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here is hyper-real. The detaile pit gfh i
and even the helicopters that m%eﬂigently hlde behind hills. In fact,

Aaate,

close as you can get to 70, d:fferent ground and air vehicles and their

or command formatio
settmg waypomts rom
. Command platocms in dynamlc campalgns set
in Traq, North Africa, the Russian Far East and
- Central Europe. Every mission is random:and
d:ctaféd by your'strategic mastery from previous
missions. The good news is as platoons experienc:
tough combat, they'll serve you better.

» Faceoff against the enemy as you and your
fellow tank commanders engage in a multiplayer
battle that will blow you away.
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Golf ame

FIRST SHOT:
4 Y570

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

Tee off with Jack on beautiful courses all he’s waiting to tee off with you. An
over the world. New 3D golfers - made all-new Al engine powers challenging
with a breathtaking 2000 polygons - computer opponents who will try their
are the most lifelike and realistic ever best to beat you on the links.
seen in a golf game. Pro golfers were
motion-captured to create incredibly
accurate swings.

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

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

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

Of course, this is still Jack’s game and

10 Courses included plus over

100 more available FREE via the $10 X
Internet! Jack Nicklaus 5 offers Rebate/Upgradel'
For owners of ¢
New for Jack Nicklaus 5 - Lake Jack Nicklatus:@5

Las Vegas, Ireland’s Mt. Juliet,
and the exotic Hualalai of Hawaii.



ives You Jack!

Praise for Jack Nicklaus®
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rip It & Rip It. New
?-Ioz?seMeter gives you
the

included for you t0
choose from.

ving Pin Flags. Pin

fﬁzs ar?d poles a?uil‘?%
in the directio

mo‘ir:{le\;nwind to allow for

more precise aiming 0
your approach s ots.
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The power
lets you jmport custom r
graphics and create you

favgﬁte Ccourses.
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% Special Laptop

Version Included!
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real feel of the swing.

3 ; a
ditional 2-Click an
g{%ﬁck meters areé also

ur Own Courses.
ful course designer

|

Packed with
new features!

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

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

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

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

accurate swings.

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

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

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

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

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

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

ENTERTAINMENT

W .ELZZARKO.Cam

|
= UniQue FALIEN SPFECIES

wnﬂlﬂler you command the

nomadic Terrans, mysterious
Protoss, or voracious Zerg,
you must devise totally unique
siralegies 1o master the
specialized units, abilities
and technologies ef each. ,

2

‘IN‘I’EN?E INTERNET COMPETITION
Challenge the world with FREE*
access lo Blizzard Ballle.net:™ Up to

8 player Internet support including
worldwide player rankings,
tournaments and challenge ladders.

.

UneEmuALED
Camraicn EoiToR

Construct individual
missions or enfire

THE ONLY ALLIES

campaigns with unrivaled

options and ease.
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* REVOLUTIONARYSFECIAL EFFECTS
Real-time light sourcing, true line of sight and
an advanced translucency engine comhine for
s unparalleled visual and tactical realism.

JYIULTIPLE THEATERS OF BATTLE

Engage in a,deadly mix of space combat, 4
planetary assault and covert base infiltration. .
Command Ghost Espionage Agents, Protossy "
High Templars, and Zerg Delller'.i as you seek

to conquer the galaxy. '
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"Free access to Battie.nel requires access lo the Infemel. Playgr is responsibile lor all apphcable Intemet Im.
. 4 track k of Davidson & Assog

StarCralt and Baftle.net are trademarks'and Blizzard is a regi Ine. .

© 1897 Blizzard

All tights
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Now Get Arcade Thrills
from a PC Graphics Card!

Putting an Intense 3D

Voodoo graphics card in These games included:

sy

your PCis like getting a coin-op
3D game arcade. With 3Dfx Interactive’s
Voodoo Rush technology, Intense 3D
Voodoo delivers everything you want in
a game card. .. super 30 acceleration,
2D acceleration, DVD support, NTSC and
PAL output to television. . .and more!
Enhances More Games
3Dfx Voodoo Rush technology is the
popular standard and is widely supported

among game developers. In fact, more than
150 new 3Dfx supported games are expected
to be available by the end of this year!

Put an Arcade in Your PC!

e l'.ongbo FX
Don’t miss the arcade fun. Buy

Intense 3D Voodoo now from

your local computer retailer! Intense 3D Voodoo

delivers arcade-quality
3D graphics on your PC.

INTERGRAPH

COMPUTER SYSTEMS
AD; www.intergraph.com

trademark of Jane ]
difen Baoks Family Enferainment, Acclaim

s Tegis
teractive, Inc. Windows is.}r:g.;‘.treu trademark of Microsolt Corporation, Other
, Huntswllie, AL 35894-0001, MG 970660 997

Voodoo Rush are trademarks of J07x In
Copyright 1997 Imergraph Corporation

GO TO #072 @ www.computergaming.com/infolink




TAKE THE GALAXY BY FORCE.

Conquer the galaxy through military action, diplomacy .or _covert operations.
With Star Wars Rebellion, those are just a few of thé ways to implement strategy
and tactics on a grand scale — with control of the Star Wars galaxy as the prlze R

_mode or two player mode over a network, the Interhet dr dir

; Mme with you? Discover for yourself. ; 3
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play It on zona.com =
“

for z playersy
- . only

For Windows 95 CD-ROM
www.lucasarts.com

® TM & © 1097 Lucaslilm, Ltd. All rights reserved. Used under authorzation.
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The #1 Computer Game Magazine

COVER STORY |

World Premiere

DIABLO

What hetter cure for the

fires of this sequel to CGW’s
1996 Game of the Year?

Our own Dark EIf, Elliott Chin,
descends into Hell's Kitchen to find out how
Blizzard plans to add more RPG elements,
while keeping the action as fast and furi-
ous as the original.

winter blues than the red-hot

BUILD YOUR DREAM MAGHINE

DiasLo fans aren't the only ones condemned to
hell. We all face the nightmarish prospect of
upgradmg our rigs every few years. This month
we offer three different paths
to peak performance.
Regardless of your budget,
we'll show you how [o build a
gaming dynamo, whether
you're upgrading or starling
from scraich.

PG SPORTS SPECIAL SECTION

Whether your sporls fanlasies consist of robbing Wayne Gretzky
1 78 of a sure goal, slamming on Shaq, or even gambling on 4th-

and-goal againsl the Steel Curtain, you're sure to find some sat-
isfaction here. Join coach Jelf Green and his
all-star team as they separate the contenders
from the pretenders in PC sports.

EEFA 0n Thin Ice? Try our Hockey Roundup
LET] Pigskin Pugilists: the Football Shoot-out
EETA NBA Live 98

NBA Action

Sports Review Index

CCW FEBRUARY 1338



HARDWARE

News: 3D Ironworks, Hardware Pipeling
Loyd Case

Plextor Ultraplex CD-ROM Drive
ATl All-in-Wonder Pro

Creative Labs DVD Kit

KDS VS-19 Monitor »

SC&T Force Feedback Wheel

A\ 4

e

AMER'S EDGE
Jedi Knight b

Fallout

B Abe's Oddysee

I} Age of Empires

Total Annihilation +
A CG Tips!

BEEY | BEEEE E

Death of the Dream

Lands of Lore: Guardians of Desliny
ol =

R Johnny Wilson

B Scorpia

Martin Cirulis What's the Deal With... Wrong Lessons?
[Our ather columnisls are on holiday this monlh.]

} DEPARTMENTS

K[ Onthe CG-ROM What's on the CD and How to Use It
Ed Letters Our Readers Speak Out
EJ READ.ME News, Views, and the Latest Releases
EE] Hallof Fame Greatest Games of All Time
EEZ1 Top 100 Readers Rate the Top Games

Super Bowl Predictions Page 34

REV'EWS Opener

Abe's Oddysee
Postal

Chasm: The Rift
MageSlayer
Uprising
Nuclear Strike
Shipwreckers!
Defiance

A Ultima Online
@ Meridian 59
[ Dark Earth
[E] Byzantine

EEEEEEEE

Sabre Ace
Py Armored Fist 2
Forced Alliance

Ultima Online

Myth: The Fallen Lords {8
East Front

(Close Combat 2

Pax Imperia 2
Entrepreneur
NetStorm

Civil War Generals 2

212)
216
218
221
222]
224
228}

(Galapagos
Boggle

B E

Myth: The Fallen Lords

FEBRUARY 1938




NAME: Douglas McClure
HOMETOWN: Kokomo, IN

RANK IN NET FIGHTER: 1st

DEGREES EARNED: 235,000,
traded 27,500 to buy Quake™
in the HEAT store

66 USED T0 SMILE AND HAND [
PEOPLE THEIR FRENCH FRIES, |
SECRETLY IMAGINING A GIANT | %
TARGET ON EACH ONE'S CHEST |
AS THEY WALKED TO THE i
KETCHUP STAND. AFTER |

S PLAYED OTHERS ON HEAT.NET'S |
NET FIGHTER, | FELT BETTER
8 AND SUDDENLY ALL THE
TARGETS DISAPPEARED! 99

~ HEAT USER NAME: reniu
TOURNAMENT RECORD: 12-2

FAVORITE SPECIAL MOVE:

8 swinging knife decapitation

§ TRASH TALK EXCERPT:
“Now that's what you call a super-
close shave!” T
0s ¢ THAS S T

OTHER FAVORITE ¢, WAEAT"
GAMES ON ft e -:\i\“\\\\\‘
PEATHEE: | SNk

. RE-0p WS RO 2 {t
_ » Sy w. G |
e s g HE ONLY FIGHTI

Hexen I}
Outlaws;" Diablo;” LOCALLY—get the HEAT internet game network box at your local computer store! GLOBAL
WarCraft II” you can divert your anger off the streets and onto the net against real, live peor:

3
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ANCIENT TREASURES.
AN AGE-OLD MYSTERY

THE OMLY THING mMisSiNG
IS YOUR SOUL.

<

. www.southpeak.ca




SOUTHPEAK"

INTERACTIVE

The first PC GCD-ROM game featur-
ng Video Reality™ the all-immersive

echnology that puts you in the game.

ViDE neaLlTYn



STRATEGY/WARGAMES

Price: 549.95

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

Multiplayer Support:
Modem, direct connect (2
playars), LAN, Internet (2-6
players)

Designer: SSG

Publisher: Red Orb
Entertainment

Novato, CA

(800) b48-1798
www.redorb.com

Reader Service #: 342

* %k kk* REVIEW » WARLORDS Iii

- War Is Heaven

SSGand Red Orb Team Upfora -
Fantastic Return to the WarLorps Universe

by Tim Carter

i the Critical enters a
dark and mysterious
dungeon. He encoun-
lers an anmny of zombie
programmers, and is
victorious! He finds...a
gem. A big fat gem, in
fact—one that will
keep him happy for, oh,
much more time than

he has available.

WarLorns N1, brainchild of the

crew at S5C and marketed

through Broderbund/Red Orb, is a

winner from the minute your fin-

gemails hit the cellophane wrap.

Based on one of the few strategy

game designs that deserves the

accolade“classic,” WarLorps 11

brings vastly improved depth, replayabili-

ty, and nuance to an already successtul

and enjoyable game.

WarLoros [T follows the basic
turn-bascd system of ils predecessors
for solitaire play, but offers simultane-
ous tumns for those with a hankering for
multiplayer mayhem with human
oppenents. It ran smoothly and rapidly
on my Pentium 120 and was fully func-
tional in Windows 95.

REIGN OF HEROES

“Tiue to the original, gameplay in
WARLORDS 111 revolves around the con-
trol of fortified cities. Individual units
have a dizzying variety of attributes and
ahilities, and up to cight unils may be
grouped to form an army, Heroes may
explore ruins for treasure or magical
items, perform quests for similar
rewards, and bestow a number of impor-
tant combal bonuses lo armies that
march under their banner.

“T'he command structure, which was
pretty clean in WaARLORDS Tand 11,
remains quite impressive. Moving
around the game will be simple even for

someone unfamiliar with the interface.

cowW

OCTOBER 1297

Little, if amything, scemed to have
been left out of previous versions, but
quite a bit has been added here. For
instance, some of your heroes, depend-
ing on their class, may now use magic to
augment their abllitics, which further
depend on the race you are playing

Unlike past versions of WarLoRDS,
individual cities no longer produce dis-
tinct units. Each race now has a pool of
sebunit lypes to draw on, consistent with
that race’s basic characteristics and atti-
tudes. Any given race may have cight
regular toop types, three mercenaries,
four hero classes, four magical allies, and
one boat unil.

The first time 1 played this system, |
felt atiny twinge of disappointment. The
more limited armies tend to be a bit dull
after a while, and battles over castles
aren't as massive in proportion. But after
only a few games, [ could clearly see the
fk‘isdom of this design decision. By limi-
ing gamers to a consistent and fixed set
of traops, the designers have greatly
extended WARLORDS 15 replay value. A
game on the same map but with a differ-
ent race is, functionally, 2n entirely dif-
ferent game. Moreover, within each

WAR 1S HELL Warworos Il is a tum-based fantasy wargame in which combal is resoled
a strategic scale, as In Crv, not in tactical mode, fike MOM.

game, each of the different races you
fight present a someswhat different
threat, based on the struuglhsalvd WS
nesses of their core unils.

WARLORDS CUBED

For thase who love to mixand
malch, the scenario setup screen lef
you credte your own race using any's
the preexisting units, You are limited
only by the total number of different
unit types per race.

The setup screen offers a huge nun
ber of other options that build replay
value s well — including a prohibitio*
on razing cities (an important issue
when playing against human oppe-
nents), an option that allows neutral
cities to grow in power if attacked, ai
random placement of starting cities

In addition to the twelve preset sc2
narios, the game comes with a mndor
seenario generator and — surprise —4
infricate campaign game.

As just one example of the playing
value in WARLORDS [11, the classic Ik
map from the original game is inchides
one of the preset scenarios. This map
constiluted the entire game in WARLO!

Computer Gaming World doesn’|



while many units also
have special altnibutes
or abilities such as
assassination altacks,
archery attacks, poi-
soning, and disease.

A major asset of
past WARLORDS games
was the strength of the
AL WarLorps 111 is no

WARLORDS Ili » REVIEW

from earlier versions. | must admit that
I didn't find much functional difference
in the new routines: The computer play-
ers tended to fight amongst themselves
unlil | had become the higgest single
pawer on the map, at which point they
ganged up on me.

FRIENDS AND FOES
Along with the campaign game, the

slouchin this depart-  greatest addition to WarLORDS 11 is the
_ ment, although | multiplayer option. Playing via the
MIGHTY TIM Heroes play an important role in WAROROS fun the “Psycho” Intemnet ora LAN, up to six players can
il since they can hunt for treasure, embark on quess, level somewhat casier  compele in a real-time/simultancous
st spells, and bestow bonuses on your troops. than | would have turns mix. Chasing down enemy heroes
expected for themost — and deciding the order in which to

ithout many of the options and varia-
savailable here, Yet, in WanLorps 111
onstifutes a tiny fraction of the com-
tegame. Having spenta dozen or so
wrson the [lluria map already, | can say
hsome certainty that gamers will not
v run out of things to do with

W ORDS M1,

LL TO ARMS
What you do in WarLoros 11, of

difficult level. While the computer still
fails to manage its heroes properly (not
picking up treasure lying on the ground
when an enemy hero is killed, and ignor-
ing some ruins), it has become much
more adept at knocking off your heroes,
particularly ifyou leave them exposed,

[ was especially impressed when the
Al, during the fifth or sixth scenario of
the campaign, made a systematic effort
to kill off the heroes | had been careful-

move —and saving reserves to react at
the last second —are now key decisions
when playing against live opponents.
“This game has little to dislike, If the
premise doesn't interest you, you may do
belter shopping elsewhere, but for fan of
fantasy and strategy, or just strategy for
that matter, WARLORDS 111 is a winner
from the tiniest elven scout lo its
Selentine elephant shock cavalry. &

use,is fight. A lot. The core ly nurturing into powerful higher level PAPPEAL: Anyone who likes strate-
WLORDS combal system hasn't paladins and mages. The computer will | By games. i)

anged in structure, but a wide range of  also raid your home territory frequently ::lm:l:i ultra- P

difying factors has been added, giv- and is nat averse to scorched-earth repl ﬂ: et

: gamers more options when building tactics if it starts to lose. campaign; multi

<iranmies or taking out the enemy. For According to the manual {generally | player support.

tance, individual leaders or unils may — well done and useful for leaming the »CONS: We're

ntribute positive (to your side) or nega-  game and for reference), the diplomatic [ still locking.

e {to your opponent’s side) modifiers,

system has been tweaked conside rably

> Campaigning for Wartoros

strings together a series of scenarios around a plot that

N ew 10 the Warworos system, the campaign game
has you lead the Selentines against the evil forces of

the undead Lord Bane. Bane
has at lgast one primary ally,
and even the powers that are
supposedly in your union of
good are as fikely to send
Ihelr armies against you as
against the principal foe.

The campaign allows you
10 camy your top heroes and
alimited number of magical
ilems from one scenario 10
the next, which becomes
Useful ‘as your heroes grow
in power. Be careful, though,
s the computer becomes

FOR THE SELENTINES A welcome addiionis
the campaign In Warwoags Il in which you b
tle the undead forces of L.ord Bang,

quile adept at picking off unguarded high-level heroes leit
floating too near the front lines.
After each scenario you get:the oplion of upgrading:some

of your-core military units. I'found this
almost as attractive as carrying heroes
forward. Being able lo.give your heavy
infantry' more movement and a better
attack factor constitutes a major bonus
over (e course:of multiple scenarios.

| also found the scenarios in the cam:
paign—which can't be played separate-
ly—10 be among the more challenging
preset:games. In many; your enemies
get:natural‘advantages from terrain, the
placement of neutral cilies, or the start-
inq disposition of forces. This makes a
nice:change of pace from scenarios in
which eachside stars oul equal.

PO /6610

STRATEGY/WARGAMES

ust run our ads, they write them.

GO TO #294 @ www.computergaming.com/infolink



ON THE CG-ROM

on’t Myth |

The Hottest Sports and Strateqy Games, Plus a
Host of Other GOOd!GS on Th/s Monfhs )

trategy and
sports gamers,
it's your lucky
day: This s A ; : , &
month's CD- T R ; ' N M
ROM is chock-full of ' »
your favorite game-
fypes. The definitive
hot pick is our exclu-
sive MyTH demo, fea-
turing a special sce-
nario and unit not
available anywhere
else. If you're still won-
dering whether or not
to buy Activision’s
Dark Reign, our latest demo of this
real-time stralegy game should .
help you to make up your mind. + I R — i A, Action REsial

For sports fans, there are : :
demos of both the hockey pinna-
cle, NHL 98, and the promising
basketball upstart, NBA Action 98.
For baseball fans, we've bundled a
set of utilities that promise to
breathe some new life into the
Tony LARussa series and OLD Time
BastearL. And if you're a fan of
arcade racing, be sure to check
out Daviona USA Dewe. Golfers,
be sure to check out Empire’s THE Gotr Pro, starring Gary Player.

We've also included a demo of the fast-paced pirate game, SHipwreckers! and Sir-Tech's new
action-adventure, Excauisun 2555, TEN has given us a selection of its online games, and for
puzzle fans, we have hoth You Don't Know Jack 3 and You Don't Know Jack TV. So what are
you waiting for? Get starled!

MYTH Play what we like to describe as the Braveheart of

computer games. NBA ACTION 98 Check out the game thal could potentially
dethrone NBA L.

(I

How To Use the Disc

Tha CD Is Autoplay-enahled and should begin when you load it into the CD-ROM

drive. Otherwise, select Run from the Program Manager in Windows 3.x, or Start SN——— .ﬁ ;
Menu in Windows 95, and type D:\RUN-ME (where D is the letter of your CD-ROM £ e

— e ——————————— g

drive) to run it from the CD. You may type D:\INSTALL to create a CGIW program group
on your Windows desktop for future use. Many demos require the disc to bein the NHL 98 Score a goal or two in this, the definitive computer
drive to run; therefore, we recommend installing the demos from our disc. hockey game.

CCwW FEBRUARY 1998
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Of coura®, they have to
- skeep sometime tgo.
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EXCLUSIVELY ON HEAT.NET X =

3uy 105X at retail and play it exclusively on the HEAT.NET .

ATTACK IN FIRST-PERSON MODE.

nternet Game Network. Earn frequent player points ["degrees”)
hat you can use to buy limited edition digital weapons,
2quipment and power-ups. Redeem your extra degrees for
ree games and mmhalidiaa-'in-HEAT‘s online store.

\re you in HEAT? You should be! For more information on
he game mmyw can play all your favorite games

3gainst live co

heck out www.heat.net.

REAL-TIME CHAT,

M

Good morning neighbor: Welcome

to your new home — an energy-rich
planetoid that has just entered
our solar system. With its arrival
comes your opportunity to claim
an unspoiled plot of land. You own it.
You mine it. You defend it. And if you
do not heed the warnings that follow,
you may be forced to surrender it.

A WORLD THAT NEVER-SLEEPS.
108X is & persistent realm existing
24 hours a day at HEAT.NET. A
world where combat and conquest
never end. Where building alliances
and an impervious defense are
your only hope of quelling the
opposition. The action never stops.
Even after you log off, the energy
you've mined, the weapans you've
acquired, and the land you've
worked so hard to develop remain in
the game. Call it home. Call it Hell,
Just don't call it a night.

Build upon your start-up arsenal with the
M revolutionary Transactor™
new possessions surrendered in the heat of battle.
Trade items with other players. Or simply purchase the
articles you need - just like in the real world. Limited-
g edition digital weapons, equipment and power-ups are

now yours to buy, sell, trade or lose. The stakes are

l=+  high. But also, just like life, so are the rewards.

GO TO #268 @ www.computergaming.com/infolink

COMING IN MAY 1998

TO YOUR LOCAL COMPUTER SOFTWARE RETAILER.

technology. Win



Praise from the media:
“ ... sharp 3D engine that looks like it could go head to head
with Quake*”. "It's like Rebel Assault* with real game play.”

“ . .brilliant graphics.” PC Gamer

“...athinking man’s Descent.”” Gamespot

“Action gamers take note!”
Computer Gaming World

“Defiance seems destined to
achieve noteworthy status.”
Computer Game Entertainment
Game Features:

* First person combat simulator.
Battles with 18 powerful enemies
¢ Direct 3D enhanced. MMX" ready.
* TruFlow™ technology for lag-free

motion.

* Gun firepower with LaserLok™ Suddenly, walls come crashing down and
all hell breaks loose.

lwin-beam targeting system. S
* Awesome sound on 8 original sound Windows 95*

tracks, 4 professional voice actors and
over 200 spoken lines of story dialogue. NOW SHIPPING!

» Death Match play for up to 8 players Our store is open 24 hours
in 9 challenging levels. a day on our

Web site: www.avalonhill.corr

GAMES
WITH GUTS

*Trademarks of their respaclive owners,

PRODUCTIONS --
DIVISION OF City living can be dangerous.

Avalon Hill Game Company

“Achtung Spitfire™ is a wargamer’s dream: dozens of scenarios, an excellent Al
a scaleable skill system, intuitive interface, multiplayer capabilities, and the list goes on. _A L h t 1§ u 1]
Throw in gameplay that makes you sweat bullets and causes you to think in terms & >
beyond odd columns, and you have a fantastic game.” Gamespot.com % p I 't f[r B
Computer Gaming World magazine's headline announced, “Avalon Hill's Finest Hour. . & -
This Battle of Britain Mixes Real-Time Strategy With Turn-based Tactics." The reviewer : .
went on to say, “For any gamer fascinated by the complexities of many-on-many air :

combat tactics, or the Battle of Britain in particular, ACHTUNG SPITFIRE's blend

of depth, variety, and long-term replayability is sure to please.”
CG Choice Award; Rating: #Jdc#i

More great praise from Computer Games Strategy Plus magazine. Commenting
on the player's ability to control each plane's actions, “This strategic element
provides the game with that ‘up until 2:00 a.m.’ dimension that all great wargames
possess.” “Highly recommended.” Stamp of Approval Award; Rating: %J*%1/2

R i e S Achtung Spitfire
is a must-have
ey PR b5 for your collection.
| y
L Porge Defiance and Achtung Spitfire are Mac and Windows® 3.1 & '95
poar available at software stores everywhere
Fog * | ororder TOLL-FREE: 1-800-099-3222.

Avalon Hill Game Gompany

DIVISION OF MONARCH AVALON, INC.

4517 Harford Road, Baltimore, MD 21214 e Toll Free: 1-800-999-3222
© Copyright 1997 Avalon Hill Game Company

GO TO #1687 @ www.computergaming.com/infolink

The skies over Britain were filled with
German bombers and defenders.



JOHNNY WILSON

Death of the

Dream

Are Game Publishers Becoming More
Market-Savvy or Just Plain Greedy?

he following
quotations are
taken from the
charter of an
gslablished
computer game
publisher. See if
you can identify
which one. "The
work that we
publish will be work that appeals to
the imagination, as opposed to
instincts for gratuitous destruc-
tion....Not only will we adhere to
these values in our own work, but
we will also support the efforls of
others working toward the same
ends....Above all, we will work with
an averriding concern for quality,
integrity, and the unimpeded
process of imagination.”

My personal favorite happens to
be, “Most businesses today are
founded on the idea of making the
greatesl possible profit in the least
possible time. We are not. We are
founded on the idea of accomplish-
ing great things."

Of course, this is the same com-
pany in which a well-placed execu-
tive once said he could sell dog
manure to the customers if he had
the right box. It's the same compa-
ny in which a respected producer
asked, “Who cares about the cus-
tomer, anyway?" Another respected
producer once described the com-
pany's cullure as "enforced medi-
ocrity—the Macintosh mindset.”
Fortunately, the company wisely
sacked the award-winning producer

who allowed an Amiga game lo
languish until the machine was
nearly dead and begged, "Can we
please just ship this [expletive
deleted]?”

Ironically, the company just did
what the sacked producer essen-
tially wanted to do. They rushed a
high-profile product out the door
like a Cesarean section, but went

3

> &€ A well-
placed exec-
" utive said he
" could sell
dog manure
to customers
if he had the
right box. 7?

the medical profession one belter
by throwing the untimely published
product into the online seas o sink
or swim. Yes, they did just ship that
[expletive deleted]!

Of course, my example merely
picks on one prominent company,
but this degradation of ideals has
taken place throughout our indus-
iry. More than one company has
promised designers and program-
mers that they would become the
rock stars of the next generation,

e r—— e,

Then, when fame
began to increase
the earnings expec-
tations of those
new “stars,” the companies started
deemphasizing the names of the
designers and developers on both
game boxes and game documenta-
lion. More than one company has
made the pledge thal it was going
to hold games until they were fin-
ished and ready for release, only to
reverse ilsell when the end of the
fiscal quarter drew near. More than
one company has pledged that it
would support the consumer by
adding such features as network
play or scenario editors (free of
charge) in laler palches, only to
double-cross gamers with refail
add-on packages that were
required in order to actually get
those same promised features.

Naturally, many savvy readers in
the industry are going to glance at
this editorial and ask questions that
seem, on lhe surface, to be fair.
“Do you think companies can real-
ly stay in business while ignoring
the profit mative?” “Do you believe
for one moment that we could
share technology with our competi-
tors withoul losing our edge?” “Are
you saying that we've reduced our
commitment to quality?" (My
answers—by the way—are no, yes,
and yes.)

