood

Virgin Inleraclive
LucasArts

Sierra On-Line

Red Orb Entertainment

Interplay

Sierra On-Ling
Sierra On-Line
Hashro Interactive
Aclivision

Hashro Interactive
MicroProse
Berkeley Systems
Berkeley Systems

Graphics Simulations
Ocean

Novalogic

Eidos

Activision

Eidos

Jang's Combat Simulations
Sierra On-Line

Sierra On-Line

Origin

Lucashrts

Microsoll
Sierra On-Lina
ABC Interaclive
Accolade

EA Sports
Sigrra On-Line
Sterra On-Line

MicroProse

Interplay

5al

Sierra On-Line
Red Starm
Inleractive Magic
551

Inleractive Magic
Virgin Interactive
551 Online
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“POSSIBLY THE MOST BIZARRELY IMAGINATIVE GAME YET.

—PC GAMING WORLDO (UKL
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JEDI KNIGHT: MYSTERIES OF THE SITH * REVIEW % % % %

Return as a Jedi

This Expansion Pack Takes Two Steps Forward, One Step Back

by Thierry Nguyen

ucasirts took the gaming world
by storm last vear by releasing
JEDIKNIGHT, its phenomenal
sequel to the well-done Dark
Forces. As with all good
games, there was bound to be
an expansion pack, and thats
where MYSTERIES OF THE ST111
comes in. While Jtint did many
things right, it still
had enough flaws to make
it fall short of a coveted
five-star rating, St
addresses those flaws —but
it also intraduces a few,
which keeps it from achiev-
ing perfection,

Sr's plot assumes that
Kyle held true to the Light
Side in the previons game.
You play Kyle and newcom-
er Jedi-in-training Mara
Jade (a staple in the Star
Wars novels) through 14
levels. The levels are divid-
ed into four episodes: two
four-level episodes and two
three-level episodes. You
play Kyle in the first episode
before switching to Mara.

Between most of the levels, St Jpre-
sents a cut-scene that uses the game
engine itself—similar to Tong Rupek or
amateur QUAKE movies. Instead of live-
action videos, you get character models
flailing their anns to voice-overs. | had no
problems with these cut-scenes, but some
gamers will find this style disappointing,

A BIGGER, BETTER DEATH STAR

St comes bristling with numerous
enhancements and additions. The first
change you'll see is the addition of col-
ored lighting, which heightens the
atmosphere of the levels. Its not Quaki
I, but it greatly improves the mood over
Jent. Other enhancements to level
design include more ship madels to cre-
ate a more populated feel in spaceport
and shipyard levels,

Also, the enemy Al —a shortcoming
in JiD1— has been improved. Previously,

if you removed an enemy’s weapon via
loree Pull, the seemingly brain-dead
enemy .\'imp|_\' ran into the wall. Now,
however, some enemies will at least lry
lo punch you,

The Foree system is different this
time, as there is no Dark or Light side

RETURN OF THE RANCOR Some of the enemies in S, such as this Rancor;
are good additions, while others are not. Also notice the new colored lighting,
which is evident here.

quoticent. Instead, the Force powers are
divided into four groups, allowing you
to pick a limited number of powers
from each menu. This provides more
flexibility, especially in multiplayer
games, as you can now mix Light and
l ).u‘L powers.

For multiplayer, we get a host of new
levels modeled on locations from the
Star Wars trilogy (such as the Emperors

‘Throne Room) and a new type of

the Ysalamiri,”
\ihldl is the Juni version of Ouriaws
“Kill the Fool with the Chicken.”
"Ihere are also new characler types
with different stats and starting weapon-

game, "Kill the ool with

ry, as well as a “Foree defense” power
that dampens the effect Jedi players’
loree powers have, and which keeps
Jedis from dominating cvery session.

TRAINING IS INCOMPLETE

The weapons in St seemed geared
for multiplayer games. While the Sniper
Scope and Secking Rails add fun and
practicality, the Flash Detonators and
Carbonite Rifles were really useful only in
multiplayer pames.

The level design has pluses and
minuses. While some levels voze with
atmosphere and
good architecture
(such as the
beginning base
and the swamps
preceding the
Sith temple), oth-
Crs are unin-
spired, consisting
of little more than
large rooms and
nonsensical lifts.

Owverall, Stin
is a good expan-
sionto CGWs
1997 Game of the
Year, [0
KNIGHT. It has
graphics, Al, and
multiplayer
enhancements,
and some brilliant levels with fiendishly
difficult puzzles. But a few uninspired
levels and weapons, and a storyline that
doesn’t match the quality of DI
KNIGHTS, keep MYSTERIES OF THE ST
from recapturing that Jubr magic. &

PAPPEAL: Jemi Knichy, Star Wars,
and 3D-shooter fans.

PPROS: Enhanced engine includes
colored lighting, cameras, and better
Al; new Force powers; enhanced
multiplayer; some outstanding levels.

PCOMS: Some
mediocre levels;
story is a hit
hackneyed; new
weapons not
well-suited for
solo play.

Price: $34.95

System Requirements:
Pentium 90, Windows
95, 16MB RAM, 50MB
hard-drive space, 2x
CD-ROM, VGA graphics
card, Win 95-compati-
ble sound cards,
requires original Jem
KmigHt game
Multiplayer Support:
Modem (2 players),
TCP/IP, LAN, Internet
Gaming Zone (2-8
players); 1 CD per
player.

3D Support: Direct3D.
Designer/Publisher:
LucasArts

San Rafael, CA

(800) 985-8227
www.lucasarts.com




Price: $34.99

System Reguirements:
Registered and installed
version of Quake, Pentium
90, DOS 5.0, 16MB RAM,
100MB hard-drive space,
2x CD-ROM.

3D Support: 3Dfx,
OpenGL.

Multiplayer Support:
Modem, Serial cable (2
players); LAN, Internet (up
to 32 players).
Developer: Zero Gravily
Entertainment

Publisher: Wizard Works
New York, NY

(B00) 229-2714
www.wizworks.com

REVIEW * X-MEN: THE RAVAGES OF APOCALYPSE

‘UnXceptiona

We're Still Waiting for That Good Comic Book Game

by Martin E. Cirulis

fler wandering through the
“official” \=-Men expansion
for Quake, known charm-
ingly as THE RAVACES OF
Arocanrse (TROA), 1
started 1o wonder what por-
tion of the superheroic
ideal a rocket launcher
extols. But then again,
you're no hero; you're a
poor, tormented minion of Magnelo,
sent by your master to save the X-Men
and thwart Apacalypse’ plans for world
domination,

MUTANT MASSACRES

Yes, comic fans, its time for Marvel
Universe mutants to be eut down in a
hail of exotic weapons fire. . .again. I
seems there hasn't been quite enough
death and mayhem over in the Marvel
Universe, so supervillain Apocalypse has
used his big ol rubbery brain to whip up
alegion of X-Men clones to take over the
world. Of coursc,
thwarling this
Ienace seems
like ajob for a
superhero, but all
the world gets is
YO SOMIE poor
soul with morph-
ing melal
weapons for
hands and no
compunclion
about gunning
down replicas of

boils down o in

gaming lerms is that TROA is a mild
update to the QUAKE engine, replacing
all the baddies with sprites resembling 12
mutant heroes who are, or were, mems-
bers of the X-Men, These X-clones are
actually armed with interesting interpre-
Lations of their counterparls’ superpow-
ers (Cycelopss eye beams cut Uirough the

CGW
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air to hil vou, Wolverine
claws at you, and
S0 01).

Despile the fact that they move as
if they were animated by bad stop-
motion effects, their graphics and
powers are good enough lo give

you the feeling that you're batiling
something other than garden-vari-

ety QUAKE enemics.

Unfortunately, not much of this
innovation extends to your own
character. In the single player game,
you are just another gun-toting
grunt, but instead of finding new
weapons, you find new types of ammo
for your mighty morphin’ hand. There
are two reasonably interesting episodes
to fight through, which give you an
enticing taste of supervillainy, as well as
an intro level that models the hallowed

your beloved L
hesaes. I'D RATHER READ COMICS While the X-Men look and act
Whatall this authentic in this Quake total conversion, the game is pretty weak.

halls of Xaviers Mansion. However, there

just isn't enough here to justify calling
this a“superhero game.”

Luckily, this is remedied by the multi-
player suite, which allows you to discard
the space marine clone you're stuck with
in single-player mode and take on the
form of any of the featured X-Men.

Many enthusiasts will be disappointed

that they can express their superpowers
only via two attacks, but it s still kind of
fun considering the utler lack of super-
hero computer games so far.

XAVIER'S NIGHTMARE

Despite the fact that WizardWorks
has tried to increase the value of this title
by adding a basic level builder and an
Internet game search program, this is nol
top-dollar software. Il you are a fan ol
the current, blood-drenched XMen
milicu and can get this expansion at a
bargain price, you might come away
happy: For the rest of us, who want more
than dressed-up QUAKE goons or X-Men
clones, the wait for a true superhiero
game goes o, %

PAPPEAL: Any X-Men fan who
doesn't have high expectations.

PPROS: Some nice twists on the
Quaxe engine; level editor; and good
multiplay option for X-Men fans.

PCONS:
Nothing very
superheroic
ahout the game;
makes one nos-
talgic for those
free, shareware
Doom wads.
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Dark, dungeonous 3D fantasy.

=

Ancient wisdom says it rocks.

cIDOS

You’ve been warned.
www.eidosinteractive.com

An epic adventure of good and evil.
GO TO #1156 @ www.computergaming.com/infolink
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Send enemies off in a Dragon’s bile
blaze of gory 3-D detail.

S gﬁlatler your way through 10 torturous levels
of mazes, corriders, dungeons, and traps.
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Vex or ventilate 55 contrary denizens including
Orcs, Dragons, Mummies and Zombies.

@lay onlijge with up to 4 mutually
/demented peers (pc version only).
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i Masler 13 horrific irnplc.:rﬁbnts, including swort_ls,' hammers,
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Lag-luster Tank Warfare in Sony’s Online Shooter

by Robert Coffey

ith all the yapping
about this years
“real-time strategy
wars,” people are
overlooking the
tribblelike prolif-
eration of online-
only games:
NETSTORM,
NETWAR, SovE
SURVIVOR, ULTiva ONLINE, MERIDIAN
539 REVELATION, and now
Tanarus, a middle-of-the-
road tank shooter from Sony.

FULL METAL JACKET
Competition in TANARUS
centers around games of
Capture the Flag, with up to
four teams of five players
each. TANARUS has more
depth than most shooters,
challenging gamers with sev-
eral options in selecting and
oulfitting tanks. There are
five basic tanks, each with a
set number of bays that play-

maodules. Its a delicate bal-
ancing act to configure a
tank: Do you load up on more armor-
piercing shells or go for that shield
booster? Tank-tweaking is one of the
most enjoyable aspects of Tanarus. The
limited number of bays also works to
enhance team play —since flags can be
captured only with bay-hogging 'lag
Catchers, teams will have to defend the
basically helpless tank that makes the
grab. You can save up to three different

ers can fill with weapons and |l TAG TEAM Success in Tanagus hinges on teamwork, whether it's protecting
a flag-snatching teammate or ganging up on other players.

configurations for cach type of tank, a
handy feature when you consider that
your tank may need to fill different roles
in advimeed play.

1 h(' action Plill\'S out across various
drab cityscapes, with ramps leading lo
upper levels so gamers can rin down

death from above. In addition to captur-
ing flags, teams vie to control battery-
charging recon stations that pepper the

cily. If you and your teammates fail to
capture recon stations, you'll be left with
sluggish, seriously underpowered tanks
that are unable to fire energy weapons.
In order o keep more skilled players
from feasting on newbies, TANARUS
assigns ranks to players according to the
points they get for kills, Special beginner
arenas can be entered only by lower-
ranked players, allowing them to gain
valuable experience. As players gain

rank, they may enter the longher arenas,
join teams, and compete in the official
TANARUS league.

FROM LAG TO SLAG

TANARUS sounds as if it would be a
pretty cool LAN game; unfortunately, its
not set up for LANs. Its Internet-only
and it suffers from the scourge of all
online fare: lag, lag, lag. "The Tanarus
server lacks any sort of pregame ping
indicator, which makes joining a game a
crap shoot. Once you enter an arena,
latency problems become apparent
when you notice that you kccp dying
while the competition flits about like
armored gnats. Liven a good connection
can go to hell onee gamers starl slugging
it out. Logging out and joining a differ-
entarena isn't always a solution, On

MAY 1580

TANARUS ¢ REVIEW % % J

more than one accasion | couldn't get a
decent connection during peak times in
any arena. Sure, playing at nonpeak
hours is an option; then again, playing
when there aren't any other plavers
around sort of defeats the purpose of an
online game. While gamers will tolerate
some lag, it takes a strong game to sum-
mon up that kind of forgiveness.

TANARUS is not without other short-
comings. joy'slick controls, particularly
vertical turret
movement, are
imprecise. High
system require-
ments deliver
ho-hum graphics
(with the excep-
tion of the
change from day
to night), dull
sound, and only
serviceable force-
feedback cffecls.
Finally, there is a
monthly charge
of $9.95 after the
first month of
play. Over the
course of a year,
that’ about $110 for lag-racked play of an
average game, That kind of money
would be betler spent on other, far less
frustrating games. &

PAPPEAL: Gamers nostalgic for
those BartLezone matches in yester-
tlay’s arcades.

FPROS: More depth and strategy
than most shooters; lots of tank
customization options; heginner-
friendly player-ranking system;
organized league.

PCOMS: Lag
times suck; play
doesn't warrant
monthly fee;
steep system
requirements;
looks and
sounds average
at hest.

Price: 519.95 plus
$9.95/month

System Requirements:
Pentium 120 (P133 or
better recommended),
Windows 95, 16MB RAM
(32MB recommended),
30MB hard-drive space, 4x
CD-ROM, SVGA graphics,
Sound Blaster 16-compati-
ble sound card, 28.8Kbps
modem (33.6 or better
recommended), Internet
connection. 3D graphics
accelerator recommended.
3D Support: 3Dfx.
Multiplayer Support:
Internet (2-20 players per
game).

Designer: Sony Compuler
Entertainment America,
Incorporated

Publisher: Sony Interactive
Studios America

San Diego, CA

(619) 824-5500
www.tanarus.com
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town. " — Adrenaline Vault

AT 2 1s the only authentic police
ctical simulation.

": n,,.based on actual
4 L[PD SWAT call-ups.”

— GameSpot

For more information, check out www.sierra.com and www.swat2.com
(€)1998 Sierra On-Line, Ine. () and/or TH designated trademarks of, or 1icensed to Sierra On-Line, Ine., Bellevue, WA 98007, All rights reserved.
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K A ok REVIEW ¢ SUBSPACE

- |
Price: 529.99
System
Requirements:
Pentium 60, Windows
95, 12MB RAM.
Multiplayer Support: Internet
only (dozens of players sup-
ported per arena).

3D Support: None.
Publisher: Virgin Interactive
Irvine, CA
(714) 833-8710

or some top-down, 21 shooting
action in the final frontier, you
could do worse than SusSpact,
olfered exclusively for play over the
Internet by Virgin Interactive,

SuBSPACE presents a variety of
games, played in mazelike arenas, that
range from vour basic team-on-team
deathmalches and turf battles o capture

MINIMAYHEM SusSeace offers a variety of
multiplayer games over the Internet, although

- llbpar Space

by Mark Clarkson

the flag and space wars “saccer.” You
choose lo play one of seven ships, each
with its own unique characteristies: The
Lancaster’ plasma bombs bounce off
obstacles; the Weasel has superior elec-
tronic countermeasures; the Spider car-
ries a cloaking device, and so forth.
Power-ups provide the usual increases
in weapons, speed, and special abilities.
In a unique twist, when one team
member grabs a power-up, every
leam member gains the benefits.
This game would be a lot more
fun to play if my fingers weren't
always tripping over the interface.
lor example, with each ship offer-
ing multiple weapons, you have to
hit the Curl key for one weapon,
the Tab key for another, Shift+Tab
for one more, and G for yet
another. Good luck dogfighting
while hammering out the various
key combinations for attacking

Shift+PgUp,
Shift+Tab, Shift+Ctrl). There is,

as far as | can find, no way of reassign-
ing the controls.

Still, SusSeack already has a follow-
ing, and | never had trouble finding sev-
eral games to join. Since the CD con-
tains a level editor and server software,
there should be even more games on
the way. If you're looking for some 2D
multiplayer mayhem with dozens of
like-minded gamers, SUBSPACE may be

for you. %

PAPPEAL: Gamers pining away for
the simple days of arcade action.

MPROS: Multiplayer Internet play
in a variety of S
drenas.
PCONS:
Convoluted inter-
face coupled
with 2D
graphics.

the look and controls could use polishing.

subspace.vie.com and defending (such as Up+

* ok k REVIEW * CARMAGEDDON SPLAT PACK

L E——
Price: $19.95
System
Requirements:
Pentium 90, Windows
95 and MS-DOS,
16MB RAM, original
CARMAGEDDON game
required.
Multiplayer Support:
Modem (2 players),
LAN (2-6 players).
3D Support: 3Dix.
Publisher: Interplay
Productions

Irvine, CA

(800) 468-3775
www.interplay.com

by Scott A. May

ust when you thought it was safe to

wipe the blood off your windshield,

Interplay and SCi unleash the

SPLAT PACK, a satisfactory add-on

to last year’ arcade destruct-o-fest:
CarvaGEDDON. Designed Lo test your
racing skills—and intestinal fortitude —
the game provides fantasy relief for rush-
hourr rage.

"The Serar Pack adds 20 new
theme-based tracks to the origi-
nal, including several new net-
work-only courses, such as
Figure 8, the ultimate multiplayer
fender bender, You'll also find 15
new cars, including the Red
[Fagle 2 and Hawke Deluxe, but
vou can choose from only half
the roster until you advance to
the top rank. Two of the more
outrageous new vehicles are a
marauding snowplow and an
ominous black semi, which can
knock you out of the race with a

CGW
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single hit. The bad news is that because
the Sprar Pack installs to its own directo-
ry, these new cars can't be used on the
orniginal tracks.

Of course, there’s more blood, guts,
and body parts. New pedestrian targets
include sheep, buffalo, prisoners, and

Iilvis impersanators. All that’s missing
are some mimes or computer gaming

CRIMSON TIDE More tracks, more cars, and
more things to squish give the CARMAGEDDON
Seuar Pack its dubious appeal.

magazine
editors.
There’ a 3D pateh, which greatly
improves the appearance of both the vehi-
cles and the roadside texture-mapping.
However, as far as | could tell, 3D acceler-
ation only marginally enhances the gimpy
lmking pedestrians, or the viscera they
gush forth as you mow them down.
Overall, SPLar PACKS new tracks and
vehicles significantly extend the play value
of CarmacEDDON, Come for the racing,
but stay for the entrails, Works for me. &

FAPPEAL: Racers with blood lust.

PPROS: 20 challenging new tracks;
15 new lethal opponents; 3Dfx
support. =

PCOMS: Same
old game, with
more carnage;
new vehicles
can't he used on
original tracks.




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?



run, stop, hear soldiers flanking yo!
‘scanner, duck under gun turret’s fi
lines, turn on flgshllght sneak pas
window, surprlse squad of soldiel

A (- ES 17
E SRB © 1998 Sierra On-Line, Inc. ® andfor ™ designate trademarks of, or licensed to Sierra On-Line, Inc., Bellevue, WA 98007. All rights reserved. © 1998 Valve LLC. All rights reserved.



1, retreat, lead scientist to retinal
e, loot enemy corpse cut power
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Price: $34.99
System
Requirements: Pentium 100,
Windows 95, 16MB RAM
3D Support: None.
Multiplayer Support:
Hotseat (up to 4 players).
Publisher: GT Interactive
New York, NY

(800) 469-5961
www.glinteractive.com

REVIEW * BALLS OF STEEL

Ball Breaker

by Mark Clarkson

s the name implies, GT
Interactive and Pinball Wizard’s
collaborative elfort, BALLS OF
STEEL, is a pinball sim with
manly themes for manly
men...and the women who love
them. There are five *ballsy” tables 1o
choose from, cach more manly than
the last. Whether you're slaying drag-

COME GET SOME Bavts oF SteeL is a
macho pinball game, and nowhere
is that more apparent than in this
“Duke” table, where you kill aliens.

ons on the ( Sonan-esqiie
Barbarian table, diffusing bombs in
Firestor, or battling familiar alien
invaders in Duke Nukem, you can bet
that the motif will be macho mayhem.

BaLLS does a good job of mimick-
ing madern, high-tech |J[nhz|]|
machines. The tables are fairly deep,
wilhlots of tasks and specials, and
even inlerstitial games using the [ip-
pers and the dot-panel display:

Pros can nudge the table to deflect
the ball, but you won't see it represent-
ed onscreen; the table doesn't shake at
all. My biggest problem with Bav1s is
the view. You can choose between a
scrolling view and a full-table view: 1
found the scrolling view uscless: Theres
too little of the table in sight. Theres no
perspective in either mode — just a per-
sistent and unrealistic view of the table
fromabove.

But BaLLs is hardly the only PC pin-

ball game to suffer [lattened perspee-
tive. The tables are still beautiful,
Theyre also convincingly 30, with plen-
ty of rarmps and nifly gadgetry:

‘There is even multiplayer support
for up to four players in hotseat mode.
If you like your pinball steeped in
testosterone, BALLS OF STEEL s a
chrome-plated match. &

PAPPEAL: Anyone looking for
some testosterone-laden pinball
action.

PPROS: Challenging and intricate
tahle design; lovely graphics;
arcade-quality sound.

PCONS: No
perspective
view; screen
doesn't shake
in response to
nudges; noth-
ing really new.

Price: $49.95
System
Requirements: Pentium 60,
Windows 95, 16MB RAM.
3D Support: Direct3D, 30Dfx,
Power VR, Rendition.
Multiplayer Support: None.
Publisher: 47-Tek
(415) 561-0700
www.47-Tek.com

REVIEW *» TEAM 47 GOMAN

by Thierry Nguyen

amers looking for a giant robot

fix that mixes Japanese style

Mecha (a la Robotech) and

MeEcHWARRIOR action should

keep on looking, TEAM 47
CoMAN, the robol shooter from 47-
“lek, has the Mecha half right, but
completely fails when it gets to the
action department,

This game pits you against six
“Children of Nemesis” and their
maonstrous followers in six city arcnas.
To fighl these creatures, you have a
choice of using one of five different
Robots. Each city has three monu-
ments, and to get a perfect victory all
the monuments must survive (this is
nearly impossible, since the monsters
start next to one). 'The mission ends
when you kill the main “Child.”

"The game’s main problem is ils
length. With enly six levels and one
main monster per level, its extremely

brief. And while there are five Robots

CCW

lo use, theres no
appreciable differ-
cnce between them.
‘The other problem is the control
scheme, Apparently, 47-TER uses a dif-
ferent keyboard than we do, since the

initial lavout is simply bizarre. It won't
let you map the controls to the armow

SAN FRANCISCO RUSH A rare
shot of the San Francisco level;
since there aren'l any enemies,
the textures are lined up, and this
monument is still intact.

MAY 1428

keys, and it makes no mention
of the arow keys, yel you can
still use them in the actual game.
Without even going into topics such
as bad texture aligniment, single-plane
levels, uninspiring sound, and bad clip-
ping, I'm hard-pressed to recommend
this game to anyone. At least the
bundleware WATCHY arcade game
that comes with it is easy to get into. &

PAPPEAL: Mecha scene fans.

PPROS: It's got the anime Mecha
style down pat; includes a bundle-
ware game.

PCOMS: Bad textures; weak level
design; bad
sound; clip-
ping proh-
lems;
extremely
brief; hizarre
control inter-
face.
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MAX 2:
COMPLETE
REAL-TIME
CoMBAT

* OFTiIoNAL PaAusE To GiIvE ORDERS

* COMPLETE SCENARIO EDITOR

* MULTIPLAYER CapagiLITyY (LaN, MODEM,
INTERNET] WITH ALLIANCE BUILDING

* SIMULTANEOUSLY VIEW MULTIFLE AREAS
oF THE MAP WITH THE SPY CAaM
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Price: 549

System
Requirements:
Pentium 100,
Windows 95, 16MB
RAM.

Multiplayer Support:
Modem, serial, IPX net-
wark (2 players).
3D Support: None.
Puhblisher: Sir-Tech
Software
Ogdensburg, NY
(800) 447-1230
www.sir-tech.com

S —

REVIEW * VIRUS

Don’t Gatch This \Iirus

by Scott A. May

ike most great disaster games, VIRUS:

THE GAME sounds pretty good on
paper. A masler virus has invaded
your PC and spawned an army of
attack droids. Its goal is to corrupt
critical files and crash your system. To
prevent this from happening, you must
search the myriad pathways of your hard
drive to find and destroy the evil virus.

‘The gameS5 only true hook is its unique
environment, representing a 3D model of
your computers actual file ;
structure. In theory, this
means that the game looks
and plays slightly different
on everyones PC,

In reality, what you get is
anever-ending series of
nearly identical corridors
and rooms, texh |rc-m;1pped
wilh high-tech wallpaper
and snapshots of your PC5s
directory structure. You
float through this 360-

VIRUS DETECTED Although it might
sound coal to fight 3D viruses in your
own computer, it isn't.

degree world, zap atlacking bugs, and
defend your system from doom. Strategy
clements involve building various anti-
virus installations, including repair bays,
munitions and vehicle factories, defense
rooms, and a KB transformer, which con-
verts kilobytes into energy.

Navigation through the game
requires mastering a convoluted assort-
ment of keystrokes to move, turn, and
attack. No joystick support is offered.
Gameplay
unfolds ina
series of

difficult
missions.
Unfor-
tunately, at
higher
levels, the
game
becomes so
unforgiving

and repetitive,
you can be under

atlack and lose the game in a matter
of seconds.

Fven on my Pentium 233 MMX, the
gamc’ animation jerks and sputters like
nobody’s business. The games visual
effects are also dated and boring; Sir-Tech
should have supported 3D cards. The 13-
page manual is woefully inadequate.

Virus: T Gamie is merely a low-
budget DESCENT wannabe thats plagued
by outdated design and poor execution. &

increasingly

PAPPEAL: Action/strategy
masochists.

MPROS:
Ingenious
concept.

PCOMNS:
Horrific controls;
repetitive game-
play; bland

- — —1
Price: $19.95
System
Requirements:
Pentium 90, MS-
DOS 5.0 or higher,
16MB RAM.
Multiplayer
Support: Modem (2
players), LAN,
Internet, Engage (up to 8
players).

3D Support: None.
Publisher: Interplay
Productions

(800) 468-3775
www.interplay.com

REVIEW * REDNECK RAMPAGE: SUCKIN' GRITS ON ROUTE 66

Suck On This

by Scott May

conard and Bubba hit the road in

Suckiv' GRiTs ON ROUTE 60, a sel

of add-on adventures for Interplay’s

backwoods first-person shooter,

REDNECK RaMPAGE, Unfortunately,
the dangers of inbreeding still apply to
whats basically a one-joke parody of this
popular genre.

Created with the painfully outdated
Build engine, this add-on disc does
nothing to improve upon the original
game’s simplistic graphics or repetitive
aclion.

The game features 12 new locations,
including the Oddity Museum and Alien
Crash Site, Big Billys World Famous
Gut Bustin’ Brewery, Mystery Dinosaur
Cave, Pet Coffin Factory, and, of course,
the Worlds Smelliest Flea Market.
They're loosely —and [ mean veryloose-
ly —tied together by a Route 66 highway
theme, with occasional rest stops for
Bubba to take a leak by the side of
Leonards pickup. Otherwise, theres no

cGwW

discernible con-
neclion between
these points of interest,
which look so similar that
theres almost no reason to
play them all.

There are new varmints to
blast, but for the most part
they come off as ignorant as
the originals. Likewise, the
new scenery is simply a
rehash of the first game, com-
plete with eye-crossing per-
spectives and primilive lexture-mapped
walls. 3D hardware support? Not in this
neck of the woods.

Its safe to say that only diehard fans of
RepNECK Raveace will find enough
knee-slapping humor in SUCkiN' Gurs
ON ROUTE 66 to hold their interest. 'or
you city slickers who've played QUAKE 11
or Ji:p1 KNIGHT, this hillbilly shooter is
about as llavorful as a hubeap of fresh

road kill. &

MAY 1998

BOOBY TRAP One of the more lascivious foes in
Suckm' Grms on Route 66. Despite a few fresh faces
it's the same old game.

PAPPEAL: Good o’ hoy Rampagers.

PPROS: Extends life span of origi-
nal Reoneck RAMPAGE.

PCOMNS:
Graphics and
gameplay still
dated; despite
new digs, still
repetitive; no 3D
hardware sup-
port.




uStay ahead of the game with the Panther XL,
the only weapon you negd for true 3D supremacy."

§ -American McGee,
£ Designer: ID Software

With the Panther XL,
Team Mad Catz has gone the extra
distance to create the no-holds-barred
weapon that no committed deathmatch-addict
or first-person-gamer should be without.

The Panther XL. Bring one to your
deathmatch. Befare someone else does.

Bon Appetit:

e A lethal combination of Premium
Joystick and Optimized Controlball.

® |ntuitive 360° independent move-and-aim canlrcl.
e 17 fully-programmable buttons and dial throttle.
e A whiplash processor and totally intuitive interface.

e Supports all the hottest 3D first-person games.

Also functions as a premium digital flight stick fof all Windows 95 games. ?
,'n
© 1828 Mad Catz, Inc. Mad Catz™, the Mad Catz loga )
and Panthar XL are trademarks of Mag Catz Inc. International M By aﬂy means ﬂecessary
e o it demgri s s A Babbage S § g o www.madcatz.com
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‘GAME OF THE YEAR!

-Computer Gaming World

/i

‘AN ABSOLUTELY BREATHTAKING MASTERPIECE OF A GAME...
NO OTHER FIRST-PERSON SHOOTER CAN MATCH IT FOR STYLE, DRAMA,
STORY, CHARACTER, AND EDGE-OF-YOUR-SEAT ENTERTAINMENT.

-PC Games

‘RARELY HAS A PC GAME MADE US SAY ‘'WOW' QUITE THIS OFTEN."

-Next Generation

“FIVE STARS OUT OF FIVE STARS.

- Computer Life & PC Gamer

‘A GAME SO IMPRESSIVE THAT WE WHOLEHEARTEDLY
RECOMMEND IT TO ANY GAMING FAN."

- PC Magazine

SLAL.

DABK FORCES 1=

WwWW.lucasarts.com

® Lucasfilm Ltd. and ™ or @ as indicated. All Rights Reserved. Used under authorization.
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Price: 554.99

System Requiremenls:
Pentium 133, DOS 5.0 or
greater (Win 95-compatible
in DOS mode), 16MB RAM,
150MB hard-drive space, 4x
CD-ROM, SVGA graphics,
mouse; supports most
major sound cards.

3D Support: None.
Multiplayer Support: LAN
or Internet (2-8 players).
Developer/Publisher:
Bethesda Softworks
Rockville, MD

(800 677-0700
www.bhethsoft.com

REVIEVW ¢ BATTLESPIRE

Battle Weary

The Follow-up to DacaerraLL May Be Too Hard for Its Own Good

by Scorpia

ith MORROWIND
(ELDER SCROLLS
3) at least a year
away, and with
gamers clamoring
for somelhing of a
less-epic scope
than titles such as
DAGGERFALL,
Bethesda has initi-

ated the”Legend” series: shorter games
Dased in the world of Tamricl, allied to
the main plots, but separate from them.
Barmespire launches this new line.

"I'he game takes place in the days
when Jagar Tharm was still causing trou-
ble (circa ArENA). The Battlespire is
home and training gronnd for
Battlemages. Just before you, a novice,
come for a visit, its invaded and taken
over by a Daedra prince and his min-
ions. With no \l.'.';)'ﬂfgullirlg out, you can
only go on, hoping for the best while
expecting the worst,

Much in the way of interface, game-
play, and characters will be familiar to
those who have played the previous
games, but don’tet that mislead you.
Barespire was deliberately designed
o be a very tough game, and part of its
difficulty comes from the fairly severe
limitations plm‘c:l on your characler.

NUMBER CRUNCHING

You can choose from a wide range of
precreated classes or make your own
from scrateh. Unlike in DACCERIALL,
however, the custom template is saved
this lime, so it can be used again with
other characters.

The similarity ends there. In
DaGCEREALL, the template established
class minimums for stats (slwn_ﬁ_;l]l.
agility, and so on), which were then
modified by character race and dice
rolls. [n BarrLeseire, the values you set
for the stats are it: no modifications of
any kind oceur. If, for example, you set
astrength of 55 for the class, thal’s what
it will be for every character using the

CCwW
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MORE POWER TO YA The game conceives the Battlespire as being anchored in place
by these massive power cylinders.

template, regardless of whether you
have a Redguard, High EIf, or anything
else. Racial bonuses this time around
arc for skills only.

Another change is that no skill can
rise above its controlling stat. Long
Blade, for instance, is based on sirength.
If the character has a strength of, say, 60,
the Long Blade skill cannot go higher
than that, however often you use your
sword. The same is true for magic and
for noncombat skills such as jumping
and swimming,

"The biggest change, though, is the
“build point” system, You receive 4,700
points for your custom character. With
this, you modify hit points, stats, and skill
percentages; lake advantages (il you
wanl any); and purchase magic spells
and starting equipment. There is no cosl
to choose skills, only to increment them.

“The one really goad thing about this
system is that no template — custormn or
precreated —is wrilten in stone, At any
time, you can start over and tinker with
the template, making whatever changes
vou wanl — provided, of course, you
have the necessary points. Any poinls
unused when you're done are held over.

TOUGH LUCK

"Ihe next shocker is a big one: no
character levels. None. Your characler
improves only by using skills or enhane-
ing them at the end of a dungeon levl,
al which time you receive a set number
of build points. You do automatically get
more hit points, based on your
endurance rating,

And life doesn’t gel easier once you're
in the spire. There are no inns or places
to sleep; there isn’t even a command to
rest. Healing and restoring spell points
must depend on what you find around
the spire (or your advantages, if you took
regenerate health or spell points),

There are no blacksmiths to repair
equipment: When something wears out,
it has to be replaced by found items.
There are no guilds for training, no spell-
maker, no itemmaker. You are entirely
dependent on what you can serounge up
as you go through the dungeons.

Spells in particular are limited. You
have only a small selection to choose
from at the start of the game, and you
need to choose wisely. Spell scrolls are
rare, Their appearance and type are
totally randomized; the chances of a



Remastered for the m mofllemntumn
the dassic Dune [l retu

%

NEw HiGH CoLorR GRAPHICS - CHALLENGE YOUR FRIENDS

IN 8 AnD 16 BiT. TO MULTIPLAY.

Your Challenge Is To Seize Control Of Dune.
Lead one of three houses — the noble Atreides, the ruthless Harkonnen, or the insidious Ordos —
with gallant leadership, cunning tactics, and military prowess to win the Emperor’s challenge.
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TWO-FINGERED FOES A dark hall,
and only a patch away from victory...

REVIEW * BATTLESPIRE

handy, this isn't a good
method to rely on for
combat magic. This
would have worked
better had you been
able to associate
magic items with spe-
cial keys the way vou
can with spells.
Speaking of com-
hat, its real-time,
“swing the mouse to

THE FIERY DEPTHS BarmLeseire drags you along through swing your weapon'-

encounters both fiery foreign and dully domestic.

spell seroll actually showing up are very
low. I found only four myself, and two of
them duplicated spells | already had.
What you take at the start, therefore, is
about all you will have the entire time.
On the other hand, there is a
wealth —one might almost say a pletho-
ri—of magic items. "They can be any-
thing: potions, weapons, armor, clothing,
gems, They may have spells on them
that you can cast, or they may enhancea
skill when equipped. Some restore hil
points or mana. Most of the time, the
trick is to figure out what these things
actually do. They all come with obscure
and lengthy names like “Iron Crosshow
of Sanguine
Swifthlade” or
“Gem of the
Fawn’s Gleaning,”

CALL TO ARMS
Using spell
items, especially

in combal, is a
laberious proce-
dure. First you
open your inven-
tory (the game
freczes at this
point), then vou
scroll through the
items list 1o find
the item you
want (if it isn't
near the lop),
double-click on
that, exil the
inventory, and
finally click on
your larget to cast
the spell. While a
little spell ability
can come in

MAY 1308

type fighting, much as
in DAGGERIALL. or
spelleasting, you can preassign up to
cight hot keys (FI-F8) and cast spells
instantly at any time merely by pressing
the appropriate key. In fact, you can cus-
tomize almost the entire keyboard, as the
game uses many shorteut keys.

Since BATTLESPIRE is in the hands of
invaders, you naturally expect to meet
hostile critters, and there are quite a few
of them. The interesting part is that vou
can talk to many of them. Not always,
but a fair number arc willing to chat
before trying Lo rip you open.
Sometimes, you can pick upa little
information this way. Once in a while,
you may manage lo gel an opponent lo
turn neutral. You might even be able to
talk it into fighting on your behall. This
ability to converse with opponents is one
of the games better features.

HUNT THIS

In addition to staving alive and
scrounging goodies, you have to look for
special items on cach level. This is one
of the most itksome aspects of the game.
The first five levels aren't much more
than elaborate scavenger hunts, Level 5
was the worst, This is the Wild Hunt, on
an island, and you're being actively pur-
sued by unpleasant eritters, some of
which can't be killed. While evading
them, you must come up with six keys,
six picees of anmor, and a special
weapon, [ almost lost patience with
BATTLESPIRE right there.

[ don't mind a little scarching, but
when the major part of a game is built
around “find this, that, and the other,” it
becomes ledious and shows a lack of
creativily. Surely the design team could
have come up with something less repe-
titious. In a huge game like
DAGGERIALL, repetilion may be

unavoiclable; in a small, compact game
like this, there ought to be more variety.

[ also wasn't too happy with the
design philosophy itself. While | can
appreciate the desire to provide a chal-
lenge, the actual execution of the
design wasn't a lot of fun. The build
points for each level are the same,
whether you kill all, none, or some of
the monsters. In one respect, then, what
you do is almost — but not quite — irrel-
cvant lo your progress.

Basically, the game is set up to
encourage— actually force —you lo deal
with combat situations in nontraditional
ways, lo simply get thiough the levels by
any means you can devise, including
running away from opponents. Building
up your character, unusually, is @ minor
part of the game.

Graphically, the game is similar to
DAGGERFALL, Everything looks better at
adistance; up close, blockiness is often
apparent, even in the high-res mode. For
all that, the graphics are pretty decent;
just don't expect the state-of-the-art,

ENDGAME

BAITLESPIRE leaves me with very
mixed feelings. It as a number of good
features, but the arificial characler limita-
tions, plus the emphasis on the scavenger
hunt aspect, make it very trying a limes.
While [ don’t mind new approaches to
RPCs, this one wasn't done as well as it
could have been. Still, the series shows
promise. In the meantime, BAFTESPIRE is
hest-suited for players who won't mind an
exceplionally lough outing. Those who
preler more traditional fare may want lo
skip this one.

Star ratings for Scompia-reviewed
games are by COW staff. Scorpia dis-
avows numerical ratings for games. %

rAPPEAL: Hard-core RPGers and
DacoerraLL freaks who can handle a
challenge.

PPROS: Less sprawling than
DaccerralL; some interesting combat
features.

PCOMS: Almost too hard; lack of
traditional char-
acter develop-
ment; weak
mapping; too
much scavenger
hunting; less-
than-stellar
graphics.
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“...drink deeply from a most
mesmerizing hybrid that looks
to be greater than the sum
of its parts.”

~Johnny 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.”
—Gamespot

“Lords of Magic should
capture the hearts and minds
_of both RPG and strategy
_ game aficionados.”
e . —Gamecenter .-

- Fantasy, Strategy, Combat
‘come together in a magical
‘land of gnomes and dragons,
beasts and Barbarians, and
heroes who triumph over evil.

Unleash the Awesome
Power of Magic!
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ADVENTURE/RPG

Price: 549.95

System Requirements:
486/66, Windows 3.1,

8MB RAM, 5MB hard-drive
space, VGA monitor support-
ing 256 colors, 2x CD-ROM,
Sound Blaster-compatible
sound card, mouse.

3D Support: None.
Muitiplayer Support: None.
Designer/Publisher:
Dreamcatcher Interactive, Inc.
Toronto, Canada

(416) 398-8588
www.dreamcatcherinc.com

REVIEW ¢ BEYOND TIME

You Won't Just Travel Through Time, You'll Waste It Too!

by Robert Coffey

very so often a game comes
along that does everything
right. BEYOND Tine isn't that
game. Rather, its an example
of everything il can be
done wrong in an adventure
game. Its got a
minuscule
assortment of
the most non-
challenging, iminteresting
puzzles ever; un-of-the-
mill graphics thal are
unduly trampeted on the
game box; the same old
Egypt/ Tibet/ Atlantis/
outer-space garbage seen
in hundreds of belter
games; and the mos! tor-
tured pile of claptrap-
posing-as-plot I've ever
endured.

TIMEWORN

The game begins with a museum
curator imploring you to discover what’s
behind the disappearance of several his-
toric and arlistic arlifacts. Thats the last
time anything makes sense. After that,
the hopelessly gatbled story plays out via
I'MV sequences revealed through the
characters’ video journals, Aside from
being incomprehensible, these
sequences are plagued with bad film-
school lighting and the combined talents
ol those whao flunked Remedial Acting
101 at the local community college.
Surprisingly, this gibberish is based on a
real book called Obelisk

BivyOND Tint wants to be MysT real-
Iy, really bad and gets this about half
right — its really, really bacl. It shoats for
those same rich graphics as MysT bul
misses, delivering instead some very ser-

viceable images that might have been

CowW
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moderately stiiking a few years ago. Its

hard to believe this is the same company
that published the visually rich JEwrLs
OF 111 ORACLE t few years back. The
game plays out in a letterbox taking up
only about a third of the sereen, the

COMFORTABLY DUMB Graphics that might have been somewhal impres-
sive two years ago come off more like a bad “Laser Floyd™ show at the
local planetarium.

game world is stiflingly small, and the
efforts at introducing a sense of life into
the game world come off stiff and car-
toonish, with aninials moving more like
wind-up loys. Sound is a virlual nonenti-
ty in the game,

WE DON'T NEED
NO STINKIN® PUZZLES

Okay, a limp plot and drab game-
world could be forgiven if the gameplay
were there, but BEyoND TiMEs game-
play is a bit beyond reach. Calling its col-
lection of puzzles a“smatlering” is being
generous. Far loo much of the game asks
you lo wade through dull text in order to
find and copy heaps of hicroglyphics. I'm
not adverse lo some note-laking, but
when it starts with finding and recording
four hieroalyphic combinations to un-
lock one door four times and gets worse

from there, 'm sorry, you've lost me.

Typical of BEYOND TIME's complete
lack of vision, one number puzzle is used
twice, and the rest are a |]HI|I'}" assortment
you've probably solved in better games,
Stop me il you've heard this before — col-
lect the lost erystals to
restore the crystal
matrix. Hear me now,
game designers of the
warld: If vou catch
yourslf falling back on
that tired “Crystal
Malrix" blather its time
to look into a carcer in
dog grooming. As if the
puzzles weren't weak
enough, blatant hints
or ¢ lulrighl solutions are
usually right nearby.

"Topping all this off
is a sluggish game
engine designed for a
486/60 (vet it still drags
on a PI50) and a frustrating navigation
interface. BEyonn 1 does elicit
some emaotion: lerror — it ends with the
threat of a sequel. &

PAPPEAL: Gamers consumed with
self-loathing.

PPROS: Included hint hook ensures
that you won't spend any more time
slogging through this game than
ahsolutely necessary.

PCONS: The plot is unfathomahle
and cliché-ridden; dull game-world;
a thoroughly dismal collection of
uninteresting,
unchallenging,
un-everything
puzzles; sludgy
game engine
coupled with a
crummy move-
ment interface.
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| TalonSoft® has unleashed the legendary Norm Koger to create the ULTIMATE computer wargame' After a ten~year e
--relatlonsl&}: with 519 developing 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 flexlblllty, complete

scenario editing system and state of the art graphics, combmed with a vanable game scale, will
prove to be the greatest ach:evement of hls career! : :

Commg snnn to Software Retallers World w‘de' Reserve your copy today'

~Call (41 0) 933- 9191 or visit our web site at www. talcnsoﬂ com
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Get.eal

you gotta have speed, reflexes,
awesome timing... and the right

equipment. DWANGO” puts you
in today’s hottest games like
QUAKE I with high speed,

Real games. Real fast. Real time.

Get www.dwango.com.
And get after it.

PWANCO

the ultimate real-time campei'iﬁbn.

QUAKE" is a reggstered trademark and QUAKE 1™, I Software™ and e 1d™ logo one tademarks of I Softwace, Inc.
QUAKE I © 1957 Id Software, Inc. Al Rights Reserved,
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It happens in a heartbeat.

You're commanding an AWACS aircraft through 2.5 mﬁiion square
miles of astonishingly detailed battlespace. Or you're mixing it up
with bandits and bogeys in your own F-22 Air Dominance Fighter.

But it only happens with DID's F-22 Air Dominance Fighter, the
flight simulation Denny Atkin of Computer Gaming World calls,
"the most advanced F-22 sim out there."

Believe it. DID's F-22 Air Dominance Fighter is loaded with features
you won't find anywhere else,

So strap in and prepare to lead, fight, or get out of the way.
It's your choice, but make it now. There's a war to win...
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iF22"- iMagic NO NO NO NO NO
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Something 0ld,
Something New

[his Supercharged Air Warrior Still Sports Some Used Parts

by John Nolan

I Warrior 11 is the latest
release of the sim that

began as the granddaddy of
online flight simulations
and later grew a solo com-
ponent. Debuting in
October 1987 as the first
multiplayer online Might
sim (at 55 plus an hour), il
continually improved and
added features. In December 1992, a
box release of the game added limited
offline practice, which was leisurely fol-
lowed in January 1997 by
Al WARRIOR 1, a ver-
sion with interesling
offline campaigns. ‘This
latest version expands
the envelope with 3D
graphics, better artificial
intclligence, automated
online multiplaver histor-
ical scenarios, and real-
time voice capability:

PICTURE THIS

‘The new 3D-acceler-
ated graphics are a quan-
tum leap over those of
previous versions but do
require a Direct3D-
compatible video card.
Aircraft exteriors are
beautifully texture-
mapped with colorful squadron nark-
ings and plenty of detail, like gunsmoke
smuclges trailing off the gunports. The
cloud effects on the horizon are just out-
standing. Sun-blindness, fog effects, new
dense black smoke trails from crippled
aireraft, and huge black-red-orange puffs
of antiaircraft explosions limit visibility:
“The termain has been enhanced with
nicely rendered mountains, airficlds, and
farms. These features are scatlered

ANCIENT HISTORY The “generic cockpit” view
mode is a legacy of the original Air WaRRIOR;
it's past relirement age for this old crutch.

about, which keeps frame rates up, so
there are still huge expanses of green
grass in this virtual world, Its now casier
to*feel” vour altitude and avoid dragging
awingtip. In the absence of an accelerat-
ed 3D card, a software renderer handles
the job: The resulting graphics are ade-
quate, but they're hasically the same as
the older versions.

REALITY BITES
AIR Warrior 11s flight model
remains essentially unchanged from pre-

LR
AJo2_3:10ne's uvn my Lalll

vious versions. The Novice,
Veleran, and Ace sctlings arc
labeled “Realism/Difficulty” in
the manual, with the emphasis
on difficulty, Noviee is a half-
speed, easy way lo gain famil-
iarity and have fun. Veteran ups
the difficulty a bit, running the
sim at normal speed withoul
realism features. Ace is intense,

C effects, stall buffeting, and firepower
lethality, but its more of a difficulty
adjustment than a realism change.

“The lwo easiest ways to start an argu-
ment are to yell “IF it ain’t pork, it ain'l
even B-B-0Q7 ina'lexas eatery or to tell a
bunch of flight-sim addicts, “This is [or
isn'l] the most realistic Might model ever
programmed.” Yet at Ace level, with your
feet flat on the floor, you can add full
power for takeoll, put your hands in your
lap, and your P-31 will docilely roll
straight down the mnway and gently lift
off. Do not try this at home
in vour real Mustang! This
isn't the only anomaly in the
“full realism” flight model,
but remember that this
madel was ereated when the
286 chip was king and
physics modeling was a
dream. In any event, Ace
provides a high level of dliffi-
culty, challenging almost
any gamer and keeping
things interesting. You've got

CLEAR VIEW Ain Warnior Il offers excellent
Korean War-era jet combat in addition to WWI
and WWII campaigns. The new close combat
view mode should be the focus of further
enhancements with yet more detail and working

instrumentation.

adding accelerated stalls, spins,

MAY 1586

CGW

Price: $49.99
System Requirements:
Pentli 129 Winr

a use, joystic
recommended

3D Support: Direct3D
Multiplayer Support:
Modem, LAN (2 plavers)

Developer:
Publisher: Inte

(80 '
www.imagicgames.com
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REVIEW ¢+ AIR WARRIOR IlI

to practice to be good al this level: the you'll meet good and bad

acultely sensitive accelerated stall model- — pilots—but in others it fecls

ing requires alimost the steady handsofa historically correct. For exam-

brain surgeon, ple, the skill level of the

Japanese pilols appears lo be

MISSION MANIA lower during a campaign later
"The game adds a number of new in the war. Overall, wingmen

offline missions, bringing the total to on both sides seem more aware

more than 450, Campaigns cover World - and smarler aboul tactics

Wars [ and I and the Korean War, and

allow gamers lo fight for either side. Six DOTTING THE EYES

of these campaigns are new, with four Eric Hartimann, a top World

focusing on the Pacific Theater of War [l Ace, used a tactic of

WWIL New aircraft models round out “See, Decide, Attack, and

the alreacly extensive plane set, providing  Break.”'Iie first part is hard lo

suitable types for the new battles. do in AIRWARRIOR 111, just as it was in
The campaign trails are long and previous versions. Some might argue

tough, with twists and turns based on that the aircraft here are correctly sized,

your performance. Strategic thinking given the wide-angle view and pixel

and innovation prove lo be vital assels for — dimensions of the sereen. Unfortunately,

viclory. If you're the “engage at first sight”  the resulting image is merely a flyspeck

type, its going to he a short war, you'll until it’s within about 1500 yards. Even as
get waxed because the artificial intelli- you close, the plane’s planform doesnl
gence of offline enemies is better. They emerge until about 1000 yards. Thats a

now use tactics appropriate for their problem when you want to “do some of
plane types and energy states: You won't  that Basic Fighter Maneuvers stulf,

sce P-40s stallfighting Zeros anymore. In-— Mav,” because you have to know your
some missions, the skill and aggressive- spatial relationship to the bandit.

ness of enemy pilots seem random — "To accurately re-create a WWII

ith:the addition of autemated, historically based miniscenarios to onling
w play, Ar Wasgion Ill has created a defining moment for all games of its

W genre. Until now, with the exception of formal scenarios, play has been'

politically correct, using letters for country names and making any. plane available
to any gamer. The only goal? Kill or be killed: Now, however, every evening on
Gamestorm: (www.gamestorm.com), at regularly scheduled starting times in are-
nas with up to 250 participants, gamers. .can choose historical sides, equip
themselves with the correct aircraft and fly missions that re-create those actually
flown:during the war, These missions have specific, chronicled objectives, with
scoring based on how well each side achieves its goals. Combat flying moves
from a self-centered, abstract goal of maximizing your persenal kill-ratio to a
structured environment that emphasizes concrete group goals.

This:transition adds an important element to onling air combat: Gamers will
finally'experience a hint of the pressures and limitations felt by WWII crews. This
improvement can't be overemphasized; “continuous furball” arenas are becoming
stale. Adding to this heightened “environmental realism” is real-lime voice capa-
bility. This feature is highly desirable in any team-oriented air combat arena and
should make the historical scenarios:even mare pulse-pounding.

CowW MAY 1298

ZEROS HIGH All the aircraft, including this Zero,
are well detailed and accurately decorated. The
landscapes aren’t packed with structures but they
are beautifully rendered.

encounter, you need lo see the enemy’s
planform at realistic ranges to determine
angle-off and aspect. With a 90 degree
angle-off, you should see a B-175 vertical
stabilizer al a minimum of 2500-3000
yards. Instead, the game gives you about
hall the normal time to“See and
Decide.” It still works, since all players
are identically handicapped, but it sure
makes it tough to enjoy the excellent tex-
Lure mapping on the aircrafl.

New interface improvements include
the ability to “tag” a bogey with plane
type and range, which really helps you
keep track of AIRWARRIORS specks. The
full-screen cockpit now has basic work-
ing instruments, an overdue develop-
ment. A bit more effort in detailing and
instrumenting this view made would
consign the old generic cockpit and the
compromise “text data” cockpit to the
recycling bin.

AIR WARRIOR [11 shows Kesmai's dedi-
calion o continual improvement and
responsiveness to player input. Its a wor-
thy suceessor to its forehears and a blast
to play on or offline, &

PAPPEAL: Any devoted Air WaRRIOR
fan or air-combat enthusiast looking
for a long affair with historical mis-
sions from WWI to Korea.

PPROS: 3D planes and terrain
enhance old warhorse’s looks; new
WWII Pacific campaigns; new enemy
Al; good full-cockpit view; online
historical missions; voice capability.

PCOMS: Flight model showing age;
superh plane
graphics not vis-
ible until unreal-
istically close;
“realism” effects
are more difficul- =S
ty than realism.
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by Scott A. May

nterplay’s long-awaited VR

ware-only accelerated version,
With its incredible speed and
visual appeal, it rivals (and in
many cases, surpasses) the best
hardball coin-op machines.
Before baseball realists ery foul,
however, let’ get one thing per-
fectly clear: This edition of VR
BaskRALL focuses solely on areade
action, with little or no coaching or
managerial aspects, Its also missing
other crucial features, such as remote
multiplayer support and instant replays.
The game features more than 700

MLB players, including All-Star rosters,

based —a little late — on the 1996 sea-
son. There are also 28 major leaguc sta-
diums, accurately modeled with famil-
iar landmarks, skylines, billboards, and
S0 00N,

Play modes include exhibition, sca-
son, [ ome Run Derby, and batting
practice. Options allow you to adjust
skill levels (rookie, veteran, and all-star),
innings (1-9), game time, errors, and
designated hitter rules. Other options let
you choose to simulate or play quarter-,
hall-, three-quarter, or full-season sched-
ules, including all-star games, play-offs,

and the World Series.

Player trades and
w £ roster manage-
A 8 f

Price: $39.95 | ¢ L menl are about

System Requirements: E as close as you'll

Pentium 120; Windows
as5; 16MB RAM; 30MB
hard-drive space; 4x CD-
ROM; Win 95-compatible,
16-bit sound card.

3D Support: 3Dix,
Rendition V1000,
Rendition V2200, or ATI
Rage 3D Pro.
Muitiplayer Support:
Hotseat (2 players)
Designer: VR Sporls

gel lo lrue

BasEBALL is finally here in a hard-

REVIEW * VR BASEBALL

Pretty Vacant

VR BasesaLL Looks Awesome, but the Feature Roster Is Light

coaching duties, although trading with
the computer is a joke. All trades are
immediately accepted, no matter how
ridiculous.

GOOD EYE

The game requires a 3D-accelerated
video card, but its well worth it, both for
the speed and graphic effects, which
inclide real-time shadow easting, bilinear
filtering, and extensive texture-mapping,
The game runs fine on the minimum
required system, and absolutely smokes
on my P233 MMX, using Creatives 3D
Blaster or Diamonds 3D Monster.
Interplay has a patch enabling support for
the Matrox Mystique 4MB video card.

Game graphics are purely polygonal,
rendered al 640x480 resolution and 16-bit
color depth. The players are large and
angular, and they sport authentic uni-
forms, complete with names and num-
bers. Motion-capture technology gives all
players a full range of natural movement,

VR BASEBALL uses a menuless control
system for selecting and delivering pitch-
es, swinging the bat, and advancing base
runncrs, Joystick and gamepad controls
are light and responsive, featuring up to
six programmable buttons. Actual game-
play, however, is far too casy at the rookic
and veteran skill levels, even for an
arcade game. In fact, my first inning a
hat yielded no fewer than four home
runs and six scores — even when the
game was sel o veteran level,

“There’s no instant replay, but the game’s

action can be viewed from
: any angle or position with-

in cach 360-degree virtual

Puhlisher: Interplay
Productions

Irvine, CA

(800) 468-3775
www.vrsparis.com

WHERE’S THE QUARTER SLOT? Arcade baseball has
never looked this good—or played this fast—on any
home system, thanks to excellent 3D hardware support.

10TH MAN OUT VR BasesaLL's 360-
degree environment and limitless cam-
era setlings create a virtual play field,
putting players in the action.

stadium. Although it looks coal, its quite
impractical. For example, its almost
impossible to pitch with any degree of
accuracy when viewing Lhe action from
any angle other than the pitcher’s. Still,
the feature adds impressive depth of field.

FINAL OUT

Other downsides include rather
“dirty” ambient sound clfects when
played through my SoundBlaster 64
AWE.. Collision detection with back
walls is also a problem. Sometimes the
ball appears headed for the wall, only to
become a home run. Likewise, fielders
don't visibly cateh balls, but merely
“obtain” them by being in teir vicinily.

VR BaseBaLL delivers fast and fluid
arcade baseball, but its missing too many
features. Lets hope VR BASEBALL 99,
due out by the time you read this, will
plug this games many holes. %

FAPPEAL: Arcade baseball fans.

MPROS: Coin-op-quality 3D graph-
ics and sound; exceptionally fast,
smooth gameplay; simple play
mechanics.