The truth is that | believe that
quality will lead to profit. Shortcuts
to quick profils are a negalive
investment. Gamers may buy one

FEBRUARY 1908

crappy, unfinished product from
your company, but they aren't likely
to buy two. Yel publishers continue
to cut their customer service staffs,
reduce the time to play-test their
games, and overwork their quality
assurance staffs. Why? Because
those are cost ceniers instead of
profil centers. This bodes ill for the
industry’s future.

Further, sharing technology
instead of constantly trying to fig-
ure out some circumlocutious solu-
tion that fights emerging industry
standards (and ends up doing one
thing better while it does two or
three things worse) would advance
our industry instead of setting it
back. If, as the dreamers in our
industry wish, we had standardiza-
tion, we could reach more potential
gamers through ease-of-use and
lower costs (for both developers
and consumers). Let the wars be
fought on the design front, not on
the technology front.

Now, I'm enough of a realist to
know thal we can't always be faith-
ful to our ideals. Changing circum-
stances force us to compromise,
whether we like it or not. Still, once
in a while, it helps to go back and
look at what we want to be in order
to make a course correction and
get there. If, of course, we ever
believed in the ideals we pro-
claimed in the first place. %

CGW






“Half-Life may very well redefine

the standard for action games.”
—PC Games

“The best first-person shooter

we've seen.”
~Gamespot

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

game to date.”
=Computer Gaming World

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

“alve's skeletal él’ﬁiimatibn
system provides gamers with
some of the most eerily life-like

i} ]

ver seen.”

é STERRA® www.sierra.com/halflife

~ GO TO #1856 @ www.computergaming.com/infolink



BLADE BUMMER
There was one game noticeably absent from
your Holiday ot 100 Buyer’s Guide: Brape

RuNNER. Twas wondering if there was any rea-

son why it didi't even make the “honorable
mention” seetion.
Jeremy Joyner

from the Intemcl

Fumy you should notice — Westwood did too!
The reason we didn’t inchide BLADE RUNNER is
because none of our editors were able to play a
portion of the game by December press time. We
wanted to include only those games we ¢ uld
playand were confident would ship on time.
However, by the fanuary issue, we were able to
play the game and we were sure it w ould ship by
Christmas, so we included it in the Holiday Cift
Cuide (COW #162. page 72). It's nice to have

heen in error about a ship date on the positive side

for a change.

ULTIMA OVERLOOKED?

Your December Buyers Guide had no men-
tion af Urtinia ONLNE! T have been a reader of
CCWior several years and find the Buyers
Guide a valuable tool for keeping me aware of the
Eumnes that are worth ]:ulthihinl__;, but you seemed
1o have missed mentioning one of the biggest
advanees in gaming technology in a long time.

Steve Wetzel

from the Internet

There'’s no question that Ur1ints ONLINE is
breaking new ground and is worthy of coverage
Indeed, we have written about the game numer-
ous times over the course of its development
However, aur Buyer's Guide was strictly for
games we could wholeheartedly recommend.
Uanis ONLINE, in the version we plaved, was
so unstable, buggy, and unbalanced, that—
despile ils potential — we simply could not ree
onnnend it. For a better description of those

problems, sec our review in this issue.
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LETTER OF THE MONTH

APACHE UPRISING

| just finished reading the

~ November 1997 issue of

CGW, and | was a little

upsel with a comment
made in the “Longbow
Restrung” article.
Before | continue, let
me address the history of rivalry between

the different aircraft associated with the United States
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Army. Ever since the Vietnam conflict, when the Army realized that it needed to have
different aircraft for different missions, pilots of each type of aircraft have claimed to be
the “best” Army pilot, regardless of aircraft or mission.

Since | am an AH-64A Apache pilot recently back from a tour in Bosnia, | took some
offense to the comment that the Kiowa Warrior was more suited fo recon than an AH-
64. It was claimed that “because it has a nose-mounted TADS, the Longbow must be
completely exposed to use the system.”

As all Apache pilots and, I'm sure, many computer gamers knaw employing: your
gquipment to exploit its strengths is integral to winning the battle. The easy method of
laterally unmasking prevents exposing the entire aircraft. Snmply put poke the nose of
the aircraft out from behind some trees perpendlcular to where you wish to see, then
orient the TADS 90 degrees to either side and take a look for yourself. Th|s method. =

i expuses'nnly the nose of the alrcraft which ien't mur:h ‘mare th_ ‘a TABS on a Klowa.
_ As with most: equipment, whether computer generated or real knﬂwmg it mtsmately
i 15 key 10'ernplcylng it properly.
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what 1s sin?
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_ People ar lsapiaearing, and

I mutants are fa‘]‘(iﬁg,.o‘yq\
Favrat n,\;_..'_._,' ) Iy

e

the streets. Sources say that

SinTEK Industries

e

and its lethally gorgeous /
CEO, Elexis Sinclaire,

are connected to the

e _——

madness. Asa'op

security professional,

b e

it's up to you, Colonel

John R. Blade, to discover

irk of Ritual Enter

who or what is behind

Sin is a radem

this sinful plague.

Activision, Inc



Over-the-Top Action

Blast your way through
-com?_ln levels of unholy
‘terror'as you investigate

the secret source of the
crime epidemic plaguing
_the city.

o

+ Hyper-Interactive
Environments

Walk, run, swim, and

Never-Before-Seen
Weapons

":' . Youparsenal includes
© . laser-sighting sniper
rifles, remote-control
detghation devices and
extreme weapons so
powerful they will rip
d o youspart,
h- .

« Multiplayer Sinfests
Getinto Some of the
*“'most intense DeathMatch
o levels ever ereated as you
" annihilate others over
s modem LAN and
seamless Internel play,

ok ot 1t.

GO TO«#231@ www.computergaming.com/infolink
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LETTERS

ARCADIAN INQUEST

| amm unable to remember what game
compilation vou mentioned in your maga-
zine that included Pore Posiion, Can

vou help?

Naney Donnell
Round Mountain, NV

Sure, well answer your letter ogether

with this next one,

I am looking for arcade games from the
carly/mid-1980s. | have scen the two
Microsoft Arcade packages, but also would
like to know if there are other games from
that eraavailable, Specifically, Tam looking
for games such as DONKEY RONG,

Dizresner, TRON, and GALAGA.

Todd Williamson

from the Internet

T L pwe Ge fowsn ok

Frosne, Gran Prix, HILRO,
Koo, Privartd, River Rain,
SEAQUEST, SKY JINgs, and SPIDER
FIeH1R

Atari 2600 Action Pack 2 for Windows
(Activision): ATLANTIS, BARNSTORMING,
DOLPHIN, DRAGSTER, ENDURO, 1CE
Hockry, KEySToNE KAPERS, LASER
Brast, Mecavanty, OINK, PLAQUE
Armack, River Raup I, SKING,
StaneEnE, and TeENNS,

Atari 2600 Action Pack 3 for Windows
95 (Aetivision): BREAKOUT, CANYON
Bonmrr, CHECKERS, COMBAT, DOUBLE
DRAGON, NIGHT DRIVER, PRESSURE
Cooxer, Private e, Seace War,
StarMaster, Triee Myrcn Pro
Wriss11ING, and YARS REVENGE,

Microsoft Arcade: ASTEROIDS,

We can'thelp you much
with those particular titles.
There is aversion of CALACA
on the Web (www.fsr.com/
people/mminkfava/Galaga.
htmi), but as with many
gammes on the Web, it could
be shut dovwa by the trade-

. 1 L) W—
mark holder atany time, For - fs=ent

T < =] i

Prres] B8 o nin | mn ims | 27 e wmd b L] image o Ummns

A
+ BEDELY v

l‘hl' JIJ('Hc’ﬁf Ulr””]l.'i'- " h” HL’I_‘.
he looking for arcade classics, here are the
lists for five difterent compilations,

Atari 2600 Action Pack for Windows
(Activision): Boxine:, CHOPPER
Conmng, Cosmic COMMUTER,
Cracrrors, FIstiNG DERBY, Frezway,

We prefer that you email us at

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

puserve.com

Or write to the following address:
GGW, Letters to the 1ditor
135 Main Street, 14th Floor
San Francisco, CA 94105
We reserve the right to edit all
letters for space or clarily.

CENTIPEDE, Missi 1 COMMAND, plus—
BAr1LiONE and TeneesT,

Retum of Microsoft Arcade: [ic-Duc,
CatAxiw, Pac M, and PoLe Posimon

HOLLYWOOD COMMANDER
1 have always enjoyed the WING
COMMANDER series, | recer I.|]>' saw the
movie Starship Troopers and 1 was won-
dering if Origin plans to come out with a
WiING COMMANDER movic.
Calvin Ne

from the Intemet

Electronic Arts recently sofd the rights to
develop a WING COMMANDER movie or
cartoon television serics, or both, to Digital
Anvil, the company founded by Wine
CovniwpiR creator Chiis Roberls.
Raberts has long held that the title would
make an excellent fln property. %
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HE IRONFIST DYNASTY TOTTERS ON THE BRINK OF DESTRUCTION. EMBARK ON A PERILOUS

ADVENTURE TO SAVE PRINCE NIKOLAI'S KINGDOM FROM TOTAL RUIN, FROM THE DEPTHS OF
THE DEEPEST DUNGEONS TO THE INTRIGUES OF THE ROYAL COURT YOU WILL LEAD A BAND OF
ADVENTURERS ON AN AMAZING JOURNEY OF DEPTH AND INTELLIGENCE.

T, - TRETE

CONTROL YOUR OWN DESTINY IN A NON-LINEAR CHOOSE WHETHER TO PLAY IN REAL-TIME OR
FANTASY WORLD WHERE NOTHING IS PREORDAINED. TURN-BASED COMBAT MODE.

. et e #i
o R AR

ENGAGE IN HUNDREDS OF ENTERTAINING MINI- EXPERIENCE BREATHTAKING 18-BIT, 65,000-COLOR
QUESTS THAT BRANCH OFF FROM THE MAIN SAGA. GRAPHICS IN A SMOOTH-SCROLLING, HIGH-RES
'ENVIRONMENT.

¥ e _
THE MANDATE OF HEAVEN

WWW.3D0O.COM 800-251-9563
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READ.VIE

The Latest News From the Computer Gaming World

Edited by Charlotte Panther (CPanther@zd.com)

Jacksonville Wins Super Bowl

CGW Sims the Big Game So You Don't Have to Watch

PHOTO BY ALLSPORT

“ FINAL NFL STANDINGS'

AFC EAST NFC EAST
X Miami 10 6 X NY Giants 9 T
Y New York Jets 9 7 Y Dallas 9 7
New England 9 [ Philadelphia B T 1
Bulfalo 7 9 \Washington il 8
Indianapolis 3 13 Arizona 4 12
AFC CEMTRAL NFC CEWNTRAL
X Jacksonville 12 4 X Minnesota 1 5
Y Pittshurgh 10 6 Y Green Bay 10 6
Tennessee 7 9 Y Tampa Bay 0 6
Ballimore i 9 | Delroil B B
Cincinnati 5 1 Chicano 3 13
AFC WEST : HFC WEST
X Denver il 5 X San Francisco 14 ?
Y Kansas City 10 il Carolina 9 7
Sealtle 8 8 New Orleans 6 10
San Diego f ] St Louls 5 1
Oakland 7 9 Alanta 412
CGW FEBRUARY 1308

nother boring Super Bowl
Aparly? Don't waste your

time! Using Sierra's Front
Pace Seorts: Fooreal Pro 98,
CGW has already determined that
the Jacksonville Jaguars, behind
lefty QB Mark Brunnell (who
throws right-handed in FPS 98, by
the way) will dump Steve Young
and the 49ers by the rather unusu-
al score of 12-8.

This year's Super Snooze Fest
will be led by Jacksonville's
Natrone Means, who will run over
and around the Niner defense for
104 yards. Now that you know, you
don't have to blow Super Bowl
Sunday in front of your lelevision.
Blow it in front of your computer
instead, playing some of lhe sea-
son's hot new games.

How did we make our predic-
tions? Simple. First we downloaded

lhe mid-season player ratings from
Gridiron Flashback, an excellent
Web site (http://www.courant.
infi.net ~ mpfl/fpsf.htm) devot-
ed 1o the Fronr Pagt series. Then,
using our newly updated rosters,
we played the season from Week
13 onward with FPS 98's Fasl Sim
feature. We cheated a little by start-
ing with the NFL teams" actual
records through Week 12.
Although there were a few surpris-
es (the Broncos choked in the play-
offs again, for example), the teams
that made it to the Super Bowl cer-
tainly seemed plausible. For the big
dance, we played a standard Front
Pace game, with the CPU control-
ling both teams and using the reg-
ular physics-based model.
Obviously, the Jags had better
physics than the Niners.

—Dennis McCauley

PLAYOFFS

Wildcard

Kansas City at Pitshurgh
Pittsburgh 24-23
NY Jets al Miami
Miami 33-3
Tampa Bay at NY Gians
NY Giants 20-19
Dallas at Green Bay
Green Bay 19-10

Divisional

Miami at Denver
Miami 14-7
Piltsburgh at Jacksonville
Jacksonville 31-3
Green Bay al Minnesota
Green Bay 23-13
NY Giants at San Francisco
San Francisco 23-13

AFC Championship
Miami at Jacksonville
Jacksonville 26-17

NFC Championship

Green Bay at San Francisco
San Francisco 20-9

Super Bowl

San Francisco 49ers

vs. Jacksonville Jaguars
Jacksonville 12-8




I-76 Funks You Again

he '70s are back and bigger than ever, Interstare '76 is support. The graphics for the Niteo Pack are a treat, and the
I also coming back for a second go-round in the formof a~ gameplay Is boosted with the inclusion of nine new cars and
mullimission expansion pack—InTerstate ‘76 Nitro Pack; several new weapons. Mulliplay is also enhanced with capture-

The Viciante Fiees. This game has a long name and a long list Ihe-flag and traditional racing scenarios,

of enhancements for the original game. Best of all, the Nitro Pack does nol require a copy of the
The Nitho Pack is a psuedo-prequel. It's @ collection of sland-  original game. The VigiLante FiLes should be available in stores

alone missions Ihat take place before the events of Interstare by March 1998, —Efliolt Chin

'76. Thera is no campaign or running story, but the
missions all have the same informalive, colorful
voiceovers and goals. You'll be able to
play several missions as Taurus,

Skeeter, or Jade.

The Mirko Pack has 3D sup-

port right out of the box for the
3Dfx, Rendition, and STB Nitro
cards, as well as force-feedback

The visual experi-
ence is enhanced,
while the great
gameplay of the
original 1-'76
remains intact.
The Nitro Pack
offers new vehicles
suich as an Army
Jeep, a limousine,
an ice cream truck,

e,

THE OHG!N TEAM You can play missions asTaurus k
(left), Jade(right), or Skeeter (not pictured).

() Hours You Spend Gaming Per Woek
< g

Casual
gamers:
5 hours

Casual gamers: CGW subscribers:
19 games 31 games

GRAPHIC BY XPLANE

FEBRUARY 1558

HrrKesmai Corporation
recently-announced that it has
teamed up wilh Engage
Games Online and SegaSoft's
HEATIET to form GamaStorm,
a nev onling gaming service.
GameSiorm will allow gamers
to choose from a huge-selec-
tion of games including mas-
sively multiplayer titles from
Kesmat and Engage and fast-
action-games-from HEATNET,
all fora flat membership fee of
$9.95 per month, The service
will also fealure news, reviews,
and downloads from GameSpol.
For more informalion, head to
www.gamestorm.com.

¥ The Cyberathlete
Organization recently
announced the formation of a
new gamers” ieague called the
Cyberathelete Profes-
sional League (CPL). The
CPL will introduce a new
Cyberathelete ranking system,
and tournaments will be regu-
lated by a board of directors
consisting of lon Storm'’s
Mike Wilson and John Romero;
Ritual Entertainment's
Harry Miller-and Mike
Wardwell, and Quaxe Clan-
Ring's Frank Cabanski. The
first CPL tournament will take
place in Dallas on March 6,
and is expecled to altract aboul
2,000 players worldwide: The
tournament will have cash
prizes lotaling about 850,000,
as well as olher prizes such as
computer systems, peripherals,
and games. Check oot www,
cyherathelete.com for fur-
ther information and updates.

P2 In our review of Suasr
Gawes Crarience # 2 last
month, ve fisted RandomSoft
as lhe product’s distributor.
While RandonSall cenfinues o
distribute all other Smart
Games filles, CraLLence #2 will
be distribuled by Smarl Games,
Inc. The correct number for
orders is (888) 427-2469,
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PLAYING LATELY Low-priced Software, No Mumbo Chumbo

CGW Survey ¥, ' he holidays are over and you're broke, but there are lons of games out there that
' o o I Santa didn't bring you. Well now there's a way 1o get your milts on all the hot itles,

right when you want them, without giving your bank manager an embalism.

| 1. Diablo (BizzardiCUC) pE S ()l Following in the foolsteps of companies like Amazon.com and Barnes and Noble online,
" 2. Quake (id Software) p - Chumbo Corporation recently made its debut in the world of e-commerce. Instead of sell-

3, Civilization I1 (MicioProse) ing books, however, Chumbo is offering software—with all the hottest games available at an

4. Red Alert (Westwood/Virgin) CRRETI cxiralow price. Chumbo claims thal because it is conducling business via the Internet,
j 5, | Dungeon Keeper [BullFrngEA} which requires less overhead than a regular business, it is able to pass on the savings

ng) ¢ directly to the customer. Chumbo has eslablished a partnership with the Point Group, a

7. Duke Nukem 3D {3D Flcalm.,) i company that specializes in crealing bundles of soflware, who will put together exclusive

8. X-COM: Apocalypse ypse (MicroProse) i 3 packages, providing added value for users.

Chumbo has also teamed up with software distributor Merisel to ensure the availabilily
of soflware as soon as a customer places an order. Gamers

can also place advance orders o be

guaranteed a copy of an eagerly

anlicipaled fitle the day it ships. 3
According to Chumbo’s founder . =

and president, David Prais, the more '

a gamer uses the site, the more per-

sonal the experience will become,

s S Chumbo will walch and analyze the
2. Riven: The Sequ oderbund D) - behavior of individual shoppers, pin-
3. Jedi Knight (Luc AT e pointing their interests and presenting
4. Myst (BFOUBTDUHUF : Bl them wilh special offers in line with their

specific needs. Should cuslomers request

LA | il, Chumbo's Push technology will automal-
1. F\Ele t!f Empires (! tM 0 : ically download demos, reviews, and news
8. Deer Hunter r(Glinteractive) - lo the person’s maching when il is not in

| 9. 9. Ultima Onlm__e (Qrigin/EA) : use. The site will also feature game reviews

10 NHL HOCREY ‘98 (EA Sports) W 2nd lips provided by ZDNet. Ready lo shop?

Head over to www.chumbo.com and you're

sure to pick up a bargain. —Charlotle Fanther

BLADE RUHNER 2 is superb. —Thierry Nguyen thing VP2 does on install is make you

If Curse oF Monkey Westwood Entertainment, sit through a trailer for an upcoming
IstanD represents the pinna- "‘ {800) 874-4607 Interplay Sfar Trek lille. After lhal
cle of old-school adventure gam- www.westwood.com annoyance, however, VP2 is terrific,
ing, Buape Runner does the same Win 85 CD-ROM offering a wide variety of billiards

for new-school adventuring. .
Though it may not be a trug-30 VIRTUAL POOL 2 ' .‘
real-time adventure, it's still an Interplay/VR Sport's Visiual
excellent game. The beautiful preren-  randomly deciding who'is, and who  PooL 2 has some cool new fea-
dered backgrounds and the stunning is nol, a Replicant. Though the play-  tures, including 3D hardware
sound effects borrow elements from  er characlers are extremely pixelaled  accelerator support (via

both the film and the novel to create  (a disappointment after seeing the Direct3D), greatly enhanced

an immersive atmosphere. The game  cut-scenes), and there are some graphics, and a belter cue-

is nonlinear, and gameplay involves interface issues, the overall product control system. One frustrating

games, including nine-ball,

CcewW FEBRUARY 1908



Action Guys & D

N othing beats the movie business for merchandise lie-ins, but if more soflware companies -

follow the example of GT Interactive and Eidos, it might not be long before fast- . :
food vendors are touting five-inch miniatures of your favorite computer- ; ‘
game character with your cheeseburger, y J :

GT has joined forces with toy maker ReSaurus to develop a line of Duke Nukem
action figures, based upon the smart-mouthed antihero of Apogee/3D Realm's Duke
Nuken game series. Available now, Duke comes armed with a two-handed
Devestator, two Lizis, and a bloody knife. If you buy over the Internel,
(www.resaurus.com/dukepage1.html) your purchase will include a Duxe
MNukew shareware CD plus a limited-production Freeze Thrower, for $12.99.
The retail version ($7.99) will not include the CD, and only 1 out of 12
units sold in stores will include the special-edition weapon. ReSaurus
has three other Duke 3D characters currently in development
Pigcop, Battlelord Boss, and Octabrain. Action figures
based on the upcoming Duxke Nukem FoRever char-
acters are also in the works, and will be ready in time for the release of the game.
Move over Barbie—Lara Croft is now gracing toy store shelves, too. Toy Biz, the creators
of Marvel's The Amazing Spiderman, The Incredible Hulk, and X-Men action figures recently
teamed up wilh Eidos to create an aclion figure of the sassy Toms Raner heroine. Lara comes
armed with an assortment of weapons from the game, and the toy line also fakes into account

~ Summer Sim Sweepstakes Winners

 You may remember that way, way back in  games in our prize deluxe flight sim

* August, we held our Summer Sim package have been released yet, But,
Sweepstakes Competition. Well, the good  what the heck? We've kept you in sus-
news is that we have three lucky win- pense long enough. So, now, the moment
ners. The bad news is that not all of the  you've all heen waiting for...

Grand Prize: Roderick LeVan of Rock Hill, SC. 1st Prize: Fred Wickman of Fairfield, 2nd Prize: Dwane Worden of Houston, TX.
Roderick wins the Thunderseal Technologie {lal Drwsane vins our el fight sim package, which Includes
Produsts Force FX Joystick, a laather bomber jacket, and the ning of the bast fight sims around

delie flight sim package

and the defuse light sim package

elght-ball, straight pool, and different of the Monkey ISLAND serigs, While other  game renaissance.

sets of rules (American, English, APA, companies were busy cloning Mysr, — Thierry Nguyen
BCA). You can also play VP2 multiplayer  LucasArts stuck to its guns, learned LucasArts Entertainment,

over modem, LAN, or Internel. If you're from ils mistakes, and created a new (800) 985-8227

bonkers for billiards, then check this one  adventure game in the old-schoal style. www.lucasarts.com

oul. —Dave Salvator Fealuring lush, colorful graphics; Win 95 CD-ROM

Interplay, (800) INTERPLAY decent voiceovers; and willy - .l
www.interplay.com dialogue that zings back and
PC CD-ROM forth between Guybrush and ‘C“
the other characters, Cunst oF
Monkey Istano shows that you can
still make a great adventure game
After six long years, Guybrush the old fashioned way. This, along
Threepwood finally makes his tri- wilh Zork Grano Inauisior, could
umphanl return in the latest installment  mark the beginning of an adventure

THE CURSE OF
MONKEY ISLAND

FEBRUARY 1073
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b+ Origin has granted-an
option to acquire the live-
action feature film and lelevi-
sion rights Lo its Wine
Commanner game series. The
rights were granied o Digital
Anvil, the company led by
Wiia Coumanper creator Chiris
Roberts. The film will be based
on characters, storylings, and
themes from fitles one
through-four of the Wing
Connannen series, which were
developed by Origin over-the
past eight years.

PrrAfter daring to tear apart
great American institutions
such as Star Wars and The X:
Files, Parroty Interactive is
back, and this time:its unforiu-
nate viclim is a certainMr.
Gates. Enlitled MicrosHaFi
Winstows 98, Parroly’s product
pokes fun al Microsoft—the
company, the software, and the
man who made it all possible:
Bill's Personal Qutfook aliows
you to snoop through Mr.
Gales' “to:clo” list, emal, and
journal. In the board game The
Roll Ahead, players can “Be
Like Bill" acquiring corpora-
tions and investing mitlions;
Winblows Exploder lets you
shoot your way through a uni-
verse of computer bugs and
error messages. Our favorile,
(hough, is the Billagoichi—a
cyberpel thal-thrives if you feed
it lots of monay, but will throw
tantrums if you don't giva it the
attention it deserves.

M Speaking of cyberpets,
Tamogofchi crealor, Bandai,
has developed a CO-ROM
version of the lovable little alien,
available for about the same
price as the key-chain pet. The
CD-ROM includas a couple of
extra features, the best of which
is a day-care center where you™
can deposit your pel; without
feeling quilly, whenever olher
duties call. For more-information
head to www.bdec.com.







BALD DRGOTTENREA @onawsua]lydazzhr@,real‘nm
RPGexferience. . _ and scale first began. now
comesalivein stunmnggraphw detaﬂ Your quest'? Lead a party of adventurers onajourney to
save the Sword Coast region from a sinister plotthatinvolves 1mpendm3 w.aridamk”'f ophecies,
betrayed alliances..even your own soul. ’ ' '

E . Hupe pame world - 5 CDs filled with nearly 10,000 %Q‘ Authentic AD&D®characters, each represented
game screensin striking SVGA, all accurately on-screen down toindividual class, race,
rendered in glorious 16-bitcolor gender, skin and hair color, armor and weaponry

F, Incredibly detailed structures and environments; &;ﬂ Manape up toa 6-character party on a gripping,

¥ dynamiclighting; day/night, rain, snow, fop, and non-linear adventure spanning seven chapters
lightning, effects with multiple twisting subplots

(Palour's

ARRIVING SPRING, 1998

Addvanced

Dungeons&Dragons ®

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

=] TSR Inc. BALDUR'S E is a trademark of TSR, Inc. Inlaralay is a trademark of Interplay Productions. TSR is a subsidiary of Wizards of the Coast, Inc.
%g All rights reserved. All other trademarks are property of their respective owners.
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We'’re Not
Dead Yet!

But Recent Moves Suggest That 7th

Level Is in Need of Some Life Support
7th Level shocked the gaming industry recently with the

J

announcemenl that ils highly successful Manly Python
game line was on the selling block. The news came just a
few months alter lon Storm's acquisition of 7th Level's real-time stral-
eqy game, Dot (along with its designer, Todd Porter). All this activily
left 7th Level with just one major gaming lille, Return 10 Kronoon, the role-play-

ing game by besl-selling science-fiction fantasy author Raymond Feist, and the true
sequel lo Sierra On-Line's acclaimed BetnavaL AT KRONDOR,

All was revealed at Comdex, where 7th Level made yet another announcement—that it had acquired Pulse
Enterfainment, developers of adventure game Bao MoJo and the upcoming 30 shooler Seace Butinies Mus Die.
The two companies have merged management and operations to form a new company called P7 Solutions. P7 wil
no longer publish games, and will instead focus on Internet solulions.