PCOMS: Almost no managerla! con-
trol; no roster Ty

editor; too easy
except at highest |
skill setting; no
remote or net-
work play; no
instant reply.




for the rid

of your fife?

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 legs and kiss your assorted auto parts good bye -because Umm@te Race Pro’ is one hell of a raucous ride.

S, 4 2 GAMES IN 1. RACE ON 18 TRACKS OR CRASH, MAIM & KILL IN THE ULTIMATE DESTRUCTION ARENA.

i 21*1 I%";

y iy
. ] e 35’0 %‘%{,_fﬂ}
Avallable on Windows®* 85, [:I i | | P R o

Visit your local retailer or
call 1-800-695-GAME day

or night (U.S. or Canada), DRIVE FAST. DRIVE DANGEROUS. DRIVE LIKE HELL THROUGH THE INTERNET.
GO TO #098 @ www.computergaming.com/infolink




¢ in soaking up the
opening day.

in savoring the rare

no-hittet. |

e in the healing powe

xecuted squeeze play.

teve in dancing to chin

elieve in High Heat
»'a game that captures the
1sity, excitement and spirit of

We'e 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
gameplay. Matchless tactical AL
In short, everything gamers demand
and baseball fans scream for.

Experience High Heat
Baseball, the definitive baseball
experience from the industry’s one

and only baseball studio.

Become a believer.

© 1998 The JDO Company. All rights reserved. High Hear Baseball, TruPlay, Team (366, and the Team .366 logo are rrad ks and for regi d wrad ks of The 3DO Cnmpw O MLBPA Official Licemce



Major League Baseball Players Association. All other trademark

Unparalleled Bascball Al: A new industry
standard has been set with our TruPlay™
baseball AL You'll notice the difference in

true-to-life base running, fielding and managing.

test Gameplay Ever: Streamlined design
you blaze through a complere game in 30
frame rates, low load times and skip-

thru shortcuts means no more waiting around,

Unprecedented Authenticity: 1998 MLBPA
rosters, 1997 statistics, all 30 big league
ballparks, intelligent erowd noiscs, real umpires,
and real Major League play by play brings
to life che baseball experience.

Pro-style Interface: Practice the real art
of pitching and hitting, No need for
gimmicks, you have all the twols 1o think
and react a bascball pro using the real
tactics of Major League Players.

www.highheat.com




Price: $49.95

System Requirements:
Pentium 133, Windows 95,
16MB RAM, 120MB hard-
drive space, 2x CD-ROM
drive; supports
DirectSound-compatible
sound cards, mouse, and
force-feedback joysticks.
3D Support: Direct3D-
compatible acceleraled
video cards (3Dfx Voodoo,
Voodoo Rush, and nVidia
RIVA 128).

Multiplayer Support: LAN
(2-8 players), modem, and
serial play (null modem
cable required).
Designers: High Score
Entertainment,

Stormfront Studios
Publisher: EA Sporls

San Mateo, CA

(800) 245-4525
www.easports.com

REVIEW ¢ ANDRETTI RACING

Wheel Life

More Arcade Game Than Simulation, ANDRETTI
Racive Still Offers Some Fast-paced Thrills

by Scott A. May

hen in doubt, strad-
dle the line. Thats
what Flectronic
Arts does with
ANDRETTI RACING,
which falls some-
where between the
arcade thrills of
NEED FOR SPEFI
and the simulated
realism of CART PRECISION RACING.
Driving the middle of this wad can be
twice as dangerous, but A pulls it of
The game marks FAs second attempt

to jump-start one of its minor PC sports
franchises, buoyed by suceess on the
PlayStation and Saturn. ANDRIT'TT s no-
holds-barred, thrill-a-minute arcade rac-
ing, with only a smattering of simulated
realisim, thankfully administered where it
really counts: vehicle handling and com-
puter Al Dinvers can choose between
two disparate racing styles, NASCAR or
Indly, which says a lot about the depth of
the game’s driving model,

I'LL TAKE THE PINTO
[rom the get-go, realism takes a back-
seat, as only four of the game’ 16 tracks

are modeled after officially licensed
world-class speedways. The rest are fan-
tasy tracks, designed by the Andretti clan
(Mario and sons Jefland Michacl) to re-
create track types based on real-world
courses. |Likewise, only a handful of the
game’s 30 drivers has any conneetion o
real-life Indy or NASCAR drivers.
Prerace vehicle setup s also a bit of a
joke. Compared to the best racing sims
available today, the garage in ANDRETTI
RACING is the digital equivalent of Jiffy
Lube: fast, cheap, and very basic. Setup
options are limited to automatic/manual
transimissions, hard/soft tires, gear ratios,
front/rear wing angles, and initial fuel
loads. To make matters worse, you must
resel your setups before each session.
On the upside, ANDRETTTRACING is 2
screamer when the tires finally hit the
tarmac —il you have the necessary hard-
ware. The game supports a small variety
of 3D-aceelerated video cards, and you'l
need one if your system qualifies at the
minimum required PI33. On my P233
NMMX, first tested without 3D video,
frame rates were exceptionally high,
although graphic quality suffers. With a
Monster 3D, Iwas able to crank up the

EDGED OUT One of Anoreni Racing's strengths is ils aggressive computer Al It's

especially good in the final laps.
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graphic details to high, while maintain-
ing blazing speed. Beyond 3D effects
like haze, lens Mares, and textured back-
draps, however, you'll also see plenty of
flat, 21D objects littering the seenery.

SPIN CONTROL

As in many areace-style racing games,
your onscreen vehicle looks and feels as
if'its Moating slightly above the surface.
Despite this, vehicle control is above
average, thanks to the relaxed physics
maodel. | tested the game usinga CH
Camestick 14, CH Racing Wheel (with
pedals), SideWinder Force Feedback,
and even my trusty old Gravis
GamnePad, All four performed well,
though racing wheels or analog sticks
are definitely preferred.

linal accolades go Lo the computer
AL Computer-controlled drivers consist
of the usual assemblage of chumps—
more road-kill than road-warrior—and a
ragtag team of hotshats (more often
than not, the Andrettis themselves) who
manage lo extend a challenge at every
turn. As expected, the games best
moments come during head-to-head
racing via modem, serial, or LAN multi-
player connections.

ANDRETTI RACGING won'Ldrive away
more serious competition, and theres
plenty available o blow it off the road.
But its not withaut merils, especially for
arcade-oriented drivers looking for a
quick fix with plenty of eye candy. %

PAPPEAL: Arcade racing fans.

MPROS: Surprisingly tenacious com-
puter Al; exceptionally fast; excel-
lent handling; 3D hardware, force
feedhack, and
multiplayer sup-
port.

PCOMS: Mare
fantasy racing
than gritty real-
ism; laughable
car setup.




See the game from a
whole new perspective...

..The Profit Margin

Set your teams starting defenses, batting
order and pitching rotation.

Faitong Aonsham |

Baseball Mogul doesn't place you on the mound or in o o e
the batter’s box, but rather in the leather armchair of : S
your favorite professional baseball team.

This is your chance to take on the role of

AN Jer and GM. T:rack the eagl.:ies I ca coml
Play thE game hEl‘I.ll'l d ﬂ'lE game. R tr.ad_:_e_s_an{:f“mgn murtmmlron dollar dr:::!:

Control all finances, including setting ticket
and concession prices.

BASEBALL
MOGUL

The MVP of Basehall Simulahm '

AL,

A . & g S Game
g M g I : C ,.:. gt t'_gﬂputh?r {‘Emnge‘ﬂf,f;
; Rllﬂ tO YOUI' ﬂeal'est I Ctﬂ.i.ler = AGT Interactive Software Company

DgRa e or call 1-800-229-2714 il s i

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



SOLDIERS AT WAR is tum~based squad-level combat with all the heroism and drama of a good World War II
movie! Lead a squad of 8 men through a hair-raising campaign of 15 linked scenarios. Experience D-Day
and the assault on Monte Cassino, Execute commando raids and fight fierce house-to-house battles in
blasted cities like Anzio and Dresden. An extremely flexible mission editor and 15 extra stand-alone
missions, many from the German perspective, make the action virtually endless. Four-player multiplay

via network or the internet
lets you fight it out
with real opponents!

To Order: Visit your retailer
or call 1-800-234-3088
(USA & Canada) with
Visa or MasterCard.

www.ssionline.com

A MINDSCAFE® COMPANY

©1997 Strategic Simulations, Inc.. a Mindscape Company. All rights reserved. SOLDIERS AT WAR is a trademark of Strategic Simulations, Inc. All other trademarks
and registered trademarks are the property of their respective holders. Call 1-800-771-3772 for Game Rating Information

GO TO #240 @ www.computergaming.com/infolink



THE DEEPER DUNGEONS * REVIEW % % %

Plumb
More Depths

More Fun Awaits the Saaistic and Depraved Dungeon Keeper

by Barry Brenesal

[l your dungeons are now
built, Dungeon Keeper.
You succeeded and
thrived against the
onslaught of endless, sanc-
timonious heroes, and the
blasphemous counter-
claims of upstart rivals,

toss another commoner
on the fire, and revel in a bit
of unaccustomed leisure
time? Well, think again.
More unexplored levels of
challenge await you in THE
DEEPER DUNGEONS, the
DUNGEON KEEPER expan-
sion pack from Bullfrog,
There are 30 new levels in
all, 15 cach for single-player
and multiplayer games. The
only obvious difference in
their layouts lies in the close
proximily, increased strength,
and concentration of com-
puter-driven enemies in the
single-player scenarios.

TIME TO SLAP MORE IMPS

You can play these 15 dungeons in any
order. That in itself s the tip-off that
there5 no linear progression of difficulty
in DeevEr DUnGEONS, Unlike in the
original DUNGEON KEEPER, here there
are no visuals of a land slowly decaying
while you prosper in your campaign, and
that wonderfully satiric Wellesian voice-
over after each victory is missing as well.
Instead, each dungeon is as reasonably
hard as the last several dungeons in the
original release.

Bullfrog claims o have achieved this
in part through improvements to
Deeper DUNGEONS' enemy Al bul the
evidence doesn’t back this up. Liberated

You think you can sit back,

enemy dungeons still contain plenty of
unused bonus specials, which, if used,
would have granted free resurrections
and level advances to all creatures.
Individual creatures, including weak
ones, continue to instantly attack the
most powerful of enemy groups on sight.
(There5 nothing more pitiable than
watching a Fly try lo go it alone against
three Dark Mistresses, two Bile

WHACK A TROLL Train those monsters well, because Degren
Dunceons provides more challenging scenarios than the original.

Demons, and two Wizards.) Bullfrog
also did nothing to climinate the cheap
tricks players could use to circumvenl
the computer’s thinking— like luring a
host of enemy troops onto a bridge over
waler or lava, then selling both ends,
leaving most of them stranded.

EARNING YOUR KEEP

What makes individual levels in
DeepER DUNCEONS more difficult than
the original game is object placement,
Theres less gold around you and more
around enemy dungeons. There are
more broad underground lakes and open
caverns (which can't be closed by doors)
near gold supplics, so that as soon as you
tunnel into these gold pockets, higher

level heroes and enemy dungeon keep-
ers have easy access lo your realm. Traps
are more extensively deployed.
Computerized dungeon keepers some-
lime receive room types and spells that
human equivalents can't access on that
given level.

This will no doubt engender some
complaints about “Al cheating,” but
given the complexity of the game, even a
Pentium chip couldn’t
process all the data
required lo adequately
combat the strongest com-
puter yet invented — the
brain. Besides, has the
challenge of an uphill bat-
lle ever been known to
daunt a reasonably ambi-
tious and depraved
human dungeon keeper?

Thumbs up, then, for
DEEPER DUNGEONS new
levels. Just remember it’s
more of the same. It does
not offer new monsters,
rooms, or extensive graph-
ics. What it does provide are 30 fresh
challenges for DUNCEON KiEPER, that
unigue real-time strategy game of incred-
ibly rich detail and sardonic humor. &

PAPPEAL: Dunceon Keerer addicts;
anybody who enjoys difficult, imagi-
native real-time strategy games.

MPPROS: Thirty well-crafted dungeon
challenges.

PCONS: Extremely tough to win
even if you are
familiar with
Dunceon Keeen;
offers no new
monsters or
rooms; lacks the
wit of the origi-
nal game.

MAY 1568
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Price: $29.95

System Reguirements:
Pentium 75 (for Windows
95 version) or 486DX4/10
(for DOS version), 16MB
RAM (Windows 95 ver-
sion) or 8MB RAM (DOS
version), 4x CO-ROM,
17MB hard-drive space,
DirectX3-supported
sound and video card.
Multiplayer Support:
Modem (2 players), LAN
(2-4 players).

3D Support: None.
Designer: Bullfrog
Publisher: Electronic
Arts

San Mateo, CA

(650) 571-7171
www.bullirog.ea.com




THE MOST COMPREHENSIVE LOOKS LIKE IT COULD GIVE UNITD
USE OF Al THAT 'S 'C8&C RED ALERT' A RUN
ENCOUNTERE FOR ITS MONEY.

-Rich Hevmich, Insid -Dave Richards, Happy Puppy




SUPERIOR ARTIFICIAL
INTELLIGENCE.
It's probably smarter than you.
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Look for Manauink on this
month's CG-ROM

System Requirements:
4860X4/100, Windows 95,

Multiplayer Support:
Modem, LAN, TEN

3D Support: None.
Publisher: MicroProse

www.microprose.com

= Gounterspell Please

REVIEW * MAGIC THE CATHERING: DUELS OF THE PLANESWALKERS

by Tahsin Shamma

ANALINK, the much-anticipated

multiplayer support included in

the MaciC upgrade, DUELS OF

THE PLANESWALKERS, has final-

ly arrived. Unfortunately, it’s
most likely going lo give you a bad case
of mana burn.

The worst problem with MANALINK is
the inlerface. I've yet lo see a less intu-
itive, more camplicated interface for
any multiplayer game. Basically, the

windows: The [irst is the chat room
accessed through TEN; the second

expansions, MicroProse neglected to
mention that you don't even gel a third
of each set. Absent are the gold-bor-
dered “Legends” cards that made those
expansions worthwhile in the first place.
DUELS OF THE PLANESWALKERS has
one saving grace: [t the only program
that lets you play Magic over the
Internet in an automatically adjudicated
environment. However, if you play
Magic regularly and are comfortable

INTERRUPT THIS! ManaLINK's interface
leaves a little friendliness to be

multiplayer component is splitinto two — using chat programs like mIRC, you'll desired.
probably love AppRENTICE 32 (available
free al www.planeswalker.com). FAPPEAL: Gamers who play
connects you to players for duels. This ~ APPRENTICE won't help you figure out Magic: The Gathering only on the PC
may seem simple, but awkward buttons Banding, but it does provide one of the PPROS: Some
and an illogical messaging system make  easiest interfaces for playing Magic over new cards; mul-
chatting and setting up duels a chore. the Internet. Upiayer support
The second problem with DUELS OF As for DUELS OF THE PLANESWALKERS, PCONS: Poor
THE PLANESWALKERS is the unimpres- it delivers on its promises—that is, if you g:dr;a;:;mngzt
sive selection of new cards. While it is can get past the awkward interface and the expansions are
supposed to be an expansion pack with  lack of good Legends and Dark expansion not availahle.
new cards from the Legends and Dark— cards. &
T - Artual screen

Price: $48.99

16MB RAM.
(2 players).

Alameda, CA
(510) 864-4550
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Take a 20-minute Links” break and challenge
Arnold Palmer to 18 holes on Maui’s Kapalua Bay.

* New waving flags, airplanes and other
animations

» New water reflections

* Six golfers including Arnold Palmer

* Faster screen redraws

* Quick-start internet play

* Over 20 other new features

“I hl;{;{m{
[

Links[S

7998 Sddition

= ACCESS

For information, call 1-800-800-4880, or visit us on the web & www. AccessSoftware.dym And add some color to your life! === soFTWARE INCORPORATED
GO TO #079 @ www.computergaming.com/infalink



STRATEGY/WARGAMES

Price: $59.95
System
Requirements: 486
PC, Windows 95,
16MB RAM, 20MB
hard-drive space, 16-
bit SVGA graphics.
3D Support: None.
Multiplayer Support:
Email only {(number of
players varies by game
converted).
Developer: HPS
Simulations
Publisher: HPS
Simulations

Santa Clara, CA

(408) 554-8381
www.hpssims.com

*Kkk*k  REVIEW ¢ AIDE DE CAMP 2

Email Wars

AiDE DE Camip 2 Is Indlispensable for Board Wargamers

by Terry Coleman

any wargamers lead a
double life. By day,
they upgrade their PCs
just as frantically as
other gamers, so that
they can play Panzir
GENERAL L My,
and S0 Meier's
GCrrvspunrc. But late
atnight, when no one
else is \\';l!ching, they sneak up to the
attic and dust off their treasured collec-
tion of board wargmnes. They fondle the

paper maps of Waterdoo and Aachen,
and spray laminate on their cardboard
counters of Napolcons Grand Annee in
avain atlempl to halt the ravages of
time. But for most of these gamers, the
harsh realities of jobs, families, and
wargaming bucdies who move away

Hampoon 4, for example, vou'll get an
exacl reproduction of the miniatures
game — which will vary quite a bit from
the HarrooN 4 that SSTwill publish
next vear,

NO GRIDLOCK HERE

You aren't limited to generating end-
less hexgrids, either. Included with ADC
2are a chess set, a backgammon set, and
a checkers set, all designed with the
ADC 2 cditor. The powerful 256-color
editor handles squares, boxes, hexagons,
pnint&lnlpnin! movement, and even
jagged coastlines with casc—up to
60,000 spaces per map, easily larger
than any boardgame or computer
wargame yel designed.

Units can have as many as 16 editable
characlerislics, comparable to a typical

lave dealt their

Player Momo/Picture

Passward Proloction

cardboard

|G(.'I'II!:I'CI| Ten|
armies a defeat

1™ Usw o Passvord Tor U plagn,

that Wellington
conld never have
imagined.,

IFyou grew up
plaving Avis &

Do Fied |

Hidden Piece Options
™ Uag Hidden Pieers (oo s plages

1™ Pincas hidden wher placed on bosd
I Pisces in foree pocks Awayt hiddsn

Allies or Squad

Drafaudl syl fot hidden ursts Il not

Clﬂ:lnc:uel Drcivee [ DMP) Fies I & checked ' NO SYMBOL" i e defaul).

Leader, you'll

play compuler
versions of those
classic wargames. But what about Afrika
Corps, Napoleon at Waterloo, or the
dozens (or even hundreds) of other
excellent board wargames that you own,
“l(].‘t[ lll- \\'}“‘L‘ll dane ]HIH")‘ IlLLl\ tn i"ll'“:'ht
acomputer game publisher? Well, with a
little paticnee, vou can now convert
them all to Windows 95 applications
with Aipe DE Cantr 2(ADC 2),
Asequel o the powerful editing pro-
gram that won a CGW Special
Achievement Award three years ago,
ADC Zis quite simply the Holy Grail for
wargamers. Mind you, ADC 2 won'l
magically put an Al in your boardgame
conversion, nor will it change tm-based
games lo real-time. Bul if)nu converl

cowW
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soon be able to MUG SHOT Personalizing your email contest is a breeze, since
you can import any .BMP file.

unit in PanzeR GENERAL or STEEL
Pantiiers, With the potential o define
30,000 types of units, ADC 2 can han-
dle virtually any boardgame now on the
market (or likely lo be designed anytime
soon). There are a number of other nice
touches, such as security passwords, hid-
den unit options, a random draw func-
tion (for games with variable initiative),
and a built in Line-of-Sight algorithm
that’s better than a lot of professionally
published games I've played. You can
even desion cardst

Is it perfect? Some of iy old ADC
files didi’t convert, but the new palette
is so improved that [ would probably
have redone them to the new format

TRAFFIC JAM Included is a copy of
Ardennes from The Gamers. Even in
close zoom, you can see that this
boardgame conversion looks quite pro-
fessional.

anyway. There is a bit of a learning
curve, and some gamers will find the
lack of a paper manual annoying. Still,
the tutorials and context-sensitive help
files are thorough, and the big problem
is really assimilating the vast number of
available options. Ior my part, ADC 2
patentially adds 500 play-by-email
games to my collection, and it even rolls
the dice for me, What more can you
ask, especially when new ADC 2 con-
versions of classic wargames pop up on
the Internet on almost a daily basis? %

Note that ADC 2 does not provide you
with any rules or Al. Aside from any
guestion of copyright, to play games
via ADC 2, you must own a copy of the
hoardgame in question, and it allows
play only via email.

PAPPEAL: Anyone who wants to
play paper games via email.

FPROS: A play-by-email wargamer's
dream come true; improved in every
way over the
original ADC.

PCONS: No
paper manual;
old ADC sets
may not convert
to new format.




1S OPENING NIGHT IN THE
THEATER

OF BATTLE...

THE DEFINITIVE SII’IULATION OF NODERN GROUND IJJARFAREI_

From the creators of the award-winning l:lassu: M1 Tank Platoon’ comes the most reallstl,'_
armored land combat simulation anywhere in the world. M1 Tank Platoon 17

* Everything is hyper-real. The detailed cackpits, the thermal view, the trees and even the i
helicopters that intelligently hide behind hills. i

* Be in complete control of four M1A2 Abrams tanks in both the gunner and commander. pasmuns.

e Command platoons in dynamic campaigns set in Gulf War I, North Africa the Russmn
Far East, the Balkans and Central Europe.

* Face off against the enemy in a multiplayer battle that will blow: ynu away

® This is not just a tank simulation. You're
in command of aircraft, helicapters, e
non-tank ground vehicles and infantry.

‘I‘llll

W TN K TATOONTN

Avallable on Ldlndows “15 Visit your‘ loc.al r'etaller or call 1-800- I:H‘u fANF day or |'11gh1' (LI S or Canada).

VAL e rose. b A2 gt il AP Taiak Matoc ocat MACRIDPRUSE son LIS, sogealontal i vk o M1 Rl Fritoie N w Gockmod of NSCHUR0SL, tne i it alsieind cumparve, Tise D00 et ks i i tiake) & i

GO TO #191 @ www.computergaming.com/infolink



THE KING OF WORLD WAR II TANK
SIMULATORS IS ON THE HORIZON

COMING JUNE 1

www.panzercommander.com

©1898 Suategc Simulatons, Inc. o Mindscepe Comparry. All nghts reserved. PANZER GO za el Srangic Sh s, Ing, All gihar trad and tugistened e g i the proparty of their respective haidare

GO TO #239 @ www.computergaming.com/infolink



EVOLUTION ¢ REVIEW % J

Try Again, Darwin

Discovery Channel’s Simulation of the
Struggles of Prehistoric Life Takes a Giant Step Backward

by Tahsin Shamma

axis Software started a
new era in simulation
games when it unveiled
its Sim line of strategy
games, The series pre-
sented you with mun-
dane systems (city
management, farming,
global geology, and

ecology), and then gave
you godlike powers to manage and con-
trol theimn. Now, Discovery Channel
Multimedia is trying to walk the same
road with its epach-spanning life simu-
lation, EvoLuTion. Unfortunately, this
is one animal whose mutations doom it
lo extinction.

SIMEVOLUTION

At first glance, this game feels alittle
like SIMLIFE and SIMEARTH, However,
this real-time title has a level of compe-
tition missing in those two games.
Unlike its ancestors, EvOLUTION pils
gamers against each other lo see whose
clade (the species hierarchy) will survive
through the ages to achieve intelligence.
The most important control you have in
the game is the manipulation of feeding
habits and evolutionary instincts. While
SIMLIFE allowed you to select and ere-
ate animals, gene by gene, in [voru-
TION you guide prehistorically accurate
creatures from preland existence lo
senlience.

"I'his task is especially difficull
because you not only have to compele
against your opponents animals for feed-
ing grounds, but you also musl deal with
clumllf_ and tectonic changes that oceur
in the game world, Besides this, rmdom
disasters occasionally threaten to drive
species to extinetion.

The complexity of this game lies in the
evolution of creatures. As the species
change, so do their feeding habits and
their climatic preferences. Animals that
once loved the desert winds might later

Swamp, 40°C (26 abave 143 level]

FHOMYA  Cab

Optimal Ceaditions
Swamg

40T
Caborderou:

Plaper's Ventastega 00
[ore | Sy | [ [Gear

Pepalation feeding

Probabily of ers change: 0%

'JUST OUTTA DA POND! Alas, in Evoumon, we must all starl as lowly amphibians.

seek refuge from them. At limes, il is also
necessary lo evolve predators (the only
animals that can attack) to reduce the
population of your opponent’s clade. It is
this constant struggle that keeps gamers
on their toes.

AGE OF ANIMAL HERDING

As ateaching lool, EVOLUTION is
close lo SMLIFE, even il it doesn't have
the added complexity of genetic experi-
mentation, However, as a game,
EvoLUToN feels like it should be called
“Age of Animal Herding™ The majority
of your lime is spent moving animals
from one location to the next while trying
to keep them from extinetion (unless
they're too outdated 1o survive). Gamers
get points for evolving new specics, and
once ane player has evolved a particular
species, the other players can'l evolve
intoit. The Tree of Life (a massive display
of all the evolution paths in the game)
shows you which specics to evolve, but
the pathways are so complex that its hard
to tell where cach evolutionary line goes.

In addition, the sheer number of species

makes the game daunting for anyone
except the amateur paleontologist.

What EYOLUTION needs most is an
injection of fun. Sure, herding an
Omithosuchus next to a Lystrosaurus to
mitke room for the Zalambdalestes and
Rhamphorhynchus is cool, but it gets
tiresome after a while. The evolutionary
strategy that the game requires just isn't
exciling enough, Unless you find pale-
ontology and zoology fascinating, you'll
probably agree that EvoLUTION is for

the birds. &

MAY 1988

PAPPEAL: Would-be biologists and
paleontologists tired of reading about
the subject.

PPROS: Lots to learn; a true feel
for the complexities of evolution,
without a lot of biology lessons;
multiplayer play.
PCOMS: Not much
game control; it
can be tedious
work moving
animals; little
strategic fun.
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Price: 544

System Requirements:
Pentium 60, Windows 95,
16MB RAM, 10MB hard-
drive space, 2x CD-ROM
drive, SVGA graphics
(8-bit color), Windows-
compatible sound card.
3D Support: None.
Multiplayer Support:
Modem (2 players),
Internet, LAN (2-6 play-
ers); 1 CD per player.
Developer: Crossover
Technologies

Publisher: Discovery
Channel Multimedia
Bethesda, MD

(301) 986-1999
evolution.discovery.com




HIGH PERFORMANCE 3D/2D/VIDEO GRAPHICS BOARDS

WOULD THE WORLD'S
LARGEST ARCADE GAME
COMPANY SETTLE FOR
SECOND RATE 3D GRAPHICS?

Sega has been pumping out killer arcade games
for years. In fact, they're far and away the world
leader. And when it comes to 3D graphics, Sega

partners with Real 3D to deliver the goods. Our

image quality and real-time performance make

for the world's best arcade games. Can you
expect PC graphics performance to approach
arcade-like quality? Actually, yes. And you'll see

it sooner than you think.

e e A o m eoae e O I 1-800-393-7730 » www.real3d.com

b GO TO #195 @ www.computergaming.com,/infolink



MONTY PYTHON'S THE MEANING OF LIFE * REVIEW & &

Life Stinks

Search in the Gutters for the Meaning of Life

by Charles Ardai

aving spent my vouth with
one fool in the science-
fiction fan cormmunily and
the other in the world of
Intemet gecks, I've had
plenty of exposure lo
Monty Python. Both com-
munities have made a
fetish oul of reciting
Python sketches from
memory. Walk down a corridor at a con-
vention and you're sure to
hear camest young men

|)(:]Iing oul skelehes from
Monty Python’s Flying
Clirens or bits from Monty
Pvthon and the Holv Crail

What you'll rarely hear,
though, ase bils from Monty
Pvthon’s The Meaning of
Life. The reason is simple:
This film, released in 1983 to
adecidedly mixed reaction
from fans and critics alike,
was only sporadically funny
and more than sporadically
stomach-turning, But in
searching for new material
toadapt, 7th Level —which
has already made games oul
of Flving Circusand Holy
Grail—was bound to find The Meaning
of Life.

PUTTING THE “MEAN"
IN MEANING

What everyone remembers from the
film is the scene in which the worlds fat-
test man vomits all over and then
explodes, spewing his innards in all
directions. Unfortunalely, this scenc is
not atypical — the live liver transplant
scene s just one other example of the
NOVIES grossness,

Both seenes appear in 7th Levels
game adaplation of The Meaning of
Life, and ones transformation from
viewer to participant does not improve
them. Quite the opposite, in fact: Now
you're the one feeding the vomiting ghil-

ton till he explodes and carving on the
torso of an unwilling “volunteer” until his
blood covers your computer sereen, |
have a strong stomach and a liberal
sense of humor, but this was too much
even for me,

One is expected to use the mouse lo
follow a zigzagging surgical line with the
sharp implement of one’ choosing
(scalpel, sickle, hatchet, diill, ete.) while

the “patient” screams in agony. | am not

STEADY ON, OLD CHAP Put on your surgeon's jacket and try your
hand at a live organ transplant; shaky surgeons risk drowning in
their patient's blood.

ashamed o say that my hand shook,
forcing me to replay the sequence more
than 20 times. [ don't want to meet the
man whose hand remained steady
enough to complete this gruesome lask
an the first try.

The fat-man scene has a different
problem: Even ignoring the fact that pro-
jectile vomiting is an unpleasant thing to
walch, the only game element inserted
into the scene is the sorriest of grade-
school puzzles. Waiter John Cleese bal-
ances a mountain of serving platters in

one hand, each marked with a triangle,
square, rectangle, or circle. The gamers
job is to remove platters one at a lime
withoul destroying the balance, (It takes
all of a minute to figure out that triangle
platters are the lightest, squares weigh

twice as much, circles three times, and
rectangles four imes. Onee vou know
that, the puzzle is trivial.)

The first hall of the game consists
almost entirely of puzzles like this, inter-
mingled with unbearable seenes in
which you have to elick first on one actor
and then another to get them to perform
their lines from the movie. Long streteh-
es of dinlogue not only get recited but get
repeated, over and over again, There are
some funny bits, such as a
dead-on parady of You
Dot KNow Jack, but
ceven these wear thin when
vou have to sit throngh
them a third or fourth time.

In the second Tialf, the
game lakes a very odd tum,
exchanging the world and
storyline of the movie for a
largely unrelated, surreal
fantasy world, ere one
finds fewer tiresome dia-
logue bits, more interesting
puzzles, and satire that is
edgy and controversial
without being repulsive,

Why was the good stuff
saved for the second CD?
Lord only knows, but that's
where it is, and there’s no way to get o it
wilhout going through the dreck. Alas,
unlike with the video of The Meaning of
Lite, there’s no fast-forward,

PAPPEALL: Passionate Python fans
and lovers of the surreal.

PPROS: The second half of the
game is inventive; the instruction
manual is hilarious.

HCORS: The first half is a sluggish,
revolting slog through familiar
scenes and
depressingly
minor game
sequences;
hoth halves of
the game are
confusing and
repetitive.

MAY 15093

Price: 529.95

System Requirements:
Pentium 100, Windows
95, 16MB RAM, SVGA
graphics, 4x CD-ROM,
Windows-compatible
soundcard.

3D Suppaort: None.
Multiplayer Support:
None.

Developer: 7th Level
Publisher: Panasonic
Interactive Media
(888) 763-4433
www.pimcom.com
www.pythonline.com
www.7thlevel.com
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by Charles Ardai

TR TRER: THE GaME SHow

(STTCS) is an atlempt Lo cash

in on both You Doxt Kvow

Jack and the obvious cachet of

the Star Trek name. Like JACK,
STTCS is a take-off on television game
shows, complete with a self-absorbed
host (John de Lancic as The Next
Ceneration’s"Q"), several rounds of
trivia questions, and (ST TGSS anly
original contribution) a pretty female
“Q" as co-host. STTCS is cranmimed
with stills and sound effects from all the
Star Trek TV series and movies. The
result is a sure-fire hit, no? No,

What makes JACK so popular is how
funny the host and the questions are.
Here, the host is just boorish. John de
Lancie tries his best to infuse life into a
neither entertaining nor witty scriph.

The questions are even worse:
Instead of asking funny things about
Star Trek or even asking straight

REVIEW ¢« STAR TREK: THE GAME SHOW

You Don’t Know Trek

OBSCURE ALIENS No, we don't know
who this guy is, either—all the more
reason to avoid this game.

questions in a funny way, the game
takes the dullest possible approach o
the most uninteresting questions imag-
inable. To make matters more painful,
the answer options are read out loud in
a slow monotone, Guess wiong and all
vou gel is a generie barb from Q and a
robotic reading of the correet answer,
In addition, STTGS suffers from

puor interface design. Whereas in JACk,

players use a letter key to buzz in, but

use o mumber key to scleet an answer,
here answers are labeled with letters.
This not only means that the buttons for
the five choices are not next o each
other on the keyboard, but also that a
player might have to move his oppo-
nent’s finger off his buzz-in button 1o
answer.

In the end, ST TGS has lots of Star
Trek pictures, Thats the best that can be
said for i!.%

FAPPEAL: Only for those obsessed
with owning every Star Trek prop.

PPROS: Star Trek sound effects,
music, and photos; John de Lancie

as ﬂu.!l = 3
PCONS: Even ( (5%
Trek fans will he \NGEVAR
hored and >

annoyed by Q's ( (b_’,’

unfunny e *
RATEDES

badgering.

- ———] (A YN
Price: $39.95 G AN n"\
Requirements: (\r\ r\h an
Pentium 90, P N =
(Y

Windows 95, 4X CD-
ROM, 16MB RAM,
SVGA Graphics

3D Support: None.
Multiplayer
Support: Hotseat
(2-3 players)
Publisher: Sound
Source Interactive
(800) B77-4778
www.soundsource
interactive.com

Site of the '97 U.S. Open

« Valderrama—Site of the '97

Ryder Cup

¢ Davis Love I ar Sea Island—
Winner of the '97 PGA
Championship

s S-course Libraries Vol. 1-4—
20 courses including Riviera
and Pinehurst

aE

\

&

b

’-_[:ku a 20-minute Links”break and challenge Davis Love Il to 18
holes on St. Andrew'’s Old Course.
Over 25 available Championship Courses, including:
* St. Andrews Old Course—Coming Soon!
» Congressional Country Club—
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For info call 1-800-800-4880, or see us on the web ar www. AccessSoftware.com. And add some color to vour life
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'STRATEGY & TIPS

Wing Commander
Prophecy

An Academy Refresher Course for the Latest WinG COMMANDER

by Thierry Nguyen

he Nephilim (or Kn'thrack if you speak the Kilrathi
longuc) can be quite an intimidating foe. After all, they

managed to destroy a Kilrathi fleet, ereate their own

Michway stands between them and the Confederation,
and its our duty to fight them off. But have no fear, our
stralegy guide will have you pounding the Nephilim
menace into pulp in no time.No rookie should fly with-
out reading these tips, and even some veterans might

wanl lo use it as a reference guide,

Missiles 101

While dogfighting still boils down to who can maneuver and aim
the best, missiles can make or break a successful kill, if they're used
correctly, PROPHECY retains some lime-tested favorite missiles from
the earlier games, while adding new loys for you to play with.

Dumbfires: Ihere isn't nuch use
for these. They're truly useful only
when you're tailing an Alien eraft that
vou know will remain in a straight
line. Ifyourre good enough, you can
try to putin enough lead in case the
target changes direction.

Rocket Pods: These are similar
to the Dumbfires, but are slightly
more useful by virtue of their quanti-
ty. You usually get 36 of these, and
they provide decent backup firepow-
er. Use them as a finishing touch for
some of the tougher fighter craft or
when you miake strafing runs against
Tritons and Barracudas.

Heat-Seekers: 'This is vour

standard missile on carly missions,

MAY 1538

stargates, and just plain look really frightening, Only the

when vou're a Digmondback. It actually deals more damage than
the others, bul is balanced by the fact that it’s strictly rear-aspect. Its
better to save these for Mantas and above, rather than wasting
them against Morays.

Image-Recognition: This missile is your arsenal’ true back-
bone, as almost every ship carries four Lo six of them (the Vampire
packs even more). Save these until you get relatively close to your
targel, since the Aliens (especially the Devil Rav) are smart enongh
io use their decoys at the right time. Later, you'll get a long-range
version thal lets you lock on from 17 klicks away.

Friend-or-Foe: 'The lfiend-or-Foe serves as more of a defensive
tool. You can't designate a target for it, but you can try to point it
toward your intended vietim. "Try using it when you're being chased:
It always goes afler the nearest enemy craft, which will (logically) be
your pursuer. This is useful if you're flying a strike or bomber ship
and you're being harassed by fighters.

Advanced Tactics 900

elow are a few tips to help you get through some of the missions, since they can be
a hit hairy. In order to prevent spoilers, each mission is referred to by system and
number, so just look for the ones you need.

T'Lan Meth 416.3

t doesn't actually matter whether you win or Inse the mxssiun, the outcume is lhe same

Since Stiletto finds the jamming device, there’s no need o worry ahout it. But it you want
to find it for yourself, the strategp is simple: Leave
Stiletto to fend for harsall, and find the jamming
device while she takes care of the Aliens. When
you arrive In.the field filled with unknown devices;
press Cirl-T to. deactivate smart targeting. Then
select each device and afterburn to it in order to
‘Inspect it. The location of the jamming device is
completely random: Sometimes-it's the first thing
-~ you'inspect; ather times it's the last. ’




STRATECY & TIPS: WING COMMANDER PROPHECY GAMEH!S EDE

ToDigt] B9
HARM: Use these only G:tﬁg‘r?-;“’ﬁt\

against turrels on capital ships.

One will usnally severely dam-

age a lurret, and you can then

follow with another missile or a

burst of the guns. The HARM] : pooiad

also becomes available ina

longer-range version, .-|||'n\\'ing
you lo demolish those turrels
from a safer distance.
Torpedoes: ‘There are two
kinds: light and heavy. The
light torpedoes can be used on

almost any part of any capital

ship, but you should reserve
the heavy ones (since you gen-
erally get only two) for the
engine and the bridge of your ¥
primary target (usually the ; . . i T DT

P e e,

biggest ship in the area), § R s R P i ;l ﬁ
“ . . NG B T by 4l Trmirs esrunere Kers hiv
Tracker MIRV Missiles: : . . kil ol n

“This is basically four Friend-or-

e

SPEAR THE TRITON Once you've cleared out
the Barracuda and any fighters chasing you,
tag the Triton and flee.

Foes tied logether. Fire this sin-

gle missile into a cluster of ene-

mies. After about 5 Klicks, i

will separate into four missiles, each of which Porcupine Mines: Thisis

seeks targets on its own, 15 a good way to adefensive tool for bombers

damage multiple enemies at once. and strike craft; release one ¢
Swarmers: l'ound only on the Wasp, two when you're being ¢

Swarmers fire multiple missiles al one target,

Save them for the big opponents, such as Tactics 205

Skates and Devil Rays, since they will con- PrOPUECY returns fo the MEDDLING MANTAS I many:missiars, stch 23 tis ore

involving an SWACS scan, the Mantas are the biggest

verge on the target and be unaffected by nor- Wine Cosnannir I style of :
threat to whatever you're protecting.

mal countermeasures. gameplay, so there aren't that

T'Lan Meth 417:4 - : ;e =27 | ' Hpissi '
: Deunl Rays are the key 1o this mission; Flown by Ace - * T L, | Hl?u?ﬂ!!!( Iﬁgaonﬁs
;nlnts, the].r are the.ships that ge out and Capture. . - 14 B \ ' ' Wdrom the Mantas and
humans i ncludsug Blair). A thinute or so after.you enter - ) Eies . Marays pasterlng you, and
“the drea where-the lost pllnt is, a Devil Ray witk show up. W " "tfrom that Barracuda circllng
. Killit as soon as'possible or cause enongh-damage lu i e Rt i . nearbi.iTry to shake off the
drive it away Once it's, gnne, clear'the area of uther - i ﬂghlers of gall for, help, and -’
| shlpa and let the SAR prck |.lp the Iust pllut N ok Y P ST R * « use some well:almed and - -
s L Ll Pl " wellfimed plasma bursts ‘to' i

— R e ¥ I':_‘_takednwn the Barracuda. .’ -
' : d AR -'t}nceit'sgune,trylujlnk

I lﬂll MB“I 423 8 : e ) I. your way to lhBTlrilnn, the

; target for jyour disk: As_soon
" as'ypu:Jock gn-and fire the -, -
; dlsk.ammadmely turn back -
. to"the Midway. and afterbyrn .~
1o it, so that you don't get
«_‘ , B T A L _caughtlntheplasmahlasl

'gain, this'is a matter of fighting enemies i the nghl orde;. Hit the Mantas ha:d and

. M fast; then mmra an tu the Morays and the other craft. This is the first.time the J
“Lamiprey makes an appearance, hut don't worry abom it. Try to save the Rays fur tast
.. hut'if they start fo fire on the Seahawk fire 3 few shuls m hamss !hP.m so lyat they

fucus o you mslead ;
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laaf; you've se: dfie gifficuity.tg .*_'
can usually take I" "RGORIG, and you ue.euan checkoﬁ
carcof theshipby |8 ¥ that "|nuulherahll'lly" box in* the o
themselves. You :.upllons menu. Buf .you ie, stlli gettlng i
should concem :'wnyltetl n,\'er hy Manlas and neuil Rays Dr ; -_ .‘
yoursclf instead . ‘mayhe yuu hnishe‘d the: game, hut you feel ,
witlh fighter craft. b ljkd: belng a demlgud 1or yuur next go- :
Asabomber; y "‘arnuﬁd ‘Whaieuar lhla case, no_w is lhe lnme
need lo targe ‘_ iu cheat. . : v
three compo- * Tn aptwale these cudes, |ust type lhem
nents: the shiekd i they should take'effect immedlately i
emillers, the Ty’ re wumed ‘about activating different-
bridge, and the i shm functiuns whtle typing. them in, lust
f”%i_"t'-l““k“ & hoid down the Shift key while you. lypa.
straling runs g gondwrget' This code turns your target-

nst the shicld Ing system Into that of a turret. Now every-

it R — -  then eriemy target and :mssale is easily marked
many missions that provide truly unique irpedo the bridge ¢ ¢ engine. 'an screan.

: ; |
WATCH THE ENGINE WASH Every enemy capital ship, ,
even the mighty Kraken Ship-Killer, has a blind spot behind |
its engines. i

challenges. Instead, n s follow a . inoretumes: Enables the “radlo, _Whlch

allnws you to select individual Cohalt B0or.=""
| Drchestral tracks during spacetllght. 5 @
alswantsmoresh:ps Type this nm!e at the ,
} Slmulalur mission selection screen ‘and
- 'you’ll he ailuwed to fly Kilrathi and Align ;
craft in the simulator. Press Z to switch
hetween the.list of Confed Craft and Other
Craft. Sea for ynursalf how much tun jtisto "
fly the Devil Hay
dynomite: This is'the. lrﬂdiﬂunal ‘Wing
Commanper cheat, which actwates a hnsl of
new-options, nutlined ba!uw
: i 2 Ctrl-I: Toggles Invulnerahlllty .
Vichvay missions lo make sure your ship }
dnm.l‘:vl oo daiased. S Ctrl-K:"Makes your ship self-destruct {may
i . , not work all the time).

hasie structure within which some
al tactics can olten lead to victory. We' to your wingmen. Since every ship has a
give you the basic templates to follow for - blind spot right behind the engine, you
many missions and then go into tips for can fly right up to it and pump two heavy
some of the trickicr missions, lorpedoes into it without much trouble.

Ivery mission has a basic sequence for Finally, be sure you're at your best dur-
fighting the Alien ships: Fight Mantas ing those missions involving the Michway:
first and then everyone else. No matter Damage to the Midway carries over lo
what kind of mission you're on, the subsequent missions. If the ship gets

as are the most dangerous largel. severely banged up early on, it could die

v are the ones carrving torpedoes quite casily in later missions (such as
(the red ones in patticular) or they are the - “Holding the Line”). Should that hap-
ships that have been ordered to attack pen, you'll have o replay the earlier
whalever you're escorling or protecti

: ] A€ Slngrays (wien B

S smuher Siingrys R 5 e Ctrl-C: Toggles colll-
become one) are pow- ; > . ; iy ; . ! " 98

. ; ;i o5 et Bee ¢ _sion detection (similar
erful enough to attack the [ - - i ey A .

: : . : : ; . v ! 41 to invulnerahility, since
Midway or other capital e : ! I e

. : every ohject will- move
through you instead of
hitting you).

CtrI-F12: The infa-
mous Finger of God,
which will either
reduce a target’s
shields or destroy it

f them and
oceed stroy all
other types at vour
Save the Rays for last, how-
ever, since th arate

into approximately cight

annoving Remoras upon

destruction.

When youte attacking
capital ships as a fighter
nly need to
ional strafing
mn _'1i11\'fIl1(_’|11rr('ls;.'|]1n:
Midway sends enough
bombers with you that they

DEVILISH DESTRUCTION Fly in the simulator and see how well you'd do in
your very own Devil Ray, complete with Alien guns and excellent maneuverability. -

outright. When you tar-
get a capital ship,.it
will destroy the high-
lighted system. Kills
with the Finger of God
will not get you any ;
credit on the killboard.
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The new ULTIMATE CIVILIZATION IT' brings
you face to face with the most volatile
opponents ever: real flesh-and-blood
humans just like you. The long-awaited
multiplayver edition of CrviLization IT'
also lets you join a game in progress
zul(i take over for an AI opponent.
A negotiation module lets you sit
down with other players to offer
trades and make treaties. Or break them
if you're forced to.

with the Dest-selling global strategy

game CrvinrzatioNn II and the add-on
scenario pack CONFLICTS IN CIVILIZATION,
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Plus, the ability to go
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six other plavers via hot
seat, modem, LAN or the
Internet, You'll agree that
UrtiMATE CrvinizaTioN T1

Introducing. the

turns an award-winning - muitiplaver edition

ENEERTN
U RANLE

e

strategy gpame into an altogether new
experience, Because if you thought Attila
the Hun was nasty, wait 'til you meet
Frank the Dry Cleaner,

ULTIMATE

. 7 ':_ =
opponents, there's o & rl'{l
no telling what Rt A CIV]]_JIZA ON’

course history
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Warhammer

1'00 DANGERDUS TO LIVE Wnene\rer you see lhe enemy's

40,000

Taking Steps Toward a FiNAL Ligeration From the Orks

by Samuel Baker II

1 ven though Warkasmir 40,000
[INAL LIBERATION is a science-
fiction game, it does a goad job of
stressing combined arms. Making
the most of all branches of your mil-
ilary is the key to ultimate victory,

2w especially when facing Ork hordes.
Orks in Wartasiver live and die by speed
and big guns, but even their best units, such
as the Lifta Droppa or the Kannon Speedsta,
Tave thin armor—a weakness that can be
exploited by a crafty gencral.

Since the Orks are faster, let them bring
the battle to you, but don't be passive. When
vou are invading Ork-controlled territory,
you have only one turn to be in position
before much of the Ork horde is upon you,
So, use all your movement pnlnl,\ lo advance
that first turn as far as is practical loward
your ahjectives. Afterward, creep forward
and maintain good fields of fire. Remember,
you can move any unit one square and still

fire your [ull allotment of shots that turn.

Lifta Droppa or Kannon Speedsta, kill them on sight—
preierabiy wnlh Iorlg :ange amllery

Infantry units are great for dealing with
Onk bikers, and can double as thcap antiair-
craft defense. Having a [ull company of two
heavy-weapon and two regular-infantry pla-
toons in your regiment will go far to keep
Iighta-Bommerz and Ork bikers off vour
back. Deploy infantry on the front line, and
dig in if possible. Then place heavy weapons
just behind the infantry. That way your
heavy weapons will starl chewing up enemy
hikers and infantry, softening them up for
the infantry to finish off. When deploying
troops, keep platoons together and don't let

the squads become separated.

Sci-fi Tread-head Heaven

A good rule of thumb for heavy weapons
in WakHAMMER: IS on treads, leave it
alone unless you have a rear shot; if its on
wheels, fire at the flanks and rear. You should
fire at an enemy tanks front armor only as a
last resort, particularly il you have any other
apportunity fire available. Following are
some Lips on which annor to buy, and which
lo avoid:

Leman Russ and Predator: These are
the best of the regular tinks; you should
shoot for two platoons of these in your regi-
ment. The Lemans are harder to kill, but
have fewer weapons and are slower,
Predators are faster and have more tank-
killing guns. Tank bolters are nearly useless,
s0 | don't recommend them,

Chimeras: 'These are worse than having
no lanks at all, Their guns will tempt you
into using them and their lack of armor
ensures that they will die. Sell them. The

infantry will do better on foot.
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Access, of course, is everything. And if you're looking to AOL to provide it, you're
*?1# out of luck. With EarthLink, you'll find that we're up 99.9% of the time.

You also won't be burdened with the annoying busy signals and disconnects AOL is
famous for (nor their high prices: we're still $19.95 a month). And because we have
more local access numbers than any other Internet Service Provider, you can also
get on the Net more easily. Speaking of easily, that's how you can gel in touch with

us. Our phone number is cleverly listed below. Talk to you soon.

EarthLink Network TotalAccess software

Earthlink AOL included on the enclosed CD.
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©1998 EarthLink Network, Inc. All rights reserved,
Trademarks are property of their respective owners.
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STRATEGY & TiPS: WARHAMMER 40K

Shadowsword: You need Superheavies
to hold ground, and this is the best of the
bunch. It has the longest range of any tank-
killing gun not mounted on a Titan: two shots
cach with the Volcano Cannon and Las-
cannon, Place your Shadowsword on a hill
with clear lanes of fire and nothing will move
without your permission. 'The other super-
heavies, such as the Leviathan, are still good
chaices, but they don't offer the tank-killing
ability that the Shadowsword does. Regardless
of which Superheavies you choose, keep just
two in your regiment. Any more are a handi-
cap due to their slow speed and large size.

Titans: Titans are the kings of battle. Fven
the “small” Warhounds are formidable, and

ORK TURKEY SHOOT Sometimes Orks are too confident
that their speed will protect them, which makes them invit-
ing targets for your artillery.

BROKEN TlNKERTUYS Make the most of your oppununaty ﬁre Mast of these dead Orls

didn’t even see the units that took them out.

Warlords are virtually impossible to kill. As
soon as you can afford it, get a platoon of
Warhounds. Theyre nearly as cheap as the
Superheavies, but they take more hits, and
their Plasma Cannons are excellent for taking
out enemy tanks.

Death From Above

Thunderhawks: As soon us you can
afford it, buy a Thunderhawk. Put the
Thunderhawk at elevation level 15 and station
it about five squares behind your front lines,
You will be able to see virtually all the Ork
unils. The only exceptions are any Orks
immediately next to tall buildings.

Thunderhawks can take out any Ork vehi-
cle with their rockets, but try to stay al maxi-
mum range or vou may lose one lo ground
fire. Antiaircraft opportunity fire ahnost
always happens on your return flight, so find
isolated targets that you know you can kill, or
fly into range of just one target. After you've
dropped vour load, hightail it back behind
friendly troops.

Land Speeders: These are useful anly as
spollers. Their weapons have too short a
range, and you will just get them killed trying
to get a return on your investment.

Marauders: "Though Marauders are fun,
avoid them, as they're more fragile than

Thunderhawks and aren’t effective as spotters.

Finally, a fun
trick to pull with
aflying unit is
to fly over ta an
abandoned
objective and
land. 1Fyour
flier survives till
the next turn,
the objective is
vours and you
can fly off on
other errands. If
nothing else,
the Orks will
seurry over o
take it back,
perhaps expos-

ing them to
your oppor-

tunity fire. %
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Where in the wonrld
is Long Beach, GA?

For five days this May, it's the center of the
game development universe.

Join us this spring as thousands of hotshot programmers, designers, producers, artists,
sound engineers, and marketers transform this sleepy SoCal town into a think tank for
next-generation games. Reserve your seat now for the Computer Game Developers’
Conference, the one place where the whole game industry comes together. It's all there—
over 200 in-depth classes covering the powerful technologies, proven business strategies,
and habit-forming content concepts that separate the bestsellers from the remainders. Not
to mention more game development professionals than you've ever seen in one place in
your life. If you're serious about the games you make...where else would you want to be?

(Hey, at least it's not Atlanta!)

Where Games 0 e Register Today for the CEOC
are Born [Qﬁ“é‘,cj = 148, 1998

COM PUT— R Long Beach CA, Convention Center

GAME .~ Gall 888-234-9476 or 415-905-2988

DEVEL.PERS m Go To www.cgde.com
C©N FEREN€E" E-mall cgdc@mii.com

GO TO #239 @ www.computergaming.com/infolink
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Uprising

General Strategies to Take Down the Imperium
by Robert Coffey

"7‘ ts tough running a rebellion. You not only have lo be a

\*é fighting machine, but you also have to be the brains of

| the operation. Although tough, bruising action domi-

o 2

«}"3 nates gameplay in UPRISING, theres a fair dose of strat-
% egy involved as well. Unique situations dictate that you

(!m'isc pim]s on a ])|a!nrl-h_\'-pl:lnzrl hasis to conguer the

—
T

&:‘-{_

= Imperiums citadels. Here are some general tips and
strategies to help keep vou alive long enough to do just that.

Safe at Home

Without your own citadels and the power and troops they
supply, youTe going lo be dead meat. Proteeling your citadels
is critical to success. Upgrades for vour turrets and SAMs are
among the very first things you should purchase. Early in the
game, a pair of turrets and one SAM provide a sturdy defense;
however, later in the campaign, when air attacks grow more
devastating, you may want to add an extra SAM al the
expense of the second turret, And even though you can do it, don'l

just jump into e citadel and start shooting. You're much more effec-

tive and valuable in vour Wraith; besides, the citadel does fine by itsell

As you move through the planetary systems, you'll find that your
first citadel will start to face carlier and more frequent onslaughts,
When you start a mission, drop in your production facilitics, then wait
for the inevitable attack. When the enemy strikes, place your defenses
to maximize your effectiveness against this initial sicge — you can

always sell the defensive machinery later. These early attacks can

T T L

PURCHASING POWER Buying defense upgrades should be one of
your first pﬂOﬂliBS

MAY 1938

» TAKING ADVANTAGE Freshly dropped citadels can be spotted by the energy
particles swirling around them. Gitadels are very vulnerable at this stage.

casily make or break a mission, since a prolonged fight in which you're
forced to purchase several citadels can eat up eritical resources ealy.
If you've got the money, buy some extra AAVs and tanks before you
land on a planet. Deploy these guys lo quickly thwart the early attack.

“liwrrets and SAMs are great, but you'll need some help to keep your
ciladel safe enough to let you explore the planet and fulfill your mis-
sion objectives. Leaving a few units at a base for protection is a good
idea. Tinks are pretty handy, though they are most effective against
ground forees. If the Imperium is throwing bombers at you, leave a
few AAVS to hold down the fort. Use mines to clog enemy attack
routes witl some explosive death. Deeper inta the game, the size of
enemy [orces grows, so you'll want lo mine elose to your citadels as
well. ven these defenses will will when they are faced with a full-
seale invasion, but theyll buy you enough time to retum home with
your Wraith for some heavy-duty clobbering,

Restless Natives

One of your first prioritics in any mission should be wiping out
native forees, Scour the area around your initial citadel for any native
procuction facilities. These buildings have yellow markings as
opposed to the Imperium’s red — leave the red ones alone until you
absolutely have lo confront them. Native buildings are vulnerable to
Whraith attacks and go down more easily than citadel-protected
Imperium structures. Taking out natives will quell many of the pesky
attacks that normally plague your initial citadel.

In addition to securing the area near your bases, you'll want lo wipe




How to rule the game market:
close your office for a week.

Five days at the CGDC will make your team a lean, mean
fame-creating machine.

You've got to be clued in to compete—and no one knows it better than game develop-
ment professionals. The Computer Game Developers’ Conference gives your team the skills
and strategies it takes to produce the hottest games on the market. Next-generation
programming. Inspirational management. Stunning graphics and stirring audio. Brilliant
marketing. Over 200 intense classes taught by the top minds in the business, covering
everything from online gaming to 3D to innovative distribution tactics. Go ahead—close
the office for a week. You'll come back smarter and more productive than ever before—
and that lasts all year long.

(Besides, think what you'll save on overhead!)

Where Games Register Today for the CROC
are Bomn (o MAY 4-8, 1998

COMPUT=R Long Beach CA, Convention Center

GAME " Call 888-234-8476 or 415-805-2388
DEVEL@PERS Go To www.cgdc.com
CONFEREN€E"™ E-mail cgdc@mfi.com
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STRATECGY & TiPS: UPRISING

GOING NATIVE Make native facilities early
targets on each planet. Getting the natives
out of the way prevents them from joining
forces with the Imperium.

out native support-forces around any
Imperium citadels before your real assault,
Native forces don't regenerate, so its good to
get them out of the way carly. Try not to posi-
tion yourself between the Imperium and the
natives you're attacking; a stray laser could
draw the attention of the Imperiums com-
bined forces, Likewise, use mole lorpedoes or
a combination of atlention-drawing tanks and
withering Wraith fire to take out the turrels
protecting Imperium perimeters. [fyou're
feeling lucky, and the terrain is cooperative,
you can lake out a heavy turret with skillful
circle-strafing (a key tactic in all combat).