So what about the games? Well, Take 2 Interactive, publishers of Rieper, the upcoming Buack Dantia, and Lhe Jer
Figre series, acquired distribution rights to all the Monty Python titles, then immediately sold all American dislrib-

ution rights to Panasonic Interactive Media. Take 2 retains the European distribution rights. The fatest tille in the
Monty Python series, Tue Meanme of LI, 2 strategy/adventure game conlaining previously unreleased film footage
and new dialogue from all the original casl members, is stil scheduled for a December release. As for the Pulse

lilles, the members of the Seace Buriies Must Die production team have formed a new company, Jinx, and will con-

tinue to work on the product. According to Jinx CEQ Vinny Carrella, Ripcord (a division of Panasonic Interactive
Media) and P7, which are both minarity shareholders in Jinx, have been very supportive in helping the company
gel off the ground. Carrella is enthusiastic about the new move: “It's like moving oul of your parents” house for the
first time—it's really scary, but it's also really exciling.” Plans for Ripcord to publish Seace Buniies are still going
ahead, and the game is set to meet its summer 1998 schedule.

And, in a surprise move, Sierra announced that it had acquired PyroTechnix from 7th Level, bringing the
Kronnor series back into the fold. Sierra Northwest, the company’s Seattle-based development division, is work-
ing with Raymond Feist and PyroTechnix, and the company anticipates a late 1998 release for the game.

—Charfofte Fanther

SWIV
SWIV first appeared on the

Amiga, then migrated to the
Super Nintendo Entertainment
System before its
latest stop on the
PC. SWIV is noth:
ing speclacular—
it's basically a
quick action-
arcade romp with

and terrain types. As with many
other arcade shooters, SWIV
offers a variety of power-ups to
make your vehicle tougher,
faster, and the like. The game
also has 3Dfx-acceleration, and
{he lerrain looks nice. Ullimately,
though, SWIV is a simple shoot:
‘em-up that offers nothing truly
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some prelly eye- groundbreaking 1o the genre.
candy, In the —Thierry Nguyen
game, you Interplay,
B pilotdifferent  (800) INTERPLAY
vehicles across a www.interplay.com
variely of levels PC CO-ROM

FEBRUARY 1998
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EﬂrIIIsIBgB 3 Siena

[European Air War MicroProsé

Falcon 4.0 IV
Fighter Diel 2 Océan_

 Greal Baliles of Gaesar Inleiﬂﬂn eMagc
‘Brim Fandango Licashns

~ Summer 98

* spifg 381

Skles'Seqasoft RN AP T T
[ 'Sid Meler's Alpha Centaur Firaxis
- SimBity 3000 MaKST T

Sin Activision

“Soldiers at War'ssi”

Slar Trek: First Contact MIUOP:BSE
Stralego Hasbro

Sir27 Flanker 208l

TFX 3DID

l'maamr Jurassic Park:DreamWorks

'Warhammer 40K: Chaos Bate SSI
Warhammer: Dark [lmen En

‘X-Files Advenlure Game Fox Interaclive Summer 88
Xflre Sirtesch T
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BOB “POPULAR” WRIGHT: A TOKEN GRAY-HAIR
GIVEN THE TITLE CHIEF 0OPERATING
OFFICER T0 MAKE HIM FEF.’I. IMPORTANT.
KNOwN AROUND THE l:FF,'lG_ AS >
“THE FINISHER” AND AS “THE
GUY WHo GETS THINGS BGNE " BIG IN THE
MARKET. HUGE 1N EUROPE. i

IN THE FUTURE, ALL GAMES WILL BE ANACHRONDX.
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I )Y’S WATCHING?!”
: _'_ nn WHO MADE IT

'NOT LIKELY T0 LIVE
__MORE THAN RNDTHER YEAR; HE

- TODD PORTER: A MANDOLIN- -PLAYING, NATTY, GQ TYPE WHO % P " BELIEVES THAT ALL THE
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FLIGHT UNLIMITED 1 15 50 REAL...T'S UNREAL

' o,
Man the cockpit of the legendary DeHaviland Beaver Battle torrential rains and heavy crosswinds. Fly through the

Seaplane and experience something you can't with any other  most hazardous, realistic weather conditions.
flight sim—land on water.

",

s st &b, s P

[N g
Test your skills attempting to evade a pair of F-16s that are Take off and land from any one of 48 different Bay Area
tryiag to blast your butt out of restricted airspace. airports.

Flight Unlimited Il immerses you in the
sheer thrill of flying like nothing you've
ever experienced. Pull mind-bending G’s in
your quicksilver P51-D Mustang, Play chicken
with F-16s. Get on the horn with Air Traffic
Control as you pick your way through skies
filled with aircraft. Hurtle under the Golden
Gate Bridge and around the TransAmerica
tower. With Flight Unlimited II, you're not
just flying, you're really flying.

e

www.eidosinteractive.com
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To feature the two pratotypes for the PentagonsnewJoint Strike Fighter:
Boeing's X-32 and Lackheed Martin

To fealure the revolutionary ISF™ graphics that enables fluid redraws in colar.
resolutions up.to 1024x768x16 with no pixellation (and at & playable frame rate)

To model aver 10 million square miles of beautifully rendered terrain
— the largest and mast realistic terrain ever seen in a flight simulator.

To reveal the fulure of high-techweaponry, including the AGM-154 Joint Stand Off
Weapon and the Lockheed Martin Wind Corrected Munitions Dispenser:
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130 PM.

BRISTOL, ENGLAND ~- As CoNAL WILMOT

R EVERYWHERE...
E SHOPS AND ONCE, RIGHT THERE
NEXT 76 ME IN THE LOO. BuT THEN, | TURN MY HEAD
AND SHE'S GONE.” CONAL’S MOM THINKS HE'S “PLAIN BARKING

MAD.” HIS BEST BUDDY MICK JUST WISHES IT WOULD HAPPEN TO HIM.
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Inset photo (above): Without waming,
fea ftime becomes TR II time.

cIDOS

You've been warned.
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| N T Did you doubt that Lara would be back?

You’ve been warned.

Ancient wisdom says it rocks.
: -.IA-N LIUth-lGSTONE'

,ﬂ@a?m?@&P 

www.eldoslnteractlve.com

Get behind the stick of the coolest civilian aircraft.
EIDOS Interactive is a trademark of Eluos PLC. All H'lqh'ts Reser aeo %1997 Eidos PLC.
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THE CREATORS OF

DESCENT

TAKE YoOu OuUT
OF THE TUNNELS
AND INTO THE
VAST WONDERS OF

SPACE.
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W £ v Parallax
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and *By Gamers. For Gomers." are rademarks of Inferplay Produdions, All Righis Reserved. Rt is o rrademoarls of Poralla ware Corporanion. All Rights Res
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vsT, and its sequel, [ T RN
MHIVEH. havesolda  ji=er 38
combined tofal of | —

more than 3 million copies
worldwide, and have tapped !
ino the casual gaming market oS
in a way that no other game |
series has ever done. However,
they have also been criticized .
for their lack of a delailed plot. §
Cyan (Myst's developer) has &
instead lef the story be told in a series of novels published by
Hyperion Books. But what of the promised comics from Dark Horse? Cyan
and Dark Horse confirm that Myst: The Book of the Black Ships will not be continued
beyond the first issue, which was published in August. “There were communicalion problems between
the two companies. It didn't lurn out the

way we expected,” says Bonnie Staub,
spokespersan for Cyan, Dark Horse SEIIIIB aamer Naw Nama

agrees that the comic book medium R acing fans be warned. Papyrus'

isn't the best formal for what Cyan was recently released CART Racing— |
trying to accomplish. not {o be confused with -
There are no plans lo approach Microsorr’s CART PREcision
other comic book publishers with the | Racing—is actually a rere-
story, which falls chronologically lease of 1995's Inov Can
belween the first novel and Myst. But, | Racivg Il. Papyrus was
says Staub, that doesn't mean more forced to rename an old
novels won't appear somelime in the product as a result of the

future. “They made up this whole splitting of the CART and

backstory for the first game so there the Indy Racing League.

wouldn't be any holes, and it just Cart Racivg does include

grew and grew,” she says. “Now | some upgrades, however, including Rendilion 3D support

think they just want to take some time | and a 200-page slrateqy guide.—Malthew Schaefer
offl"—Kale Hedstrom

NIGHTHMARE NED axplored. Reveal all five creatures to win the
Armed only with a spilfire yo-yo and his own  game. —Allen Greenberg

wits and cunning, a young man faces his deep: Disney Interactive, (800) 237-5751

est, darkest fears in Disney's NicHTMARE PC CD-ROM

Nep. It's all in the spirit of fun, how- T : www.disneyinteractive.com

ever. Part strateqy and part arcade, l

the game features five nightmare

worlds for young players to visit and

explore. There's the graveyard, the school,

the infirmary, the allic, the basement, and

the bathroom. Each realm features its own

brand of traps, passages, and demons.

Then there are the Shadow Creatures,

each of which ocoupies a nightmare and

gradually reveals ilself as ils world is

FEBRUARY 1208 CCW

Command & Conquer™
Dark Reign™
Uprising™

Total Annihilation™

What Do
[hese Games
Have In
Common?
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Set course with Captain photos. sound and video clips Available
John Sheridan- Ambassador - from the inner workings of Now !
Delenn and the duellers of the space station to the Mac & PC
CEF Babylon 5 for a tour unlike outer reaches of the galaxy: See your
'ﬁ&ﬁi any other. Created with J. You'll learn so much about software
4\ Michael Straczynski and the ships. weapons. inhabi- retaiiir
Babylonian Productions. this  tants and history of "Babylon ;r_‘ﬂgg-
interactive reference guide 57, that you'll be ready to 757-7707. D )
. Kis loaded with hundreds of sign on for a tour of duty. www.sierra.com/babylonS J

-
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1 F e . COMBUTER SYS 09 ¢

The Official Guide to
. Michael Straczynski's Bahylon S5

HIDS 10 ADULTS

)

BONUS! Includes an enhanced "Best §
of Babylon 5" music CD by .
Christopher Franke! SIERRA

CONTENT RATLD 67
ESRB
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READ.ME

Your Worst Nightmare

hat do you get if you combine Viatua
w FigHter 2, Toms Raiper, and Jack [he
Ripper's hometown? Probably some-

£s, 3 third-person action game in whi
gamers fight zombies yolves, and demons
in ferocious hand-to-hand combat on the rain-
slicked streets
of early 19th-
century
London.

CREATURES
wants to lake
full advantage
of gamers’
rapid adoplion
of 3D cards,
but, unfortunately, the early build |
played hadn't quite worked out its
personal problems with the 3Dix
chipset. Still, what | saw was encour
ing. Drifting fog, dynamic lighting
wicked explosions, and more
all help create a mood of appropriate-
ly gothic menace. A brooding sound-
track further enhances the sense of
impending danger.
Both the living and undead are

against the gruesome assortment of monsters as
one of wo characlers, a muscle-bound priest or
a lithe, sword-wielding female student.

Mullipoint collision detection allows gamers o
lop off heads, slash creatures in half, and enjoy
the happy glow that comes from blowing a
demon’s arms off and watching him lurch back for
more. More saving opporlunities would be wel-
come, but NisHmuane Creatures looks as though it

could be 4 pulse-pounding dream
come true. —Robert Coffey

= ]
d ‘,“fg

e rmvary 00

In NiciTmaRE CREATURES, you can play as a muscle-

rendered in Gouraud-shaded, full-30 pound priest or a sword-wielding student to rid

graphics. Gamers can square off

19th-century England of its monstrous scourge.

WATERWORLD
Conceived at

{he movie,

WareaWonLD's great

cut-scenes use the same sels
and lesser actors from
Costner's saga. The music and
sound effects are also good.
But the interface, while solid
and smooth, shows its age. The
squad-level gameplay, a la
JAGGED ALLIANCE, is simple and
unchallenging. There is only
one linear campaign of 22 sce-
narios, so the game has no
replay value. It also has no
multiplayer capability. But it
does caplure the rough-and-

tne same { K ';'
B Same [ime as t‘l—-;-'
&

tough feel of the post-apocalyp-
tic world, so it might appeal to
fans of the movie or beginning
gamers. Everybody else should
stay high and dry. —MWike Fay
Interplay,
(800) INTERPLAY
Windows 95 CD-ROM
www.interplay.com

SAND WARRIORS
This game about Egyptian

hillbillies in futur-

st fgter caft @ =

is buggy and ‘H‘I

crash-prone,

Gameplay is weak from the first

goofy cut-scene to the end of
the uninspired missions. You

pilot an improbable looking
pseudo-Egyplian aircraft that
has no aircraft feel at all. Heck,
Asteroins has a better flight
model. The graphics need
improvement (they're bearable
only al 800x600), and the Al
routines are palhetic for all
enemy unils. The game has a
stereotypical ancient Egyplian
look, but everyone lalks as if
they're from lhe South or San
Diego. Basically this game isn't
an also ran, it's a shouldn't
have ran, —Greg Fortune
Interplay,
(800) INTERPLAY
Windows 95 CD-ROM
www.interplay.com
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Pl&y your cards like an

XPE RT and you llwin every time.

www.atitech.com/cgw

AT l it’s all in the cards.

ey AT] has the winning cards. Witness the industrys

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 PCI or AGP. Gamers go
berserk over XPERT@Play’s 3D features and performance,
TV-out and video playback. Not to be outdone, XPERT@Work
delivers maximum levels of business productivity with
2D, 3D and video acceleration. And don't forget to add on
ATITV, ATIs TV tuner card. Everyone loves a winner — and
thats ATI.

ATl is setting the new standard in 2D and 3D performance.
Now ATl is even faster with the latest ATI RAGE PRO drivers.
*Check out our website at www.atitech.com/cgw for
information about ATIS most recent awards.
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3D Performance Comparison - ZD 3D Winbench98

ATl XPERTEPLAY
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Rr@my 5 rIEW

Diamond Viper 330
Diamond Monster 3D
Hercules Stingray 128

w;llquu 220

Matrox Mlllemum 0]

Cron!wo Lubl Graphics Blaster

0 TO #108 @ www.computergaming.com/infolink
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Empire Joins the Golf Wars
With a Strong Gontender

mpire Inleractive has devised a new way for PC golfers to whack their balls. Dubbed the
E MouseDrive, Empire’s star creation promises a more natural, real-time allernative lo lhe genre's
Iraditional double- or Iriple-click swing meter.

In fact, Empire is so convinced that you'll love the MouseDrive, they've purposely omilled a swing
meter allernalive—a move they may regrel if players don't lake to the new swing mechanic.

To use MouseOrive, players simply pull back on the mouse for backswing, then push forward for the
drive. Sideways movement on the followthrough creates hooks or slices. According to Empire, the real:
time interactivity of the MouseDrive makes it possible to achieve highly technical shots, from low drives
into strong winds lo draws, fades, and deep bunker explosions. The free-form mechanics of MouseDrive
also require the use of 12,000 frames of animation to represent more than 80 possible swirly varialions

Practice greens and an interactive tulorial hosted by Gary Player are
TR TR DT IO 2vailale to help newcomers master these advanced lechniques.
Two 18-hole courses ship with the game: South Carolina's Hilton

Head Nalional, and the Jack Nicklaus-designed St. Mellion International in Carmwall, England. Fuery

inch of each course was surveyed, then height-mapped wilh SGI workstations. The game incorpo-

rales actual turf, lrees, and hazards inlo the course design. The results are extremely photorealistic
when viewed al 640x480 at 256 colors. The courses are further enhanced with light-source shading

and delailed lexture-mapping. i

The digitized golfers are also exceplionally well drawn. Video-caplured at an incredible 200 frames
per second, the onscreen animation s fluid and lifelike. Most amazing, however, is the golfers' realistic
interaction with the course graphics. In most other sims, golfers stand flal-looted, reqardless of the ter
rain. In GoLr Pro, onscreen golfers strike a more realistic stance that is determined by the lay of the ball
in refation lo turf inclings or proximity to course obsacles. For example, a ball played on the edge of a
steep bunker might require that the golfer stand with one leg higher and knee bent, This is one of those
small delails thal you never miss until you see it implemented for the first fime.

Game styles include match, stroke, and tournament play, with a progressive handicapping sys-
tem that aulomatically adjusts as your play improves. Though it's not clear from the prerelease
information, Empire hints that you can also compete with professionals such as Player, Nicklaus,

and Tom Walson in recorded play from actual tournaments. Other features nol available for preview
include a 5,000 word shot-by-shot commentary, and “Play with the Pro,” an interactive analysis of
your golfing techniques, coached by Player. Multiplayer games support up to eight players via
modem, network, or play-by-email.

It should be interesting lo see if sim-golfers embrace
Empire’s MouseDrive. Even without such innovation,
The Gotr Pro looks 1o be another strong contender in
this red-hot sporls genre. —Scott May

| RODENT POWER Empire is so
confident you'll love its new
MouseDrive swing mechanic,
The Gotr Pro doesn't even offer
a traditional alternative. The
game also features stunning
high-resolution SGl-rendered
graphics and multiplay for up
&l to eight players via modem or
network connection.
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Introducing the next step
in the evolution of action

strateqy gaming...

X MNultiple Views

X Multiplayer

X Multiple Sides

X Full 3D

X Intuitive Interface
X Intelligence Warfare

From the producer of
i-Uing™ and Tie-Fighter™
and the designer of

The Super Star Wars Trilogy"™

The war begins February 1908
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Software Products Corperation. T

of Bungie

i trademark

ation, Myth: The If

 Its The Sublelies 0F
* Myth That Make It ﬁreal

Thal Is, If Vou Consider Hacking Up A Durarf. Dicking Up
His Head fAind Throwing [T Back Al His Oum Unils Subte.

Enter the world of Myth: The Fallen Lords, a three-dimensional landscape of blood-soaked hills and carnage-filled valleys.
Where the undead lurk in ambush under bridqes, behind trees, submerged in swamps. Where your weary troops can see their

haggard faces rflected i the water they wade through. Where lightning blasts men into cinders, and explosions shake

and scorchithe ground. Where you view the horrors of war from any angle, cruising over the m “J
battlefieldin real time. Where “realism” takes on a terrible new significance.

~ Cll00235-0060 o download he demofrom wwncbungiecomi you feel ke aswj
~ youlreready for the biggest uphill battle of your life

- Mvailable for Windows* 95 and Mac" 05.
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Developer: Blizzard North » Publisher: Blizzard « Target Release Date: Winier 1997-98 D I A

1ABLO’S gothic images
of perdition masterfully
condemned gamers to
its dark, rich mytho-
logical world. They
gladly “sold their
souls” to the tune of
more than a million
copies. We editors even named it
Computer Gaming World’s 1996
Game of the Year.

Yet, there were those who
weighed this rare game in the bal-
ance and found it wanting. Some
claimed it to be a dumbed-down
role-playing game. Others dis-
missed it as a mere sophisticated
action game, a new RoGUE or
GAUNTLET. Though it reinvigorated
the role-playing market, many crit-
icized it for not being a true RPG.
Others objected to Blizzard's lack
of foresight regarding cheating on
battle.net.

To the multiplayer fans, Blizzard
has promised to fix the cheating
problem in DiasLo Il. To those who
complain about DiaBLo’s lack of
RPG purity, the design team
offers no quarter. Says Blizzard's
David Brevik, “We didn't make an
RPG, we made DiasLo.”

For the sequel, the Blizzard team
hopes to keep DiaBLo’s fun hack-
and-slash experience while expand-
ing and improving the game. They
don’t want to appease hard-core
RPG fans by adding artificial NPC
interactions—they want to maintain
the flavor of the original—but they
also don’t want DiasLo |l to be just
more of the same.

2 ! After talking to the Blizzard
A S T . Wl team, it's clear that they’re deter-
ES DD Beoie SO ; mined to create a more immersive

e 2




BLO’S BACK

AND HE’S MAD AS HELL! Get the Scoop on His Next Reign of Terror

xperience with new characters, The hero from the first game, Building GCharacter

mo‘nsters, sp_ells. and locations 'af'rer cqmaining Diablo’s spirit and here are no rogues, wartiors, or
while producing a journeying to the East, suc- sorcerers to play in Diagwo Il. The
true sequel with a cumbed to the more powerful will Lard of Terrer is mightier ;"a“

twist. B of the Lord of Terror. Now, Diablo ENer, Sad the previous GMED'STIGUEES

simply aren’t up to the challenge. So
! is free from his entrapmeﬂt below Blizzard has created five new charac-
Diabolical Plan | Tristram and has assumed his N ter classc;s.tlme, th':: Amazon, idsa
g ;o : » cross between the rogue and war-
The‘t\mst is that the. \ original appearance, but with Y =N iio, 24 seperiar m“elee s
story is told and experi- much greater power. As the | e Fange attacks. Her main attacks
enced from a new hero’s % game begins, he is some- & o8 make use of either the bow or

perspective. None of the where in the East, rais- 7 AN s"e?:ug:';o":':b;;‘;:;'”
heroes from DiasLo return, .' ? ing an army to con- ; NS each more pow-
and at the start of the ' quer not just one - % erful than the
game, even Diablo’s where- \ city, but a whole 4/ 4 B/ izan last. You can see

\ . some of the pro-
abouts are unknown. game world. \ posed abilities

£\ ) in the box
below. These A

. — _ aren’t all of
‘, ¥4~ her abilities,

i and in
fact, she
won’t be
able to learn
— N
Lo

[ all of them.
(’ You’ll have to
441)" pick from among
the total number,
meaning that
gamers will be ahle
to customize
unigue characters.’
: You might spe-
; cialize in the
’ :’ spear, while
s your friend spe
1 cializes in the
- how. For other]
N characters’
‘ =" abhilities, see
_  the sidebar

K '+ on page 81.
<

INTO THE DARKNESS Blizzard is striving to increase realism with improved lighting effects
and visibility based on line of sight. Although these early dungeons resemble those in
Dinei, later environments will be more diverse. In addition to more detailed environments,
the game’s mechanics will be improved with true point-and-click movement,

gt



= DIABLO Il

The action in DisLo 1l proceeds
through four acts, with each act
comprising a town and its accom-
panying dungeons. Each act will

also tell a little more about Diablo's

origins and plans, which include
freeing his brothers, Baal and
Mephisto. (Together they form the
triumvirate known as the Prime
Evils.) As the game's hero, you will
have to track Diablo through each

act and town and try lo prevent him

from raising his army.

Your hero comes into the game
as a powerful adventurer who has
heard of the Lord of Terror's
renewed rampage. No one
from the original DiagLo
¢an help you. Since the
heraes of the
first game were
too weak to

s

defeat DiagLo
completely, the
saquel calls for
all-new adven-
turers.

As a charac-
ter from one of
five new class-
es, you start
out in the
mountains al
the Sisters of
the Sightless Eye monastery.
DingLo fans will recall that the
rogue character belonged to the
Sisters order. Blizzard envisions
new players beginning the game
here, where they'll discover that the
monastery has been laken over by
a tremendous evil power. The
Lesser Evil Andariel, a demon from
Hell, is hoping to curry favor with
Diablo by conscripting the rogues
into her evil army.

Andariel soon corrupts all the
captured rogues, but‘a small band
of survivars forms around the
monastery, creating a makeshift

camp and DiaeLo II's first town.

You'll need to uncover Andariel's
hand in the fall
of
the

monastery and free the
Sisters. When you defeat
Andariel in the town’s final
dungeon level, you'll move
on to subsequent acts and
locales in the East.

Will It Be a
True RPG?

One of CGW's criticisms
of DiasLo was thal the town and
nonplayer characters (NPCs)
seemed loo arlificial and static: The
streams never moved in Tristram;
the NPCs were nailed to the floor;
they “gave” you items by hurling
them to the ground; and there were
no ambient noises or background
action. In addition, the role-playing
experiences for each characler
class weren't very distinct.

Although Brevik says that Blizzard
never set out to make DiABLo a hard-
core role-playing game, they do
want to make DiasLo Il a better role-
playing experience. The develop-
ment team recognizes that the char-
acters in the original game were oo
much alike, distinguished:only by
their. weapons and eharacter atrio-
utes. In light of this, the team Is
endeavoring lo strengthen the
game's RPG qualities in three ways:
They want {o make theitowns more
alive, integrate the NPCs further into
the quests and story, and make the
playing experience for gach charac-
ter class very different. -

To make the towns more realistic,
the Blizzard team plans to/add plen-
ty of animation,including moving
water in streams, occasional flocks
of birds, and NPCs walking in

the background. Each
town will have a unique
cast of supporting NPCs,
and these NPCs will:have

a wider range of motions,
You'll see them moving about,

ul of the Lesser Evits, Andariel hopes to gain the
nignastery residents and maldng. them,

FEBRUARY 1393

Kitchen
e caught up

erilh David
Brevik, the

president of Blizzard
North, to ask about
the changes coming
to Diasro Il. Here,
we’ve excerpted a
few guestions from
our interview. But if
you want to hear
more from Brevik—
including his
thoughts on DiaBLo’S
place as a “real” !
RPG, nonhuman char-|
acters in DiasLo I,
and cheating—

read the full inter-
view at www.
computergaming.com.

CGW: How is Diasro Il
different from the
first game?

Brevil: Diaswo Il is a
ground-up reinvention
of DiagLo. From a
technical standpoint,
we have restructured
the game to run more
efficiently, with het-
ter lighting and spe-
cial effects. And, of
course, we’ve
addressed the cheat-
ing issue. From a
gameplay standpoint,



b
we have made the
\BLO0 universe much
| er, with more var-
ied experiences for the
players. We want the
ers to feel totally
immersed in the world
* of DiasLo, which means
. more varied tasks,
more interesting NPCs,
marter foes, and
2'more options for the
player.

CGW: Will you meet
ny rogues, sorcerers,
r warriors in Diasro 1I?

revik: Players will
encounter rogues, sor-
cerers, and warriors
gduring the game as
PCs and hired char-
cters.

: Why is Blizzard

orfll remaking every-
in@t—from character
assks to monsters—
Diasro 11?

revik: We wanted to

ive players an all-
new experience. We
will keep a few of the
jonsters, such as
skeletons and zom-
hies, in some form,
hut they will have new
Al, abilities, and
weapons. | would say
players can expect to
see mayhe 5 or 10
percent of the mon-
sters from Diasro....In
regard to spells, we
will keep prohahly
about 10 percent of
the spells. Some, like
town portal, we’ll
keep out of necessity;
others, like lightning,
we’ll keep because
everyone liked them.

DIABLONI

acting like real people, doing things that you'd expect
of them. Thal means the blacksmith could come out of
his shop periodically to greet you (unfortunately,
Blizzard doesn'l plan to allow entry into buildings). |'ve
been assured that when NPCs give you an item, they!ll
hand it to you, jusl as a person in real life would.

NPCs will also have a larger role in the game. You
won'l go to them only when you need healing or
some new items. Instead, you'll be able to learn spells
and special fighting abilities rom them, probably in
exchange for the completion of a.quest. They'll also
be more useful in providing background for the
game's story.

The mast exciling NPC development is that you will
be able to hire NPCs 1o join you on'your adventures.
They won't follow you through the entire game, but they
will accomparny you temporarily, perhaps through one
acl. You will be able to hire only one NPC at
a lime, and they'll have their own personali-
lies and agenda. You won't control them, but
they will fight on your behalf. Some NPCs
will join you simply for money; others might
join if you complete a certain quest. The
Blizzard team is varying the NPCs and their
backgrounds, and assures that those who
Join you will fit into the quest and story struc-
lure of the game.

Finally, although Diagto Il will be an all-
new game, some of your favorite NPCs will
return. At this point, Deckard Cain and Wirt
are slated for cameos.

And since the sequel contains four towns instead of
DiBLO’s one, you can expect a lot more quests, Quests
will not change depending on your characler class, but
they will still be randomized. How you acquire quests
won't be very different, but Blizzard says they'll be bet-
ter integraled into the story and your character's devel-
opment. Completed quests in Diasto Il will reveal more
of the back-story, free NPCs to join your party, or allow
you to learn new fighting techniques.

All the quests will be available in both single- and
multiplayer games. The idea is to allow multiple gamers
to play through the entire game together.

The folks at Blizzard showed us four of the proposed
quests for the first act. Two of these, the Den of Fvif and

A NEW LOOK You can see how the interface has changed in Dingwo

Just Questing

For the actual quests, the Blizzard team is
creating more special-location quests, similar to the
Bone Chamber, Poisoned Water Supply, and King
Leoric’s Torb in DiasLo. That means more quests will
be in separate locations, accessible through the dun-
geon yet taking place in self-contained environmenls,

I, which will have a larger game view and no slatus bar.

the Forgotten Tower, involve rooting oul infested build-
ings and quesling for treasure. The other two, Field of
Stones and Sisters Burial Ground, deal mare with the
act's main storyline. In Field of Stones, you'll have to

revive a defuncl circle of mystic stones, which ancient

FEBRUARY 1908 CGW e 11
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Presenting the long-awaited third installment in LucasArts’ classic adventure series, Monkey Island. With features like 30-
plus hours of gameplay, 8,000 lines of hilarious dialogue, oodles of challenging puzzles, high-resolution graphics, film-
quality animation and a few surprise celebrity voices. Not te mention vegelarian cannibals and a guy named Snugglecakes.

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

I3 10 ADRLTS
aim than the pirates, and the sharpest weapon is your wit. Feor Windews 95 ¢D-ROM l
1

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

0 1987 Lucashres Fetertainmant Company AN Rigars Reserved. The Curse of Monuey 1510nd 1§ 3 tragemaeh of Lecashits Eatetainmest Company, The Lucashrts luge is 4 registered trademark of Lucashilm Lt wsed under authorization.
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mages once used o teleport fo far-off realms.
Restoring fhe stones could.give you the ability
to visit Tristram or enlist the aid of Deckard
Cain, the storyteller from DiagLo. In the Sisters
Burial Ground quest, you'll go to the
monastery's burial grounds, where you'll find
that dead rogues have been resurrected by
Andariel's magic.

Going to Town

Diagro Il will boast a far greater scope.than
DisgLo. This time, you're questing to save an
entire world, not just a town. Each of DIABLO
II's four towns will have one main
dungeon, several subdun
geons, and a surround-
ing wilderness area that
' can be fully explored. And,
according to codesigner
Eric Schaefer, each town will
have as much gameplay
as all of Diasto.

Towns will be
arrayed in lingar fashion,
meaning thatyou'll have
to finish:ane town befare
you can move on to the
next. But, once you finish
clearing a town, you can
return to it later.
Certain quests:will
span several fowns,
requiring you to
\ravel back and
forth, probably
by caravan or
teleport.

DIABLO 1

Multiplayer Changes

1AeLo0 was named the 1996
D Game of the Year in part

because of its seamless
Internet play and multiplayer
support. While the multiplay
was good, it was overshadowed
by incessant cheating.

Blizzard says it is committed
to addressing the problem, and
codesigner Eric Schaefer
promises, “We will solve the
cheating.” Schaefer won’t
reveal details though, partly
because the team is still work-
ing on solutions and partly
because they don’t want to
give away their plans to
prospective cheaters.

Blizzard says it will increase
the maximum number of play-.
ers, possibly up to eight. Most
important, the entire game 'will
be availahle in multiplayer
games. Every guest will be
playable in single- and multi-
player modes., Difficulty {evels
will be taken out of the: multi-/
player game. Since each

0O U
AvalLlable!

rube
tn2 world
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visit your Local metailer or call
1-800-7809-1534

to order a copy today!
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Although Blizzard is being coy
about the three other towns, they will
say that each has a unique flavor and
environment. One act will take place
in the desert, possibly in.a Horadrim
town, with a few resident sorcerers.
Another act will take place in a jungle
environment.

Each town will also have a powerful
end boss. Andariel will be the main
villain in the monastery fown and
Diablo will be the final boss, but who
are the other two? Blizzard wants that
1o be a surprise.

Fantastic Five

Like the settings, the character classes will

be more diverse this time around. There will
now be five classes—two spell-casters, wo
fighters, and one hybrid—and each will play
differently. The attributes list will stay the
same, but combat will change. While spell-
casters will have a melee weapon and a
range of spells, fighters will have a repertoire
of fighting moves that will rival the mage
spells for diversity. These moves will, in

effect, replace spells for these melee charac-

ters. (The fighters will be able to cast a few
spells, but anly through the use of scrolls or
staves.) The hybrid class should have a mix
of spells and fighting moves.

By giving each class a
wide range of fighting abill-
lies and spells that no other
class can use, Blizzard

FEBRUARY 1398

Y hopes 1o make the Klay-

BACK IN ACTION Diaeto Il promises many new fea-

tures, including all-new nasties like this beast, which
Blizzard calls “Bighead.”

ing experience for each character different.
Each class will also be customizable,
because not every player will be able to mas-
ter the fighting moves of every class. Two
players could thus create characters of the
same class but with very different fighting
abilities (see the two character sidebars,
pages 69 and 81).

Diaeto I will also boast a host of new spells
and monsters. Only a few monsters from
Diagto will be back, and each town will have
its.own mix of monsters.

Altered States

Aside from making high-concept changes,
Blizzard's development team is also overhaul-
ing the engine and interface. The new engine
is already running, and it looks better than the
original. There was some falk of a new 3D
engine, but that was scrapped in favor of the
more familiar 20 engine.
While the'perspective
remains the
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visit your Local metailer or call
1-800-789-1534

to order a copy today!
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same, he graphics are now much cleaner

and more detailed. The lighting will be blend-

ed better for more realistic shadows. Also,
the environment is being enlarged. You'll
remember that the walls and doors in DiasLo
were only slightly taller than your characters,
but in DiagLo 11 the walls will loom, giving the
entire dungeon a more foreboding appear-
ance. Blizzard has also implemented true
transparencies (rather than dithering) when a
character walks behind a wall,

Characters will now enjoy true ling-of-
sight, Only the objects in the characler's
direct line of sight will be visible. No more
seeing through doors or walls, even if they
are directly in front of you.

Blizzard says that dungeons will be more
interactive, with more traps and breakable
objecls, including stained glass windows.
The graphics will also shift away from being
tile-based, to give you true point-and-click
freedom of movement (in contrast to
DiasLo's eight directions of move-
ment). Blizzard has also heard

FEBRUARY 1033

gamers' cries and will add a *Run” feature to
your character's movement options.

Hell to Raise

There are still some things that Blizzard is
keeping secret. Of course, this early in the
development cycle, there is much that still
hasn't been finalized. As more details are
revealed, we'll bring you updates. For now,
the Blizzard team is working hard on he
firsl act, and promises that each successive
act will only get better. They're also mindful
of the shipping pains of DiasLo and have
built in plenty of months for play-testing. At
this point, they've gol greal ideas and an
impressive-looking engine and first dun-
geon. The rest remains lo be seen, but the
folks at Blizzard have never let us down
before. | doubt they'll start with Dissto Il. %
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You Need
Build a
ming

Dynamo




echnology is the supercharged element of computer gaming.
Two years ago, CGW's first “Ultimate Game Machine" was a
Pentium 133MHz, and the Pentium 166 was just around the cor-
ner. This year's UGM has more than twice the clock speed and
fast, beautiful graphics—the kind that could only be seen on

workstations two years ago. Not only that, but today we can build a

budget system that nearly doubles the performance of that

1995 Ultimate System for less than half the price. Clearly,

our kind of heavy metal has a one-year half-life.

That being the case, we affer this series for those who
need to make changes to keep up with the latest game
releases. Our goal for this year's build-your-own seg-
menl was fourfold. First, we wanted to build the ulti-
mate game machine with money being no object.
Hey, this is a gaming magazine, so why not have
some fun? Second, we wanted to build a
screamer box for a price point of $2,500 (we do,
after all, live in the real world). Third, we wanted
o offer a low-budget allernative with respectable
performance for less than $1,500. Finally, for
those who don’t want or need to build a new
system, we wanted lo offer upgrade strategies
lo improve your components.

You may not agree with all of our selections.

Even so, they are best-of-breed components—
and they would be good candidates for
upgrading any system. Still, let us know what
your favorite choices are, because we'll be
updating the Ultimate Game Machine compo-
nents each month online. Let's get nuclear...

cCowW

The Ultimate
Game
Machine,

THE ULTIMATE
GAME MACHINE




gvery whim in building a thermonuclear

magine, Iu: a momenl, that you had
deep pockets, and could indulge your

gaming rig. What would it look like?

We like to keep the perspective on gaming.
For example, several people suggested thal we
pick the Fujitsu Plasmavision 42-inch, flat-panel
display. We considered it, but there are problems
with flat-panel displays for gaming. For one
lhing, switching resolutions lends o result in
either shrunken or ugly images. This is, after all,
the Ultimate Game Machine, not the ullimate
workstation or the ultimate home theater.

There are six components (hat make up the
core of a PC: the processor, the motherboard, the
memory, the case and power supply, the CD-ROM
drive, and the floppy drive. We'll give you a quick
update on developments in each area, and then
explain our choices. For the purposes of this arli-
cle, we'll call the high-end system the Meltdown
and the midrange system Heavy Metal. (The
$1,500 system follows in a sidebar on page 112.)

Processor In the [ast few months, we took
a look at a lot of CPU alternalives. Cyrix was out,
even on the budgel box. It just didn't
deliver the goods for high-
performance

-
.
LT

PLUTONIUM-

POWERED P C s

STILL THE ONE Though AMD and Cyrix are working on improving their floating-point performance, the

l?entium |I'remains the champion of the day.

gaming. There's a myth thal having a fast 3D
accelerator neutralizes the Pentium II's floating-
point advantage, but it's just that: a myth. You
still need to generate the polygons and do the
lighting transforms and the geometry—and that
takes serious floating-point performance, AMD
was a more inleresting choice, but we didn't
have a chance to look at one of the new VIA
equipped AGP Socket 7 motherboards, so it's
also out. The AMD chip is more of a considera:
tion if your budget s very, very tight, although
it's still not as good a floating-point performer as
the Intel line (as our 3D WinBench lesls last
summer indicaled).

For the Meltdown machine, the CPU choice

was a no-brainer: the 300MHz Pentium

II, The Heavy Melal's CPU
proved more of a

dilemma. Luckily, we were able {o take advantage
of some lowered prices, so the Heavy Metal is
still a Pentium II, but at 233MHz.

Notherboard Motherboards are a crili-
cal part of any system. Low-ball motherboards
can actually hurt system performance—or result
in flaky behavior. Nothing ruins an immersive
experience more than getting dumped out of the
game with a “blue screen o' death” error.
Motherboard technology is rapidly evalving.
Microsoft, Intel, and Compaq are busy getting
out the PC 98 specification, which will complete-
ly reshape PC systems, and the use of FireWire
(IEEE 1394) for mass storage and USB for key-
boards, mice, and controllers will reshape the
way systems are configured. Until then, though,
systems integration is still something of a puzzle.
For once, we were able to ride the technology
curve on our motherboard choices. Both sys-
tems use ATX-format, AGP boards using
Intel's 440LX chipset. When
moving to ATX for-
mat motherboards,
you'll have the abili-
Ity to shut down your

' ONE FAST MOTHER: Board,
that is. The Supermicro
PGDLS" second Slot 1 CPU
interface leaves your machine
with room to grow.



whole system from Windows. Although it culs ~ 64MB of Crucial Technologies 10 nanosec: in early- to mid-1998, expect lo see systems
the slot count to seven, ATX has pretty much ~ ond (ns) SDRAM—more lhan enough mem-  with 100MHz system clocks as a matter

become he standard. It offers better cooling ory for just about any gaming need today. of course.

and good support for full-sized expansion The 10ns speed of the SDRAM isn't fully The Heavy Metal uses a single 32MB
cards. The new LX chipset is somewhat faster  used by the 440LX chipset, which still only SDRAM DIMM, leaving two empty slots for
than the older 440FX chipset, and it supports ~ runs a 66MHz system clock. Sometime fulure memory expansion.

SDRAM and UltraDMA/33 hard drives.

The Meltdown uses Supermicra’s P6DLS
mainboard, which is actually a dual-processor
board, but we used just a single CPU, since
Windows 35 can use only one processor,
However, when NT 5.0 ships, with full DirectX
and multiprocessor supporl, we can add a
second CPU. The Supermicro board is a little
rough around the edges—documentation is
pretty skimpy—but it’s kind of like the differ-
ence between a Dodge Viper and a Mustang
5.0 liter. We know which one's faster,

The Heavy Metal uses the very nice, easy
lo set up, ASUS P2L97 AGP motherboard.
This puppy has one AGP slot, five PCI slols
(ves five), and a pair of ISA slots (one ISAIPCI
pair is shared). The Pentium Il slides neatly
into the Slot 1 socket on the board. Early ver-
sions of this board had the ability to set the
CPU clock in the BIOS, but alas, the new ver-
sions have returned to jumpers for speed set-
ting. One minor downside to this board is
that the localion of the connector strip for the
power switch and reset button prevents you
from installing a long ISA card in the last
slol, defeating (in part) the advantage of the
ATX format.

Memory One surprise you'll run into
when configuring memory is that the form
factor is changing once again. All of the new

motherboards we looked at had oniy DIMM I POINT OF FACT Windows 95 can support only a single CPU, but DirectX is also migrat-

sockets. All those 72-pin SIMMs you've ing to Windows NT, which supports multiple CPUs; it can't hurt to have an extra slot.
invested in can now be used to mark your

place in the 688(i) manual. Most DIMMs any people are thinking about multiprocessing these days. In fact, this year's
these days are SDRAM, although you can find M Ultimate Game Machine has a dual CPU motherboard, although it uses only a
EDO DIMMs. Unless you have a burning need single CPU (for the time being).

for parity modules, SDRAM seems ta be the Windows 95 is part of the problem. Windows 95 (and Windows 98, for that matter) will
way to go. We've heard rumors of parily support only a single CPU. Adding another one would be a waste. However, DirectX 6.0
SDRAM, but haven'l seen it yet. As for ECC will be fully integrated into Windows NT 5.0, and NT has supported multiprocessing for
(error-correcting) memory modules, don'l several revisions now—the thought of & pair of 300MHz processors has our mouths
bother unless you're doing something mis- watering in the most Paviovian sense,

sion critical. ECC actually results in a minor But there's a downside to using any version of NT: Older Win 95 games may not run,
performance hit. even with DirectX support, and DOS games almost certainly won't run. For the most obses-

The rule of thumb for memory is this; Get sive gamer, the solution is to have a dual-boot NT 5.0/Windows 98 setup. This will probably
what you can afford. Since we didn't have a be the hot ticket for the high-end gamer by the end of '98. After all, it's only disk space.
budget for the Melldown, we dropped in

FEBRUARY 1998 CCW




-
=

{

BATTLETECH

C.QQ/

&
/bfvi;?\

1997 FASA Corporation, Published by MicroProso. MicroProse i & registered tradentark of MicroProse, Inc, ot s afflaed companies. BattieTech and MochWarrior aro Registered Tradsmarks and MechCommandaf Is 4 Trademark

Al FASA Carmaration Used Under License. The FABA Internotive logo dosign 18 a Tradamark of FASA Interactive, ine. .~ =




' ) - [ou Witl attempt the iy

HECH COmMANDER

._ s ] | - . v
Y& oo 7 =2 S = 1 i
AR AL £V ©ORARTILEICY,
'._- Lot ;]"-’.*-'/‘:rrr - tadeVale P i @ S P
r_)r!l’ er o e YUl SEor i 1 Gl 9SS oW i SIIGilesS.
1 Fhoe 49e e e el a Ve ayaate) alisl
1 dEdS % ded QW WSV E T ISy 0l

Coming Soon for PC CD-ROM.

The first MechWarrior” game of real-time strategy and tactical command

5 INTERACTIVE"

WwWw.microprose.com
www.mechcommander.com STEEeSEERS
G0 10 #282 @ www.computergaming.com/infolink



COULDN'T DESIG V

u,.-.u

MACGH

THE MOST COMPREHENSIV LOOKS LIKE IT COULD GIVE
USE OF Al THAT I'V 'C8C RED ALERT' A RUN
ENCOUNTERE FOR ITS MONEY.

-Rich Heimlich, Insid -Dave Richards, Happy Puppy




WILL T HAPPEN
TO YQU? e

i battlehel,’d,.Cr'el_a;t-._e’-
each unit 'f'mni’ sé :

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




no compromises.

[Fadly. abusive.
ite domination tool.

it's even better when plugged in.
the stunning new

gamestick
from CH products.

there is nothing like it.
anywhere.

gamestick.
the Future is here.

CGAMESTICK » GAMESTICK 14}

760.598.2518 www.chproducts.com

GO TO #078 @ www.computergaming.com/infolink.

Best Buy  Chips & Bits  Cireuit City  Cyberfan Outpost  Egghead  Electronic Boutique  Flight 5im C iy
1 & R Computer Micra Center Musicland Office Max  Sears Software City Target The Good Guys! Thinkstuff



/

Case and Power Supply The
power supply is PC Power & Cooling’s Turbocool
300 ATX, which delivers rock-solid power and reli-
ably high current-loads. The Meltdown’s case
comes from the folks at JOR Microdevices. About
an inch taller than last year's case, it has the
removable motherboard tray and lots of internal
expansion. It also has slols lo install a muffin fan

MORE POWER, SCOTTY Be sure your power

Supply is rated lo at least 230 watts.
thal can blow air across the hard drive—essential
cooling for Lhe drives we chose.

We found a caselpower supply combo for
the Heavy Metal at a local clone shop for only
$79. It has a 230-watt power supply and a slide-
out motherboard tray. It's even slightly larger
than most midsize towers. The shop couldn't tell
us the manufacturer, bul these kinds of cases
are widely available; we recommend you get an
ATX case with at least 230 walls of power,

CD-ROM Drives Al the high end, once
again, there's no contest. Plextor is now shipping
a 32x CAY CD-ROM drive with an ullra-SCSI

Contined an page 98

PLEX YOUR GAMING MUSCLE Plextor comes
out on top again here with its 32x CAV CD-ROM.

™7 pLUTON
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was Seagate's Cheetah 10,000RPM, Ultra-Wide SCSI hard drive. It then occurred

to us that if one Cheetah is good, two must be better. Scouting around, we came
across Mylex's Flashpoint DW, which is an Ultra-Wide, dual-channel, SCSI host adapter
with built in support for RAID 0 and RAID 1. RAID 1 is of no interest for gaming—who
needs redundant data storage for Longsow 22 But if you've ever waited for 1F-22 to load,
a speedy hard drive seems less of a luxury and more of a necessity. So we used the
Flashpaint host adapter and a pair of
4.5GB Cheetahs lo create a single RAID
0 volume, which stripes data across two
drives (in 64KB increments, in our case).
In effect, you're using two drives as a
single drive, doubling the width of the
data path. It doesn't really double
throughpul, but it does speed things up
alot. For example, a single Cheetah gets
around 1,700 on WinBench 97's
Business Disk WinMark, whereas the
dual Cheetahs configured as a RAID 0
device punch the result to a shade over
2,000, Two Cheetahs run a fad warm. Okay, they're hotter than a nuclear rod—but that's
why we have a case that has a cooling fan blowing right across the hard-drive slots.
Another downside is thal if one drive fails, you lose everything.

The hard drive for the Heavy Metal is slightly more conservative: Seagate’s new
7,200RPM UltraDMA/33. This baby is backward compatible with EIDE, but the
7,200RPM rotational speed really kicks in with UltraDMA/33's 33MBIsec burst-
transfer rate. It also sports an access time of under 10ms. With a whopping 6.4GB
of storage, it's no slouch in the capacity department, either. It uses fechnologies
such as magnetoresistive heads to cram dala into as few plalters as possible, You
gotla love thal.

Fm the Meltdown, we wanted speed without compromise. The abvious choice here

& . &
'ls ﬂﬂﬂwﬁljl 1

RAID ON Mylex's DW (top right), part of
its Flashpoint family, allows you to stripe
multiple dnives as a single volume.

. L4
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How We Tested

This year, we {ested the roll-your-own systems in much the same

Shift key and the letter Z twice in
succession (Shift-ZZ). We cap-

tured the frame rate at the start

of the builtin FS98 features

video, but it's best to watch the

whole playback. FS98 is finicky

about MIP-mapping, so you can see all kinds of interesting behavior with
some cards. You can enable Wipgour XL's frame:rate counter by typing

way that we tested the off-the shelf systems. These tests included
WinBench 97, 3D WinBench 97, CBench, and a slew of games. To
test 3D performance, we used FLIGHT SiMuLAToR 98, GL Quake, WipEoUT
XL and Moro Racer. We tested Windows DirectDraw performance by
running WinQuake with the -nowindirect option. For DOS games, we
used Quake and Duke Nukem 3D.
We enabled FLigHT SivuLaor 98's frame-rale counter by pressing the

Benchmark Tests

Business
Graphics
WinMark

Business
Graphics
WinMark

1024x768x16 800x600x24

3D WinBench
Falcon Northwest Mach V ! Sl
GGW Meltdown Machine
Dell XPS D233 2

CGW Heavy Metal Rig

WinQuake
TimeDemos at
640x480

GL Quake
TimeDemos at
640x480

DOS Quake
TimeDemos at
640x480

Falcon Northwest Mach | !

CGW Meltdown Machine Tt 71.0
R R

Dell XPS D233 2 14.7 B NIA* 14.6 F.

GGW Heavy Metal Rig 20.3 37.6

Frames Per Second

Frames Per Second Frames Per Second

* GL Drivers Not Available at Press Time
I The Falcon Mach V is as tested in our December issue: Pentium Il 300MHz with 128MB of RAM with a list price of $8,495.
2 The Dell XPS D233 is as tested in our January issue: Pentium Il 233MHz with 32MB of RAM with a list price of §2,379.
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“framerate” al the race screen. Moro Rager'fs more complex. You need
to have the Delphine:manufactured version (blue CD), not the
Electronics Arts-manufactured vgrsion (white CD). Enablg.the'frame
counter by starting the game from @ BOSwindow and typing “moto -
ijkimnop®. When in a race screen, hit Shift:F1 (function key 1). The
frame rate we published was at the opening of the default race.

We took all the Quake numbers by averagina the results of

TimeDemos 1, 2, and 3. We set the resolution to 640x480; with the

WinBench 97
CD-ROM WinMark

WinBench 97
CPU32

1500 R 776

1330 569 &

998 e

1320 R %
CPU WinMarks

CD-ROM WinMarks

FLIGHT SimuLATOR
98 Frame Rate

Moto Racer Initial
Frame Rate

Frames Per Second

Frames Per Second

, B
status bar visible;butithe screen..uthjmrisa maximized. We ran Duke
Nukem 3D by typing “duke3dem -s3511" at the'DOS prompt, then typ-
ing DNRATE after Duke's ship crashes.

Noticeably absent this year are any tests at a standard 320%200

VGA-graphics resolution. The last games | can recall that required
this were DagGerraLL and the DOS version of Rep ALEsr.

GPU WinMarks

Wieeour XL Initial
Frame Rate

Frames Per Second
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interface. With a mini-
mum 14x CD speed,
20MBJsec over the
Ultra-SCSI interface, and
a sub-90ms access time, this drive's perfor-
mance approaches that of some hard drives.
The Heavy Metal's CD-ROM drive is the
Goldstar CR-8241B EIDE CD-ROM drive. It's a
slot-loading drive, only costs $90 by mail
order, has a 30ms access lime, and scores
aver 1,300 on ZD's WinBench CD-ROM test. It
supporls Mode 2 DMA, reducing the GPU uti
lization to 16 percent—not bad for an IDE CD-
ROM drive.

Floppy Drive We =~ ~
rounded out both systems

with a lowly 3.5-inch, 1.44MB
floppy drive made by TEAC.

Next to the CPU, graphics hard-
ware has become the most critical
component for today's generation of 3D-
accelerated games. Not into 3D shooters?
What about flight sims? What about strategy
games? Every genre of gaming is beginning
to make some use of 3D graphics.

We filled the AGP slot in the Melldown with
the STB Velocity 128 AGP. We've been very
impressed with the effort STB has been
putting into its driver releases, so we

PLUT® ON
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gave the STB card the nod for our big
rig. The RIVA 128 chip on the Velocity
128 is CPU-constrained. Even a
300MHz CPU can’t deliver enough
polygons to stress the RIVA's rendering ability.
But the RIVA 128 chip isn't enough. There are
still a lot of games written only for 3Dfx. Since
money was no object, we picked a Quantum
3D Obsidian 100SB, which is a 3Dfx board.
The 100SB is a new version of the lwo-board
setup used in Falcon Northwest's pre-
mier Mach V system.

Everything is now on one board,

with its own PCI bridge chip. At the time
we tested it, the DirectX drivers were sill a it-
tle unstable, but GL Quake's performance was
nothing short of incredible. With a litlle tweak-
ing, it posted over 70 frames per second (fps).
Watching the benchmark fime demos using
the 3D Obsidian 100SB was like walching an
old Keystone Kops mavie.

We would have liked to look at an AGP
card using Rendition’s new V2200 chip, but
products weren't available in time.

POWEREHD P C s

With the lower-cost rig, we still wanted a
really hot graphics subsystem—and, surpris-
ingly, we didn't have to compromise much.
The primary (AGP) card is the ASUS
3J0DexPlorer. Allhough we gave it only 3.5
stars in last month'’s review, ASUS has since
released new drivers that seem pretty solid,
and the 3dexPlorer now has a
software control

TECHNO-LUST for those who
need colossal fill rate, Quantum 3D's
Obsidian 100SB should feed the need.

panel. Nonetheless, we still wanted a 3Dfx
card, and that was an easy choice: the
Canopus Pure3D.

One of the interesting points of the 440LX
chipset was supposed to be its improved
throughput. This may well be, but the DOS
graphics performance we saw initially looked
weak, despite the strong VIGA-graphics core of
the RIVA 128. The issue with the Pentium Il,
as with last year's Pentium Pro, is throughput.
The Pentium Il is capable of write posting, lin-
gar frame-buffer (LFB) write combining, and
banked VGA-graphics wrile combining. These
features enable the Pentium Il to pump VGA:
graphics data over the PCI bus in big bursts,
rather than in small driblets. Unfortunately, the
ASUS motherboard has no way of turning on
these features, so we had o resort to that old
slandby, FastVid. The AMI BIOS on the Super-
micro board is a tweaker's delight. All the fea-
tures needed to boost DOS graphics perfor-
mance could be set in the BIOS.

1-2 PUNCH ASUS’ 3DexPlorer and Canopus’
PuredD are a very hard combination to beat,
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are to take Quake® to the next level,
The Micron™ Millennia® level.

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

Get the Micron Millennia Mue or Xku, the
~ addictive machine combining the latest
. technology and killer multimedia capabilities.
Lock and lead our Fusion 30™ option, and
you get DVD, 2D and 3D graphics and a
speaker system that will make your ears bleed.
And, you'll get a blistering 30 gaming bundle for more multimedia pursuits.

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

and reliability." W

[

) . inTP.'
Cyberathlete Dan (RIX) Hammans took first place at that QuakeCon "97, where If.’le
Micron systems ruled. If you're serious about gaming, face real competition like
RIX at www.cyberathlete.com. And if you're serious about computers, pentium’
dare to call Micron or visit our Web site today.