Taking On the Man
With native forees and perimeter defenses
taken care of, its time to go after
‘o those Imperium citadels. You
— “-,,. should focus your initial
% e attack on lhe citadel

- itself, since

your enemies will quickly replace any produce-
tion facilities you destroy. Besides, once the
citadel is down, the other buildings are that
much easier to demolish. Ignore the lemptation
to use bombers on the citadel; theyre easily shol
down, even if you've taken out the SAMs,
Instead, draw citadel fire with your Wraith and
send in infantry. Save the bombers to quickly
eliminate production buildings after the ciladel
goes down. [f the Imperium diops a new citadel
after you've destroyed the first one, forget every-
thing else and blast away at it. New citadels are
incredibly vulnerable as long as you see thal
energy ribbon switling around them. [fyou
ignore the citadel and let it power up fully, you'll
basically have to start your attack all over again.
Air cover is a must inany assault, and using a
few of your tanks to tic up the enemy is a good
move as well. Don't bother shooting enemy
infantry unless you must, and especially don't
waste limited resources such as missiles on
them. Instead, just run them over. With prac-
fice, you can leam to steer your massive Wraith
over those squishy little infantrymen while
blasting guided missiles at Imperium AAVS,
Once you can drop your own citadel, do it.
[f you wait to mop up residual forces, odds are
the Imperium will drop its own citadel, Once
the citadel is called you can place turrets and
SAMS. Plunk them down right in the heat of
the action (you can repasition them later) and
call in reinforcements to eliminate any
Imperium stragglers. When the action dies
down, repair your Wraith and scoul previously
inaccessible terrain for secreted native forees
before moving on lo the next massacre.

Good luck and long live the Rebellion! %

DEFENSIVE MANEUVERS Wait for the early enemy attacks before placing your turrets and SAMs
where they can be most effective. Throw in some air support for a well-defended base.

CowW
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Five Tips
to Keen You
Alive

Don’t waste valuable space

1- with extra power plants.
Keep one going at a time and
monitor it. When the power is
depleted, sell it and build a unit
producer. Build a new plant at
another base.

Always save your game
2- befare purchasing upgrades
and additional support units. This
prevents you from getting locked
into a strategy that might not suit
the planet you’re about to attack.

Don’t bother with KSATs
3 m (attack satellites). They're
costly, they reguire two power
buildings at the expense of more

valuable troop facilities, and
they’'re a waste against anything

other than a citadel. The
Imperium can use them since
they can muster the necessary
heavy troop support. If you can
afford that kind of extra troop
support, you don’t need the
KSATs.

In later missions, target
4- power plants after destroy-
ing a citadel. This will keep the
Imperium from launching a crip-
pling KSAT strike against the
fledgling citadel you’ll set up over
its remains. -

Upgrade AAVs and infantry
5- early, then tanks, then
homhers. You'll want some guided
missiles around the fourth or fifth
mission. Youw’ll also want some
huilding-destroying weapons as
soon as you can afford them;
save up for the devastating anti-
matter disk.
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G-Police

Fay Attention to This Briefing or Suffer the Consequences

by Scott A. May

I'I}' \‘.'.'i_\' ’\'( nl
look at it,
Psygnosis’ G-
Pouick sets
new standards
for sci-fi
shooters.
From the 3D-
enhanced
graphics to

the awesome firepower of
vour attack copter, G-
PoLiCE is filled with explo-
sive action and stunning eye
candy. Unfortunately, it can
also get rather difficult, as
you pound your way through
35 increasingly arduous lev-
els. The following tips (and
cheat codes) will help guide
you through a handful of key
missions

Mission 9:
Runaway Train!

Here is an excellent exam-
ple of the game5 broad
scope. I'or this mission you
must track a runaway land
train, disarm its gun turrets,
remove ils explosive cargo,
and stop the loco before it
plows into a dome wall."To
succeed, you'll need perfect
liming, weapons finesse, and
precise piloting skills.

First, fly to your waypoint
and knock out all air and
ground opposition. Hovering
at ground level, wait for the
train to appear from the near-
by building, With infrared

missiles locked on, take out

CGW

I MYSTERY TRAIN Timing, piloting skills, and dead aim are critical in Mission 9, as you race to disarm and

Mission 5: Save a Life, Lose a Friend

n the mission prior to this, your job was to clear the spaceport dome of gang fighters and

suspicious ground vehicles before Argenta’s shuttle arrived. If you were successful, then

Argenta exited the shuttle and entered the presidential limousine. However, she's not out of
harm's way yet.

Your first task in Mission 5 is to eliminate the initial wave of fighters that appear near the
limousine. Wait for instructions, then move to ground level and proceed to the first roadblock,
which is comprised of gun turrets and parked cars. Take out the gun turrets with your Matra
rockets, then start blasting the parked cars with missiles in order to clear a path for the
approaching limo. Meanwhile, instruct your wingman, Tachikawa, to guard the limo against
airborne fighters.

Unfortunately, Tachikawa will be lost in the melee. Alas, this tragedy is unavoidable, so keep
a stiff upper lip and destroy the remaining fighters. Keep a close eye on the limo and follow it
through the tunnel to the next dome. If you wander too far, the limo driver will try to kidnap
Argenta. Be alert: Two fighters will appear near the tunnel enirance. Once you have dispatched
them, zoom ahead to disable the next roadblock. Again, concentrate your rocket fire on the
gun turrets, then clear the path of parked cars. As the limo approaches Krakov headquarters,
prepare for one last fighter assault. Once the limo reaches the building, the mission ends.

=1

(T TaTnGmEn

destroy a runaway land train.
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Level Godes
aving trouble fulfilling those
H primary objectives to advance
to the next level in G-Pouice?
No sweat. Simply type in one of the
following level codes to jump immedi-
ately to that stage of the game.
Note: Level codes are a one-time
cheat only. Once a level code has
heen used, you will no longer be able
to advance normally to the next
level, regardiess of how well you do.
Guess you can use them just to take
a look around.
To jump to a Level Code
specific level, madgav
enter one of the ol

-

Blast too wildly at the turrets and you'll just in time to remove the final bomb. should be typed masman

2
X MARKS THE SPOT Mission 30 culminates with the destruction of Nanosoft HQ, as you torch this | 3 sonagav
T following codes 4 duf
easly recognized target with air fuel bombs. | Railied ¢ ace
e RS S0, o o ot RS L TS Tom the game's 5 ]ujugu"
the gun turrels mounted on the lop of every because time is running out. main menu 6 wenski
second car. Here’s where most pilots muck up: If you've heen stealthy, vou should returm screen. Codes 1 saeggy
8
destroy the train, ending the mission in failure. — Unleash your remaining rockets and missiles in lowercase let- 9 dazman
So be aceurate and tight with tljm_s'(: had I)l}__\".ﬂ. on the train, focusing on the engine, to destroy ters. Confirmation delucs
Now commes the tricky part. \'tiu ]!:m-':: tofol-  itbefore it reaches the dome. :] ]lf:]] sil back of your command atinoooo
low the train from above, matching its speed and dry your palms, because il ain't over vel.. kimbchs

while you scan the cars with the flashing andymac
lights to locate the bombs (there are three of Mission 30: the screen. You yerman
them). Grab a bomb, hightail it to the next Wreaking Havoc. can then start a ollieh
waypoint, dispose of the homb, zoom back lo One of the more intense and explosive new game and theyolk

the train, and repeat this procedure for the missions in the game, this one requires that hegin at the tonymash
next bomb. Between these minisorties, fight-— vou destroy the Nanasoft headquarters. Bul selected level. andycrow
ers will try to engage vou —ignore them, WContinued on pg 228 hionic

tslater

Mission 14: Triple Trouble linthod

his mission tests your mettie on three levels, as your team attempls to destroy a i‘:::::c
Krakov military complex. First, protect your ground forces by flying ahead and stevebot
eliminating all fighter threads with cannon fire and Firestreak missiles. You must angusf

clear the airspace or the ground team won't advance. euanlec

Next, accompany the ground team into the next dome. Take out the fighters that edfire
appear and then afterburn to the tunnel exit. Employ Starburst and Hyperveloeity mis- stubomb

siles to blast the gunship hefore your troops arrive. Continue to the next dome, but dis- thonboy

regard the Krakov transport vehicles for now—they're just a ruse to disrupt your timing. jimmac
Instead, zoom to the first waypoint to escort the awaiting homber group. Soon, your pugger
ground troops will fall under attack again. Quickly drop to ground level, engage the Lo
fighters, and target the heavily defended Krakov compound. Drop all five 1000kg bombs Cakebey

and watch the fireworks! niknak
saglord

MAY 15938



The Sky Is Falling: A Guide
to Successful Bombing

by Tom “KC” Basham

bout 80 years ago, someone got the idea to
drop items from early biplanes in the hopes
that the object would actually inflict some
damage on enemy forees when it landed.
I've often imagined the first “bomber” pilot

flying along in his biplane and pitching an

1 empty bottle out of the plane over enemy

414KT

15618FT :

territory. Watching it fall to the ground, he sees the
“homb” punch a hole in some farmer’s barn, smash
some pedestrian on the head, or shatter dramatically

NO WORRIES Practice dropping bombs in friendly territory so you won't have to
worry about enemy planes sneaking up behind you.

onsome road. The proverbial light bulb illuminates: Man has invent-
ed anew form of warfare

Now, I don't know if such insight really resulted from something as
mundane as pitching trash from a moving vehicle (though stranger
things have happened). Regardless of the source of the inspiration,
dropping bombs from aitborne vehicles ultimately revolutionized the
face of war. Despite the proliferation of high-teeh smart weapons,
unguided “iron bombs” still comprise a major part of any air forces
offensive punch. Combat pilots, even those flying futuristic aircraft
such as the Joint Strike Iighter, must be well versed in the art of drop-
ping unguided bombs. Having a sudden avionics failure, happening
upon an unexpected target, or sustaining battle damage may force the
pilot to improvise. "There are few improvisations more effective than
dropping a 1,000-pound bomb on an enemy’ hiead!

It's ALl in the Approach

To become an effective iron bomber you need to understand a lit-
tle about the physics of bomb trajectories. Lets first examine the

DIRECT HIT Don't get so absorbed in admiring your handiwork that |
you follow your bombs straight into the target. |

bomb itsell. While falling, the bomb moves in two directions at
once. First, thanks to gravity, the bomb moves down. Obviously, the
higher the bomb is released, the longer it takes to hit the ground.
Second, the bomb moves forward, with its velocity based on the
speed of the launching aireraft. The faster the aircraft was moving at
the time of release, the farther the homb will move forward, hefore
hitting the ground. We have, therefore, just defined the main para-
melers for determining iron bomb range: the speed and altitude of
the launching aircraft.

In fact, we've just established a very key point: Nearly every factor
that influences where a bomb lands is based on whal the aircraft (that
is, the pilot) was doing when the bomb was released. "The bomb inher-
its the aircrafts momentum at the time of the release. A climbing air-
craft can “toss” a bomb, while a turning aircraft will “sling” the bomb
to the side. "This is your flight “attitude.” We sim jocks often say things
like “T'he homb missed its larget,” somehow implying the bomb, not
the pilot, was at fault. We might be able to blame a miss on a guided
weapon (like an air-to-air missile), but when it comes to iron bombs
we should be admitting, “1 failed to properly aim the bomb.”

Iron bombing begins by aiming the airerall precisely at the target,
then releasing the weapen. Any changes in flight attitude or airspeed
between aiming the aircralt and releasing the weapon will usually
cause the weapon to miss. If you're having trouble hitting targets with
iron bombs, it's time to reexamine your delivery technique.

A Walk in the Park
Lets take some specific examples from JSI. Things become expo-
nentially more difficult when people start shooting back. Not surpris-
ingly, the casiest approach toward the target usually makes you an
easy target for enemy air defenses. Since we're starting with the basics

and wanl lo fly an easy approach, we consequently need to attack a
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lightly defended target. Since many sims lack
adcqualr: training features, sometimes the cas-
icst way to train for bombing is simply to
attack your own airfield. Its close, its conve-
nient, and it won't shoot back.

As with most modem combat jets, SI fea-
tures a Continuously Calculated Impact
Point (CCIP) mode on the Heads-Up Display
(HUD). The idea behind CCIP s simple: 1
shows where bombs released right now will
land. Simply line up the plane with the target,
keep it steady, wait for the CCIP marker (also
known as the “death dot”) to drag across the
target, and release the weapon. The CCIP
marker dynamically adjusts based on your
flight attitude. We determined earlier that alti-
tude, airspeed, and flight attitude affect the
bombs impact point, With the CCIP niarker
on the HUD, we can see exactly howthese
attributes influence targeting,

For practice, any simple mission will do. 1
chose the first mission of the Afghanistan cam-
paign simply to minimize any interference by
encmy fighters. Load vour aircraft with 1,000

pounds of GBU-32 bombs and take off, Once
airbome, press the Backspace key to select the
GBU-32. Climb to 3,000 feet. The CCIP
indicator appears as a cirele (indicating the
bomb impact point) connected to the center
of the MUD by a line. Leave the throttle in
afterburner and let the aireraft continue to
aceelerate, Notice how the impact marker
Moves up the sereen toward the center of the
HUD s the airerall accelerates, This indicates
that, since the aircraft is moving faster, the
bomb will be thrown farther ahead of the cur-
rent position. Now, chop the throttle and slow
the aireraft. The CCIP marker moves down
the screen, indicating that the slower-moving
bomb will not travel as far forward before
impacting the ground. When the CCIP circle
begins lo disappear off the screen, lake note of
vour airspeed. IVl prabably be somewhere
around 330 koots.

Climb to 15,000 feet and repeat the exper-
iment. Notice now that the CCIP marker
disappears below the HUD at a much faster
speed, somewhere around 330 knots.

air-to-air kills of all time came

i during the 1991

. Gulf War. On
February 14,
1991 an F-15E

belonging to the
335th TFS/4th TFW

i spotted a hovering
L Iragi helicopter. The
. crew released a

. 2,000-pound laser-guided

. bomh, which hit and
' destroyed the helicopter,

scoring the 40th air-to-air

kill for Coalition forces.
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DEATH DOT The CCIP display shows where |
the bomb will hit the ground. |

PULL UP Diving causes the GCIP impact i
marker to move up the HUD. The big X
warmns you when it's time to pull up.

Recalling those trigonometry courses from
high school, you'll remember that at a higher
altitude the terrain viewed throngh the HUD
is considerably farther away. Therefore, the
bombs must travel at a higher speed in order
to cover the greater distance to that point
before impacting the ground. At very high
allitude, vou may not be able to flv fast
enough for the CCIP marker to appear on
the HUD; what do you do then? Push the
aircraft into a dive. As you lower the nose,
the CCIP marker will reappear.

Armed with this hasic information, vou're
ready to start dropping bombs. You now know
how to manipulate the CCIP marker with
vour airspeed and altitude. From this point ity
all a matter of practice, practice, and more
practice. Then, when you think you're ready
for combat, go back and praclice some more.
Dropping iron bombs may not seem as glori-
outs as air-to-air duels against enemy pifml.‘;,
but successful bombing attacks require an
incredible amount of skill and precision fly-
ing. In the age ol “multirole” and “strike” fight-
ers, combat pilots absolutely must develop

their bombing skills, &

CGW




Red Baron li

A Survival Guide for the Would-be Ace

by Robin G. Kim

1 very WWI flight-sim fan dreams of surpassing the infamous
Manfred von Richthofens final score of 80 confirmed victo-
ries. But however difficult it may be to rack up such a string of
% Lills, theres a more basic hurdle to overcome in RED Barox
115 long and arduous campaigns that can be just as challeng-
ing; staying alive until the armistice. "o have any hope of sur-

viving lo collect a virtual pension, you must manage your risk
factors. There are many ways to dic in the sim, and luck inevitably
abandons the reckless.

Death From Within

"The most ignominious doom is the one that is self-inflicted (if you
are going to dic, at leasl
try to look good doing
it). Examples include
inattentiveness during
low level dogfights and
rouline landing
mishaps. You can usual-
ly prevent the former by
toggling frequently
between the padlock
and fixed forward views
whenever you're fighting
near the ground.
However, be wary of
bandils that try to evade
you by enlering seem-
ingly unrecoverable
dives—the Al makes
mistakes too, which
should bring to mind
the lesson your mother taught you aboul
friends who jump off cliffs.

Landing these tail-draggers is tricky even under ideal conditions.
‘The most common error is touching down with o much speed and
too high a sink rate. "To avoid this pitfall, use a shallow approach at
125-150 percent of stall speed. (If your plane lacks an airspeed indica-
tor, the tachometer is o workable substitute.) Idle the engine within a
few feet of the ground and smoothly raise the nose to try to maintain
altitude, taking extreme care not to pull up so fast that you start to

climb. As airspeed bleeds off, your plane will fall gently to the ground
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in a three-point landing with the nose pointed above the horizon. The
impartant thing here is to settle down lightly. Small bounces are com-
mon, but present no problems as long as you maintain a constant
pitch angle. Higher bounces, on the other hand — nsually caused by a
hard touchdown or by pulling the nose too high after a mild

rebound — can be disastrous.

Death From Below

Onee vou're sure you won't do vourself in, its ime to tum vour
altention to external threats. Among the most dangerous is antiaircraft
fire, IExploding shells from large-caliber guns are nearly inevitable, but
such fire is so inaceurate that it can practically be ignored. Gronnd
five [rom enemy
machine-gunners is by
far the greater hazard.

Keep a sharp look-
out for tracers cnming
from below when fly-
ing within 5,000 feet of
the ground anywhere
near or behind enemy
lines. If you start taking
fire, use evasive
maneuvering until you
are safely oul of range.
The closer the source,
the more violent your
gyrations must be to
throw off AAA aim.
When the shols are
coming from below,
use continuously alter-

nating S-turns {and
pray). Vertical undula-
tions are preferable if you can see the source of the tracers; simply
pitching up or down sharply when the gun opens up will cause an
entire burst 1o miss.

Machine-gun fire is hardest to dodge at medium altitudes. Thus,
vou should decide before you get near any enemy position whether
youwill take the time to climb above the machine guns’ ceiling first,
or keep low and evade the bullets as they come. Fither can work,
though the low road requires constant vigilance.




STRATEGY & TIPS

: RED BAROMN II

HOT UNDER THE COLLAR If oil pressure |
starts to drop, kill the engine immediate- ]:
ly to prevent your aircraft from turning

into a fiylng torch.

Death From Above

High above the machine-guns and barbed
wire, enemy fighters present he greatest men-
ace. Heeding these tips can markedly increase
vour survival chances, First, always attack
from above if possible. Even after the battle is
joined, try to stay above the bandits and swoop
down only for brief firing passes before climb-
ing back up to your perch. Second, do not get
fixated on a single target for too long, or you
can almost guaranlee a wlher will appear
parked on your six; cycle constantly between
all nearby enemices using the padlock view: Ifa
bandit does manage to saddle up behind you,
enter a hard diving turn — pulling up inte a
climb is like asking to be perforated.

Ity to aim for a target’s wings whenever
possible. By degrading its maneuverability in
this way, you ot only reduce its threat poten-
tial, you make it more vulnerable to further
attacks. And if you're lucky, the damage may
eventually cause it to crash on ils own,

DIFFERENT PERSPECTIVE When landing in
the proper nose-high attitude, judging your
height above ground is often easier if you
shift your view to one side. ‘

As long as you
tespect the threat of
their deadeye gun-
ners, two-scaters are
casy marks com-
pared fo fighters,
Strive to attack the
lowest of a group
first, from a position

below it or on the outside of its turn so it can-
not fire on you. Ifyou get far enongh out of
pusition for the gunner to take shots at vou,
nosing down or easing off your turn will have
the double benefit of evading the tracers and
quickly taking vou back into his blind spot.
Gotha G.IV and
Handley-Page 0400 have much wider gun

Heavy bombers like the

coverage, which makes them tough to bring
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down. The only safe approach is to fire from
beyond the range of their withering defensive
fire. Obviously, this requires good marksman-
ship or a lot of ammo, but it beats returning to
the acradrome in a plane riddled with bullet
holes —or not returning at all.

Returning home safely each day, keeping
the number of landings equal to the number
of takeofTs: These are the foundations for suc-
cess in the sim. 'The war-torn skies of RED

SLIP-SLIDING AWAY Heavy use of sideslip- |
ping (pushing the rudder one way and bank-!
ing the other) can dump airspeed very

quickly when coming in hot for landing. |

Baron Il offer such a targel-rich environment
that vour roster of victories will almost surcly
mount steaclily — hut only as long as vou sur-

vive, Be careful up there! &

straightforward. You just have to fly to the target area, dive down and hlow up the hal-

D espite their Inherent dangers, balloon attack missions should he among the most
foon, then run like hell from the vicious return fire and defending fighters, nght? In Reo

‘Barow Il it’s not that simple.

Spotting the halloon can be the hardest part.
They're easy to see against a sky background,
Which is an argument for approaching at or helow: |~
its altitude (around 3,500 feet). However, this puts
you In range of the gashag’s formidahle air-
defense umbrella for much longer than does a div-
ing attack. Diving also gives you a valuahle speed
hoost on egress if any handits have latched onto
your tail.

If you start yaur dive hul can't, ﬁnd the taml : ;
try padludﬁng onto the Imtlon helow it uslng the “L" key [padluck nmest Iandmark] )
directly at it, then trace your line of sight directly upward. SBmmhare on that Imaghm Ilne_
lies the balloon.

Although it's tempting to run for Imme as saon as you have popped the balloon, lin]ng_sn
will usually result in heavy casualties amung your. wingmen, vmu seem to. w]uyaitwidn the
ground targets below. If you: wish to save them from their 1nlly tthongh at graat pemnal risk),
knock out all nearby mmhlna-gun emplacements as quickly as pnssﬂ:la. This is
guns are firing at your wingmn. hut axhaordtnaﬂly perilous whm the hull’s-erels on you, ;:'&y_
tuﬁmeyuurattaclmtnmbetweenhurslslnmaiattarm s

- Suppressing machine-guns may be nasty work, but consider the alternative: Having to
explain to an angry CO why you always retum from halloon busting missions by yourself.
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Quake Il

Tips and Maps Revealed for
Mu/f/p/ay and DeathMatch Packs

by V. Long and Elliott Chin

E‘m";& cathVatch has always been the heart of Quake and Quake
c L Witid’s recent point releasc, this is even more evident,
The point release (available fram ids Web site at waww. Chain Gun: Like a real-life GF. MI34“Vulcan” mini-gun, the
| idsoftware.com) consisls of co-op play and eight mr:l'un]lh!u chain gun requires time to spool the barrels to speed. The chain
levels brimming with ledge-on-ledge sniping areas, open gun—id artist Kevin Clouds favorite toy —is fearsome in close quar-
gunfight arenas, and clever nooks and crannies. The tips in ters where the target has little opportunity to evade, bul it consumes

this sccond part of our QUAKE 11 strategy guide should help voracious amounts of ammo, When you know where your target is,
vou get a leg up on the competition in DeathMatch. This month, were  start shooting hefore you see him, so that by the time you muke con-

providing lips on weapons, the new QUARE 11 bots, alternate lonms of tact, your gun is at full speed.

multiplay, and — best of all —maps for two of the DeathMatch Pack Grenades: Whether tossed by hand or with a launcher, grenades

levels. Maps of The 1idge and 'The Itag Pipe are included in these are handy for discouraging pursult or checking around comers.

pages; the other six new maps can be found on our Web site Rocket Launcher: The rocket launcher remains an explosive

(www.computergaming.com) and on next months CG-ROM. favorite for many players, including id game designers Tim Willits,

American MceGee, and Paul Jacqueys. The key is to chip away al your

Choose Your Weapon opponents’ health with blast damage: Shoot at their feet. Note that
As in Doox and QUAKE, the biggest gun is not always the best. rockets are actually easy to dodge due to their relatively slow speed

Inflict muaxiroum mayhem by choosing your weapon wisely beforea and visible trail.

battle— the delay in swapping guns may mean your last gasp. Hyper Blaster: Many think of the hyper blaster as the reincama-
Blaster: As we all know; it sucks. tion of Doows plasma rifle or QUAKES super nail-gun. It shoots
Shotguns: The shotguns deliver their lethal load of buckshot blasterlike bolts, but at a much higher evelic rate. Like the chain gun,

instantancously. The super shotgun — John Carmack’ weapon of the hyper blaster needs time to spool up and spool down. Regardless,

choice —sends twice the wallop, and is quite deadly point-blank. Also, — its firepower means hell at close- to mid-range.

shotguns are good Quad weapans becanse there is no danger of blow- Rail Gun: Quake 115 rail gun hurls a shg, a la Eraser; at a tremen-

ing vourself up in a close firefight. dous velocity, ripping through enemies with ease. Despite its lethality,

Machine Gun: The machine gun punctures targets immediately — the long reload time makes the rail gun challenging lo use ina melee,
aswell. The machine guns recoil will spoil the plavers aim insoloplay,  unless you have steely nerves and inhuman aim. If you must use it at
but not in DeathMatceh. shorl range, remember to wail! Barring point-blank shols from the super
shotgun, you can

withstand some fire

Tlle ﬂnl“enE e MacI'u and fake the time to
v aim. Still, most mor-

i programmer Brian Hook raves ahout this handy macro (from tals find the rail gun

Casey Muratori and Matt Comell), especially when slinging rail-gun [ERENEEIERNS
slugs into squimelly targets. It's most helpful for those who don’t * | sniping. Be sure to
already have mouselook and crosshairs toggled on. To configure your EESIESRUTRIVG
right mouse button for the GoenEYE macro type the following into GOLDENEYE sidebar
the console (hit [Enter] after each line): for a quick “cheat” for
Bind mouse2 + hond better rail gun use. '
alias +bond “fov 45; +mlook; crosshair 1” BFG: The crown Sl N
alias -hond “fov 90; -mlook; crosshair 0” jewel of the Doom GREAT BALL OF FIRE The BFG s long ﬁﬂng
'rate necessitates a pre-emplive trigger ﬁnger.

arsenal has retumed,

MAY 1518




STRATEGY & TIPS: QUAKE i

I Mol

Pull the trigger, and after a moment of charg-
ing up, a massive ball of green death is
unleashed with violent recoil. When you have
a good idea there’ someone lurking very near-
by, pull the trigger before stepping around the
comer. If your shot is properly timed, you'll
gain line-of-sight the instant the BFG blasts
the sucker into oblivion. The BIFC shafts of
green light are also useful for tracking adver-
saries hicden from your view,

Tactics

Last month, we offered some tactics for rul-
ing at DeathMatch. Here is something we left
out: the art of ladder kills. Once you get com-
fortable navigating ladders, try “hanging” part-
way up or down a ladder. Many players won't
expect to find you there, and that moment of
surprise will give you the drop on them.

You can also use even the narrowest of
ledges and lips to help you “stick” to walls.
Again, this allows you to gain vantage points
where others won't expect to find you. Some
of our favorite spots include door frames and
the far side of openings behind ladders.

When chasing people on ladders, look up
(or down, as the case may be) and run. This
allows you lo shoot at your target while climb-
ing, If you are climbing a ladder and know
someone is waiting for you, you can use this
tactic to shoot at the ladder top so he can't
snipe al you from above,

Playing With Yourself
Although the best practice partners are
other human players, its always nice to get in a
few non-human frags as well. Spice up your
DeathMatches with more bodies —simply
spawn as many bots as vou can stand, Bots are

S 4 7 B A e w0

1 arena from The Edge, one
included a map of this

Special thanks to

Tim Willits at id
Software for providing
maps, schematics,
screenshots, and tons
of help.

also good for prac-
tice when you can't
round up any live
opponents.

"The two fraglead-
ers are the Eraser Bot
from impact (found
at impact frag.com)
and the CR Bot
(found at www.plan-
etquake. com/crbot),

You can download

! _-,gll sing th& mil gun requires: supenar aim and paﬁence. I}on t
fire oo g k_i_y one shot is probably all you're going fo get.

(1] N

and learn more

about these intelli-

gent punching bags
from the Quake: 11 Bot Fpidemic site at
www.quakeZ.com /epidemic.

. face it: Rocketjumping takes a
Life Beyond DeathMatch invastment af'tumeandmnr:enﬂal

Finally, we'll leave you with one of our

favorite forms of multiplayer QUAKE maylhem:
Rocket Arena. When it comes 1o a Lest of pure
DeathMateh skill, few mods rival the effective-
ness of Rocket Arena 11, It elegantly simple:
You and a foe square of{ in an arena-type

map...only one of you will survive, Find out
more at www.planetquake comi/servers/arena.
Remember that in addition 1o the following
maps of The Edge and The Iag Pipe, we also
have maps for the six other DeathMatch levels
in idls point release on our Wel site (www.
computergaming.com) and on next months
CG-ROM. Also tune in lo GameSpot for
more strategies rom the editors of both CGW
and GameSpol—including some preferred
control configs and how to sct up dedicated

servers. Thats it for this month. While these tips
should help you oul, remember that nothing
can substitute for practice. %
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" HI"“ Thls isa map of Tue Eﬂgg, fr it Lo

e --Dealh\Match Pack:fit’s cnlnr-cn e, with.

fﬁ pumters to all the weapnns, pnwer-ups,

) - and ammo. ExciudEd are-healthiand -
- “'Jml’nn. You: can finm: thahm your nwn
FEor the othersix. maps; dheck auf

vlhcnmpuielgaming com.. |

ol aei o .."',.._. ‘.'

e i below the. . MAGHINE GUN The machine gun anmne LMIHBI-IEH ;:
{igy ‘1nreé packs 0f-ammo-are below E Is hidden in this darkened base- isl Its perch looks onto the |
_ ! ;.‘.-_ splraling arena beluw

SBGI'BI

-II“I“I_
l---l

"1.’-'_' A ."‘."".‘.'_-‘-" -
SNIPER HEAVEN Here is the high- *

est point in the level, Rocket jump g | b e
up here and then use the rail gun. -

-

ROCKET LAUNCHER This perch
is the resting place of one of the
. level's two rocket launchers.
Below and to the left is the
underwater cave where the rail
gun'is located.

llll]. BIIH This secrel room,  w
accessible only though the lake, e o e SIII)I!IlIII TR
hides the rail gun, some uranium ___,, _‘_‘_‘_ _ e S s - b -
slugs, and a few armor pieces. . v = Sunnr Shotgun _ - Rocket Launcher

. [ By - ] - iy g L it i S " g T -
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SIIPEII SIIUIGUH Atop thls ruof ls
!, sniping spot for taking on a Quad |

| area.

pipehesmelwerbhster—.-'-‘
+ and fiery death if someone »

¢ catches you inside and
1|:Iuewas;mefmg|:i|:oa

4.]' —

S e

BTN

#  INVULNERABILITY
ﬁﬁ-: Rocket-jump up to this |
== hidden alcove (above !
the catwalk over the
3 lava) to get the Invul-
nerability icon inside.

.,.:_‘a. : RIS - YO8 i

1 the Super Shotgun; and a perfect 3“

! ho who Is coming out of the Quad =

The Frag l'?r,,the
# one pmmment ﬂé’ﬁ inthe e el,.ihe- L
..pipe: that.can be closed and ilouded
= “withilava; lt’s ‘one of id’s favnjltes. As
=+ ‘With the map: ):p- The ‘Edge, we've
_[~=coded thc,- armnr, pnwehups;and J

Wpa“ls named -a

RAIL GUN To get fo this =

{401 rail qun, either ride the i

= =4 floating files over the slime

7 fo the elevator; or rocket

|ump across tha gap.
AT

7

"‘ I

here.

- |

‘.P

it

HIGHIIIE GUN You'll find \
# .} the machine gun located ...

e ———
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Battlespire

The Clawed One Escorts You Through Bethesda’s Brutally Tough Action/RPG

By Scorpia

@ ctting through BATITESPIRE is no easy task. While the game
may resemble DAGUERIALL in eerfain aspects, il is actually
designed in a very different way, from a very different per-
spective. Itis nofvour standard RPG, and if you go in think-
ing that it is, the game will be much harder to finish. The
goal is simply to get through the levels and take out the

Dragon at the end. What you do on each level has no rela-
tion to the build points you receive as you advimee. Whether you just
avoid encounters or kill everyone, the points are already fixed, and

nothing you do will change them.

Character Issue

Correct character ereation is eritical to success here, and you are
hetter off making vour own character from scratch than choosing one
of the “ready-made” Lypes.

[Essentially, you have three choices: Fighter, Mage, or a combina-
tion of the two. Thief classes will fare poorly: there are no opportuni-
ties for lockpicking or stealing, and stealth is only marginally useful
for sneaking around, even at high skill-levels.

FRILLY .

Wl ona ‘Bla el
winping

My own experience suggests thal a character with two good
weapon skills and a small selection of spells is the best way to go. Its
difficult to play this game as a straight fighter type. | tried that first,
and gave up on it by the second level of the spire.

I didn't try the mage character approach, but given what the game is
like, even a mage will need at least one decent weapon skill for limes
when mana is low; or when monsters are highly resistant to magic.

Skills, Advantages, and Disadvantages

You really need only two weapon skills: ane good hand-weapon
(sword, ax, cle.) and one missile weapon. Bows are much more useful
here than they have been in previous games.

Aside from weapon/spell skills, the skills most used in the game are
going to be dodging, jumping, swimming, and critical strike. Anyone
using weapons as the main attack form should have critical strike as a
primary skill,

Dan't neglect swimming. There are a couple of levels where you
have to spend some time indenwater, and being able to stay below the
surface is important,

Jumping is done
throughout the game.
Having a high jumping-skill
is actually a bad thing, It is
very hard to control short
jumps, and it may be
impossible to make long

.é‘l-

CGW

Docfgmg LS PD] 1?
C Destruction [WILLS

Hand to Hand ISTRIS

Restoration [PERL S

wat t I:.’Iu.(d AL all. l‘i

' READY FOR BATrLE The character class creatiun syslem 15 a bit awkward Tequiring ynu tu mz in ail lhe Skl“ s!ms
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ones if the ceiling is low If
you go too high, you hit the
ceiling (or any other
abstruction, like a beam)
and drop down again. It
best to have a low jumping-
skill and augment it with a
spell instead.

Only two advantages are
really worthwhile:
Regenerate Health and
Spell Absorption. The first
one is especially helpful on
the early levels, when you
have fewer hit points. Spell
Absorption is a must for
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anyone who is using a lot of spellcasting,
Remember, you'll be up against many
enemy spelleasters, and you can always
use the energy.

Characters aulomatically have Int
(intelligence) in points. Mages should
make that 3x Int, and others may want Zx.
Remember, building up stats over the
game will be a slow process, so you need
1o make the most of what you have,

Regarding disadvantages, | don't rec-
ommend taking Low ‘lolerance or
Critical Weakness lo spell types, unless
you really need the extra points. [nemy
mages have a habit of sending barrages of
mixed types your way, and several hostiles
bombarding yon at ence can be lethal,

Take a few Forbidden Weapons. As men-
tioned above, you really need only one melee
weapon and a bow. Mark all the rest as forbid-
den for extra points,

Here’s the mndown of other disadvantages:

Forhidden Armor There is no leather or
chain armor in BATTLESPIRE; everything is
plate. What makes something light, medium,
or heavy is ils armor class or how much pro-
lection you get from it. If you restrict yoursell
to light armor, the items you can wear will
have only a point or two of protection,

Forbidden Material This is a tricky ane.
"I'his time around, it’s the forbidden material
andeverything above it. So if you take forbid-
den material mithril, you won't be able to use

anything made of adamantium, cbony, Orcish,

or Daedric, either. This is not a good idea.
No Regen of Spell Points Take i,
especially if you're a mage. There’ no resting

in this game, anyway. The one drawback is

out in desperate times,

YOU RANG? Casting the Monster Summaoning spell will bring forth this guy, who will help you

i
i
of the action-game enhancements to Barmespire. Be |
sure to beef up your swimming skills. |

that you won't be able to use restore potions or
Magica Resartus items Lo replenish mana.
FHowever, between all the spelleasting mon-
sters, plus the special restorative gems (these
dowork), vou shouldn’t be in had shape by

taking this disadvantage.

Race Question

When allocating build points in the game,
always build up stats. High stats are the only
way to have high skills,

You should trv to match what you have in
mind with a particular race. Redguards and
Nords are best if you plan on mainly fight-
ing; Bretons and Dark Elves are hetter if vou
want to do mostly spelleasting, High Elves
provide a mix of both,

I wouldn't pick Wood lves for anything;
their skills are far too limited 1o make them
worthwhile. And remember: That stuff
about a particular race being “hardy” or
“spell-resistant” and so on is just (uff this
lime around: race has no effect on stats. Co

only by skill adds when choosing a race.
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Spell Check

he spells you choose at the
start of the game are likely to
he almost the only ones you

have. Spell scralls are very rare; their
I .chance of appearing as random items

is low (about 10 percent), and there
are no “fixed” spell'scrolls at all.
Further;-you won't be ahle to choose

- any new spells as you go through the

spire. The huild points you receive

. between levels can be used only to '

increase skills and stats. The only sure
way.-to have the spells you want is to
take them at.the start when the char:
acter is created.

Dispel Magic is almaost indispens-
ahle. On level 2;-the Spider-Daedra
casts Poison (a continuous damage
spell). On levels 6 and 7, you will be
up_against Daedra Lords and Counts,
who cast Continuous Damage spells, in
multiples. Without Dispel Magic, you'll
be going through healing potions and
items quite rapidly, as these guys have
a'lot of mana.

Cure Heaith is the basic healing
spell, and everyone can benefit from
having this one.

Etherealize can get you through
many-nasty situations. Whila'euiere_al,
you can run past monsters andtake no
damage from either blows or spelis.
This will be very handy on Level 7.

: .Mnnster Summoning calls in'a
“friend” to help in desperate situa-
tions: It gives your opponents another
target, and your summoned monster
also fights for you.

Teleport can get you out of bad situ-
ations (like drowning), and make some
travel easier,

Spell Reflection and Resistance are
handy, and hecome more so on the
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Combat Strategies

Not everyone is hostile. Sometimes,
monslers will stand there and watch you
closely, but won't altack unless you do first.
Dragging around all those strange sigils can
help here. Certain monsters (there is no way
to tell, alas) will not attack if you have the right
one with you,

Talk to the people you meet, even in
the middle of combat. Only the Vermai
can'l talk. All the other characters are capable
of chatting. Some may nol care to speak with
you; these are almost invariably hostile. This
doesn’t mean that something will become
friendly if you talk witly it, but you can occa-
sinn:llly pick up some information, and yes,
once ina while,
tumn them neu-

tral or bring

Seamp Jarhhim

them to your
side.

All spellcast-
ers have the
same prob-
lem you do:
limited mana.
When they run

Run. Don'’t be ashamed lo retreat in tough

circumstances. Ifa critter is blocking the way

lo an important location, draw it out, and try
1o get around it. Of course, you have to be
careful that you're not running into some-
thing as bad as, or worse than, what you're
dodging al the moment. If you have a clear
path to an arca where you can jump across
to a safe platform, do that, and get your
opposition with a bow (or spells). Also, il you
run far enough away from something, it may
stop chasing you.

Use spells on found items.
Unfortunately, vou'll have to lake notes on
these things so you know what you have to
work with. Start with the character-creation
sereens magic-
cquipment list. As
you highlighl each
item, you'll be told
what the spell does.
Write that down,
along with the
deseriptive title. For
example, “Magica
Resartus” restores

mana. Any item

oul, they can't s
casl any more
spells. Typically,
they use all their points now and then.
magic altacks S S
(and protections) immediately in one mas-
sive barrage. 'They also don't care who gets in
the way. So one tactic is to try and position
yourself with a non-magic eritter between
you and whoever is casting spells. Also,
dodging and ducking behind obstacles or
around cormers can help keep you alive;
never just stand around if you're being
allacked by spells.

Use hows. There will be niany oceasions in
the game when monsters are across a gap of
some sort and can’t reach you. This is the
time to haul oul your trusty bow and pick
them off, particularly when they've run out
of mana.

Call for backup. Summoning a monster or
two can be a great help if you're in a bad situa-
tion. They distract the enemy from your pres-
ence, and may even kill a hostile or two—if

vou're lucky.

LET'S TALK THIS OVER Talking with your enemies |
in Barriespire might actually save you a few hit |

— hat has this in the
title will do the
same, ook careful-
Iy for serolls on all
the levels that give
L‘xpkmziliuns of those obscure titles. In some
cases, you may not find an explanation; you
will then have to experiment to find out what
the item does.
Watch wounded enemies. Offen,
wounded opponents will imove away from you
and stop atlacking. Generally— though not
always — they will not resume fighting unless
you go after them first. They may also decide
to fight again if you talk to them and the con-
versation doesi'l go well,
Save often. This is especially important
after a rough light, before opening any
doors, and before leaving a level (just in
case you decide you allocated your build
points wrong).

sood luck! In the meantime, if you need
help with an adventure game, you can reach
me in the usual ways, Until next time, happy
adventuring! &
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Jater levels, when you're running into
crowds of spell-casting monsters
i-{Level 7 is all spellcasters).

Shield and Fire Shield are good if
you.decide to take-armor-disadvan.
tages for more build points, and are
also heneficial:when you are up
against hard-hitting monsters.

Cause Damage is the main attack
form.for.the mage character If .you're
yoing to be fighting mainly with
weapons, you don't need this spell.
Keep in mind-it will probably-need to
he reconfigured many times:throughout
the game, as it contains within it all

the usual attack-spell types (fire, frost,
and so'on), plus near/distant targeting.
Continupus Damage Its duration will

never be greater than one round, mak-
"jng it useless for attack purposes.
“Don’t use it in solo play.

Confusion is also worthless here. It
is a spell intended for the multiplayer
version:of the game. Don’t take. this if
you're playing solo.

Many items found during the game
duplicate these and other spells.
However, each use of an’item’s-spell
ahllity decreases the item’s durahility.

‘There is no way to repair anything as
it wears down; you can only replace
the old item with a new one.

Don't go by the.manual for the.con-
trolling stats.of spells. They are not
entirely correct. Look at the spell list
when choosing spells to see which

“stat actually affects a particular spell.

P Reach Scorpia at
Web: Scorpia’s Domain at
WwWw.scorpia.com

Internet: scorpla@scorpia.com

U.S. Mail:(enclose a SASE if you live in the U.S.)
Scorpia,
RO. Box 338, Gracie Station
New York, NY 10028
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Strategy/Wargames

GLose ComBat 2

When playing the Allied side, using your
paratroops lo take bridges hefore the Germans
can demolish them is erucial o early success in
the campaign games. Here are a few lips
toward that end:

SON BRIDGE

Ifvou've gol only five seconds when you reach
the Son Bridge, vou've used loo much time o
take Son Town. You have to secure the town in
the first assault and choose to wait only one hour.
Otherwise the Germans at the Son Bridge will

be prepared 1o blow it as soon as you show up.

To make certain that vehicles move where you
need them, micromanagement is the name of
the game. This Achilles is being moved in shorl
hops to keep it from straying off the road and
becoming bogged down.

ARNHEM RAIL BRIDGE

The Rail Bridge takes a little more luck. Your
best chance is to run a tean under the bridge
at the approach. You don’t have to be on the

While this German Jagdpanther js occupied with
infantry to its front, a British PIAT antitank team
sneaks up from the rear for the kill. Stripping
infantry support away from enemy armor is cru-
cial for this tactic to succeed.

cow

Lorps oF Magic

There are eight religions s you car,
in LORDS, each associated Even if you
with aseparate race: Earlh,  hold no
Air, Fire, Water, Chaos, dwarfish
Onrder, Life, and Death, The  towns or
trick is always to combine temples, a
your race with athers as good rela-
quickly as possible. So, ifyou  tionship with

are the Life-worshipping
elves, you really want to con-
quer the Dwarves, or ally

yoursell with them as soon

e Sy

the Dwarfish leader will
allow an Elven hero lo trade
for all the infantry she needs,
Similarly, if you are a Fire

some Dwarfish infantry to
bool. The dwarves have
great armor and high hit-
points, which means they

worshiper, can lake a lot of damage
you will while the rest of your army
need the 1noves into position, fires
help of missiles or magic spells, or
Order or just generally hangs around
Life missile  walching,

troops, and Our other essential tip?
you could Make sure to get the patch!
well use ~Tim Carter

bridge to control it (you can mess with the
wiring under the bridge). Take a reconnais-
sance team or hwo lo the entrance, Use the
Vickers machine-gun and smoke to make sure
you can take the entrance. Have all the other
teams fire on any German Leam that opens up.
Next, sneak your recon team down the bridge.
Use arifle team to grab the approach from

underneath. Your recon team won't make it to
the rail bridge objective before the Germans
can blow it, but with the first two objectives
controlled, it will buy vou an extra minute of
time. By now, your Bren and rifle teams should
have suppressed all the Genmans, and its time
for the big rush to the last abjective before the
timer goes oul, — Patrick Miller

Sus CuLTuRE

when you're in the sub, and the cheat
should immediately take effect. Now
you can show that Walker who’ boss!

— 'Thierry Nguyen

kamikaze: self-destruct

refill: replenishes all shields

mutant: increases radoff level

billy: speeds up the sub

tick: adds Geiger counter

didit: mission success

bedlk: god mode

haveall: enable access to all missions
wonga: gives 1,000,000 credits (maximum)
tonka: increases hull strength by 20 percent

Are the Procha or the Bohine giving you trouble? Can't handle the Mutant Fish or the
Pirates? Nexl time you need help under the sea, try out these cheat codes, Just type the word in
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Classics & Puzzles

Monty Pyrion’s THE MEANING OF LIFE

While all of the hot spots in the game are fairly casy o

find, multiple clicking on cach hot spol can turmn up a few
[aster eggs — even on the first CD (which, in general, has
less funny jokes — see Charles Ardai review in this issuc’
Classics/Puzzles section). Some of our Favorites:

F3

[

Sports

"Heaper;
0'see Ingmar.
Bergman's fanny and
Alexander

BasesaLL MoguL

Its important to get off
to good start in MoGul,
especially when youte
playing on higher levels of
difficulty. As in real estate,
only three things really
matter when picking a ball ]
club: location, location, and location, So, even
though vou may be a dyed-in-the-waol
Brewers fan, be wamed thal the chances of
building the Milwaukee club into a perennial
contender are hampered by the city$ siall,
fickle fan base.

For the best results, select a large market
team with loyal fans that have a high per-capita
income. Such clubs will provide you with plen-
ty of cash in the carly years to begin building
your dynasty. Some reconmended teams that

fit the winning profile
include the Orioles,
Braves, Dodgers,
Yankees, Cubs, and
White Sox. At the
other end of the eash
spectrum, avoid the
Reds, As, Rovals,
Pirates, Tigers, Mariners, and Brewers, unless
vou believe that poverty builds cliaracter,
While on-ficld success and intelligent
marketing can gradually change fan loyalty,
this may take a decade or more. Fielding

winning team is a greaf way to increase e of-

its, though. In Mocut, a consistently last-place

team will sell about 50 percent fewer tickets
than a 300 ball club, while a perennial world

champion will sell about 70 pereent more than

anaverage team. — Dennis MeCauley

Tony LaRussa 3, Tony 4, anp OLp Time BasesaLL
OROOOOMES e at CGW have always liked Nick Keren's baseball utilities,

HotSpot
ignation. In particular, fans of Tony LaRussa 4 will want to check out Keren's lat-
est fixes for that game, which fill some huge realism gaps. Keren also hits a.«
big home run with his updates for Stormfront’s 0o Time BasesaLL, now
compatible with Toxy 3 (and even some Tony 4) utilities. So, what ar
you waiting for? Dust off your copies of 0o TiMe Basesatt and Toky

LaRussa, and check out Nick’s Web site at
http://ourworld.compuserve.com/homepages/NickKaren.

and Nick's Web site has recently garnered a GameSpot HotSpot
Award, along with a Tony LaRussa’s Tournment of Champions des-

ey a7

- Ren Bagon 1

-} The padiock view can often be dis-

¢ orienting. Using the “Glance Forward”

- command (or looking off to the side, if
your nose s pointed at the sky) at reg-
ularintervals will hielp you' keep your
bearings.

» [f you find that your fiight leader
sometimes circles endlessly over the
aerodrome after takeoff; try activating

b - . . @ - -
the: “full* autopilot (CTRL-A). This lets
the Al'know: you are ready to go, so
it will'eventually make for the next
waypaint.

b Head-on encounters with Al-con-
trolled' planes can be extremely haz-
ardous to your health—especially when
you are battling an enemy ace. To avoid
getting perforated on the first pass, dive
down until the bandit is at'least 20
degrees above you, then break to one
side as'you enter gun range. Don't pull
up until you are sure he:is no longer in
a position to shoot at you! When used
property, this technique will usually pre-
vent the bad guy: from opening fire at
all; and'it minimizes the damage done
if he does decide to take the shot.
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WrContinued from pg 213

dontworry, you're armed lo the teeth and c h e at c 0 d e s
vou're flying with wingmen,

Begin by following the waypoint indicator ere are some other fun cheats you can use in G-PoLice. Once again,
lo defend Havae group Beta from fighter enter the codes from the main menu screen. Confirmation of your
attack. Next, join GP fighter group Lambda cheat will appear on the screen. You can use multiple cheats, and
to eliminate enemy droids. You'll be ordered to -~ they should work with both new and saved games:
drop a beacon, but wait until all the opposi- Paiitalon. Enahiles all secrot Benihill  Benny Hill cars
tion has been "”*"qh‘i‘l' missions in Training menu  Doobies Infinite Shields

Hover above the Nanosolt complexand Woowoo Havoc Sirens Stattoe  In-game info

enlist your wingmen to destroy the defensive
i g' " Supacam Enemy FallCam
gunboats. Go it alone and you're dead meat,
guaranteed. Now enter the main compound
and use your cannons to hlast any ground foes.
Gun turrels will also draw your fire, but elimi-
nate the ground troops fist, because they are sl [N
more skilled at hitting the moving targel vou W L 'L‘ ik \u(‘:l, : ; FULLY LOADED
present. This is a busy mission, but you should / i

With all cheats

find time to recharge your shields and, if you'e

and auxiliary
carcful, use the Nanosoft rearming station, codes enabled,
When the radio dispatchers announce that your main
all enemices have been destroyed, locate your B ) Meri:Ecvsi
mohile command post, which should now have _ [ o y I should look
alarge trmsport parked nearby: Land on the _ % > 4 something like
tick, pick up the air fuel bombs, and unloud Hay Site0s i Eneiny, Falicam Hilleare— g this.

) R [fitinite Shiglds
them over Nanosoft 1 10 on the building

shaped like an X.
Mission 35:
It Blowed Up Real Good!

The final mission is a killer. Your main
objective is to destroy the Nanosoft capi-
Lal ship, and it ain't casy. First, protect
your GI” umits by taking out all attacking
Nanosoft fighters. When you're ordered
to, fly to the entrance of the dome and
nab a 1000kg bomb from friendly forces.

Follow your waypoint o the cap ship
and enter the ship through its ventilation
ducts. Fly carefully and destroy all the
power nodes you encounter. This will
gatin you aceess to the central core. Be
sure o keep a mental iap of your route
through the air shafts because you'll soon
have to beal a hasty retreat.

Alter you enter the central core, blast
all droids and gun turrets. Then fly at
safe distance above the core, dml) your

bomb, and get the hell out. Ignore any

droics or lurrets you might have missed

POWER OFF In the final mission of G-PoLice, you must destroy a series of power nodes to gain access 5

to your ﬂ"maw D|]|EGIWB the CEI'llla| core Gf NaﬂDSUﬂ 5 Capllﬂk Sh[p e e U | (vxl‘]l()(l{‘_\' and the cap 5|]i[) crumbles. &

while you were coming in. You'll have
only a few minutes before the core
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'Tlﬂiﬂ' Ultimate Gaming.

¢ Ve guarantee scorching frame rates. All systems optimized for gaming.

"BOTTOM LINE: If you've got the ml:meg 1:__

spend this

The "Grey"

ntel Pentium Il 233MHz MMX
3440LX AGP Motherboard w/Si2K
AAVID Cooling System

h4MB SORAM 10ns

3.5" Floppy Drive

Hercules Thriller 30 ¥
Rendition V2200 w/8MB AEP \' B
Voodoo Il 30FX PCI f s

4.368 Ultra-ODMA Hard l]rl\re A 4
soundBlaster 16 PnP CRT i1
Viuitimedia Speakers b
24/12X EIDE CO-ROM

ATX Full-Tower Case wiESﬂ Watt.
Power Supplies w/Oual Fans
04-Enhanced Ke d "
Viicrosoft 2-Buttan Mnusasff’_‘_‘f‘"
Jiamond Supra KS6 Fax/Modem’
Windows '95 OSR/2 |, @
_onfigured for Favorite Games
.atest Oirect X Orivers

Price: $1,999.00,,

"Abhduct this c

-B00T Magazine, September, 1997

"The Area 51 is an out-of-this

pixel pushing gamers' dream machine nn speed that kicked
avery benchmark 1 fired it's way"-Voodoo Extreme, January, 1998

Intel Pentium Il 266MHz MMX Intel Pentium Il 300MHz M

440LX AGP Motherboard w/S12K 440LX AGP Mntherl:n

AAVIO Cooling System : AAVID Cooling Syst

B4MB SORAM 10ns .:ﬁf B64MB SORAM '||:| “

3.5" Floppy Orive b 3.5" Floppy Drlva. ! j
..Hernf;les Thriller 30 Herl:ules Thriller 30

Rendition V2200 w/BVIB A 00 w/BMB Aﬁﬂ

‘SoundBlaster, AWE 64 P

“Price: $2,199.00

is the gaming system to

-PC Gamer, January, 1998 g

The "Hive" The "Hive:Mind!

Voodoo Il 30FX PCI
6.4G8 Litra-OMA Hard EI

Altec Lansing ACS45 | AC : & /
: \ Subwoofer & Speaker She - £
Toshiba 3 X i .0« - '

‘Diamond Su KSB
Windows '95 R/2
" Configured for Favuﬂte Eames
' Latest Birect:X DOrivers: "

omputer"

waorld, polygan-pumping,

128MB
3.5" Floppy Drive®

HAM

Attention to detail, personalized treatment, optimized guality Hercules. Thriller 30 %, ’ ‘gﬂ
imponents ready to take on any game or simulation...A system Rendition V2200w MBW.*AEP ; i
'uly built and serviced hy hard-core gamers. That's what makes (2] Dual-30FX Vdul:l & e
a system like the Area51 a worthwhile investment, not a high Scan-Line Interlgm(e' ode "' y el

price gamble" -PC & Multimedia Entertainment, February, 1998 8.4G8B l.lltra-ﬂM. i b '

SoundBlaster 16 Fl:lF

'y
Diamond Monster 5o v

Altec Lansing ACSS00 P
Subwoofer & Speaker a8

Toshiba 32X EIDE CO-ROM

w/250 Watt Power 5up|]l]
1049-Enhanced Keyboard g &
Microsoft 2-Button Mouse ¢
LS Robotics X2 S6K Voice/Fax/
Saitek X35/X36 or Nascar Pro H
Windows '95 OSR/2 1
Configured for Favorite Games: .
Latest Direct X Orivers 5 e

Price: $3,499.00

Duality Monitors
17" Viewsonic V773 .26dp add: 5451]“'@ -
19" Viewsonic V35 .2hdp add: $755.00

21" Viewsonic PBI0D .25dp add: $1,099 tll:l
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roduct names used in this publication are trademarks of
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CHIPS &BITSINC.

POB 234 DEPT 10996 ROCHESTER, VT 05767
INT’L 802-767-3033 FAX 802-767-3382

'SU-27 2.0° Utilizes previously classitied Russian geo-

qgraphic terrain captured from satellite, 1024X768 pix-

els and 800X600 resolution in 32,000 colors. Full

dynamic campaign mission module, including
resource management & realistic engmy interaction

Mindscape/SSI(Sim)

Release Date: 8/98 PC CD $43

'FALCON 4.0° is a multiplayer air combal simulation
sel in the Korean Peninsula with a real-lime war in
progress in which you take the role of a single pilot in
an F-16 jet fighter. Superb 3-D photorealistic, texture-
magpped graphics and detailed models of F-18 avion-
Ies, weapons and Ihreats.
Microprose LSImulallnn
Release Date: 6/98 PC CD §

‘FLYING NIGHTMARES 2° offers a unigue combination
of cutting-cdge fight simulation and real-time stralegy.
Fully adjustabile difficulty levels, contral aplions, and
graphics preferences allow nearly any player 1o anjoy
FN2's challenge. Virtual cockpils increase the realism

and your situational awareness.
Eidos Simulatlun&
Release Date: 6/98 PC CD $3

'DAIKATANA' Slash your way through time with the aid
ol your trusty sword. Chase down the evil Dr. Benedic!
through 4 different eras. Advance in multiple skill lev-
els such as Attack Powes, Attack Speed, Running
Speed, Maximum Health and more. Incredible graphics

and challenging Al
Eldos Flnl:llunj
Release Date: 4/98 PC C $39

‘DUKE NUKE'M FOREVER® Duke is back and badder
than betore in this retooled sequal. Making use of the
Quake |l engine, the team at 3D realms promises not to
disappoint with new weapons, néw villains, new plot
setin the lights of Las Veoas. and full 3D1x support.
GT Interaclive [Actlun&
Release Date:6/98 PC CD $4

*UNREAL' In one seamless flowing world, race across
vast outdoor and indaor environments, enter enchant-
ing cities and mysterious temples. Use Unreal’s easy
to use object-oriented level-editor to design your

own levels,
GT Interactive (Action)
Release Date: 5/98 PC CD $45

YQUAKE II' Guake was just foreplay. Now comes Quake
11, Includes larger, mission based levels, superior arti-
fictal intelligence, and wicked multiplayer capabilities.
Experience smoother 16 bit graphics and real-fime
lighting effects
Activision (Action
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, choice by choice, puzzle by
puzzle, you can help Rianna transtorm hersell into a
super herolne, save an innocant maiden, and rescue an
alternate universe.