MICRON MILLENNIA Mme

FUSION 3D OPTION PAK

Intel 166MHz Pentium® processor DVD-ROM," DVD software
with MmX™ technology E4 Cool DVD PCI decoder card: & channel AC-3 to 2
32MB SDRAM channel out capability, SPDIF output (digital audio out)
Cyberathleie 3.2GB Ultra ATA hard drive AWE 64 ISA sound card
15" Micron 500FGx, .28dp (13.7" display) Cambridge SoundWorks/MicroWarks-

Dan(Rix) HAmmANS

2 speaker satellite with subwoofer stereo system
Monster 3D graphics card with 4MB memory™*
Fusion 30 game pak: Mech Warrior 2: Mercenaries

D3D version, AH-64D Langbow,

U.S. Navy Fighters '97, Command &

Conguer, Formula 1 D3D version
s Sidewinder Pro joystick

STANDARD FEATURES

512KB pipeline burst cache, flash 810S
Integrated 100MB lomega Zip drive, 3.5 floppy drive
24X EIDE variable speed CD-ROM drive

32 voice wavetable stereo sound with speakers
USR Sportster 56K x2 data/fax modem®

PCI 64-bit 3D video, MPEG, 4,MB EDO DRAM
Microsoft® IntelliMouse™, USB Connections
Microsoft Windows® g5 and MS® Plus!
Microsoft Office 97 Small Business Edition
Choice of one Micron Software Solutions Pak
5-year/3-year Micron Power™

» limited t
WINNER ©F QUAKECeN '97 HRRGWARanty $|,599 A]:”:.5699

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

Call for information on our Software Solution Paks.
Other Millennia configurations also available. Ca" now to Order.
MICRON | 888-669-096
F"WER"‘ Micron Sales Hours: Mon-Fri 6am-iopm, Sat Jam-spm,
WARRANTY : sun 1oam-spm (MT) Technical Support Available = :

e S Py i 24, Hours A Day-7 Days A Week. Tall free from Mexico: www.m lcronpc' com

142 or 3-year notional n-she strvice agrrement for Wieran deskion and server syriemt
xanpﬁmmumwuimr- wpport for Ih:u‘m desktop systera; !:fad 95-800-708-1755 * Toll free from Canada: Boo-708-1758
Jor Llicren server sysaems * .

wwmmm Toll free from Puerto Rico: B00-708-1756 * International

mﬁﬁunmnm.mmmnnﬂ Sales: 208-893-8970 * International Fax; 208-893-7393
i o
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WNionitar 0f course, you need a monitor to be
able to see the games. This was one of our tough-
esl choices. At first, flat-panel options seemed
infriguing, but we discarded Ihal idea after deler-
mining that all of them still have a fixed pixel
count. If you've ever seen a 1024x768 flal-panel
display interpolate pixels to handle a 640x480
game, you know what we mean. “Ugly" doesn't
begin to cover it. A flal panel needs to be built with
a fixed number of pixels. If you have a flat panel
that can handle high resolutions (1024x768, say),
then one of two things will happen when it shifls to
640x480. Either you'll get a very small 640x480
image in the center of the flat panel, or it will sum
real pixels to make ugly, large ones.

The next option we looked at was one of those
really big CRTs, such as the Mitsubishi 37-inch.
This was pretty intriquing, but we sit close to the
monitor with keyboard, mouse, and controllers
when we play. Sit down a foot away from one of
these big screens and il feels like you are craning
your neck the whole time, We then went fo a con-
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ames don't need to be backed
G up, but backing up your

Windows system and any other
useful data
is @ very
good idea.
Tape back-
upis
ledious at
best, so we
popped in
Syquest’s Syjet 1.5,
a 1.5GB, removable hard-drive that
makes backups a snap.

The W900 is really designed for CAD or desk-
top publishing. It has a 16:10 aspect ratio, mean-
ing that it's wider than & conventional manitor
(HOTV is 16:9; normal computer CRTs are 4:3).
Al firs!, we were slill a little reluctant. There's a

POWEREHD P C s

a good computer. Moto Racer has a 16:9 oplion
for its gameplay, but it really doesn't look that
great. I'm aware of no other game thal supporls
16:9 or 16:10. We were about to drop the W300
from our list, when a friend came over and sal in
front of the screen. */ want this monilor!” he
exclaimed in an aweslruck voice,
That was all the justification we needed.
As for our Heavy Metal rig, we really
wanted to get a 17-inch monitor, and
so0 we seftled on the Optiquest
Q71 (Optiquest is Viewsonic's
bucdget line). It's a nice monitor,
though the clicking of the electro-
mechanical relay when il's swilching resolu-
tions is a litile disconcerting. The piclure is sharp,
but the onscreen controls are not very intuitive.
Still, it's fairly bright, has a .28mm dol pilch and
costs only $450.

Some of the coolest moments in computer
gaming are in the game audio. Hearing the sound

ventional 21-inch monitor. Here, there are several
choices. We flirted briefly with the Mitsubishi
91TXM. It's a very nice, aperture grill monitor with
a .28-nch stripe pitch. Bul we then saw a 24-inch
(22.5-inch displayable) Sony GDM-W300.

ance that never remains constant. Last year, the boltleneck was the

araphics system. This year, it's the CPU. Even a 300MHz Pentium l
can't saturate a RIVA 128 card. Mexl year, as game developers begin
upping their budget for texture maps, bandwidth over the bus may become
the botileneck. One potential solution is to move some geometry calcula-
tions, such as lighting transforms, onto the graphics card. However, DirectX
6.0 doesn't look as if it will support hardware acceleration of geometry at
this stage. OpenGL certainly is capable of this, but whether consumer-level
cards will arrive that can accelerate geometry is, as yet, unknown.

s vstems Performance This s a delicate, shifting bal-

CPU Performance CPU performance will soon be open to
reexaminalion as well. Unfortunately, it's looking as if market fragmenta-
tion may well happen. AMD has announced the K6 3D CPU, which is
scheduled to ship around mid-1998. It adds a lot of performance-boosl-
ing features and an improved floating-point unit. However, the “3D" in the
name refers to a set of proprietary extensions designed to speed up 3D
transforms. Integrated Device Technology (IDT) surprised everyone with
its Centaur CB CPU. The C6 is a poor floating-point performer, but 10T is
feverishly working on a C6+ that speeds up floaling-point and adds its

CewW FEBRUARY 1398

visible blank area on either side of the picture
when running al standard resolutions (kind of a
letterbox effect). The display area is still a little
larger lhan 21 inches, but not enormously so. It
also costs $4,500, which is, by itself, the cost of

effects in LucasArts' THER Finest Hour was incred-
ible. Audio is one of the three cornerstone lech:
nologies thal enable a great gaming experience
(along with fast processors and great graphics).

Conilinued on page 172

The Future of Performalig

own spin on speeding up 3. Of course, Intel is working on MMX2 (just
don't ask the folks at Intel about it), Current MMX instructions are 16-bit
in nature, and MMX2 is rumored to be a full 32-bit instruction set. It's
interesting to see how all these companies are altaching a great deal of
importance to 30 graphics.

Also on the Intel Fromi There wil likely be a new Pentium
Il coming out that will support a 100MHz system clock and run at 350- and
400MHz. On the chipset side, Intel's 440BX chipset is supposed to also
support a 100MHz bus clock. VIA has added a new chipset that enables
Socket 7 boards to have AGP, but whether this will really offer any perfor-
mance boost is open to question. Also on the horizon is 4x AGP, which is
thearetically capable of moving dala to the graphics card from memary at
up to 1GB/sec. This begs the question of memory bandwidth. Even
SDRAM might have trouble keeping up. By then, though, Intel will begin
implementing RAMBUS technology in mainstream systems. RAMBUS is a
patented RAM technology licensed by a lot of DRAM vendors that enables
very-high-speed memory fransfers, but won't see system memory duty
until sometime in 1999. And when the first IA-64 CPU (code-named
Merced) debuts that same year, all bets are off.

i
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Surround Sound Stereo, approx. $1,200

Game Station, approx. $199

DVD Player, approx. $1,200

Fax Machine, approx. $250

27-inch TV, approx. $1.500

Presentation System,
approx. $4,700

Internet TV, approx. $280

Universal Remote,
approx. $70 -

Personal Computer, approx. $2,499

High-Fidelity Speakers, approx. $900




Furniture sold separately. For more information on Euro Furniture, go to www.sanus.com.



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

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

Imugille a huge playing field for your favorite world-saving
crusaders. Imagine an optional Apocalypse™ 3Dx graphics accelerator
that takes gaming to the nether regions. Imagine a cordless keyboard
and mouse that let you move about freely.

I#'s all reality with the Destination DMC. Plus, you get
so much more for so much less.

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

%\\%ﬁ”_f “You've got a friend in the business.”®

§00-846-8571

www.destination.com

GO TO #105 @ www.computergaming.com,/infolink



GATEWAY ™ Destination® Digital Media Computers.
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Intel® 166MHz Pentium™ Processor with MMX™ Technology
32MB SDRAM

512K Pipelined Burst Cache

Destination 31" SVGA Monitor

2MB Graphics Accelerator with Cable-Ready TV Tuner
2GB 10ms Ultra ATA Hard Drive

12X min/32X max CD-ROM & 3.5" Disketle Drives
Ensoniq® Wavetable Audio

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

Cordless Keyboard with Integrated EZ Pad” Pointing Device

Cordless Field Mouse™ Remote
Microsolt” Windows” 95
Microsoft Choice Software®
Gateway Gold™ Service & Support’
for Big Screen PC/TVs

$249 9 As low as* $87/mo.

D6-233

E B YEEENENENEY EEYEENYEE®

* Please ask vour sa,

Intel 233MHz Pentium® I Processor with 512K Cache
64MB EDO DRAM

Destination 31" SVGA Monitor

4MB Apocalypse™ 3Dx Graphics Accelerator
2MB Graphics Accelerator with Cable-Ready TV Tuner
4GB 10ms EIDE Hard Drive

DVD-ROM Drive & DVD Decoder Card

3.3" Diskette Drive

Ensoniq Wavetable Audio

harman/kardon® Home Theater Surround Sound System

TelePath Modem for Windows with x2 Technology”
7-Bay New-Look Charcoal-Colored 'C Case

Cordless Keyboard with Integrated EZ Pad Pointing Device

Cordless Field Mouse Remote
MS Windows 95

Microsoft Choice Software®

3-D Gamer's Bundle™

Galeway Gold Service & Support”
for Digital Media Compulers

$3999 As low as® $139/mo.

dew rep ahout your suftware

D5-200

® [ntel 200MHz Pentium Processor with MMX Technology
m 32MB SDRAM
m 512K Pipelined Burst Cache
| Destination 31" SVGA Monitor
® 2MB Graphics Accelerator with Cable-Ready TV Tuner
4GB 8.5ms Ultra ATA Hard Drive
DVD-ROM Drive & DVD Decoder Card
3.5" Disketle Drives
Ensoniq Wavetable Audio
Boston Acoustics MicroMedia Speakers
TelePath Modem for Windows with x2 Technology”
7-Bay Charcoal-Colored PC Case
Cordless Keyboard with Integrated EZ Pad Pointing Device
m (Cordless Field Mouse Remote
m MS” Windows 95
» Microsoft Choice Software®
® (Gateway Gold Service & Support
for Big Screen PC/TVs

$2999 As low as* $104/mo,

® B YEERYTHE

1
.
|

D6-300XL

Intel 300MHz Pentium 11 Processor with 512K Cache
64MB EDO DRAM

Destination 36" SVGA Monitor (35.5" viewable)
4MB Apocalypse 3Dx Graphics Accelerator

2MB Graphics Accelerator with Cable-Ready TV Tuner
8.4GB 8.5ms EIDE Hard Drive

DVD-ROM Drive & DVD Decoder Card

3.5" Diskelte Drive

Ensoniq Wavetable Audio

harman/kardon Home Theater Surround Sound System
TelePPath Modem for Windows with x2 Technology®

7-Bay New-Look Charcoal-Colared PC Case

Cordless Keyboard with Integrated EZ Pad Pointing Device
Cordless Field Mouse Remote

MS Windows 95

Microsoft Choice Software®

3-D Gamer’s Bundle™

Gateway Gold Service & Support”

for Digital Media Computers

$49 99 As low as* $174/mo.

lI'l.IIIYIITIIY'Il

options, You tell us which Microsoft Choice software
suite meets your needs and we'lf pre-install it for yau!

*Maximum data transfer vate dependent on certain
variables including particular modems with which you
are communicating, telephone lines, communicationy
suftware and communications protocol.

*3-1 Gamer's Bundle includes Ultimate Race,”
Virtual On'™ and Actua Soceer™”

*Destination 31-inch and 36-inch monitors are
covered by a one-year limited warranty, Call or write
for a free capy.

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

8§00

www

610 Gateway Drive, .0, Box 2000 = North Sioux City, SD 57049-2000

§ 406

.destination.com

§ 571

Phone 605-232-2000 » Fax 605-232-2023
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get a whole new system,” or *1 could get a whole new sys-

tem...or | could stay married.” The good news is that
upgrading a component here and there can breathe life into your
existing system; and with a well-thought-out upgrade strategy, you
can go three to five years—or maybe longer—before buying an
entirely new system.

The key word here Is triage, a technique doctors use to treat
wounded soldiers. It's a fairly simple idea: Treal the most critically
wounded patient first, and take care of the lighter injuries later, The
same strategy can be applied to upgrading your machine, Take a
100k al our Upgrade Table here, and see where your system com-
ponents rate. They're listed in order of importance.

For killer game performance, upgrading the most ailing compo-
nent among your CPU, memory, and graphics will deliver the most
immediate increase in gaming performance. A couple of notes
here: It you're running a 166MHz Pentium or betler, you should
consider upgrading your 2D/3D graphics first to get more out of
your rig, since CPUs of this horsepower or better still have a good
bit of life left in them. If you're happy with your current 2D board,
and it has 4MB of onboafd memary, consider a 3D-only board
using the 3Dfx Voodoo chipset, though a PowerVR-based board
isn't a bad choice for gamers on a tighter budget. In purchasing a
2DI3D board, 4MB of onboard memory is an absolute minimum,
and given that Diamond's Stealth Il costs only about $120, there's

vnu may be reading all this and saying, “I'm just not ready to

N0 feason to skimp here.
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Moving to the storage components, if you've outgrown your cur-
rent hard drive, that's a pretly obvious reason to upgrade lo a big-
aer one. Disk storage space has never been cheaper: For under
$400, you can pack 6.4GB of storage into your box, and for around
$200, Seagate has a 3.2GB drive, though it doesn't support
UltraDMA/33. We recommend drives that support UltraDMA/33,
even if your current molherboard doesn't support it, so that when
you do get a new motherboard, you can get some improvement in
hard-drive performance as well,

A faster CD-ROM drive can certainly speed up game installs and
scene loads, but it's less of a critical system component. But in
addition to faster performance, many CD-ROM drives ship with a
bus-mastering driver that cuts down on CPU usage, which can
help overall game performance. However, unless you're CD-ROM is
really gasping, upgrade other components first.

If you're not into online multiplayer gaming, faster data commu-
nications may not be an issue. A modem uparade will make Web
browsing less painful, and as our recent tests showed, the 56K
modems have somewhat lower latency numbers than 28.8 V.34
modems. ISDN is the medium of choice for online gaming, but its
associated costs may make it less appealing.

Upgrading won't always bring you the across-the-board speed-
up that an entirely new system will, but it can certainly add life to
aging systems, And after you've bought enough upgrades, you'll
basically have wound up with a new system, but on a much more

manageable. payment plan. —Dave Salvalor

Budget Up rade

Performance

- Upgrade
_CPU . Pa um 1_zumnz or slower _MMX OverDrive Pentium 11 300
/ a 3y ~ 200MHz (budget)*
_B-16MB 32MB EDO DRAM 64MB SDRAM
p, AT @ (if your system
i - can run SDRAM)
None Inslallad Diamond Stealth Il 3Dix-hased
. _;«- . hoard (3D-only)
L gs or STB Velocity 128
ZUraphics I:ard with 1-2MB local memory ~ Diamond Stealth 11 STB Velocity
128
Hard I]rhre B IGB drlve or less Seagate 6.4GB UltraDMA/33  Seagate 4.5GB
7 Cheetah Ultra-Wide SCSI
i Gum unicatiuns . 14 4!( or 28.8K modem Global Village (X2 56K) Diamond NetCommander
i d L Sy or Diamond SupraExpress (ISDN)
w 7" (Kg6Flex 56K)
GD-ROM 2-4x drive U/W SCSI Plextor 32x CAV

g]IJE Goldstar CR-8241B

*Note: if your motherboard won't accept an upgrade CPU, go wrfma new LX-based motherboard with a P-Il 233MHz. Even
though it's an AGP motherboard, your PCI" cards w,'ﬁ work fine.

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

precision. Advanced deathmatch domination. stick, built-in throttle and 17 programmable buttons.
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Team Madcatz presents the Panther and Panther XL. Made from the
finest ingrediients the science of War has to offer. Don't ask how we did it,..
ask what it can do for you. Because in 3D combat, as in controller design,

there's only one philosophy: By any means necessary.
BabbageseS—

GO TO #093 @ www.computergaming.com,/infolink

www.madcatz.com




' Continued from page 104

Sound Cards The Meltdown
needed something a litfle out of the ordi-
nary. We started with a
stock Diamond
Monster Sound. Then
we ripped out the tiny
wavetable card that's
allached. (WARNING:
I you do this, it will

probably void your

warranty) The little connector on the Monster Sound is, in fact, Wave card we have to

Blaster-compatible. We then added a Roland SCD-15 Sound Canvas deal with. Still, it's a

daughtercard, securing it to the Monster Sound with ordinary rubber good, clean-sounding card

bands. The MIDI music quality that resulis is quite a bit better than and has always been trouble-free.
Monster's stock 2MB wavetable. The Heavy Melal has a stock AWE-64

The cool thing about the Monster Sound, of coursg, is its use of Aureal  Value Edition. The Value Edition is a nice buy at
Technologies' 3D positional audio, which definitely adds to the experience  $95. It's a litle noisier than the Gold and doesn't
in a game like Jeoi Knigh. Using HRTF (head-refated transfer functions) to have as much onboard RAM (512KB versus 4MB), but the
simulate positional audio, Aureal achieves its posilional 3D-audio effect price is right, it sounds fine, and it's compalible.
through a set of mathematical functions that simulate the delays and posi-
fional cues that your ears use to locate sound.

Just for the sake of DOS games, we popped a Creative Labs AWE-64 JURY-RIGGED Two ordinary rubber bands hold this Roland SCD-15 Sound
Gold into a free ISA slot. We're hoping that the AWE is the last ISA sound Canvas daughtercard to this Menster Sound part.

Supersaver Rig

L et's say that even $2,500 is too rich for Start with a 233MHz Pentium with MMX

your blood. Gan you build a hot-rod technology. Pop it onto an Asus TX97-XE
gaming box for $1,5007 Sure you can.  motherboard. Add 32MB of generic, 60ns
[ncidentally, we realize there are various EDO DRAM. Pick up an inexpensive case
Pentium systems advertised for $1,000 or with a slide-out motherboard tray, and a 230-
less. The difference between those systems wall power supply. You now have the core of
and this one hinges on the guality of the com-  the system.
ponents, the amount of RAM, and, perhaps, Good quality graphics hardware is hard to
gven the presence of a monilor. Mostly, it's a find in this price range, but the Diamond
matter of different components. You get what  Stealth Il is a real deal. It has the speedy
you pay for, and it's always better to know Rendition V2100 chip and 4MB of 12ns
what you're getting. SGRAM, all for $120. The Optiquest Q51 is a
decent 15-inch monitor. For a hard board for $25. Toss in the Logitech 4-button
drive, the Quantum Fireball ST3.2 mouse and there's your dala input. A standard
can be found for around $220. The 1.44MB floppy drive rounds things oul.
same Goldstar CD-ROM unit we used Performance is pretty good. The Stealth I
in the Heavy Metal machine works, gets around 119 3D WinBench 97 WinMarks
loo, at only $80. Add an AWE-64 on a P550/233. The disk is fairly fast. Overall,
Value Edition and a set of Cambridge  this is a solid system. We couldn't squeeze in a
SoundWorks PC Works, and things 3Dfx card at this price, but all the other compo-
begin to cook. nents are actually pretty good. This system
Of course, you need input devices;  would have seemed olherworldly two years
; I]uanlum L ERIER  you can get a decent Keytronic key-~ ago. Now you can have it for $1,500.

Dptiquest 051
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!;(:."ff Speakers Good sound cards deserve great speakers. For
the Meltdown, we went with Eminent Technologies’ LFT-11. It
has two flat-panel linear field transducers and a beefy bass sec-
tion. Eminent Technologies supplies an Optimus 15 watls-per-
channel receiver as an option; it's small, so it doesn'l lake up
much space. These speakers stack up well against some very
high-end, home-audio speakers. The only downside we've
found to these babies (other than their $700 price tag) is that
they are quite directional; bul this is usually nol a problem
when you're sitting in front of a computer.

For the Heavy Metal system, the Cambridge SoundWorks PC

Works is the ohviaus choice. These are the best $100 speakers
we've ever heard. The qualily of their sound is mind-boggling.

Iinput Devices

We've tried various mouse alternalives over the years, bul
the mouse and the keyboard are still our mainstays. Here at
CGW, we do a lot of writing, so our choice for keyboard is the
Microsoft Natural Keyboard for both systems.

A mouse is a mouse is a mouse—until you see the new
Logitech mice. For the Meltdown, we use a Logitech Mouseman
Plus, which has a unique, contoured shape that's easy on the
hand. Il has four buttons (1) and a scrolling wheel. To shave off 10
bucks, we went wilh the four-button (no wheel) version for the
Heavy Melal rig. Rounding out all this is a Gel-eez mouse
pad from Case Logic, which has a com-

oIk
fortable, gel-filled wrist rest. cambridge S0Uf

Eminent Technologies LFT-11

Game Controllers

: Controllers are perhaps the most personal of all game

S hardware. We {end to gravitale to different controllers, but for

‘ —\ the ultimate setup, we prefer the new Saitek X-36 stick/throttle combo,
paired with a sel of CH Pro Pedals (you can deactivate the rudder gizmo on

e the X-36 throttle). For more casual gaming, we often plug in a CH Jane's

Combat Stick in “F-16 Combat Stick Mode" for fast game sessions.

After using FLIGHT SiMuLATOR 98 for testing, we've dusted off our venera-
ble CH Pro Throttle. We haven’t yet found a force-feedback device that
interests us; they don'l feel realistic. Actually, they all seem to be just joy-
sticks with motors. For less money, one interesting stick is Microsofl's new
SideWinder Precision Pro. It's a relatively low-cost, all-in-one controller,
though it won't win any awards for looking or feeling realistic.

For driving, our favorite wheel is the ThrustMaster NASCAR Pro Wheel
(called the Formula One Pro Wheel in Europe). We like the quick release
clamps and instant disconnect for the cable. However, our sim driving is
prelly light. If you're a hard-core CART racer, check out the Thomas Super
Wheel (TSW). It looks somewhal industrial, but is built like an M1 tank. A
force-feedback wheel intrigues us much more than a force-feedback

Continued an page 120
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MELTDOWN

Component
Motherboard

CPU

Memory.

Graphics (Primary)
Graphics (Secondary)
Display

Hard drive

Hard-drive: conlroller
Floppy

Removable

Case

Pawer Supply
Keyboard

Mouse

Sound Card (1)
Sound Card (2)
Speakers

CD-ROM

Vendor
Stupermicro
Intel

Micron [ Crucial Tech.

S8

Quantum3D

Sony

Seagale

Mylex

Teac

Syquest

JOR

PC Power & Conling
Microsaft

Logitech

Creative Labs
Diamond Mullimedia
Eminent Technology
Plexlor

| HEAVY METAL |

Component
Maotherboard

CRU

Memory

Graphics (Primary)
Graphics (Secondary)

Vendor
ASUS

Intel

Generlc
Asus
Canopus

CCwW

ISatl M -

Product
Supermicro PEOLS
PIIF300

B4MB SORAM

STB Velocily 128
Obsidian 100SB
Sony WI00

Cheelah Raid

Mylex Flashpoinl DW
Teac

Syjel 1.5

JDR Microdevices
PGP&C lurbo 300
MS Nalural

Logitech Mouseman Plus
AWE 64 Gold
Monsler Sound
Eminent LFT-11
Plextor UltraPlex

TOTAL:

Product
p2La7

PIIi233

32MB SDRAM
3DexPlorer
Pure3D

FEBRUARY 1893

Price
$510
$830
$320
$189
$705
$4,500
$1,500
$375
$30
$300
$125
$125
563
$59
$160
$169
$700
$225

511,004

Price
$210
$430
$160
$200
3179

Rt 00 WisER =B

Phone

{408) B95-2000
{800) 628-8686
(208) 898-3300
(972) 234-8750
(408) 9199999
(800) 222-7669
{408) 4392859
{408) 4960800
(213) 726-0303
(510) 226-5386
(800) 538-5000
(800) 722-6555
(425) 882-8080
(800) 231-7717
(800) 998-5227
(800) 468-5846
(850) 575-5655
(800) 886-3935

Phone
(408) 474-0567
(800) 628-8686
NIA

(408) 474:0567
(408) 954-4500

Web URL
wwvLsLpermicro.com
wwviintel.com
wwvimicran.com
www.sib.com
wvew.quantuma3d.com
WWW.SOnY.Com
wwiw.seagate.com
wivw.mylex.com
wwwieac.com

W synuesl.com
wvwjdrcom
ipepowercooling.com
ymicrosoft.com
wilogilech.com
wwwsoundblasler.com
www.diamondmm.com
www.eminent-tech.com
wwwplextorcom

Weh URL
WSS com.tw
wwwintal.com
NIA
wwwasus.com.tw
Www.canopus.com




Display

Hard drive
Hard-tirivé controller
Floppy
Remaovable
Case

Power Supply
Keyboard
Mouse

Sound Card (1)
Sound Card (2)
Speakers
CD-ROM

Viewsonic
Seagale

MIA

Teac

NI

NIA

MNfA
Microsoft
Logitech
Creative Labs
NIA
Cambridge SoundWorks
Goldstar

SUPERSAVER RIG

Component
Motherboard

CPU

Memory

Graphics (Primary)
Graphics (Secondary)
Display

Hard drive

Hard-drive controller
Floppy

Removable

Case

Power Supply
Keyboard

Mouse

Sound Card (1)
Sound Card (2)
Speakers

GD-ROM

Vendor

ASUS

Intel

Generic

Diamond Mullimedia
NIA

Viewsonlc

Quanium

NIA

Teac

NIA

MIA

NIA

Keyironic

Logitech

Creative Labs

NIA

Cambridge SoundWorks
Goldstar

Opliquest Q71
Seagale 7200
Buill-in

Teac

None

Generic

(250 included)

MS Nalural
Logitech 4 button
AWE-64 Value Edition
Nong

PC Works
Goldstar Slol Drive

TOTAL:

Product
TX97-XE

Pentium 233 wiMMX
32 MB EDO DRAM
Stealth Il

None

Optiquest 051
Quanlum Fireball S13.2
Buill-in

Teac

None

Generic

(250 included)
Keylronic

Logitech 4-button
AWE-64 \alue Edition
None

PC Works

Goldstar Slot Drive

- TOTAL:

$450
$350
80
$30
80
875
80
$63
$49
§95
$0
§99
590

$2,480

Price
$150
§220
580
$120

50

$230
$220

80

$30

875
§0

$25
$49
$95

99
$90

$1,483

(909) B69-7976
(408) 4392859
NIA
(213) 726:0303
NIA
NIA
NiA
(425) 882-8080
(800) 231-7717
(800) 9985227
NIA
(800) 367-4434
(800) 2430000

Phone
(408) 474-0567 x236
(800) 628-8686
NIA

(800) 4685846
NIA

(909) 869-7976
{408) 3247415
NIA

(213) 726-0303
NIA

NIA

NIA

(800) 2626006
(800) 231-7717
(800) 998-5227
NIA

(800) 367-4434
(800) 2430000

SOMIC.COM

wwwseagate.com
MIA
wwwieac.com

” IIA

NIA

NIA

wwwemicrasoft.com
www logitech.com
wiww soundblaster.com
HIA

wwwhifi.com
www.goldstarcom

Weh URL
WWwwasus.com.iw
wwintel.com

MIA

www diamaondmm.com
WA
www.viewsonic.com
www.quanium.com
NIA

wwwiteac.com

INIA

veww keylronic.com
wlogitech.com
www.soundblaster.com
NIA

vowvehifi.com
www.goldstar.com




o
/ \‘“-n\?,
Condinued from page 176
W/ joystick, but we didn't have the chance to try one
out for this year's rig.

We're not big on gamepads, but the
ThrustMaster Rage 3D (not to be confused with
the ATI Rage graphics accelerator) feels very nice,
indeed. You can connect up to four pads for mul-
fiplayer action. It's a major improvement over
Thrusty's old pad.

One other gadget we somefimes use is
Saitek's PC Dash. The PC Dash is a nifty litlle
programmable touchpad that can be configured
however you wish.

Network Hardware

Single-player gaming still accupies three-quar-
ters of our game time, but every now and then,
friends drop in with their compuler for a network
game session. We still like the 3Com Etherlink XL
10100. It's very easy to set up and we've never
had any hardware conflicts with the XL. We have a
NetGear FE-108, 8-port, 100Mbit hub. There's no
problem with lag time in this setup.

Setting up a LAN is not necessarily a simple
matter, although Windows 95 makes it much
gasier than DOS does, even for most
DOS games. Playing networked
WaaCrart 2, a DOS litle, is much
easier using Windows 95. While
IPX-compatible protocol is still
the most common way for con-
necting games over a LAN, some
games behave better using TCPIIP.
One unfortunate side effect of the
way Windows 95 handles TCPIIP is
how it handles TCP/IP addresses. If you
don't specify a specific address (a com-
mon thing with many ISP connections),
the system will periodically pause and
search for a source of TCP/IP address-
as on the LAN (called a DHCP serv-
er). The solution is to hard-code &
IP addresses for the LAN '
connection (nof

PLUT®ON.I

um -

your dial-up con-

nection!). There are aclual-

ly blocks of IP addresses reserved

for private, internal-only networks. Here's the list:
10.0.0.0-10.255.255.255, 172.16.0.0
172.31.255.255, and 192.168.0.0-
192.168.255.255. Pick a set of numbers from
these ranges for your own internal network.

Our engine of choice for connectivity is ISDN
(living in California is a blessing for this reason, at
least). Cable modems haven't filtered into our

area yel. ISDN is a little pricey for the Heavy
Metal, but for the Meltdown, the
Diamond NetCommander ISDN serves
nicely. If you have need of a more stan-
dard office setup, a good second choice
is the 3Com ImpactiQ external—but il's
a little slower than the Diamond.
However, it does have two phone jacks
and is always on. Slicking with

Diamond, we went with the Supra 56e

external 56K modem (KS6Flex) or
Global Village's TelePort X2 modem,

which supporis USR's X2 stan-
dard. With a good ISP, lag
times are much reduced,
yet not as low as
with ISDN,

POWERETD P C s

If you've glanced at the price list, you've seen
that the Meltdown comes in at around $11,000.
However, our Heavy Melal rig is perhaps more
noteworthy. It's no slouch in performance, and
has a lot of solid components. We might spend a
few bucks more on another 32MB of RAM, bul
overall, it's a very decent system. It certainly
would provide a good springboard for future
uparading, and it's a great system for those of us
who aren't quite so obsessive aboul performance.

Looking back on our first ultimate rig article,
it's mind-blowing that $2,500 now buys you a
233MHz, 32-bil processor with MMX technolo-
gy, a 7,200RPM hard-drive, speedy (and gor-
geous-looking) 3D acceleralion, and & 17-inch
monitor. This was the high end, folks. Tech-
nology marches on.

The Melldown is the ullimale dream machine.
But it also requires a lot more pampering than
does the Heavy Metal. There's a lot of bleeding-
edge stuff in it, and it requires a little extra TLC
to keep it running smoothly. As is the case with a
Dodge Viper, it’s a bit uncivilized—but it is one
fast puppy when speed is what you need. How-
gver, if Lhis year's $2,500 system is any indica-
tion, then what you see here will probably be the
mainstream in two years.

We hope you find the information helpful, and
we're sure you'll get the performance you expect.
Until next month, may all your hardware live hap-
pily fogether. &
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THE BEST IN FLIGHT SIMULATION HAS JUST GOT EVEN BETTER

® FULLY FUNCTIONAL MISSION EDITOR WHICH CAN BE USED TO PRODUCE CAMPAIGNS AS WELL
AS MISsSIONS. ® 3D CARD SUPPORT FOR UP TO 33 FRAMES PER SECOND. @ MULTI-PLAYER SUPPORT WITH DEATH MATCH
AND TEAM PLAY SUPPORTING NETWORK, MODEM AND DIRECT CONNECT, ® NEW FLYABLE AIRCRAFT INCLUDING THE
CLASSIC FOKKER D-VIl. ® ENHANCED VIEW SYSTEM, INCLUDING A NEW PERIPHERAL VISION MODE. ® NEW LANDSCAPE
TEXTURING PROVIDING PHOTO-REALISTIC TOWNS AND VILLAGES. ® PLUS FORCE FEED STICK AND MUCH MUCH MORE.

THERE IS NO COMPETITION, BUY FLYING CORPS GOLD TODAY FOR THE ULTIMATE COMBAT FLIGHT EXPERIENCE

“FLYING CORPS IS OUTSTANDING” PC GAMER 90%
“THE DEFINITIVE WW/1 FLIGHT SIM EXPERIENCE"

“THE NMEW KING OF WW 1 FLIGHT sims"” CGW 4/5
“FLYING CORPS IS SIMPLY STUNNING"
PC GAMES A RATING I NTERLACTIVE COMPUTER GAME ENTERTAINMENT 98%

3DFX LOGO 0 1996 3DFX INTERACTIVE, INC.
GO TO #375 @ www.computergaming.com//infolink \
EMPIRE INTERACTIVE U.5, - CALL: 1 800 216 9706 WEBSITE: www.em pire-us,com




HARDWARE

GComdex Sightings

fyou want to see how big the computer

industry s, spend a few hours at Comdex.
This year about 250,000 people made the
pilgrimage to Las Vegas for what is now the
largest trade show in the world. With 10,000
products on dis-
play, its impossible
to see everything,
so you have to
pick your targets.
After surviving the throng-
ing crowds, heres what |
have to report.

| saw several new 32x EIDE CD-ROM drives
that looked promising, but I didn’t see any
UltraATA drives. Wandering through the Creative
Labs booth, | noticed 3D software chief
intently eycing users’ reaction to Crealive’
Voodoo 2 dema. And speaking of Voodoo 2, there
were demos in a number of places, mostly run-
ning TUROK and a cou-
ple of racing games. The
Quake: I demo was
oddly absent. Creative
Labs showed some other
interesting stulf, includ-
ing a DVD-RAM drive
(though the standard is
still up in the air) and
a—gaspl—PCl sound
card. It looks as if 1998
will be the end of the
ISA sound card. (And
there will be much rejoicing.)

Other graphics sightings included Intels new
2DAD accelerator, the i740 (code-named

HARDWARE PIPELINE
Product
Deschutes (400MHz Pentium 1)

Aubum; see 3D lronWaorks), a Pentinm 11 laptop
(no, it docsn't use Slot I; its the next-generation
chip), and several USB mice. Logitech showed a
wircless keyboard/mouse combo that will be sold
asa bundle. It uses Logitech’s radio technology, so
no line-of-sight is
needed to an IR

e

g
S

receiver.

Several com-
panies, including
3Comand
Diamond,
showed technol-
ogy using madems that can be paired together to
deliver an aggregate throughput of 112Kbps. Of
course, this technology requires two phone lines,
but unlike ISDN, much of the technology for
supporting these duak-line connections is already
in place (in 1SPs that use Ascend routers). | also
got a peck at 3Com5 new cable modems. One
problem with
cable modems is
that most cable
companies aren't
equipped for two-
way traffic.
3Coms newly
acquired U.S.
Robotics division
has solved that
problem by using
slandard Vi34
modems to han-
dle upstream traffic, potentially opening up much
more of the country to eable modem technology.
This might be great for Web browsing, but |

%40BX chipset (supports 100MHz system clock, 4 CPUS)

3Dfx Voodoo 2

$3 VIRGE GX3

CCwW
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expressed my concerns to 3Com about potential
latency problems. The good news is that the com-
pany will check oul the issue inits lab.

New mass-storage options abounded. Syquest
had a couple of interesting items, the first one
being their new 1GB removable hard-drive,
Dubbed the Sparg, it will retail for $199 (with car-
tridges for only $33). This looks like a killer piece
of gear. Another interesting product is the compa-
ny’s not-yet-shipping 4.7GB removable drive. It
will list claser to $600, but a 4.7GB cartridge will
cosl less than $200, Seagate showed its new
Cheetah I1. As with the earlier Cheetah (which

AMD 1

MMX'* ENHANCED
PROCESSOR

we selected for our Ultimate Came Machine), it
spins at 10,000RPM, but the access time is down
to 5.2 milliscconds, and it runs much cooler than
the original part.

On lhe processor front, we caught a glimpse of
he capabilities of the AMD K6 3D chip. The K6
adds additional instructions that don’t exist in
Intel pracessors to help speed up mathematical
operations used in 31 graphics. Cleverly, AMD
has developed a HAL for Direct3D, so program-
mers can use the additional instructions in a stan-
dlard way. For example, we saw 31 WinBench run
faster on a prototype K6 3D/300 than on an iden-
tically configured Pentium 11300, Whats more,
we saw a demo of Dreamworks’ upcoming
TRESPASSER: JURASSIC PARK that lovked better on
the K6 3D than on the Pentium I1. The frame rate
was the same on both CPUs, but the Pentium [
ran at 3208200 while the K6 ran at 512x384. Oh,
and the K6 version had translicent water and fil-
tered textures, — Loyd Case



on a project to bring Lockheed Martin's
_ high-end 30 technology to the PC market.
A Until now, there's been very little information

LLUNRIESTIEIN about the Intel project, code-named Auburn. At
the Comdex computer show, | managed to play with a prototype of the
20/3D board, called the i740, and | have some numbers to report. Bear
in mind that both hardware and software were beta, so these numbers
will most likely change. But even for a beta, this part looks promising.

I ran 3D WinBench 98 to take a close look at the fealure-sel
supported by the i740. One immediately noticeable result was image
quality, which was quite good—especially MIP-mapping. The i740 did
not support the higher-end MIP-mapping features (for example, linear/
mipmap/linear in 30 WinBench 98 parlance) but the more common
MIP-mapping modes showed none of the odd streaking or artifacting
visible in RIVA 128 cards. The chip also supports antialiasing, though
this feature didn't seem to be turned on in a way that 3D WinBench
was able to recognize.

Driver Ed

Or, What a Difference a Driver Makes

F or more than a year, Intel has been working

LOYD CASE »

raphics cards used to be easy. Alter
running through more than 30 Pentium 90.
graphics cards in the last few
months, | dug into my archives to
reread the video card review in the
September 1994 Computer
Caming World. Back then, the
only real game we used for testing was 1'LicH

SIMULATOR 5.0a. One of our test mainstays was
a DOS benchmark called 3Dbench. DirectX
wasn't even a twinkle in Microsofts eye at the
time, and Windows 95 was still called “Chicago.”
Almost every game shipping ran under DOS,

We tested on two systems, a “mainstream”

New High-End Intel Accelerator

The i740 delivered impressive performance. The card was AGP-based
with 4MB of video memory, running on a 266MHz Pentium I1. This beta
version of the i740 came in with a score of 460, placing it between the
3Dfx-equipped Monster3D—which gets around 370—and the RIVA 128
cards, which come in around 490. Given the overall image quality—quite
good—this isn't a bad score at all.

The real issue is what impact the i740 will have on the overall graph-
ics chip market. If Intel can deliver a chip at a relatively low cost with
reasonable 20 and 3D performance, some of the more marginal players
may be muscled out of the way.

| wasn't able to check out 2D performance or real games. But I'm
cautiously impressed, particularly if the price point is right. —Loyd Case

486/66 VISA local-bus system and a“high-end”
My, how times have changed.

THE ART OF PERFORMANCE

In 1994, performance in gaming was defined
by how many pixels you could push through the
video card. There was only one game (FLIGHT
SiM Toork) that used the 2D acceleration
features of certain graphics cards, and no main-
stream litle used 3D acceleration —though
Matrox had a couple of technology demos on
their high-end CAD-oriented cards. We ran
WinBench 2D WinMarks alimost as an

ACRONYM 0’ THE MONTH
DSLAM: Digital Subscriber Line Access Multiplexer

A piece of networking hardware used for increasing throughput in
DSL connections

UNDER THE HOOD

afterthought.

‘loday, its much more complicated. You not
only have to worry about Windows 2D perfor-
mance (since many of us, willingly or unwilling-
Iy, live and work in the Windows environment),
but now you also have to deal with DirectDraw,
Direet3D, and OpenGL.

The graphics cards themselves, though much
simpler in appearance, are more complex than
ever. Feature sets for 3D accelerators vary so

MrContinued on pg 124
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LOYD CASE

W Continued from pg 123
ITII.]('I'I, ‘\-T}I'I wonder E'IDW dany gﬂn‘c can
possibly run successfully on all of
them —and few actually do.

Drriver writers are the unsung heroes
(and villains, for that matter) in todays
complex driver environment. A good dri-
ver writer can wring out that last ounce
of performunce and turn a mediocre
graphics card inlo a good onc—ora
good one into a great one. In the past
few months, I've tested more than 30
graphics cards. 'Time after time, ['ve
been surprised by a new driver’ increase
in performance or newly added feature.

One good example of this is

predecessor, the Rage I1+. Nonetheless,
it fell far short of the performance of the
RIVA 128 cards or 3Dfx boards. Over the
next several months, each subsequent
heta driver from AT improved perfor-
mance by 25 percent (at least in 3D
WinBench).

IMAGE QUALITY

Which brings us to the issue of image
quality and 3D graphics. ['LGHT
SinuLstor 985 default VCR replay is an
interesting test, as it demonstrates some of
the sim’ new features. Pay elose attention
lo the Paris scenery near the end of the

the next fix). Ifyou run the same VCR
replay on the Canopus Pure3D, you don't
see any flickering — bul the textures look a
little too filtered, which is one of the hall-
marks of 3D boards.

“The RIVA 128 boards don't escape our
scruliny, either. Occasional texture
cracking (when you can see between
polygon seams) was one of the problems
with the drivers we reviewed inour
graphics card showdown,

Image quality also tends to be a rela-
tive thing. Unlike 2D scenes, there are
myriad subtle ways to render a 3D scene.
Onee you get a 31 card and live with it

for a while, another card’s render-

the RIVA 128 chip. The PCI
version of the STB Velocity 128
fell just a little short of the
Diamond Viper in our October
review. By the time we tested
the ACP versions for last
month’ reviews, STB had been
aggressively incorporating new
updates from NVIDIA. Farly
Velocily 128 drivers didn't have
fog-table support enabled, but
the most recent drivers included
it. All of a sudden, I could run
SHADOWS OF THE EMPIRE with
the STB card and have full fog
effects. Diamond has since
upgraded its drivers as well, but its inter-
esting to note how drivers can affect a
cards performance.

Another interesting case in point is the
AT1 Rage Pro. The Xperl@play and All-
in-Wonder Pro use this chip for 3D
acceleration. Our early lesting indicated
that the Rage Pro was far better than its

FUZZY LOGIC FLIGHT SimuLaton 98 is a useful tool for
checking 3D feature support. Here's an example of a MIP-

map that's only partially loaded. Note the sharp transition
lo a fuzzy texture halfway up the outside view.

replay. On some cards, the textures annoy-
ingly flash in and out. FLIGHT SIMULATOR
98 seems to be a bit finicky about MIP-
mapping (the flashing textures are dilfer-
ent level-of-cletail lerrain textures being
swapped inand out loo quickly). 'The
Rage Pro has this problem (although the
driver wizards at A1 are busy working on

ing of the same game will look
different to you. Since humans
tend to favor the familiar, differ-
ent often translates to “bad.” In
some cases, the differences are a
matter of lower quality (just look
at the rendering quality of one of
the original Laguna 3D boards,
such as the Craphics Blaster
3D). In other cases, the differ-
ences are simp]y amaller of
taste (wilness the bashing that
goes on between opposing devo-
tees of 3Dfx and Rendition
chips, for example).

PLATFORM BLUES

Standard APls are wonderful things —
in theory. Once you lave one or two
standard APls, everyone can wrile to
them and stop worrying about designing
their own 3D-rendering engines. But
standard APls can become a“least com-
mon denominator” that will exclude

CIECH

» WHO'S ON FIRST?

If you have more than one 3D
accelerator in your system, it's not
always obvious which card is
being used by a particular
Direct3D game. We found a cool
utility called 3DCC (3D Control
Center) on Videologic’s Web site.

it allows you to switch between
the primary, secondary, and
PowerVR card. You can get it at
www.videologlc.com/visoft/
a3d.htm.

PTURN BACK THE CLOCK

I'm not an advocate of over-
clocking your Voodoo Graphics
card, but if you are going to do
it, you should practice “safe”
overclocking. One way is to add a

fan to your 3Dfx card. We came
across a handy fan designed for
just that purpose, the 3DfxCool,
It's a simple device that can help
your 3Dfx texture processor stay
cool when you jack It up to
60MHz. But don't tell 3Dfx |
wrote this!

You can check out the 3DfxCool
at www.3dixcool.com. Make sure
you tell them which 3Dfx board
you have.

CGW
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rowsnro or]  Experience the outer limits of 30 gaming with

the new Matrox m3D upgrade for games. T

MAMOR| Matrox m3D delivers over 30 frames per second”

of non-stop, arcade-action game play. Its extensive set of
30 special effects offers breathtaking, realls’tlé""graphll:s for
a more immersive gaming experience. You'll be able to play
Tomb Raider, Wipeout XL, Terracide, and other hot 30 game

6 H R ES

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

What's more. Matrox m3D comes with Ultim@te Race™,
Hexen II™ : Continent of Blackmarsh, and over 20 game demos.
For only $99°, Matrax m30 is the most cost-effective, full featured
3D upgrade for your PC. Visit our Web site for mare information!

3D games included:
Matrox m3D

» ldeal upgrade for PI133 (or higher) PCI and AGP
systemns with compatible PCI slots

»  Works with all 2 MB (or more) PCI graphics cards,
Over 20 3D game demos included: and Matrox Mystique®, Mustique® 220, Millennium
and Millennium Il graphics boards

gtﬁgga uRege | |refnseae @} [EE";"_EJ [E%{;ﬁgﬁ]] » PowerVA PCX2 30 cantroller with U MB of
SORAM memory

i it . . » 30 features include: perspective correct texture

[ it ] W@ L ?;_] ‘ %@ [:'"“’W“} [ ml"‘c'J mapping, bilinear filtering, MIP mapping, fogging,

alpha blending, and transparency

e
o — \\
m ﬂt ' ° " a free matrox board check out
1-800-362-9349 www.matrox.com/mga/cqw
* Esti I street pnce. Ullimdle Race is a PowerVR Extremo ™ software game. PowerVA and Powe/VA E: ™ are trad ks or regi | rademarks of VideoLogic Ltd. (UK). Al rights reserved.,
Used with permission. NEC El Inc., (USA) and Matrox Graphics Inc. (Canada) are autharized distributors o Ullim@dte Race. NEC Electronics Inc. is a worldwide distributor and licensee
ol PowerVR software games deve by Kalisto Entertainment S.A. (France). 111997 Raven Software Carporalion. All righls reserved, id Sollware, Inc. soltware code contained within Hexen II™
1996 id Soltware Cory lon. All rights d. Developed by Raven Software Corporation, Published by id Software, Inc. Distributed by Activision, Inc. under sublicanse. Hexend is a
registered trademark and Hexen I is a trademark of Raven Software Corporation. The id Software name and the id logo are trad ol id Sof , Ino. A is a registered trademark

of Activision, Inc. GO TO #246 @ www.computergaming.com/infolink
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It doesn't take a Vulcan to realize that Softmania is the logical choice
for all of your software needs.

Softrania's virtual shelves are stocked with thousands of games, utiiity, business and edutainment fitles,
and because were on-line, you can order anytime - day or night. With overnight delivery to anywhere in the U.S.
and Canada®, and a hassle-free retum policy, Softmania is your only source for software. Logically.

Thousands of Titles < Daily Specials +Free Software for Softmaniacs

\{vﬁlrunl‘com r. Omm_
thack st 3 Now thru Dec. 317, 1997

4 A 5 .’ MﬂN’A Overnight shipping by
== =

mﬂﬂmmﬂﬂl&cum % WL EWIOE EXFYIEST ©

www.softmania.com

©1997 iFront, Int. Gamesmania, Softmania and iFronl are trodemarks of iFront, Inc. All rights reserved. All trodemarks and registered trademarks are the property of their respective owness,
* Orders recaived by 3;30 PM EST. will be shipped for neat doy delivery. Offer applies in the LLS. anly.




technologies that don't quite belrave
the way the APl expects. The
PowerVR chip from NEC and
Videologie is a good example. If you've
seen GL QUAKE on a PowerVR accel-
erator, you know it looks pretty good.
You can quibble about differences in
image quality between the 3Dfx
PowerVR versions, but GL QUAKE on
the PowerVR chip nonetheless looks
very nice, But Direet3D and the
PowerVR don't always get along very
well. Performance can vary radically
from one D3D title to the next. These
quirky interactions also have an
adverse impact on how 3D
WinBench “sees” the card. With
OpenGL, there’ a method for adding
extensions in a standard way. (Thats
right, you can add nonstandard fea-
tures in a standard way; think about
that for a moment, It5 a powerful
idea.) Direct3D) doesn't really have
this now, though DireetX 6.0 will have

amechanism for talking directly to
the hardware.

CHEATING

‘Theres not much difference in
real-world performance between a
card that gets a 2D WinBench 97
score of 85 and one that gets 100. But
the difference sells cards, and card
manufacturers look for anything that
gives them an edge in markeling,
One method is called GDI bypass.
GDI(Graphics Display Interface) is
the standard way Windows renders
regular, 2D, Windows-related, non-
game graphics. GD1is what the pro-
gramimers use when I}!l.:}' want lo
have a window opened, a menu
pulled down, or a bitmap painted.
Several years ugo, graphics card mak-
ers discovered they could substitule
their own methods for doing these
functions and bypass GDI. The result
was a dubious increase in real-workl

performance, but boy, did those
benchmark scores suddenly jump.

"The problem with GDI bypass is
the potential for compatibility prob-
lems. In stepped Microsoft, using its
muscle ina positive way. Now, graph-
ics drivers go through a certification
process managed by Microsofts
WHOL (Windows Hardware Quality
Lab). Ifa driver tums on GDI bypass
by default, it can't get a WHOL, certi-
fication. So check to see if your
graphics hardware has a WHOL-
certified driver. This doesn't mean
that a driver won't have bugs — it just
means that its wrilten lo conform to
Microsoft guidelines.

CHECK YOUR DRIVERS

Graphies drivers are eritical, Check
your driver rev numbers, and make
sure that you get the latest updates. It
can make u big difference in perfor-
mance and image quality. &

LOYD CASE
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Now Available

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

Marc Spiwak
POPULAR ELECTRONICS

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

lhrough the wave | chamberhlddan ins
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!

to the Public

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

Shake Rattle and Roll
for as little as $159.95!

For a FREE CATALOGUE CALL

1- 800+ 8-THUNDER

\"lin Mh\e of ya
NASCAR okrecoil of your Ch
ThunderSeat lets you blast off to a new

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

level of realism. 714+ 851-1230 Fax: 714 - 851-1185

GO TO #161 @ www.computergaming.com/infolink



By day,
the ultimate
3D business
productivity tool.

Ny

You could say our 3DZoneMaster ultrasonic
positioning device has a split personality.
oy 3;& Daytime, it can hold down an

e office job running spreadsheets, word
processing and graphic applications just like a
regular mouse. Plus, the wireless design
makes it perfect for controlling desktop
multimedia presentations.

But 3DZoneMaster doesn't just work hard, it plays hard.
Featuring fast, accurate ultrasonic tracking and ergonomic pistol-
grip design, its perfect for first-person action games. With no
wires or clunky base, players can move effortlessly, fluidly,

instinctively—without hand or arm fatigue. And with an array of

programmable multi-function buttons, they can command all of

the firepower each game has to offer.

By night,

the ultimate
3D weapon

of destruction.

Business applications or games, it's perfect for both!
3DZoneMaster is ready to go right out of the box with
Windows95" drivers, exciting games, a host
of predefined game sets and Netscape
Navigator, There's even a website for instant
access to new drivers, software demos,
technical support, reviews, tips, tricks and
links to network game play sites.
3DZoneMaster: the difference between it and other game
controllers is plain as night and day. Call 1-800-379-0077 for
the name of the Techmedia dealer nearest you.

lechmedia.

Unexpected Performance.
Unexpected Price”

1997 30ZoneMaster is a trademark and the Techmedia name and logo ate reqistered trademarks of Techmedia Computer Systems Corp, All other irademarks are the property of their re /0 companies

GO 10 #134 @
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by Loyd Case
hen we reviewed Plextors
12220 SCSI CD-ROM drive
(CCW 58, September
1997), we said it was the last
CD-ROM drive you would
ever need. That assessment is probably
still aceurate. However, if you have a
slower CD-ROM drive, (which means
anything except a 12/20), consider
Plextors newest offering, the UltraPlex
The UltraPlexis a CAV (constanl
angular velocity) CD-ROM unit that is
rated from 14x on the inner tracks to a
full 32x on the outer tracks. This is an
Ultra-SCSI deviee, so it aptly handles
the fire hose—sized Mood of data this
drive can pour into your system, If you
have a SCSI host adapter capable of
Ultra-SCSI speeds, the UltraPlex can
handle burst data transfer rates of up to
20MBsec. Using WinBench 985 CD-
ROM test. the UltraPlex cranked out a

PLEXTOR ULTRAPLEX ¢ REVIEW X % % % %

Plextor Delivers

stellar 1670 CD WinMarks, with only 3.8
percent CPU utilization. (The host
adapler was an Adaplec 2940UW),
WinBench 98 also measured an average
access time of 95 milliseconds.

"This drive suppaorts just about any
CD-ROM format you can imagine,
including the new CD-RW discs. It also
has a neat feature for andio buffs—the
capability of extracting CD Audio (red-
book) data across the SCSI bus at full
speed. This is far in excess of the okl
SPD/II connector’s Ix speed. 'The
UltraPlex comes in both caddy and tray
mocdlels; caddies were reintroduced with
the UliraPlex due to customer demand
(the caddy protects CDs that are being
passed around offices).