Eidos (Adventure)
Release Date: NOW
PC CD

‘LINKS LS 98" 4 Championship courses, B modes of
play, new smarl cameras including goller cam, pin
cam, and putting cam, Precision terrain rendering and
ball Might physics are the most accurate of any galf
simulator. Design your own tournaments and compete

against Iriends or computer opponents.
Access ﬁSuurts
Release Date:NO'
PC CD

‘MAX 2'has all the breeding of a great real-time strate-
gy game. Continuing In a time after the original M.AX,,
Itis the scene of mass destruction. The Sheeval, a vio-
lent alien race, is learing up the galaxy and you must
stop them. Players may take either side in the confiict.
Combat occurs on 36 ditferent planets. Better graph-
i68, new real-time fealures.
Interplay (Strategy)
Release Date: NOW PC CD $44

‘CRYSTAL FANTASY' Venture through the cave of lust and
find the secret crystal. Interact with the sexies! young jew-
els of the MacDaddy harem. Take snapshols of the girls
and play with them in your own private portiolio
MacDaddy (Adult
Release Date: NOW PC CD §3

* Specials- Limited Time Only- Offer valid
from 4/1/98 ihiuugh ﬂ 2_.‘98

Tine Riviase
101h Plangt 38
1043 Euto Air War 0598
688 Hunter Killar — NOW

AH-B4D Longhow 2 NOW
AH-640 Longhow Gid NOW

ATF 88 0893
Aces: XeFighters 10/98
Acroes Degert 1941 11/88
A Warmiar 3 NOW
Anarchy NOwW

Archimedean Dynsty  NOW
Army Alr Corps 42 0698
Benout Champ Drag  04/98
CART Precision Relng NOW
Garmagidn Max Dam NOW

Gomanche 3 NOW
Condemned 0598
Cybersteike 2 1098
Daytona USA Dix HOW
Deep Six 05/8
Doer Hunter HOW
EF 2000V 2 HOwW
ACT EagleMax oW
CH F16 Combatstick  NOW
CH F16 Fighterstick  NOW
CH F16 Flightstick ~ NOW
CH Flight Stick how
CH Flight Stick Pro

CH Force FX
CH Game Card 3 Auto N
Cil Gamestick 14 now
CH Jane's Combl StekNOW

l\rmﬂr-ﬂ nand ﬂJ-ﬂ.H
Bantlezane 03/98
Carmageddon NOW

Carmagidn Splat Pak NOW
Daikatana 0498
Dark Forces How
Dark Forces Jedi MssnNOW
Dark Frees Jedi Knpht ROW
Dark Vengeance U3
Death Trap Dungeon 03798

30 Uktea Mind Goll - NOW
ANE Pro Bowd 30 NUW
Al Slar Baseball 99 04598
Basoball Mogul 99 04198
Bass Mstrs Clsse Pro D6/98
British Opan Golf NOW
Brunswicks Bowding 04M8
FIFA Road Wild Cp 28 NOW
FPS Baseball 38 How
FPS Footbafl 98 How

|
Abyss: Incidnt EuropaCB/08

enix Crisis 0398
Earth 0398
Mlien Intelligence 03/98
Badtands 10/98
Black Daklia 039e
Blage Runner HNOW

Curse of Monkey Isie NOW

Dark Camalnt 0198
Fighting Fantasy 048
[

Age of Emplres NOW
Agents of Justiee 0393
Alpha Centauri 0698
Bnitlasplee NOW
Blade Aunner How
Caesar 2 How
Curse of Mankey Isle NOW
Daikatana D498
Dark Forces 2 now
Diabin NOW

101 Sex Posit

101 Sex Po

2069 Qriental Sex QuysKOW
30 Darting ROW
30 Digam Girls ROwW
5th Dimension 1l

Azt In the Hole i

Agult Image Lin 2 Plush
Adtult image Library
Aubult Image Library 2 HOV

Pt
545
$45
$46
£46
525
846
§49
$B
44
1
$eb
48
$44
48
&40
£
San
L0
§42
S48
18
345

544
$60
&84
835
§30
550
595
$26
60
$69

$48
s48
&1
£16
30
$19
s27
550
545
$39

342
bYa
4
$29
L H
$19
539
$46
s28
520

42
345
5
45
e
S0
$53
539
$48
§40

$15
$16
516
si7
516
316
316
$15
$16
516

£
24
§49
519
]

$9
$39
$29
£19
518

COMPUTER GAMES: SIMULATION

Tt Rogase Prct Timwe Riveasy
Eanthsiege 3 $49  Imesstate 77 1098
F-15 3 S4A Jet Fighter 3 NOwW
F-16 Agressar NOW 848 Jet Fighter Platinum  HOW
F-22 ADF NowW 834 Joint Strike Fightar ~ HOW
F-22 Lightning 2 NOW $26 M1 Tank Platoon 2 0398
F-22 Raplor Now 832 MS Flight Sim 98 NOY

Fif 18 Korea NOW 536 MW Mercenaries 30 NOW
F16 Fightng Falcan  NOW  $28 Manx T1 HNOW
FA 18 Hornet 3 NOW  $26 Mech 2 Battiepack  NOW
Falcen 4.0 06/98 $54  MechWarrior 3 06/9E
Taleon Godd NOW S25  Mig Alley (498
Fghtng Fien Bek Bodd NOW 29 Nasear Raring 2 oW
Fighter Dual 2 0498 S48 Nascr Aeng 2 Ged Ni ROW
Fight Unlimitet 2~ NOW  $37  Need for Specd 2 S NOW
Flight Unfmid W85 NOW 525  Newnman Hoas Racing 06498
Fiying Corps Gold ~ NOW  $39  Outlaw Racers 04/98
Fiying Hightmares 2 0698 839 Phaniom Ace 0508
Flying Saucer 0698 S46  Privatesr 2 SE oW
Flying Tigers D998 S48 Rodd Baron 2 NowW
Grand Prix Legends 0688 §44 Redline 0398
Hardwar 0398 S46 Riot 0&me
I-\War 0398 555 SU-27 Flanker 2 0498

COMPUTER GAMES: HARDWARE

CH Joystick Switchbe NOW  £24 Gravis PC Gmepd Pro ROW
CH Pro Pedals NOW 280 Gravis Thadibrd Jstk NOW
CH Pro Throttle ROW 584 ech ThunderPad NOW
NOW 549 Logitech Wingman XirHOW
KOW 585  Llech Cyberman2  NOW

575
$69
$62
NOW  $69
NOW $19

Ltech WngMn Warnor NOW
inder FF ProNOwW
t Prec ProNOW
MS Sidwander Pro F"th'UW
Mad Carz I".)n!l"-‘r I'I

Gravis Grp Sing Alne
r‘r.l 3 PC Game Pad

COMPUTER GAMES: ACTION

Descent Freespace 0598 $46 Prey 1298
Dreams to Reality 0368 $40  Profiteer 0498
Duke 30 Nefear Watr NOW $15 Quake HOW
Duke Nukem Forever 0698 S48 Quake 2 How
Duke Nukm 30 Atom NOW $34 Quake 2 Juggernaut  03/98
Forsaken 04/98 550 Quake 2 Mission Pk 106/98
Hall Lite 0388 548 Quake Mssn Pk 1-2ea HOW
Hexen 2 NOW 547 Redneck Rampage  HOW
Interstate 76 Arsenal NOW  $40  Redneck Hp Rds Agn 0598
Interstate 76 NOW  §29 Iicqmum 0998

COMPUTER GAMES: SPORTS

IPS Goll Bundle NOW 539 Links LS Cng Ciry Clty HOW
FPS Skiing NOW S47  Links LS Davis Love  NOW
Game, Net & Mateh 0598 544 Links LS Oakind Hils  NOW
Grant Hill Fant Bskbl 03/58 $25  Links LS Pelican Hdl  NOW
Harbali 6 0398 $46  Links LS Valderrama NOW
High Heal Baseball 0388 £35  Links LS Valhally NOW
Jack Nicklaus Golt 5 NOW 839 MS Baseball 30 04788
Legends of FBE8  NOW 539 Madden FB 88 How
Linkls Crse Libr 1-3ea NOW 319 March Madness 38 NOW
Links LS 98 NOW 533 HBA Live 58 oW
COMPUTER GAMES: ADVENTURE
Gabriel Knight 3 0698 548  Pandora Directive
Grim Fandango 0898 S48 Firates! Gold
Heart of Darkness (898 $42  Flanetfall W35
Journgyman Projct 3 NOW 543 Quest for Glory 5
KOB:Mask of Eternity 0G%E 548 Redguard
Last Express HOwW 542 Respect Ine
Leisure Suit Larey 7 NOW S48 Return 1o Krondor
Myst 2: Riven HNOW $44  Rlana Rouge How
Of Light & Darkness 0388 $45  Samilarium 0548
Overseer  NOW 839 Space Guest 3000 D1/99
HINT BOOKS
Duke Nukm 30 NOW  $19 M5 Fiight Sim 98 ROW
Earthslege 3 06498 S16 MechCommander — 07/98
F15 0398 §16  Mochwarior 3 06/98
Falcon 4.0 08/98 S18  Might & Magic 6 0388
Hall Life 0696 $16 My HOwW
Herees MEM 3 079 18 Populous 3 (b
Journeyman Project INOW 516 Prey 07/98
King's Ouest § 0698 S16 Privateer 3 1098
Links LS 93 NOW §16 Cuake 2 NOW
L IF Cyerstorm 2~ 0398 18 Rebielfion 0394

COMPUTER GAMES ADULT

Adventure K NOwW $19 Anal L!.!:l,:cl NOW
Adventure Kid Now $19 Anal flom 2

Attairs of Hean NOW 519 Desire

All Night Long NOW 519 bian Nights

Alleyeats Now 839 Ashlyn Geee Rits 2
Amataur Models HOw £22  AsiaX

Amateur Photo GalleryNOW 8§98 Asian Debutantes NOW
American Sweethils  ROW  $19 Asian Paradise NOW
Amorows Asia Girf2 - NOW 519 Asian Pearts Now
Anal Aslan 2 HOow S18 Asian Peasls 2 L

GO TO #08B @ www.compulergaming.com/infolink

Pasce
46
535
34
£29
L4
§52
522
3
s

52
6
$38
530
44
&40
§30
S4B
530
$38
$46
S5
$43

£2
$43
20
§45
599
585
$14
$68
$39
S4d

£50
$45
£25
§30
$19
$29
318
540
518
546

517
s17
817
sy
87
17

$45
545
545

518
£16
316
316
$16
516
S8
$16
815
£16

529

T

Sahrace

Sereamer 3 0993 54
Scrmn Demns Eu 93 84
Silant Hunter 2 98 &4
Shies 0698 £4
Spearhiead 0998 &4
Spearhead Exp Pack 0995 §2
Starship Teg 5 0398 34
Steaith Reaper 2020 NOW  $3
Tank! 0595 54
Team Apache 0308 $4
Test Dibve 4 NOW 54
Tauring Car NOW 53
Trophy Bass 2 HOW &3
Ultimate Racing Pro. NOW  $4

Winp Comm Prophcy NOW 84
Wings of Destiny ~ 09/88 34
XWing Vs, Tie Crop 1 NOW 52

A-Wni V Tie Fghlee  NOW 54
22 w20 0393 33
iF/A-18 L5 0498 $4
iPanrér 44 0398 §5

Mad Catz Panther XL HOW 86
Space Orb 360 NOW  §4
TW Attack Throttly
TM Driving Cc,- rol T?-- W
TN Elfe Ru
TN F16 105
TM F22 Pro HOW 8§13
TM Game Card NOW 5%
TM Nascar Racng WhiNOW 512
X-Treme Command PANOW 53

Flew,
Shadows of Empire
in

Star Tek Frst Contct 0598 89
Tomb Raider 2 NOW 353
Tomb Raider Gold 0395 $2
Twisted Metal 2 NOW 57
Unreat 0598 $4
Unreal Add-Un nams 51
Vigilance 0498 4
NGAR Footh B oW 42
NFL Gameday &4 0948 53
NHL Breakaway na NoW 83
NHL Hockey 98 NOw 54
HUL Power Play 38 NOW 3§32
PEBA Bowding 2 03188 352
PGA Tour Pro3:D 03786 §S
Triphe Play 99 0388 54
VA Basetall 99 0698 54

W

de Soceer 98 NOW 53

Star Tiek Bith Fed 0598 35
Star Trek SFA Mssn 02
Star Tik Jdg Rt Coll
Star Trk Sir Fit Acad
Starship Tit,
Sir Trk Sert Vic
Titanie Jeay Dut Time I'Jﬂ.‘.r EX
aft Lord of Cins 0698 53

Zork: Grdd Inquisitor NOW  S4
Zotk:Hemesis NOW 82
find Raran 2 NOW  §1
Retum 1o Krondor —~— NOW $5
Sin 05/m8 St
Starcralt nameE 5t
Ultima @:Ascension  11/98 59
Utima Coflection NUW 5%
Untima Online HOW 53
Unreal 05/98 &%
Wing Commander & J.m.; 51

¥-wing vs Tie Fighir

i 5
Bacchus Six Pack now %
Bacchus Six F“ 1ok (Gay)NOW §

NOW 5



or call 19800 699- 2263

Source Cade 10996

Timit Reueast Pt
0amg 535
NOW  $19
0488 545
NOW 39
NOW 529
NOW 847
1298 &4

0858 548
0438 535
ame 543
Battlevrapons 0658 544
Blackstane Chroncles 1198 S44

Lrailization

o & G RA Mimath
5 & G Red Alurt
> & C Sole Survivar

ROW
how 820
NOW 828
0w 519

2 Fantasy Worlds N
ilization NOW 42
on 2 Scen  NOW 826

NOW. 342
1198 538
NOw g2z

0998 539
ou98 $42
NOW 249
HOW  $21
Now 829
0598 542
now &30
oo NOW 328

! Eln;m 1841
thia of Buige
Janiegong Antietam

v
BOARD GAMES

NOw

aton NOW 826
o NOW 538

aissance  NOW 2

\nciart Crnpires NOW 529
wis & Allles NOW 535
tattietech 4in Fot HOW  §21
drit, NOW 519

Detune Diplomacy
Jig Hansy

-mpire Budder

(DED DM Guide
DAD Player HandbooklOW 526
NOW 517

HOW 520

&0 4 from Cormyr

iea dth Ed

per Narad
jubblegum Crisis -~ NOW 520
ul Cibwbu how S1a
'||J|||1L- iy NOw 5?9

il of Dawn v 519

1 Deluxe hLM' 547
sharan's Call 0598 S48
5 Giate 0848 $45

e HOW 851

in Antara HOW 835

caneds HOW 534
bl NOW 539
ahlo 2 0fma 549
1] NOW  §26

‘|:|'|I‘| el

544
i~
Mrrowind 07/98 354

0698 345
1Quest DEGE 544
A Descent Undermin NOW  $42

COMPUTER GAMES: STRATEGY

Rruease Prict

Dunpa Kpe Dpe Dngns HOW
Eanh 2140 HOW 836

Freegom in Galiey
Galactic Mirage
ardaans: Agnis st 0

MAEM 2

Har
Heroes MEM 2 Ex Py NOW

Huroes MEM WS HOW
Heoes ol ME M3 08798
M98
word  NOW
ad Mogul N

19m

Imperium Galactica  NOW
In the First [ NOW
Incubation HOW
0408

0493

Gma HOW

Fh.rcd NII.\I.I:!, 2 0G9s
KKND Extremne oW
LEDWars 1098
Libgration Day 0393
Lords Realm 2 NOWY

Lords Realm 2 Exp Pk NOW

Tink Riveast Price Tunid Riutast
Lwds of Magic WO 534 St Commang Dix  HOW
L 520 10494
M NOW 519 6
MAX 2 0396 544

MTG:Duels Plnswlkes NOW 546
lts of Anct NOW 528

N 816 0548

0398 538 D6uE

d 529 b’rlru, L)

Kaster of Qreon 519 Submanne Titans 0598
Master of Orion 2 NOW 525 Syilicale Wars NOW
Mechcommander /45 S48 Thame Hospal NOW

Missn Fre:Cybrstem 20098 $46
Myth HowW  $39
Pax imparia 2 Wa5 831

Testal Annihilation

Tnl'\:ml']’ coan I"u NE

Plague $42  Trihal Rage D458
Populous 3 845 L]
Ragped Earth 0488 534 06/98
Stas2 0489 S48 HOW
i 0398 551 0598
sk Now 529 0498
SWAT 2 0398 S48 4738
Sentient HOW 539
Sentinel Retins 06 545 Wehmme 40k Che Grad

S38  Warlords 2 Dix s
844 Warlords 3
£35  Wanom

12 How

i 835 Warwim
SimCity 2000 Spoc EDROW 538 Wasdom of the Kings 0308
SimCity 3000 1598 §54  Worms 2 how
SimSatan U398 526  X-Com Apocalypse  NOW
$ 31 Wai S43  Xe-Com Interceplor 1298

ard Ho! 4
Speed Tribes

Lt
uE S48

$24  X-Com UFD Defense NUW
X-hire

0598

CU MPUTEH GAMES WAR

N 816
East From How 838
East Front Camp 0498 529
Exlrgme Warlare 0498 S48

Greal Batbes Caesar D498 335
Great Battls Aloxndr  NOW 544
Gireat Briles Hanninal NOW 536

Omeullmlu!\‘ ar us 98 539

HOW 830

now 832
now 322
Grand Prix HNOW - §19
Great Warat Sea 1 NOW  S32
Hannibal NOW 832
Histary of ine Warla  NOW  $27
$29
and V 538
Emightmare Chess  NOW 813
NOW 826

Expansion

NOW &8
NOW 535
s2z

oW $33

pamMs S45 I'JE

Panger Comnia DEA3 845 0498
Panzur General 2 HOW 837 Tank Resistance 20240398
“anzerhlity 1098 §42  Thind Resch now
‘e's General 10/98 $42  Tides of War 0508
Prelude 1o Waterloo  NOW 539 HUW
Semper Fi oW 535 0488
d Meiar's Gatrysheg NOW 545 gme C5 3 wi Cmp NOW

Panthars 3 NOW $34  Whistling Daatn 0445

Lunch Manny Now  $16
Napoleon s Battles ¢

Serathle Dix
523 Senlers of Catan

Necromunda NOW 558  Sherlock Holmes i}

Over the Reich HOW 330 SilentDeath Dix N
Panzer Leader HOW 523 Space Chess 30 HOW
Quebec 1759 ROW 322 Space Hulk now
Rail Baron RUW 523 Squad Leader O
febels & Redeoats 1 ROW §25  Star Figel Batties oW
Republic of Roms NOw 529 Titany: The Argna NOw
Anbo Rally Kow £33 HOw
Russia At War ROW $25 How
SPOR HOW 533 Now

Grant now 833

HoW 835

Workd in Flamas Dix - HOW

HDLE PLAYING GAMES

Cylberpunk 2020

now 17
I'h.a.]Lanis Rulthook NOW

827
539
Age NOW 521
HNOW  $18
NOW  S20
03M3 526
HOW $18

Hero & Xen,
m.w U-||||n| el

Fallot  NOW 45

Final Fantasy VIl 0688 S
Lands Lore Grdns Dst NOW  $34
Might & Magic & 0398 546
Might & Magic 6LE 098 S8
Realms of Ha g HNOW 539
Rims Ark Shadow RvaNOW 529

Suplerra Core 08/98 S48
Shadows of Death 0308 $43
Star Trk Fmad Unity  NOW 537
Swords ol Heroes 10093 546

1098 850

Wizardry 8

v Gold Wb NOW 515

Macrass 2 $11 Munauest HiowY
H e 2nd Ed L¥}] Shadwrun 20d Fd NOW
13 W
822 ) How
520 Trimty Tow
Pandragon dth Ed 319 Vampire 2nd Ed HOW
s 21 Warhammer Fantasy  NOW
Robotesh S11 Witcheratt ROW

Spend the specified amount on any in-stock soltware and
choose one free [BM game from the commesponding list.

1t unly, while supplies last. Valid through 5/28/98.

SPEND $60

Origama 3.5, Rise of Triad CO, ESPN Sporls Shorts CD,
Burncycle CO

SPEND $100

Ballles Desting 3.5, Cyberjudas GO, Ravenloft Bundle CO,
Tatal Mayhem €0

SPEND $200

Alone in Dark 3.5, Woll CD, Great Naval Ballles 3 & 4 CD,
Flight Sim Toolkil 3.5

HoW ¢

FREE GAME OFFER!

Request must be made al lime of order. Oler good on in-stock

529
534
48

$40

$39

§13
520

=
25
s
524
520

'MECH COMMANDER' is a new real-time action strate-
gy game of tactical combat and resouce management
set in the stunningly detailed BattleTech universe.
Players direct up to 12 individual Mechs as they assault
dozens of enemy Mechs, Elementals, and Armored
Vehicles.

Micrprose (Strateqy)

Release Date: 5/98 PC CD $45

‘ALPHA CENTAURI".A mother ship's human cargo flee-
ing earih in the 22nd century splits inle 7 factions in
route fo the sell-tilled destination. Colonists can ter-
raform land, changing topography to Swit needs.
Determing your (nfant civilizations modus operendi.
Design your own military units.

Electronic Arts(Strale CBE

ReleaseDale: 8/98 PC CD $48

‘STARCRAFT' You must gather your resources to
aceomplish your goals, eilher freedom or galactic dom-
ination. Play 30 different missions in space, on planats,
within installations. Scenario and map editor allows you
10 create your own campaigns.

Blizzard (Strale

Release Dale: 4/98 PC CD $48

‘WAR BREEDS' Choice of four alien clans, each with
unigue skill sets and altributes. Caplure your enemies’
genes through conquest and use that knowlegde to
customize your awn unils, Infinitely Customizable units
through genetic engingering for optimal strength in bat-
tle. Unigue Alliance/Coop made of gameplay.

Red Orh Strate

Release 4/98 P D $48

'JAGGED ALLIANCE II' features over 50 characters,
each with unique speech, body, and attitude.  Plan your
stratigy in turn-hased mode, or play in fas! and furious
real time. Cut supply lines, call in air stiikes, and
manguver vehicles in state-of-the-art tactical combat.
Take on your friends via network, motem and internet

play.
Sir Tech (Stralegy
Release Dale: 6/98 PC CD $44

'STAR WARS REBELLION' A Star Wars fantasy come
true, with 55 characters and real-time play. Strategy
portion lets players manage manufacturing, fleet
deployment and mission assignments, Innovative real-
time 3D factical component lets players micromanage
baltle sequences

Lm:asarls [SIralagu

Release Date: N PC CD $51

‘DIAMOND MONSTER 30 II' This 30 add-on upgrade
card works with your existing 3D graphics card or
20/30 combo card. It delivers 30 more shockingly real
than anything you've ever seen! Using the next genera-
Lion 3D1x Voodoo? chipse!, Diamond Monster 3011 sim-
ply blows away previous standards of performance
Dramnnd (Hardware)

Release Date: NOW PC $229

‘CH PRO THROTTLE' Loadad with programmability
and functionality. Easy point-and-click programming
capabilities. 20 Programmable functions, storing over
400 macros. You can program each of the four 4-way
switches and four push buttons on the device 10 do
whatever you would like.

CH Products {Haulware%

Release Date:NOW PC $84

‘ULTIMATE RPG ARCHIVES' 12 award-winning RPG's
in one package! Bard's Tale,M&M World of Xeen,
Stongkeep, Ultima Underworld 1811, Dragon Wars,
Wasteland, Wizardry Gold. A must-have collection.

CH Producls [ﬂulalzlaying}

Release Date:NO

PC CD

‘BALDUR'S GATE' is sel in the legendary Forgotten
Realms campaign world, Uses a transparent interface
an gameplay that uses a real-time modification of the
ADD rules system. There are over 60 monsters to light,
you control a party of six each with unique abilities
and peisonas

Interplay (Rolepla ln%]

Release Date: 8/38 PC CD $45

‘MIGHT & MAGIC VI' The Mandate of Heaven, the
newest M & M edition containg an integral time
clock with multiple plats and story lings. Unique skill
based character development and over 1000 miles of
virtual terrain!

3D0/MNew World [Holenlavlng]

Release Date: NOW PC CD $46

Haloer:
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GO TO #068 @ www.computergaming. com,flnmllnk




THE chP“TER GAMING P"I.I. A MONTHLY SURVEY OF CGW SUBSCRIBERS

ach month, 2,000 CGW subscribers are selected at random to rate 100 computer games. The results of that poll are combined
with the results of previous months to yield a cumulative average for the best plays in gaming. If you receive a ballot, please return
it with your ratings so that other gamers and game publishers can benefit from your feedback.

Jedi Knight: Dark Forces Il
Duke Nukem 3D

Tomh Raider

Quake

The Need for Speed SE
Moto Racer

Crusader: No Regrel
Interstate '76

TOP ACTION GAMES

Quake Pack 2: nlssulullnn of Eternity id Software/Rogue
Quake Pack 1: Scourge of Armagon

id Software/Ritual
LucasArts

3D Realms

Eidos

id Software

EA

EA
EA/Onigin
Activision

You Don't Know Jack 3
You Don't Know Jack 2
You Don't Know Jack

You Don'l Know Jack TV

You Don't Know Jack Movies
You Don't Know Jack Sports

Power Chess
Lose Your Marhles

TOP CLASSIC/PUZZLE GAMES

Berkeley Systems
Berkeley Systems  8.51
Berkeley Systems ~ 8.20
Berkeley Systems 8,07
Berkeley Systems ~ B8.07
Berkeley Systems  7.70
Sierra 7.30
SegaSoft 6.58

Links LS

TOP SPORTS GAMES

Access

NHL 98 EA Sporls 8.49
NBA Live 98 EA Sporls 8.38
NASCAR Racing 2 Sierra 8.18
NHL 97 EA Sporls 8.05
Grand Prix 2 MicroProse 7.97
NBA Live 97 EA Sports 7.9
Triple Play 98 EA Sports 7.76
Jack Nicklaus &4 Accolade 7.61
Triple Play 97 EA Sporls 7.42

Diablo
Falloul
Dangerfall
Anvil of Dawn
Lands of Lore I
Ultima Online

TOP ROLEPLAYING GAMES

Interplay 8.38
Bethesda 7.29
New World Computing 7.09
Westwood 6.83
QOrigin 6.19

CCwW

MAY 1998

The Pandora Directive
Gabriel Knight 2

The Curse of Monkey Island
Twinsen's Ddyssey

RAMA

Riven

Realms of the Haunling

The Neverhood

The Last Express

Circle of Blood

TOP AD‘UENTU RE GAMES

Access
Sierra
LucasArts
Activision
Sierra

Red Orb Ent.
Interplay
DreamWorks
Red Orb Ent,
Virgin

8.19
7.83
7.82
7.68
7.67
7.67
7.60
7.49
7.48

1 Wlnu Bummandar w
2 AH-64 Lonphow

3 MechWarrior 2: Mercenaries
4 Sllent Hunter

5 U.S. Marine Fighters

6 EF2000

7 Flight Simulator 98

1L.S. Navy Fighters
9 Heavy Gear
10 Advanced Tactical Fighters

EA/Origin
EA/Origin
Aclivision
SSl

EA
Ocean
Microsoft
EA
Activision
EA

8.08
7.90
7.83
7.79
7.56
7.49
7.49
7.45
7.35

it
1 Heroes I1: Price of Loyalty
2 WarCraft 1l Expansion Disk
3 WarCrait ll

4 Heroes Il

Civilization 1l

Total Annihilation

Red Alert

Red Alert: Countersirike
C&C: Covert Operations
Civilization Il: Scenarios

Blizzard
Blizzard

New World Computing 9.09

8.83
8.7

New World Computing 8.69

MicroProse

GT Interactive
Virgin/Westwood
Virgin/Westwood
Virgin/Westwood
MicroProse

8.69
8.68
8.66
8.41
8.16
8.15

1 Steel Panthers Il Campaign Disk
2 Steel Panthers Campaion Disk

3 Panzer General Il

4 Sid Meier's Gettyshurg

5 Steel Panlhers Il

6 Battleground: Shiloh

7 Tigers on the Prowl 2

8 Batlleground: Bull Run

9 Battleqround: Napoleon in Russia
10 Battleground: Antietam

TOP WARGAMES

Ssi
S8l
SSI
Firaxis
SSI
TalonSoft
HPS
TalonSoft
TalonSoft
TalonSoft




TOP 100 GAMES

BAME COMPANY TYPE  SCORE BAME COMPANY TYPE  SCORE

¥t 1 Heroes II: Price of Loyally New World Comp. ST  9.09 51 U.S. Marine Fighters EA Sl 779
2 WarCraft 1l Expansion Disk Blizzard ST 8.83 52 Achtung Spilfire Avalon Hill 31 (B

¥ 3 (Quake Pack 2: Dissolution of Etemity id Software/Rogue  AC  8.81 Triple Play 98 EA Sports SP {76
4 Quake Pack 1: Scourge of Armagenid Software/Ritual  AC  B.78 54 Molo Racer EA AC 772