‘The UltraPlex can be purchased as
an external or internal drive; optional
SCSI host adapters are also available,
but they'll cost you more. A floppy disk

with some handy
control utilities
(including audio
extraction) comes with the drive.

[Fyou want a CD-ROM drive that’s
incredibly fast, well-mannered, and easy
on your CPU, take a good look at the
UltraPlex %
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PAPPEAL: Anyone who wants the
ultimate CD-ROM drive.

YPROS: A CD-ROM drive that
hehaves almost like a hard drive;
cool digital audio extraction; sup-
ports all CD formats.

PCOMS:

:ri'}:t:;? Price: 5250 (internal

needs’ version, no SCSI

SCS! host / 3ﬂa%ter} e
endor: Plextor

s m ok ok ok k {408) 980-1838

www.plextor.com

ATI ALL-IN-WONDER PRO ¢ REVIEW X %k % % J

A Media Geek’s Delight

by Loyd Case

ve never been very interested in

convergence — that warm, [uzzy

term that suggests a maling

between interactive and passive

media technologies. That was until
I popped the All-in-Wonder Pro
(AIWP) AGP card into my system and
became hooked,

I admit it: Beyond Babylon 5, 1 watch
almost no television. With the AIWP,
though, 1 find myself ranning TV in the
background, if only to be able to check
out CNN occasionally. The TV tuner is
pretty amazing, too. It can search for
specific channels, put up little thumb-
nails of numerous channels on your
screen, and perform keyword searches
on closed-captioning text.

The video capture features look
interesting as well, although AIWP uses
software-only compression. Another
upside: The All<in-Wonder Pros NTSC
oulput is very clean, and produces solid
image-quality when running through a
television.

Ultimately, though, I'im a game player,
so [ needed to be convinced of the All-
in-Wonder’ 3D and 2D graphics capa-
bilitics. I ran the AT1 card in an AGP-
equipped, 266MHz Pentium I1 (along-
side a Diamond Monster 3D). Using 3D
WinBench 985 extensive new quality
tests, [ was able to really wring out the
DirecBBD performance of the All-in-
Wonder Pro. The Pro supports an
impressive set of features; about the only
things lacking are antialiasing and per-
pixel MIP-mapping. The 3D WinBench
98 aggregate frame-rate came in at 346,
(This number was for an 8MB card; a
4MB card might not get a score quite
this high.) This compares quite favorably
to the Monster 305 349. Still, there are a
few image-quality problems in Dircet3D
games, such as the severe texture flush-
ing in Microsoft FLIGHT SivutAror Y8,
Moto Racerand WirkouT XL looked
pretty good, though. DOS and Windows
2D numbers were good, if not at the top
of the heap.

FEBRUARY 1393

Overall, the All-in-Wonder Pro is a
terrific card if you want to have TV
tuner and video capabilities tightly inte-
graled with your system., Its no slouch
as a 3D accelerator, either, although
we're eagerly awaiting
ATTs new driver releases,
which promise even bel-
ter performance and
fixes for some of the
image-quality issues.
Those caveats aside, this
card is worth a look. &

HARDWARE

PAPPEAL: Anyone who wants a
solid 2D/3D accelerator coupled with
a TV tuner.

PPROS: Great TV management;
solid 2D- and 3D-performance.

PCOMS:

Expensive; Price: $379 (4MB),
needs a 5449 (BMB)

cable TV Vendor: AT
connection Technologies

for full (905) 882-2600
effect. www.atitech.ca
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Price: 5379

Vendor: Creative Labs
(800) 998-5227
www.soundblaster.com

REVIEW ¢ CREATIVE LABS PC-DVD ENCORE

Little Big Screen

Creative Labs Breaks the $400 Barrier

by Dave Salvator

n eventually sup-

plant conventional CD-ROM
drives in PCs. So what does this
mean for gamers? Two words:

VD represents a major
paradigm shift in storage,
content distribution, and
media presentation. Or
something. The markel-
ing of DVD has been a
study in hyperbole. But
like it or not, DV is here
to stay, and will

bigger bit-bucket. Yes, you'll also
get MPEG-2 video playback and
Dolby Digital (AC-3) 6-channel
audio for movies, but very few
games make effective use of full-
motion video in actual gameplay.
So DVDs main contribution for
gamers will be gobs of slorage
space — from 7 to more than 25
times that of a traditional CD-ROM.
This bigger bil-bucket translates into
more detailed graphics, higher-quality
sounds, and better-looking trailers.

One major oadblock to DVD has
been the price of the kits, which usually
range from $600 to $800. But Creative
Iabs brings in its new PC-DVD Encore
DXR2 for under $400. The kit inclucles
an EIDE 2x DVD-ROM drive and an
MPEG-2 decoder board. The bundle-
ware includes DV versions of WING
CoMMANDER IV and that oldie but
goodie, DRAGON'S Latk. Other notables:
S-video output from the MPEG-2
decoder board, and SP/DIF digital
audio output to route to a Dolby AC-3-
enabled amplifier.

Installation proves fairly painless,
though by its nature, its a somewhal
invalved process. You'll need an available
5-1/4-inch drive bay and a free PCl-slot.
The DVD-ROM drive comes preconfig-
ured as an IDE slave device and can be
placed on either your primary or sec-
ondary EIDI controller. Just to make
the decoder board installation a little
more inleresting, installed it into a sys-

CCwW
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tem that already had a 3DEcbased 3D-
only board o see if that would give PC-
VD Encore any trouble. Tt didn't.
Once both devices were physically in
place, Hired up the system, The DVD-
ROM drive was detected on POST, and
when Windows 95 came up, | fed it a
driver disk for the detected DVD

decoder board, and the units drivers
were installed. Next, Dinstalled Creative's
PC-DVD Player for playing DVD titles,
and the unit was good to go. Though not
enabled by default, the DVD-ROM
drive supporls EIDE bus-mastering,
which lowers CPU usage during trans-
fers. Another note: This second-genera-
tion DVD-ROM drive can read CD-R
media, something first-generation drives
couldn't do.

Although DVD-ROM will play an
increasingly important role in PCs, ils
performance as a CD-ROM drive,
though improved, still falls short of tradi-
tional drives. Creative rates the PC-
DVD's drive as a 20x CD-ROM drive.
But in WinBench 985 CD-ROM
WinMark test, Creatives DVD-ROM
turned in a score of 961, compared to a
1,320 by the test systems installed 24x
Toshiba drive — making the DVD drive
only about three-quarters as fast as the
CD-ROM drive. Other performance
news is mixed: While the DVD-ROME
CPU usage came in at 3.6 percent, com-
pared to the CD-ROMS 5.3 percent, its
access time was 48 milliseconds, versus

the CD-ROME 1. So if you're hell-bent
on having a DVD-ROM unit in your rig,
you'd do well to hold on to your existing
CD-ROM drive, and run both.

L also ran a wide variety of DVD
movie content on the PC-DVD
Fncore, and the results were, by and
large, impressive. At 800x600x16-bil
color, image quality was
smooth—both in a window and
full-screen — thanks to Encores
bilinear interpolation filtering,
This type of filtering smoothes
pixelation when the playback
image is scaled up, but will some-
times canse a blurry effect if not
done well. Blurring was minimal,
even on credits, When [ upped
the resolution to 1024x768 and
1280x1024, image quality headed
south somewhat, with some visi-
ble deinterlacing that produced
jaggies on vertical lines. The Encore’
bundled DVD player features a remote-
control-like interface, and is readily
navigated for playing DVD contenl.
The player can also play MPEG-1 and
VideoCD content,

Crealive’s second-generation DV kit
gets a lot right, including the price. Bul
DVD-RAM drives —which let you write
data as well as read it—should ship by
the end of 1998. And while DVD-based
games will begin to ship in 1998, theres
no pressing need yet to have DVD ina
gaming box. But il you just have to have
DVD, this part warrants a look. &

P APPEAL: Gamers who must have
DVD in their rig.

PPROS: Easy hardware installation;
aggressively priced.

rcores: DUD's throughput perfor-
mance still can’t match a typical
CD-ROM drive; some installation

== |ABS

a few con-
RATED A & A 4

figuration
prohlems
with DVD

player.
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Price: $949
Vendor: KDS USA
(714) 379-5599
www.kdsusa.com

REVIEW ¢ KDS VS5-19 MONITOR

Livin’ Large

by Dave Salvator

hen it comes to displays, big-

ger is usually better. Of

course, with CRT monitors, a

bigger picture usually equates

to a smaller desk, especially
when you move into the behemoth 21-
inch and 24-inch range. KDS' new VS-
19 monitor— which is actually a 20-inch
monilor — does take up a fair amount of
desk real estate, but the bigger picture
may be worth the sacrifice.

The VS-19 has fairly well detailed on-
sereen display (OSD) controls that let
you tweak contrast, brightness, geomelry
(vertical/orizontal, sizing/position), and
color temperature settings. Getting inlo
the controls is pretly easy, though I didn't
find a way to back completely out, and
instead waited for the control panel to
time-out and disappear. Selup is straight-
forward, since the VS-19 s a Plug-and-
Play monitor, though the lack of a moni-
tor-specific INF file (which lists the

monitors top-cndd refresh rates) is annoy-
ing, because it makes tweaking refresh
rates more difficult. The good news here
is that the VS-19 supports up to 75Hz
vertical refresh at 1600x1200.

Onee setup is complete, the rest of
the news is, for the maost part, good.
When [ put the VS-19 through its paces
with EAs NBA Livis 98, its image quality
was bright, and colors looked rich and
full. And as someone who normally
works on a 17-inch monitor, the differ-
ence in screen size is appreciable.

One noliceable curiosity: the VS-195
front glass has 2 much more pronounced
convex curve Lo it than most monitors,
resulling in some image “warping” in the
sereen’s four comers. And while the
effect was pretty evident when [ ran test
patterns, it didn't detract much from
image quality during gameplay.

All told, the VS-19 is a good monitor
offering larger size and good image

quality for under $1,000. The lack of a
specific INI file is an annoyance, and
for gamers who also do a lot of full-
screen image editing, the VS-195
curved front glass might curve the cor-
ners of images somewhat, Still, in
gameplay, this distortion isn't really pal-
pable, and if you're looking for a bigger
screen size and don't mind giving up
some desk space in the bargain, take a
look at the VS-19. %

PAPPEAL: 15-inch monitor owners
looking for a higger picture.

PPROS: Big, bright picture; good
0SD controls.

»copS: Curved glass slightly dis-
torts cor-
ners of
display
image; no
INF file
included.

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

» Accelerates Dir ndpsaioes -]
DirectSound3D;’ A3 : i
* Drastically outperforms ahy 2 |

ISA sound carpl %y - |

. Works with or withautyour
existing snund card

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

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

: Positional 3D Sound. Monster Sound gets inside your head and

puts you in the middle of all the action. Hook up speakers or even headphones and be
prepared to experience an all-encompassing, heart-pounding 3D sound that will
absolutely blow you away. Diamond's award-winning Monster Sound delivers explosive,
hair-raising 3D gaming audio by utilizing the same A3D technology that NASA uses to
create their virtual reality simulators. In fact, 23 separate audio streams combine to
create the most realistic sound experience possible. Monster Sound accelerates Microsoft's

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

M ULTI MEDI A

And Monster Sound comes fully stocked with the latest Positional 3D

Sound games and utilities. So get Monster Sound and get in the game.

1 1997 Diamond Multi
of Diamand Multimed !
2BBo Junction Avenue, San J‘.w A

Systems, Inc. All rights reserved, Dlamond and the Diamand loga are regis
tems, Inc. 0 is a trademark of Diamond Multimedia System:
other trademarks are the property of their respective o
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by Loyd Case

f the ThrustMaster NASCAR Pro
Racing Wheel represents an attempl
at capturing realisin in a driving con-
troller, then SC&Ts Perdmer
Racing Wheel is pure fantasy. It
certainly not a believable sicering wheel.
"The first thing you notice are the gar-
ish decals that are meant to look like a
dashboard. Speed Racer’ dashboard
may look like this, but I much prefer the

REVIEW ¢« SC&T PER4MER RACING WHEEL

Button Overkill

hat/pad gizmo to work properly, despite
repealed calibration attempts,

Alter getting past the wheel, I moved
on lo the pedals, which need to be
plugged into a special connection on the
wheel, L actually liked the pedals quite a
bit. or one thing, they're large, with a big
platform that allows casy foot placement
(Ihere is even a heel rest) and prevents the
pedals from sliding around on a carpeted

trols. The hase is big, so you need a lot of
desk space. Also, the suction cups tend
to pop out of the base during gameplay.
Maybe a little superglue is in order?

The SC&T Perdmer isn't a bad
wheel, but it’s certainly not a standout.
If you can live with the poor button
placement and driver headaches, then
this could be a lower-cost alternative lo
the NASCAR Pro Wheel — il realism

Price: 599,95

Vendor: SC&T
International

(602) 368-9490
www.platinumsound.com

spare appearance of the ThrustMaster
wheel —alter all, in most racing games
I've driven, the dashboard shows up on
the screen.

The next thing you notice are the bul-
tons. There are a lot of them, 15 in all."To
its credit, SC&T ships a pair of
Directinput drivers that work with the
wheel in either 4-button mode (support-
ing most games) or 15-button made (for
games that allow controls to be reconfig-
uredl). Too bad the 13-button mode does-
't work well. I could never get the

surface. Other makers of driving controls
could learmn from SC& T pedals.

Once | got past the installation hur-
dles, gameplay commenced. [ ran
through parts of NEED FOR SPEED [
and [-76 with the Perdmer. This wheel

isn't your bag. &

P APPEAL: Someone looking for a
low-cost wheel with a lot of buttons.

PPROS: Nice foot-pedal design;
light, yet precise, autocentering.

doesn't feel as light as the CH wheel byt~ PCOMS: Buttons here, buttons
it not as stiff as the Thrusty, either. It there, hut-

aulocenters niccly, but the placementof e orer

aulocenters nicely, but the placement o where;

the buttons generates a lot of confusion Directinput

when you're actually playing. There are driver is

1o programming tools; you must count huggy. MTB * ok

on the game having reconfigurable con-

AMEnca

'Il:m is the 125th Anniversary of Arbor Day,
the tree planters’ holiday. This year The National
_Arbor Day Foundation asks you to plant Trees
for America, and provide for their care.

Trees Make a World of Difference. Thanks to
trees we enjoy shadier streets, greener city parks,
and friendlier neighborhoods. Trees also produce
oxygen, absorb carbon dioxide, and help keep the
atmosphere in balance.

This year, plant Trees for America. For your
free brochure, write: Trees for America, The Na-
tional Arbor Day Foundation, Nebraska City, NE
68410.

The National
Arbor Day Foundation™

www.arborday.org
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Forget the box.

Forget limits.

Masswe Random Forever changing.

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

This is GameStorm.

thing else is just practic

$9.05 a month—all games — \
. unlimited pla T
first month free limited play GAMESTORM
Www.gdamestorm,com
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j» ROARING AND STRUGGLING, THE DRAGON FOUGHT WITH ALL ITS FOWER AGAINST THE SORCERERS.

Sir. Trent: what ;yeﬂj ¢ yer have Ieft?
Mergana: -~ i ufed myiaﬁmdwﬂ:ﬁr;

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

Meorgana: neo! Sir. Trent!!

2 www.legendsofkesmai.com
GAMESTORM.
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The Most Respected Reviews
in the Industry for 15 Years

wheels.”

—Scorpia, reviewing Lanps oF Lore: GUARDIANS OF DESTINY

Outstanding;
The rare game
that gets it all
right. The graph:
ics, sound, and
gameplay come
{ouether toform a
Transcendent Gaming
Experience. Our strongest
buying recommendation.

262626562

Very Good:

A high-quality
game that suc-
ceeds in many
areas. It may

have minor prob:

lems, but is still warth
your money, especially if
you're interested in the
subject matter or genre.

“People who fly
everywhere in
their homes
need jumping
platforms
and vanishing
bridges like a snake needs

HOW DO WE RATE?

We review only finished products, not prerelease versions. The ratings are as follows:

Average:

A mixed bag. It
can be a game
thal reaches for
the stars, but

* falls shortin sev-

eral ways. It can also be
a game that does what
it does well, but lacks:
flair or originality;

yth: Tha F'allen Lords

Weak:
A game with seri-
0us problems.
* Usually buggy,
* seriouisly lacking
in play. value, or
just a poorly conceived
game design—you
should think long and
hard before buying it.

FEBRUARY 1498

p. 212

Abysmal:

The rare game
that gets it all
wrang. This is
reserved for those

*

products so

bugay, illconceived, or

valueless that you won:
der why they were ever
released in the first place:
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Price: $44.99

Minimum System
Requirements: Pentium
120 (Pentium 166
recommended), 16MB
RAM, SVGA-graphics, 4x
CD-ROM drive, Windows
95-compatible sound
card (Sound Blaster-
compatible for DOS)
Multiplayer Support:
None.

Designer: Oddworld
Inhabitants

Publisher: GT Interactive
New York, NY

(800) 610-4847
www.oddworld.com
www.gtinteractive.com

REVIEW ¢ ODDWORLD: ABE'S ODDYSEE

The Odd Squad

A Charming New Cast of Characters Arrives on the PC

by Ken Brown

ts casy to fall in love with ABE'S
Onnysk, but don't go running
off to get married without a sec-
ond look. Yes, its beautiful, funny,
and full of personality, but be
prepared to have to prove your
worth over and over again before
gelting any special privileges.
Like the ability to save, for
instance. More on that later.

[fyou haven't seen it, ABE'S ODDYSEE
is a side-scrolling platform game with
several innovative
twists. Tired of
stereotypical
heroes? You play a
skinny little
wretch named
Abe, a Mudokon
slave at the
Rupture Farms
meat processing
plant. To add
insull lo injury,
Abes mouth is
sewn shut. In the
introductory ani-
mation, he makes
a horrifying dis-
covery: Rupture
Farms will soon
be turning
Mudokons into
packaged food treats. As you might
expect, Abe’s work ethic tapers off pretty
dramatically at that point.

The intro segues perfectly to the start
of the game. Throughout, the desiguers
have succeeded in integrating the cut-
scenes almost scamlessly with the game-
play sequences, which goes a long way
toward preserving the consistency of the
game world.

As the game begins, Abe is on the
lam, trying lo escape from Rupture
FFarms while rescuing as many of his fel-
low Mudokons as possible. You control
Abe with the usual complement of plat-
form moves such as running, jumping,
crouching, and rolling. My favorite move

CcGwW
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is sneaking, which lets Abe creep by
guards without being noticed —a great
tactic and a real treat to watch,

GAMESPEAK

Abe can also talk, which is a pretty
exciling innovation in this kind of game.
He’ not a chatterbox, but his vocabulary

is just large enough to give him a kind of
personality. The designers call this fea-
ture GameSpeak, and they provide an
interface to help you practice his abili-

SLIG BOMBING After picking up some grenades from the “Boom” machine, Abe
lobs one onto an unsuspecting Slig below.

ties. Abe can say “Hello,”“Follow me,”
and “Wail.” He can also hiss, whistle,
fart, and laugh. Not bad for a guy whok
mouth is stitched tight.

His speech is not only amusing, its
necessary for advancing in the game.
Early on, you'll need to get other slaves’
attention by saying “Hello™ and “Follow
me.” Later, some of the puzzles require
Abe to whistle and fart on cue. (Parental
advisory: This function is capable of
keeping a youngster armused for hours, if
you can stand the sound of incessant
flatulence.)

Abe has one other speech command:
chanting, It can vary, but the main pur-
pose of chanting is lo possess an evil

Slig. Sligs are funny-looking robolic
guards with bad tempers and nasty
machine guns. When Abe possesses one,
the Slig cries out “Ow!” runs around fee-
bly, and then falls under Abe’s command.
At that point you can control the Slig for
as long as you like, experimenting with
his amusing vocabulary and using him to
ventilate all his friends.

As with Abe, the Sligs speech ability
is'L just for fun. Sometimes vou'll need
the Slig to yell “Watch out!” to nearby
Mudokons, or they'll
die in the ensuing
firefight. At other
times, you'll have lo
repeat a supervisors
speech into a con-
sole before the
supervisor will
deaclivate an clec-
tric field. But the
most fun I had was
while making a Slig
search for his Slog
(guard dog). You
force the Slig to
walk around yelling,
“Here, boy; here,
boy!” and when the
Slog finally appears,
you pump him with
lead and make the
Slig laugh. 'Then you walk the Slig over a
cliff and make Abe laugh. Now that'’s
entertainment.

HOW 0DD

Oddworld —the game environ-
ment—is an exquisitely detailed and
organically consistent virtual world, The
world has been painstakingly designed
and rendered, and although you navi-
gate Abe along a 2D plane, the environ-
ment’s depth isn't totally lost, as in most
platform games. At various poinls a cine-
matic cut-scene changes the field of
view, bringing distant features into focus
as the new plane of action. At other
times the action can occur on more than



MINE JUMPING Nearly every screen has a set designer's flair for the dra-
matic. Here, Abe and Elum size up a gauntlet of rotating mines.

one plane along the z-axis. Oddworld
Inhabitants (the developers) obviously
spent a lot of time rendering a realistic-
looking world. The company intends to
reuse il in the ODDWORLD “Quintology,”
the five-game series of which OpDYSEE
is the first part.

There are seven distinct environments
here, cach offering different challenges.
You'll have to overcome a variety of
objects, such as bombs, motion sensors,
meat saws, and falling debris, all the
while fending off attacks from bizarre
creatures, You'll die frequently, but the
game restores Abe automatically to a
recent sereen.

"The puzzles are easy at first but
become fiendishly clever and more com-
plicated. (See our tips for winning in this
month’s Gamer’s Iidge.) The only actual
weapon Abe will ever have, apart from a
gun-loting Slig, is a hand grenade. Most
of the time all Abe has lo work with is a
rack or a picce of meat, and you have lo
figure out how to use them to defeat
your enemies, The puzzles are not only
challenging, they're also thoroughly con-
sistent with the game world.

Fortunately, Abe isn't entirely alone in
his mission. He has the oceasional sup-
port of allies throughout the game to con-
fer special knowledge or power to him,
"There are Mudokons, a powerful shaman
known as Bigface, and a special creature
called Elumn. Elum (“mule” spelled back-
ward) is an endearing beast who responds
to Abek voice commands and allows Abe
to ride him, which comes in handy for
making big jumps. The only liability Elum
poses is that hel prone to distraction when
eating honey. This becomes a puzzle in
itsell as you try to separate him from his
favorite food. Fortunately, where there$
honey, there are also bees.. ..

ODDWORLD: ABE'S ODDYSEE * REVIEW

AT 0DDS

I've covered only a few of the
game’ many lerrific qualities. As
you can lell, | was charmed and
delighted by its personality and
wonderful sense of humor. I'd
love to recommend ABE'S
ODPDYSEE lo anyone —but | _
can't. You see, the game has a ter- §
rible secret.

OppWORLD was designed
by people who love console
games, And most console
games are designed to make
you play all the way through a level
before saving, You have to finish the
entire level, then you get a code, then
you advance, Only trouble is, computer
gamers have different expectations and
tolerance levels, Rather than forcing our-
selves hrough a QUAKE or JEDEKNIGHT
level all at once, we like to save the game
after particularly difficult parts to mini-
mize repetition. In ODDYSEE, you can
save at any lime, but the actual save
points are at predetermined locations in
the game. This means that you might
save near the end of a difficult level, but
if the game’s nearest predetermined save
location is at the beginning of that leve,
you'll have to play through the whole
thing again anyway. Since the interval
between these points is usually several
screens long, the game requires that you
perfectly execute up to 10 puzzle-filled
sereens before being able to advance lo
the next save point. Failure means
repeating the process, ad nauseum, until
you get it right. "To make matters worse,
some of these puzzles won'tjust be phys-
ical moves, they'll be speech puzzles, So
you'll have to hear and repeat back a
series of whistles and farts dozens of
times until vou're able to progress

POSSESSION Here's what it looks like when Abe
possesses a Slig. You can then make the Slig
walk around and drill all his little buddies.

beyond a certain sequence. | had to
repeat the most difficult sequences more
than 100 times, and though I may be
slower than you, | wouldn't recommend
buying ABE'S ODDYSEE unless you can
lolerate repetition and have plenty of
time on your hands.,

If it wasn'l for this major flaw, 1 would
recommend ABE'S ODDYSEE to any
action or adventure gamer. Its loaded
with humor, personality, and charm, and
the story and puzzles are enough for
experienced gamers to sink their leeth
into. If the designers provide a more ver-
satile save feature for the next four edi-
tions in the series, | see a bright future for

Abe and his Oddwonld friends. &
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FAPPEAL: Anyone who prefers puz-
zle-solving to fast, violent action.

PPROS: Beautiful graphics and
design; interesting characters; wonder-
ful sense of humor; GameSpeak.

FCONS: Extremely
repetitive play;
save-game feature
is restricted to cer-
tain areas; cannot
load from the
Escape screen,

CCW




Dewqmd by Trevor Chan

A REAL-TI ME SAGA OF INTRIGUE
" AND DIPLOMACY OF TRADE,
CONQVEST AND ESPIONAGE.




Long ago, in a time when the lives of men, monsters and

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

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

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

« Espionage and counter espionage with trade and
diplomatic options

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

Visit your local retailer or
call 1-800-789-1543 to order a copy today!
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Price: 554.95

Minimum System
Requirements: Pentium 90
(P166 recommended),
16MB RAM (32MB recom-
mended), Windows 95/NT
or Mac 0S, 64MB hard-
drive space, 2x CD-ROM
drive (4x recommended),
SVGA graphics, Win 95-
compatible B-bit

sound card (16-bit
recommended).
Muitiplayer Support:
Modem (2 players), LAN,
Internet (2-16 players).
Designer:

Running With Scissors
Publisher: Ripcord Games
Santa Clara, CA

(408) 653-1897
www.ripcordgames.com

REVIEW ¢« POSTAL

Bloody Mess

Take Away the Controversy and You Have a Mediocre Game

by Scott A. May

here there’s smoke,
theres usually fire.
Prerclease hype
for Ripeords debut
game, POSTAL,
blew plenty of
smoke at both
constimers and
the press, hoping
to fuel a firestorm
of controversy. So far, its worked. Once
you get past the hype, though, the game
reveals itsell to be lukewarm at best.

The games back-
stary is purposely left
to the players own
twisled imagination.
You assume the role
of a disgruniled citi-
zen known as Postal

Dude, who pops a
cork after being evicl-
ed from his house.
Your heavily anmed
character then lets out
his frustrations on the
entire town — e
“goes postal.”

RAMPAGE

"The game unfolds
in an isomelric per-
spective as you wreak
havoc across 16 increasingly hostile loca-
tions. Settings include peaceful neighbor-
hoods, downtown paradles, trailer parks,
train stations, urban ghettos, and industri-
al parks. [ your Kevlar vest holds out, the
game culminates in a rather shocking
showdown at an Air Force base,

Gameplay is delightfully demented al
first, us you wax victims who die scream-
ing, often begging for merey."Kill me
now!” or“l can't breathe!” they wail. Ina
twist of sick compassion, you can actual-
ly stand over their riddled flesh and
pump a few last merey shots into their
heads. Likewise, when you can't take
anymore, you can always insert the bar-
rel into your own mouth.

CGW
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BEYOND POOR TASTE

Designed with juvenile delight by
Running With Scissors, POSTAL is both a
parody of video-game violence and an
excellent exanple of our desensitized
perception of enterfainment. Some will
find PostaL hilarious; others will find it
downright sickening, Give Ripcord some
credil for chutzpah — the company
doesn’t just push our moral hot button, it
smashes it to smithereens. The game
dares us to find pleasure in the cold-
blooded murder of innocent people.