5 WarCraft Il Blizzard ST 8&mn 55 Battleground: Waterloo TalonSoft WG 7.69

6 Heroes Il New World Comp. ST 8.69 You Don't Know Jack Sports Berkeley Systems CP 7.69
Civilization Il MicroProse ST 8.69 57 Rama Sierra AD 7.68

8 Total Annihilation GT Interactive ST 868 58 Realms of the Haunting Interplay AD 7.67

¥ Steel Panthers Il Campaian Disk  SS| WG 8.68 Riven Red Orb Ent. AD  7.67
10 Red Alert Virgin/Westwood ST 8.66 60 Crusader: No Regret EA/Origin AC  7.66

F 11 Diablo Blizzard RP 863 61 Jack Nicklaus 4 Accolade SP 7.6
¥ 12 Links LS Access SP 8.6 62 The Neverhood DreamWorks AD  7.60
¥ 13 You Don't Know Jack 3 Berkeley Systems  CP  8.59 63 Jagoed Alliance: Deadly Games  Sir-Tech ST 758
14  Steel Panthers Campaign Disk S8l WG 8.58 64 EF2000 Ocean S 7.56

15 Panzer General Il S5l WG 8.52 65 East Front TalonSoft we 7.51

16 NHL 98 EA Sports SP 849 Battlearound: Gettysburg TalonSoft WG 7.51
Jedi Knight: Dark Forces I LucasArts AC  8.49 Dungeon Keeper EA/Bullirog S TRk

You Don’t Know Jack 2 Berkeley Systems  CP 8.49 68 Flight Simulator 98 Microsoft S 7.49

19  Red Afert: Counterstrike Virgin/Westwood ST 84 U.S. Navy Fighters EA Sl 7.49

20 NBA Live 98 EA Sports SP 8.38 Last Express Red Orb Ent. AD  7.49
Fallout Interplay RP  8.38 71  Circle of Blood Virgin AD 7.48

22  Sid Meier's Gettysburg Firaxis WG 8.35 72 Heavy Gear Activision Sl 7.45

¥c 23 Wing Commander IV EA/Qrigin S| 8.28 Spycraft Activision AD  7.45
24  Sieel Panther 11 ssl WG 8.27 74 Triple Play 97 EA Sports SP 7.42

25 Duke Nukem 3D 3D Realms AC 8.22 75 Power Chess Sierra CP  7.40

¥r 26 The Pandora Directive Access AD 821 76 Interstale '76 Activision AC 7.39
27 You Don't Know Jack Berkeley Systems  CP  8.20 Age of Rifles Campaign Disk Ssl WG 7.39

28 Tomb Raider Eidos AC  8.19 VDK Playmates/Shiny AC  7.39
Gabriel Knight 2 Sierra AD 819 79 Dark Reign Activision ST 737

30 NASCAR Racing 2 Sierra SP 8.18 Abe's Oddysee GT Interactive AC 737

31 C&C: Covert Operations Virgin/Westwood ST 816 NBA Live 96 EA Sports SP .87

32 Civilization II: Scenarios MicroProse ST 8.5 82 CivNet MicroProse ST 7.36

33 You Don't Know Jack Movies Berkeley Systems  CP 8.13 83 Advanced Tactical Fighters EA S| 7.35

34  Civilization II: Fanlastic Worlds ~ MicroProse ST 832 PGA Tour Pro EA Sports SP 735

35 AH-64 Longbow EA/Origin SI 808 Myth Bungie ST 7.3

36 You Don't Know Jack TV Berkeley Systems  CP 8.07 86 Fantasy General SS1 ST 7.34

37 NHL 97 EA Sports SP  8.05 Lords of the Reaim Il Sierra ST 7.4

38  Quake id Software AC 8.01 X-COm 3 MicroProse ST 7.4

38 Battieground: Shiloh TalonSoft WG 7.99 89  FPS Foothall Pro '96 Sierra SP- a2

40 Tioers on the Prowl 2 HPS WG 7.97 90 Daggerfall Bethesda RP 7.29
Grand Prix 2 MicroProse SP 797 891 Leisure Suit Larry 7 Sierra AD 7.26

42 NBA Live 97 EA Sports SP 7.9 688(1) Hunter/Killer EA/Jane’s 8l 726

43 The Need for Speed SE EA AC  7.90 X-Wing vs. TIE Fighter LucasArts SIS 26
MechWarrior 2: Mercenaries Activision S 790 84  FPS Foothall Pro '97 Sierra SP 7.24

45  Battleground: Bull Run TalonSoft WG 7.88 95 Imperialism SSl S RS

46 Battleground: Napoleon In Russia TalonSoft We 7.87 Theme Hospital EA/Bullfrog ST 7.19

47 Battleground: Antistam TalonSoft WG 7.86 FIFA 97 EA Sports SP 719

48  Silent Hunter ssi Sl 7.83 Hexen I Activision AC  7.19
Curse of Monkey Island LucasArts AD 7.83 Robert E. Lee: Civil War General  Sierra WG 7.19

50 Twinsen's Odyssey Activision AD 782 100 Virtual Pool VR Sports SP 7.16

Games on unnumbered lines are tied with game on line above. ‘fé{: Top game of type. Hed = New Game, AD = Adventure, RP = Role-Playing, S = Simulation/Space Combat,
ST = Slrategy, WG = Wargame, AC = Action, SP = Sponts, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of Fame,
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HALL OF FAME

WeLcome 10 THE CooPERSTOWN OF GOMPUTER GAMES. Here you'll find, raised upon pedestals, the

games that broke the records, established the henchmarks, and held gamers in delighted trances for hours untold.

Mons in the Dark (:Motion, 1992)

Lovecraltian horror goss 3D, with shifting
camera angles admng lohe creepy almos-
phere.

Batlle GhBSS (Interplay,1988)

The Franklin Mint ofcomputer chess gamas,

T MacPpayps with violent and funry animalion. dlsgmsmg a !
© solid chess engine. :

;% Betrayal at Krnndnr
(Dynamix, 1993) i
As rich and imaginative a Raymond Feist's world flself; its 3D
nerspective was frash.

Chessmasler (Soﬂware Toolworks, 1986}
The Cadillac:of castiing, this chess: maslemlere fels bettar

with gach version,

Command & cnnuuer

{Virgin/Westwood Studios, 1995)

Moved beyond Dune!ll with: innm'atwe Tealures and rnu1!iplayer
flay, almost single: handed!y causmq lhe current real: !:me sirat-
£y game explosion.

D!IIIQBIJI'I Masler (FTL So!twara 198?)
Trend-safting graphics, dipitized stereo, and greal hack and:
stash from & decade ago.

Day of the Tentacle (Lucasars, 1993)
Offbeat sequel lo:Maniao Mansii; the inferaclive cqumtenl of
4 classic Chur,k Jones cartoon.

BI]UM (id Sa!lwarer 1993}
Revolutionized RC-action games and ietwark qaming; stir:
passed in technotogy bul ot} gamepla‘,n ;

Earl Weaver Basehall (£4,1986) -
Revolutionary. physics-based baseball game ihat pleased bnm
aotion and stalistics Tan&

Empire (interstel, 1978)
WWILin space, this mainframe transplant Brotight elegant
_mechan_i_cs,_ agpth, and unenting ieg_}iaﬁbtluly loliie PC.

F-19 Stealth Fighter (VicroProse, 1988)
A “Ihinking man's” sim, with great missions, in
which sncakmg around s as fun as dngﬂghhnq

Falcon 3.0 (Spectrum HoloByle, .1991)
Tough, detaited jel sim witlvambitious Al araph -
ics, and:connectivity o matchiits realism' !

Front Page SIJIJI’IS Fnulhall Pl'll
(Dynamix, 1993)

Pliysics-tiased syslem, good Al and unmatcned
career play make this the ullimate in pigskin play.

GEIIHSDI.II’H The Turning Point (S51,:1986)
First variable order of ballie changed the fook of alt Ammerigan
Givil War games on the PC.

E_un_ship (MicroProse, 1989)
Great character continuily. R&R for fatigued pilots, and even
sick leave; best chopper fare until Jare's Longaow,

Harpoon (360 Pacific, 1989)
In-deplh modern naval battles in realtime, haseu on Gold War
fears. i

Kamplaruppe:(Ss!, 1985}
Armored warfare on WWII's Easlern Fron!, offered engaging
ballles on mulliple platforms.

- ;”

“i!-.-iy LT,

CGW

King's Quest V (Sierra On-Line, 1990)
Redefined the graphic adventure with non-ext-based parser
and VGA graphics.

Lemmings (Psygnosis, 1991)
The lovable carloon Lilliputians were hils on every platform.

Links 386 Pro (Access Software, 1992)
Topped the leader board in graphics and realism forits era.

M-1 Tank Platoon (MicroProse, 1989)
Realistic: sim that properly focused on armored formations
rather than single vehicles; good mission designs.

Master of Magic (MicroProse, 1994)
The atmosphere and variely of Magic: The Galhering with the
sophistication of Civiuizanon,

Master of Orion (MicroProse, 1993)
Remarkable diplomalic Al, deep and varied technoloqgy tree;
aliens required radically different playing styles.

Mech Brinade (SS!, 1985)
Modern armored battles vilh improved ©
Kanrroguppe system and more real-
ism.

MechWarrior 2 (Activision,
1995)

A serious treatment of Mech design
and resource managemen, com:
hined with complex and addictive —
batlles, legilimized “giant robot simulations.”

Might & Magic (New World Computing, 1986)
First-person, maze-based RPG with huge environment and
tough tactical combat

M.U.L.E. (EA, 1983)

A landmark multiplayer strategy game that had no weapons of
destruction, just cutthroal competition thal made economics
fun.

Panzer General (351, 1994)

A truly Tun wargame wilh an glegant inlerface, great cam
paigns, strong Al, good graphics, and impressive
sound.

Red Baron (Dynamix, 1990)
and a versatile replay feature,

Sid Meier's Civilization (MicroProse,
1891)

CGW's #1-raled game of all lime; indescribably addictive

world conquestiexploration game.

Sid Meier's Pirates (MicroProse, 1987)

Without a doubt the mos! successful hybrid of all lime, Ihis
combines pirale advenlure wilh ele-
ments of action, role-playing, and siral-
eqy games.

Sid Meier's Railroad
Tycoon (MicroProse, '90)

SuaCiry meels 1830 wilh robber

barons lor emphasis. l

SimCity (Vaxis, 1987)

Urban planning with fascinating consequences and
challenges; the first great software foy.
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‘Coherency and surpﬂslng subﬂe!y
‘efmphasized rofe playing, and set lhﬁ

WWI air combat with great graphics, Incredible realism,

: | afmospheric spell

‘Wolfenstein 3-D (id Software, 1992)

Starflight (EA, 1986)
Degith, qreal characlers, and a good scifi sorylin set early
standards for RPGs.

The Bard's Tale (A, 1985)

Piongered three-point animation; 3D color mazes, and

automapping.:

The Secret of Monkey Island (11casArs, '90)
Comedy adventure that sel new slandards in writing quality

and:sacial sensitivity.

Their Finest Hour (LucasArs, 1989)
WWII sim vathvoreat campaigns and crew memher options that
same cuirrent sims Jack:

© TIE Fighter (LucasArts, 1994)

IMast satisfying Star Wars space-combat
game lo date fats you live on the dark
side;

1983)

lone far later Umeias.

Uitima IV (Origin Systems, 1985)
Highconcept RPG explored meamng of Virfue and put the role

: Finirole: p!aying
lllllma' 'Jl (Origin Systems, 1990)

RFG a5 mofalify:play, replete with moral.choices, realistic envi:
1005 8nd more conversalions.

¢ Ultima Underworld (Origin Systems, 1092)

The first truly 30-RPG, and still the most convineing: s dungeon

walls were nicely “painted” with texdure-mappad qraphics.

. | War In Russla (55|, 1984)

More reatislic than Eastern Faour, it captured lhe essence of

il the larges! land campa_nqn inhistory:

Wasteland (siplay, 1986)

i1 Derived from Mike Slackpole's Mercenanies, Spics, and Prvale

Fyes, this is the dafinitive postapocalyptic RPG.

Wing Commander (0rigin Systems, 1990)
Aot sp;.r:eﬁlght enging, unfolding story path, and great char:

| lacters.-

Wing Commander Il (Origin Systems, 191)
Darkerstory, grillier feel, sound card advances, and tougher Al

i \'mad this @ seauel of sequels.

© Wing Commander NI (righ Systerms, 1994)
i Silprisingly salisfying FMV space opera didn't Iose the
- gssence of the space-combat game.

WIzardn' (Sir-Tech. Software, 1981)
Definied the aomfuter RPG with maze-based viewpoint and
names.

Smooth serolling action blastfest tlE\Mi»,r updated the original,

and put shareware back-on (e map.

K-Bl]l'ﬂ &MmmPruse, 1994)

- Premier factical squad-level engine combined with alien lech

research and pop cullure for @ seili game nearly as addictive
as CmLazarion, ¢

| ZBI‘H [Inmcum 1981}

rogentlor of adventiire games on the PC; ils humar and
ct]al Euglng puzzles seem limeless.
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Order Free Product Information @ www.computergaming.com/infolink

INFO # COMPANY PRODUET PAGE
185 3Com 56kModem 5051
120 3DfkInteractive Voadoo2 132133
N AccessSoftware, Inc. Links1 S 190-191
82 AccesSoftware, Inc. St Anclrews 19519
241 AccessSoftware, Inc. TexMuphy: Overscer 118119
I Acclaim Forsaken 1415
22 Accolade b Mulliitles 23
23" Accolade Harchall 6 G577
20 Aclivision Quake2 123
25 Advanced Gybertech Incoming 67
105 Alienware Alienware Systerns 9
23 ASC Games Samitaarinm 2
106:  AllTechnologies Inc. Plavyourcards 49
266 Blizzard Entertainment Starcraft 45
77 BlueByteSofiware Familvof Games Vi
178 BlueByteSoftware Same Net & Match %
265 BimgieSoftware Myth:The Fallen ords )
65  Chin&Bils wwwedmagconm/chipshiml - 230231
S CEDE Game Developer's Conference2(7,209
M Creativel abs, Inc. 3D Card 36
198 Diamond MultimediaSys Inc. - Jontadwith 3DEX 243
190 DiamondMultimediaSys, Inc. Morster3DII 4041
§  Fathlink SOL 25
216 FidesInteractive Deathtrap Dungeon 145149
70 Hideslnteractive Dominion [46-147
15 FidosInferactive Fides Interactive 143
6 Eidoshieractive Final Fantasy VI JH-145
8 empirenterxctive ‘The GolfPro 117
57 Faloon-Northwest Faleon MACHV 1z
29 GTInferactive Software Duke Nukem3D 57,39
M Gllinferactive Software Total Annililation 3637
169 GTnteractive Software Unreal C2C4l)
B2 Ineredble Technologies Golden Tee Golf I
8 Inferactive Magic AWII 58
84 Inferacthe Magic [F/AISEE 47
S Inferactive Visual Systerns Dwango [74-175
72 Intergraph Computer Systems - Intense 3D Voodoo 07
262 Interplay Productions, . Allien Intelligence 3031
263 Inteplay Prodluctions, Inc. Diebylhe Sword 120:21
166 Interplay Procuctions, Inc. [allout 20
12 InterplayProductions Inc. Free Space 753
164 InferplyProductions Ine.— Maxll 1606l
71 Interplay Productions Inc. OfLightanc Daraess 10003
73 Interplay Proxhictions Inc. Powerboat Racing 6569
7l Interplay Prodctions, Ine. Redneck Rampage [70L171
78 IntaplyPrxductions, Inc. Ultimate RPG H

H9

]z

123
9l

9%
Zil
1O
156

133
%
194
2l
29
240
242
245

192
185
&)
103

249
1%
159

INFO it COMPANY

Interplay Productions, lic.
LucasAits Entertainment Co.
Lucasuts Entertainment Co.
MalCatz

MGM Interactive

Micron Electronics, Ine.
MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

Microsoft

MPCG-Nel

Oceanof America
ORIGIN Systens, Inc.
ORICGIN Systers, Inc.
Piranha

Real3D

Red Orb Enterdainment
Ripeord Cames

Ripeord Cames

Ripeord Games

Ripcord Ganes

Saitek

SegaSoft

Siema OneLine

Siema One-Line
SiemaOn-Line

Siema OreLine

Siema OrrLine

Siema OnrLine

Simon & Schuster Interactive
Stralegie Sirnulations, Inc.
Strategic Simulations, Ine.
Talomsoft

Talotsoft

The3DO Company
"The3DO Company
ThunderSeat Technologies
Tolal Entertainment Network
ViginInteractive Fntertain.
Wal-Mart

Westwood Stuclios
WizardWorks
Weard\Works
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Valean Fury

Jedi Knight
Rebellion
Panther
Warganmes
Millenia

M- Tank Platoon

Magic:'The Gathering DO T

MechCommencker
Ullirmate Civ2
Ultimeate Race Pro
Oubwars

Dirakkar

F22 Air Dominance

[15

Wing Commander Prophecy

[*streme Tactics
Real3D

JoumeyMan3

Ammor Command

Space Bunnies

SpecOps

"TemaViclus

30 Joystick

Vigilance

Cyberstor 2

[ alf Life

Letsure Suit Lany

Londsof Magic

SWAI2

WONrt
StarshipTitanic
Yazer Commender

Soldicrsat War

Operational At of War

“Tiibal Rage

AmyMen

High Heat Baschall

ThunderSeat

PGL

Diwnof War

Computer Soltware

Dune 2000

Basehall Mogul

GW Press
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.| ON THE CG-ROM

All-New GD

CGW’s Redesigned Disc Is Easier to Use Than Ever

his month’s CG-ROM features an all-new interface and software
T engine. We think you'll find it better looking and more useful than

ever. If you have a 3D card, this month's demos should be a good
way to show it off. Several games support 30 features, such as the fantasy
strategy game Waratver: Dark Omten; the Descent-style shooler
Forsaxen; and the WWII tank-sim Panzer CommMANDER.

Maaic: THE GaTHERING lovers can test their multiplayer skills with
ManaLink, while console-game fans can sink their teeth into Croc. If you
dug IntersTate '76, get a load of the INTERSTATE '76 ArstnaL Pack. The road
is calling for you.

But maybe Lara Croft is more your speed (and why wouldn't she be?). If
that's the case, here's your chance to take her for a test drive, in our
revised Toms Raioer Il demo that's not time-stamped. All good things to
those who wail.

Finally, we hope you'll take note of the very handy Reviews Index includ-
ed on the CD. We'll provide this for you every monlh, so you can always
have CGW ratings at your fingertips.

Mow what are you waiting for? Boot up, load up, and gel down!

Mav ﬂn_ﬂnM '"“as » HOT STUFF We've dressed up our CD interface a

bit, to help show off juicy demos like Forsaken.

TITLES PLATFORM  DIRECTORY EXECUTABLE
Begin 1.65 DOsS BEGIN165 hegin.exe

| Begin 2 DOS BEGINZ hegin2.exe
Croc was CROC crocdemb.exe
Dark Omen W85 DARKOMEN setup.exe
EarthLink was EARTHLNK setup.exe
Forsaken Was FORSAKEN setup.exe
Interstate ‘76 Arsenal Was ARSENAL arsenal.exe
Longhow 2 Was5 LONGBOW Ib2demo.exe
ManaLink Was MANALINK setup.exe
Panzer Commander was PANZER sefup.exe
Professional Gamers’ League Wa5 PGL setup.exe
Quest for Glory V W35 QUEST selup.exe
Star Trek Quiz Show was TREKTRIVIA install.exe
Tomb Raider Il (new level) Wa5 TOMB2 setup.exe e :
Total Entertalnment Network was MANALINK setup.exe -~ e
Uprising 3dfx ed. was UPRISING uprising3dfxdemo.exe » WARHAMMER: DARK OMEN Play a Grudgebnnger in this
3D Cantrol Center 3nce 3dcc.exa new 3D tactical fantasy game.
NV3 Tweak Utility for Riva 128 v2.1 NV3TWK21 nvatweak.inf
Tweek for 3Dfx TWEEK tweek.exe
Heavy Gear patch TOOLBOX hgp187d.exe
Longbow 2 patch TODLBOX Ib2d3d.exe
Shadow Warrior patch _ TODLBOX sw3dix11.exe
Tomb Raider Il patch TODLBOX tr2pl.exe

How to Get the CG-ROM

To subscritie to the CD-ROM version of the magazine, call (303) 665-8930. If you already receive

the magazine without the CD, you must wait until your current subscription expires before receiv-
ing the CD version. Please address subscription complaints to cgw@neodata.com. Neodata is a
magazine fulfiliment house which is not owned or operated by Zitf-Davis.

How to Use the CG-ROM L LG

he CD is Autoplay enabled and should begin upon loading it into the CD-ROM drive, Otherwise, » PANZER COMMANDER Think you can you handle
Tsele:t Start Menu in Windows 95, and type D:\RUN-ME (where D is the letter of your CD-ROM sl : e : s =

trive) to run it straight from the CD. Many demos require tha disc to be in the CD-ROM drive in multiple Shermans or Tigers? See for yourself in Panzer
order to run; therefore, we recommend installing the demos from our disc. COMMANDER.
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iff-Davis has combined the talent and expertise of Compuler Gaming
World, GameSpot, and ZDNet to bring you the best gaming
resources on the Web. Whether it's the latest game demos, breaking
reviews, detailed strategy articles, hot scoops, or online forums,
you'll find everything you need to stay on the cutting edge.

If you're looking for the fastest online news and reviews in gaming, turn to the
experts al GameSpol. Here's a brief overview of what you can expect on
GameSpol over the next few weeks. To see these articles and others, point your
browser to the ultimate gaming page at http://cgw.gamespot.com/may98.

o Sirategy Guides

StarCraft Blizzard's long-awaited
science-liction slralegy game is finally

here, and GameSpol has the expert I8 Sen nats e s
advice Lo help you through it. For those ; '
- i G GAMLSPOT FEaTuRE
taring enough lo lest heir mulliplayer The Games
skills on ballle.net, CGWs own Elliot siilly Sirls Play
; ? fie2'vil ! 0 e u
Chin and Tahsin Shamma have some : Tl o it
G o : : REE Stayton examinag the
advice for playing the online version of ame Indusiny's rush to capgur g
maglnations ' "
the game. ¢ *‘13:":;nd-'rr"':u'?.'éﬁﬁf'fﬁf :

Ultima Online Don't enter the online
wiorld of Britannia unprepared. Lurking in
the dark shadows are vicious killers and
craalures of the wild. And if they dont
kill you, lag will. Let GameSpot help you
lind your way lo great adventure.

Wing Commander Prophecy
When you're through ogling the .
amazing graphics, check oul It tmatiunal
GameSpol's guide lo help you fight S s
your way through the missions on
your way to victory.

Erafesspnal Top Five

@ Demos
GameSpol has the most thor-

ough and reqularly updated game

demo libraries on the Web. At

GameSpol, you'll find demos to

Ihese games reviewed in this

issue of CGW: BawLs oF SteeL,

Anprer Racing, VR Basesa, Tananus,

Suespace, CarmageoDon, Dunceon Keeper,

and maore.
MAY 1098

CGW’s Home
on the Web

If You're Looking for the Latest Online
News and Reviews in Gaming, Turn to the

Experts at GameSpot

@ Special Features

Online Gaming GameSpot's online editor, Rebecca Anderson,
scoured all the Internet gaming sites to help you decide which ones
lo join and whal to expecl when you do.

Klingon Honor Guard Preview Get the early scoop on this 3D
first-person game from MicroProse. Using Epic MegaGame's Uneat
enqging, the game, set in the Star Trek universe, should please
Trekkies and action fans alike.

Command & Conquer II: Tiberian Sun Preview Connann &

Conouer fans, prepare lo return to battle. Westwood Studios is

preparing lo launch the next addition to this popular real-lime

stralegy game series. Find the latest and most up-lo-date informa-
lion only on GamaSpol.

Balder's Gate Preview Will Interplay's new role-playing
game please RPG fans and end the long draught in this genre?
Check out GameSpot's preview to gel the latest information about
Ihe game.

® Designer Diaries

Ever wonder whal's going on behind the scenes while Lhose much
anticipated games are in development? GameSpof's Designer Diaries
fallow the progress of game designers like Jane Jensen, who is
embarking on her third Gasaier K game for Sierra On:Ling, and
Tim Schafer, who is working on Grit Fanipano for LucasArls. 10N
Strom's Tom Hall also gives GameSpof readers regular updates on his
new game AnacHronox, and just added: Activision's BarTLEZONE!

and more for the games covered'in this issug. Jusl
enter www.gamespot.cam/may98 into your
browser (o find the following gaming essentials:

Demos & Paiches: Siralegy Guides:

v isit GameSpot for demos, hints, tips, strategy guides,

Sub Culture Quake Il

Wing Commander: StarCraft
Prophecy Wing Commander:
Andretti Racing Prophecy

G Palice

Uprising

Quake Il




MARTIN CIRULIS

Whats the
Deal with...

Brains vs. Beauty

0 I'm silting
town at the ol'
monsler gaming
rig the other day,
booting up &
copy of G-
Pouice, and
while all those
incredible graphics washed over me

the only thing that came to mind was,

“Wow, a game that looks this great is
really gonna suck.” And while the
game furned out to be not too bad,
let's face it: We aren't exactly talkin'
aboult the Macheth of scii sims here,

But the real issue isn't G-PoLice—
really—but, rather, why that thought
came so easily to mind, What dark
forces of computer gaming have con-
ditioned me so thoroughly that my
knee-jerk reaction is “Great graphics
= silly, crude gameplay.”

To be fair, parl of it was due to the
fact that | was playing a Psygnosis
game. Psygnosis is a company that
has proven lime and again that it is
the Farrah Fawcett of the industry. If
the game had turned oul to be deep
and complex, | would have stuck my
head oul the window to see how
many of the other Six Seals had been
broken.

Deeper than this, though, is that
|—and probably most of you old-
timers out there as well—have been
taught time and again that a game
can have either Brains or Beauty, but
not both. In the past, if you wanled a

fank game that was worthy of the
word sim, you went with M-1 Tatk
Pratoon and used your imagination
wilh the giant polygons. If, instead,
you needed a good-looking ballle-
field, you cracked open a Novalogic
game and threw realily to the wind.
And it's not just sims that created

this little schism; stralegy games

b << Gamers
must stop
accepting
that a game
can either
look real or
he real, but
not hoth. 77

embrace it wholeheartedly. Again, the
dim days of computer gaming show
how everything begins with a grain of
fruth. Ticens on THE ProwL looked like
dogmeat, but what Connanp AND
Conauer fan could claim that C&C
was laking air lemperalure into
account for calculating cannon
range? This equaling of weak graph
ics with good gameplay has become
almost a wargaming maxim, so that
some grognards will slavishly put

Iheir faith in an ugly game without
even bothering to examine just how
well it plays.

At some point in the past, dis-
counting the odd exception both
good and bad, | think this whole
“Looks great/Less filling” rule was
true, simply due fo how much effor it
took 1o pull good graphics out of
those older machings and cards.
Lel's face it, if you could make some-
thing look even vaguely realistic or
interesting in VGA, you were either a
genius or you just didn't have an
awful lot of time left over (o actually
flesh out a game.

BUT TIMES CHANGE

Todlay, however, not only are the
chips much more powerful, but the
new graphic software gives program-
mers the ability to create and manip-
ulate incredibly realistic images in far
less time.

Yel, despile his, we gamers still let
developers hand us that either/or
choice when it ain't necessarily so
anymore. The technology has grown
so much more powerful and efficient
thal we should no longer take for
granted thal having a balllefield of
dozens of discrele, detailed, moving,
3D objecls means there was no lime
fo make G-Pouice a deep game. Or
that ve have to accept the barren,
emply worlds of Heavy Gear jusl
because the game managed to incor-
porate the weapons table and back

story from another cool figurine
game. There's jusl no reason why we
can't have a WWiIl {actical game that
looks as good as ToL AnmHILATION
bul runs the numbers as well as
STEEL PANTHERS does.

All we have lo do is stop falling for
the old gag. Stop accepting that a
game can either look real or be real,
but not both. And in case you don't
believe me, | suggest you lake a gan-
der at Lougow 2. Now there's a sim
that shows thal you can crall a nasly
piece of reality and still have the time
lo paint a pretly piclure,

A buddy of mine used lo have the
annoying habit of taking the wind out
of your sails every lime you were lry-
ing to show off your computer with a
looker game such as Magic GarpeT
or Wing Conmanper. He would just
nod appreciatively, scratch his greal
spherical head a bil, and say, “Bay
this sure will look great in a few
years, huh?" Well, recently he came
to me and pronounced that “a few
years” had finally arrived—and | had
lo agree thal compuler games were
finally starting lo resemble those
arcade fantasies that we used to
have afler a long day of BATTLEZONE Or
Stan Wars.

The fulure is now, and | just hope
developers can leave behind the pre-
conceptions of the past and realize
that it is well within their power to
give us beauly with our brains, and
viceversa. &
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