PROTEST THIS In a parody of Posta's real-life controversy, protest-
ers of video-game violence outside the Running With Scissors
office are “greeted" by Postal Dude.

[tom a pure gaming standpoint, how-
ever, PostaL holds only limited play
value. The level designs are imaginative,
and the weapon selection —including
machine guns, sholguns, spray cannons,
heat-secking missiles, napalm, and flame
throwers —are well implemented. But in
the long haul, even the most jaded
arcade gun-freak will find the game
repetitive and dull.

"The game does its best to ensure long-
term playability, with a host of single-
player variations, such as limed levels,
hody count goals, checkpoints, and cap-
ture-the-flag scenarios. Multiplayer
games — over modem, [PX; or the
Internet—also help liven things up. But

when all is said and done, the simple-
minded carmage at the heart of the game
becomes a worn-oul novelty:

PUZZLING GRAPHICS

Graphics are good and bad. On the
plus side, the game’s hand-drawn back-
drops are varied and elaborate, Artisti-
cally, however, these walercolor-style
backgrounds look like the classroom
doodlings of a bored seventh-grader.

Character animations are simplistic
and skate erratically above the 2D
framework. Character interac-
tion with the environment is
almost nonexistent. Fires that
burn in one scene are instantly
extinguished when scrolled out of
camera view. [ad the designers
let players interactively vent their
rage on struelures in the game
world, the game would have had
more Hlll]l.'“l.

"The game does have its share
of sadistic eye candy, such as vic-
tims who spew arterial bload
while clawing the ground in
agony. Players with DirectX-com-
patible video cards will also enjoy
transparency effects in explosions,
fire, and smoke.

Overall, the only envelope
POSIAL pushes is that of good
taste, Otherwise, its merely a routine
shooter designed to delight the common-
ly morbid minds of preteen boys. &

»APPEAL: Shoot-"em-up fans with
a bent sense of humor.

»PROS: Good selection of single-
and multiplayer game variables;
huilt-in level editor; elaborate hand-
drawn 2D backdrops.

PCONS:
Simplistic char-
acter animation;
repetitive game-
play; cheesy
marketing
efforts.




«+YARMOOR [YELLOW] DEFEATS FLATLINER [BLACK] IN A SANCTIONED MATCH ON SOLARIS...

Stone -GrpW-> ----- : Where did DW's Banshee go?

JT Chance -GrpW-> ----- : It shredded my gyro!

I'm out! DEAD!
Stone ~GrpW-> ~~wn- : I'm gonna need help

- who's left?

HELLO?

www.multiplayerbattletech.com

---$9.95 MONTHLY--ONE PRICE, ALL GAMES, UNLIMITED PLAY--FIRST MONTH FREE---

GO TO #238 @ www.compulergaming.com/infolink
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For a piece of the action, 9o to www.bluebyte.com.
I'll show you games that will get your heart racing at
prices which will put a smile on your face.
If you can’t visit me, call (800) 933-2983.
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by Mark Clarkson

he format is familiar; the plot, as
usual, is irrelevant, Crasse: T
RiFT s a first-person shaoter thal
covers plenty of stock territory.
There are monsters everywhere,
and it’s your job to clean house with the
customary mix of weapons: chain-guns,

grenades, mines, and the occasional

STRADDLING THE MIDDLE Chast uses 3D for
its cool monsters, but adheres to a dated 2D-

look for its levels.

CHASM: THE RIFT * REVIEW * k&

Poor Man’s Quake

lightning-firing superweapon, As usual,
you'll find health, weapons, and amimo
Iving around on the floor.

Where Crasm distinguishes itself is in
its 31 palygonal monsters—they are the
best 've seen ina 3D shooter. They are
well-animated, moving as if they actually
have mass. More striking, though, is the
way they take damage.

With careful aim, you can
blow off a monsters arm. That
may slow him down, but it won't
stop him: He'll still punch you
with the other hand. Shoot his
olher arm off and he'll start kick-
ing until you pul one in his brain,

While the mansters are state of
the art, the rest of Criasw fecls
dated. The levels are wonderfully
textured and fairly interactive —
you can shoot out lights and win-
dows —hut very 2D, There are no
rooms on top of rooms, The

sound and
Mouse con-
trols are a bit flaky, but the frame-
rate is smooth on a PI33 or P266.
Crasm supports network play in

cilher deathmateh or cooperative made,
but cooperative play prevents you from
actually working through the levels
together. The level design is solid,
though not terribly original — just like
the entire game, &

FPAPPEAL: Doom fans whose
machines aren't up to Quake.

PPROS: Wonderful, realistic 3D
monsters; solid level-editor included.

PCOMS: There's
nothing here we
haven't seen
before; ton many
bloody chunks
for those who
are squeamish.

= e =

Price: $34.99
Minimum System
Requirements: 486
DX4/100, Windows
95 or DOS 5.0,
16MB RAM.
Multiplayer
Support: Modem
(2 players), LAN.
Puhlisher:

GT Interactive
(612) 559-5301

www.chasm3d.com

MAGESLAY

Wizard of Blahs

by Robert Coffey

AGESLAYERS typically unoriginal
plot boils down to killing every-
thing in sight while dodging var-
ious traps. Basically Takt: No
Prisonirs with some half-
baked fantasy, its a top-down shooter
that rehashes the genre’s worst elements,
You can play as one of four charac-
ters, but gameplay is unaffected by your
choice. Visually, MAGESLAYER is
crisp and smooth, provided you
have a 3DIx card, Even with one,
there’s a slight but noticeable hit
in frame rate when large animat-
ed objects fill the game screen,
Unlike TNP, MAGESLAYER is
stunningly stingy in variety. All
five game worlds are populated
'n)' the same few monsters, most-
ly the tired giant scorpion, spider,
and rat types. It gets worse, Each
character has one measly melee
attack and three ranged spells, all

of which have an indistinguishable
“powered” version,

Like other subpar games,
MacrsLavir makes the mistake of con-
fusing lots of enemies with challenging
gameplay. Monsters attack in hoge
hardes that, though casy to kill, force
you into tedious mouse-clicking,

Macestaveris filled with traps you've

THE GANG'S ALL HERE MaGESLAYER, with its
paltry and uninspired five worlds, is even less
fun than its cousin, Taxe No PriSonERs.

ER ¢ REVIEW % J

seen a thou-
sand times.
To be fair, the
game does go bevond the tradition-
al power-up caches by offering some
entire gauntlel-running secret levels.
Ultimately, MACESLAYER is a studly in
limitations, unredeemed by the tacked-
on multiplayer options. %

PAPPEAL: Take No Prisoners fans
who don’t mind a much less inter-
esting game.

PPROS: Crisp, smooth graphics with
3Dfx card; lots to kill; secret levels.

PCOMNS: Incredibly repetitive
gameplay; no —
variety or origi-
nality in spells,
characters,
game worlds,
traps, melee
attacks, and

gameplay.
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Price: 544.95
Minimum System
Requirements:
Pentium 90, Win 95,
16MB RAM.
Multiplayer Support:
Modem, null modem
(2 players), LAN
(2-16 players).
Puhlisher:

GT Interactive

(716) 871-6646

www.gtinteractive.com



We took a perfectly
good strategy gameand A
threw in a few curves. . §

G o ahead and stare. You've never seen
anything like Guardians: Agents of

Justice™ Never before has a game so
expertly mixed resource management and
intense superheroic battle. Never before
has the army in a strategy game been a
handful of mutant, superbuff enforcers out to
save tomorrow’s planet from its own scum. And never
before have there been such shapely superheroes,
as easy on the eyes as they are rough on the rib cage.
Guardians: Agents of Justice is the superhero strategy
game where you call the shots. You can even
customize your own mighty saviors, in case ours

fail to meet your needs. (Somehow, we doubt it.)
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Price: $49.95

Minimum System
Requirements: Pentium 90
(Pentium 133 recom-
mended), Windows 95,
16MB RAM (32MB recom-
mended), 100MB free
hard-drive space,

2% CD-ROM drive (4x rec-
ommended), SVGA video
card, Sound Blaster-
compatible sound card,
Microsofi-compatible
2-hutton mouse; 3Dfx
accelerator card strongly
recommended.
Multiplayer Support:
Direct connect, modem (2
players), LAN, Internet
(2-4 players).

Designer: Cyclone Studios
Publisher: 300

Redwood City, CA

(650) 261-3000
www.3do.com

kkkk REVIEW * UPRISING

Rising Fun

orget 3DO% claim that
UPRISING is another entry in
the real-time strategy
wars— it'’s an action title,
pure and simple, with the
merest smaltering of strate-
gy. But who cares? With its
challenging missions and
absorbing gameplay,
UPRISING is a real treat.

HI-TECH SLUGFEST

While UPRISING has customizable
quick-start missions and an excellent tuto-
rial, the heart of the game is its bruising
campaign mode, which casts gamers s
part of a rebel faction battling the evil
intergalactic Imperium. Piloting a roving
command center nbertank, called a
Wiraith, you'll seize control of power-rich
“hot zones” in order to build citadels, unit
buildings, and defenses.

While you can call in units to do your
dirty work, deft use of the Wraiths
impressive destructive capabilities is the
key lo success in UPriSING. In addition,
you can jump between your Wraith und
the nearest citadel to seize the citadels
guns and take oninvaders. Regrettably,
you cannot seize control of any of your
other units.

BEST LAID PLANS
Rip ALERT base-building gurus, lured
by empty promises of a strategy game,

THE BIG PICTURE You'll do all your base building
and management from this satellite view,

FEBRUARY 1997

A Lot of Action and Only a Little Strategy

by Robert Coffey

are bound to be
let down by the
paucity of units
and command
options. There are
only four types of
units, and an
inability to direct
them beyond the
hasic “Shoot that”
command further
reslricls strategy.
If UprisinG has a
strategy clement,

itis in forcing
gamers to adjust
their approaches
in order to defeat the Imperium on a
mission-by-iission basis. Some planets
emphasize defense, some require swift
brutal attacks, and athers reward a
methadical approach. Dealing with the
distinctive terrain of each planet height-
ens the challenge. You'll face lakes of
lava; treacherous, sheer cliffs; and rolling
hills that conceal Dlisters containing
punishing turrets.

Battles are teeth-gritting spectacles of
utter mayhem. Throw in the fact that
your own bases may gel atlacked right
when youte in the middle of an on-
slaught elsewhere —which forces you to
manage multiple battles while dodging
Imperium missiles—and keeping plates
spinning starts to look easy.

UPRISING
FALLS DOWN

As enjoyable as
UPRISING is, it has some
significant shortcomings. A
game this tough should
have a way fo adjust the dif-
ficulty of the missions. The
inahility to customize the
j())'xlic]-: controls is a shame,
considering that the default
controls of mouse and key-
board are awkward, In the
overhead satellite view, the

REAL-TIME ACTION Uprising is deeper than moast action shoot-
ers, but less cerebral than traditional real-time games.

cursor is so tiny you can't find il (espe-
cially during a battle), and a few mis-
sions have a lendency to lock up your
computer. Oh, and good luck trying to
play a friend via a direct connection or
the Internet—both are plagued with
player-dropping bugs. Internet play also
has latency problems.

Iinally, most of the mission objectives
are the same — take over all the citadels.
"They'e tough, but they get repetitive.
Why are there no night missions? What
about defensive or infiltration missions?

Stll, UpRISING is a blast. If Cyclone
Studios had only thrown in the strategy
they promised, UPRISING could have
been a ground-breaker. %

»APPEAL: Action gamers with a
taste for some very light strategy.

PPROS: Mix of bruising action and
challenging missions make for great
gameplay; dynamic game worlds
that affect play; much bigger scope
than that of other shooters.

PCONS: May he too Ilard for some;
no strategic
depth; mission
goals seldom
vary; clumsy
controls; bugay
modem and
Internet play.




«+.WP 4: COURSE 121 AT 12000 FT ETA 1:18..CHANGE COURSE TO 140 LEVEL AT 10000 FT...

GunJam: bandits, 6 o’clock high!
HiTech: i’'m done -- bingo ammeo
Gundam: run low -- i’ll cover you home

HiTech: roger that -- p51 closing fast!

Gundam: pull left! PULL LEFT!

Gundam: HiTech!?!

wWwWww.alrwarrior.com

GAMESTORM.

---$9.95 MONTHLY--ONE PRICE, ALL GAMES, UNLIMITED PLAY--FIRST MONTH FREE---

GO TO #197 @ www.computergaming.com/infolink
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features a mind-plowing array of wauhy weapnns
Witty speech, dynamite sound effects and original
music, Brain-tickling strategy and politically correct
violence. Go it alone Wormho-style against i7 other

Worms in the 8 player hot-seat game, or wage 6 If you re hreathmg, you woi t
player mayhem over a LAH or the Internet! he dble to Stﬂp DIHYI g |t'
Visit your local retailer or call 24 hours: == s DY 5E I
1-800-695-GAME (U.S. and Canada) www‘micfopmse.mm lﬂ%

Worms2 * Team17 Software Ltd. All rights J. Game designed and developed by Teani7, Team17 and Worns2 are trademarks or reqistered trademarks of Team17 Software Ltd. Original concept by Andy Davidson.

MiceoPuist is a reqistered trade nn ik of MicroPrmse, Inc. or its affiliated companies. All other trademarks are the property of their respective halders,

GO TO #099 @ www.computergaming.com/infolink



by Rusel DeMaria

fyou're fecling destructive, vet

morally upright, NUCLEAR STRIKE:

will let you land a blow for the good

of all democratic nations while caus-

il]g dn llng(h‘H}' amount l')f (.l['ﬁlrll[‘—
tion lo evil world-dictators.

You'll pilot a variety of well-armed
choppers and a few destructive ground
vehicles, such as the hovercraft and the
Abrams battle tank. The World War 11
storyline unfolds nicely as you
fire at identified targets and
some unexpected enemies,
You'll also fly over hidden
encmy encampments or hostile
boats on the rivers and oceans,
From the moment you boot up
the game, you'll find there is
plenty to do.

"The beauty of NUCLEAR
STRIKE is its ability to combine
resource management, strategy,
and a sense of a realistically
unfolding adventure with a chal-

NUCLEAR STRIKE ¢ REVIEW %k % %k k&

All-American Blast

lenging action product. In regard to
graphics, the game is satislying, While
vour enemies often look comical and car-
toonlike, the various enemy vehicles and
gun emplacements are more realistic —
they inspire dread as you watch their tur-
rets swinging around to point your way.

The story is presented in quick cut-
scenes and shorl video sequences,

For the most part, the game gives

NUCLEAR BLAST This screen shows several of
the configurable options, and the pyrotechnics,
that make NucLean Strike fun to play.

more than ade-
quate feedback
and allows
enough customizaion lo make it
satisfying for players of all skill levels.

In the end, NUCLEAR STRIKE
manages lo be a fascinating, challeng-
ing, and varied experience with plenty
of gameplay to justify the price of
admission.%

PAPPEAL: Action fans, especially
followers of the Strike series, who
like some story and strategy.

PPROS: Great graphics that simu-
late a 3D landscape; nonstop action;
combination of compelling story and
high-intensity
action.

PCONS:
Objectives some-
times confusing;
story can be
sometimes
unclear.

e

Price: $49.95
Minimum System
Requirements:
Pentium 133 (P90 with
3Dfx), Windows 95,
16ME RAM.
Multiplayer Support:
None.

Publisher: Electronic
Arts

(415) 571-1171
WWWw.ea.com

A Pirate’s Life for PG

by Matthew Schaefer

igh on the seven seas, the scurvy
pirate Blowfleet has wreaked his
havoc for far too long, As a rival

pirate with a thirst for adventure,

youmust caphure this rc.ncg.'ldc
and take his treasure and glory from him.
The world of SHIPWRECKERS!, howey-
er, is nol a serious one. It offers light-
hearted shooting action with plenty of
humor. Most of the gameplay consists of
navigating through inlets, spits, and locks

AVAST! A sturdy galleon has raised the Jolly

' Roger over a looted town,

SHIPWRECKERS! * REVIEW * % % J

in pursuit of floating bottles that open up
new map areas. This introduces a puzzle
element to the game.

You'll blow through ships, flame-
throwers, and bomb-dropping parrols on
vour way lo raising the Jolly Roger over
enemy ports. Your galleon can also be
transformed into an airship, get trapped
in giant air bubbles, become a speedy
steamship, and gain a number of extra
weapans —such as surface-lo-air mis-

SHIPWVRECKERS! requires the nse
of a 3D accelerator, but the graphics
are impressive. Although the camera
angle is movable, the default isomet-
ric view provides the best shots of the
aclion.

The only annoying aspect of
SHIPWRECKERS! is the console-style
game saving, Players start with three
ships (lives), but can save only after
completing a level. This limited save
option tried my patience, as Lhad to

siles —to supplement your cannons,

replay levels
again and
again.

Despite this,
SHIPWRECKERS! provides console-style
gaming with a refreshing dose of wacki-
ness, SHIPWRECKIRS! can provide you
with seafaring excilement as few other
games can. %

PAPPEAL: Action fans and would-
be pirates who want some humor in
their swashbuckling.

PPROS: Interesting puzzles and
challenging enemies; imaginative
power-ups and ship transformations;
good-looking 3D graphics; humorous
atmosphere. TS

PCONS:
Annoying save-
game feature
necessitates tir-
ing replay of
levels.

FEBRUARY 1997 CCW

e
Price: 550
Minimum System
Requirements: P133
Win 95, 16MB RAM,
3D accel.card,
Multiplayer Support:
Linked joystick/gamepad
(2-5 players).
Publisher: Psygnosis
(800) 438-7794
WwW.psygnosis.com
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Price: $49.99
Minimum System
Requirements:
Pentium 90, 16MB
RAM, Windows 95,
40MB hard-drive
space, 2x CD-ROM,
VGA-graphics card,
Windows 95-compali-
ble sound cards
Multiplayer Support:
Modem, serial

(2 players),

LAN (2-8 players)
Designer: Logicware
Publisher: Visceral
Productions/Avalon-Hill
Baltimore, MD

(800) 999-3222
www.avalonhill.com

REVIEW * DEFIANCE

Fun-Defying Action

Avalon Hill's Action Premiere Descends Into the Clone Caverns

by Thierry Nguyen

15 hard to break into the action
game genre. You either have a
product with the requisite revolu-
tionary feature or you have a
derivative product that disap-
pears into medioerily. Avalon
Hills first action game,
Derance, falls into the latter
category. While the game has
some good ideas and features, a
few factors pull it down from the tier of
innovation and reduce it to nothing
more than a DESCENT clonc.

ALIEN WAR MACHINE

DEFANCES plot is an attempt at sci-fi
mystery. You are a test pilot for an experi-
mental fighter craft to be used inan
intergalactic war. When your base is
attacked, you have to oot ont the cul-
prits and punish them. Most of the game
is spent unraveling the mystery of the
base attackers. Once you do, the game
becomes a simple matler of saving your-
self by destroying all encmics,

The plot moves along via voiceovers
and cut-scenes between the 13 levels.
The cut-scenes aren't very impressive,
but [ like the use of voiceovers to further
the plot. Though the technique is a far
cry fom the FMV in Jupi Kniciit, its a
definite step heyond the lext treatment
used in other games.

ROBOTS VS. ROBOTIC CRITTERS

"Though DEFANCE is like DESCENT,
the main difference between the two is
that in DEFIANCE your ship doesn’t nat-
urally defy gravity. There is no rolling or
hovering; you have lo use vertical thrust
to*hop” around. It felt as if I was con-
tiolling a robot rather than a spacecraft.
The weapons are divided into guns and
missiles — most of which are stock
shooter-fare.

"The enemies —all biomechanical
monstrositics — boast nice animation,
but are themselves unimpressive. Their
colors are monotonous, and they always
seem to use (he simple Al routine of

CowW FEBRUARY 1530

“ouns from a distance, head-
butt when close.”

NO X TO MARK THE
SPOT HERE

The level design resembles
real locations, such as
cityscapes and laboratorics,
which are better than the
confusing, claustrophobic
mines of DEsCENT. The flip
side to this, though, is the lack
ol a map. This is aggravating,
especially because the levels
are huge and are composed of
many similar-looking twists
and tunnels.

Also, the graphics aren't terribly
impressive. The use of Direet3D) seems
to be more for boosting frame rate than
for adding visual effects — the graphics
seem closer Lo the original DESCENT
than to today’s visually impressive games.

The save-game feature is odd; the
game allows you to save only al cerlain
computer consoles scattered throughout
the levels. While that’s not quite as bad as
in DARK FORCES, il strikes me as stu-
pid —especially considering that theres a
cheat deseribed in the READ.ME file
that allows you to save whenever you
want. Why should saving be a cheat,
rather than an option?

In the end, DEFIANCE is an adeqnate
start for Avalon Hills new Visceral

THOSE WACKY ALIENS The enemies feature nice
animation, but as a whole, they aren't very memo-
rable or very impressive.

Productions action line. Some elements,
suich as the story-driving voiceovers, are
nice, but the lack of a map, the less-than-
stellar graphics, and the save-game “fea-
ture” end up making it just another
DescenT clone. &

»APPEAL: Gamers who dig
Descent, but want something less
claustrophobic and more mysterious.

»PROS: Good attempt at using
voiceovers to tie the plot together;
good enemy T
animation.

FCOMS: Lack of
automap; odd
save-game fea-
ture; unimpres-
sive graphics.




THIS IS NOT THE GAME OF QUAKE” YOU ONCE KNEW.
THE X-MEN HAVE TAKEN OVER AND NOW IT'S A WHOLE NEW GAME.

Coming Soon MARVEL wb’(\ Thlsproduusinno
toRetaiers INTEE Excusioy Dantuedby WIZAR“ ’f/) RN i%lﬁl? o
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GO TG #195 @ www.computergaming. cum/‘mfulmk
91297 Marvel Characters, Ing. Allrights reserved. Marvel Interactive, X-Men, all Marvel character names and the distinctive Brenesses thereol are trademarks of Marvel Ch: d with permission. Quake® & jstered of id Software, Inc. Allrights reserved,
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Price: $59.99 plus
$9.95 per month
Minimum System
Requirements: P133
or better, 16MB RAM,
Windows 95, 261MB
hard-drive space, 4x
CD-ROM, SVGA graph-
ics card, Windows 95-
compatible sound
card, Internat
connection.
Multiplayer Support:
As many players as
the server can hold.
Designer: Origin
Publisher:

Elgctronic Arts

San Mateo, CA

(800) 245-4525
www.origin.ea.com

REVIEW ¢ ULTIMA ONLINE

Origin’s Epic Online Game Is Snared by Bugs and Design Problems

HIDE HARVEST Someone was tough enough to take on a herd of cows, but left their
hides behind, probably due to the cowhide surplus.

by Thierry Nguyen

twas perhaps the simplest, yel
grandest design spee of any game
to be eleased this year: To creale
avirtual world based on the
world of Britannia. Nol content
with the simple online monster-
thwacking of DiasLo, Lord
British set out to create a virtual
community with UL
ONLINE. The vision involved cre-
ating a dynamic game world in which
players were free to live their virtual lives;
whether they be bakers or dragon-
slayers. Essentially, ULrinis ONLINE was
to be a grand-scale, graphical multiuser
dungeon (MUD). Unfortunately, despite
the grandiose and well-meaning inten-
tions, there are many factors that pt|||
Uriiva ONLINE down,

MULTIPLE AVATARS

Urivia ONLINE opens with a typically
well-done Origin cut-scene that portrays
the slaying of Mondain and the shattering
of the Gem of lmmortality. In each shard
of the gem is a perfect replica of Sosaria,
the game world of Uiy ONLINE,

Basically, this use of the “shards of
Sosaria” plot is used to explain the

CCW
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multiple servers. As of this writing,
ihere were six servers; five serving the
various regions and one ‘Test Server in
which Origin experiments with pro-
posed changes. When you sign up for
an Uriiva ONLINE account, vou pay
$9.95 a month to use up to five charac-
ters per server.

Characler generation is a pretty quick
affair. You seleet the three skills in which
you wanl to excel, modily your stats, and
then alter your appearance with options
such as hair color,
facial hair-style, and
skin tone. Then, you
give yourself a name
and optional pass-
word, pick a lown
and inn to start in,
and enter Britannia.

You start the game
wilh 100 gold pieces
and some basic
equipment (based on
which primary skills
you selected). After
that, you're on your
own. Theres no over-
arching goal, no
Foozle to vanquish,

no treasure to seek. Just enter the world
and play your character as you see fit.

SUPER AVATAR
BROTHERS, AGAIN?

Al first glanee, the game engine looks
alot like an SVGA-graphics version of
the Urrivia VI engine. You get the 3/4
slanted view of the landscape, as in
Ui VI or CRUSADER, rather than
the more acrial perspective used in earli-
er Urinvas. You still have the staple
movement interface of Uiz VI and
beyond, in which you hold down the
right butlon to walk about and double-
left-click on items to use them,
Thankfully, unlike Utma VI, there
are no conlrived platform-game-style
puzzles. What we end up with is the
graphically enhanced version of the
Urimaa VI engine, only using the
Urniva VIl interface.

Urinia ONLINE is a skills-based
game, which means that you improve
your skills and stals by practicing. You
can cither receive training from NPCs
orjust take the time lo practice your skill
over and over again until it improves.

As of now, combat is also a clicking-
alfair, though its nat quite as frantic as
Diast.o’s combat. 1o fight something,
you need to enter “combat” mode, and
then double-click on your targel. The

DEATH BECOMES ME When you die and come back as a
ghost, the world goes black and white, and you're forced to
wander the Earth until someone resurrects you.




various skills at play will be
checked against each other, and
you'll be notified on whether or
not you made contact, Origin
also wants to give the player an
autocombat option, with which
the player will select a pre-
defined fighting style and the
computer will then carry oul
combat, though this feature is
not implemented yel.

THE LAG DAEMON
STRIKETH

So, after learning these essen-
tials, you just need to sign on and
go have yourself an adventure-
filled virtual life, right? Not quite.
Unfortunately, Utnivia ONLINE has a
host of problems and setbacks.

First, this article gives you just a il
less than what the game’s documenta-
tion tells you, When you open the box,
the first thing you notice is the lack of a
real manual. Yes, vou get a decent refer-
ence card and install guide, but no meaty
manual, The only options for a manual
are an online doeument on Origins Web
site or the strategy guide, which you
have to buy separately.

When you install the game, you'll
have to devote 261MB to the minimum
install. Unfortunately, this runs quite
slow. l'or smoother gameplay, you're
going lo have o give the game half a gig
(so that the game runs off the hard drive
instead of the CD).

Once you log on, you will invariably
encounter the principle problem with the
game: bugs. Origin is busy making patch-
es and makes you download them when
you sign on; it seemed that every time |
logged on, | watched the “downloading/
applying patch” sereen do its work,

TALKING HEADS Not only is text hard to read when il

'The bugs are perpetual, as every time
some are fixed, new ones will pop up. For
example, as of press time, Notoriety s still
buggy: This mcans that | could kill an
Orc that threatened to kill Tord Britishs
mother, only lo be marked as a“Dread
Lord,” yet | could gain the title of “Noble”
by giving fish away. Other bugs include
the ability to generate large mmounts of
money via cloning, and the ability o
become an instant Grandmaster by pay-
ing an NPC 1o train you.

‘The other huge obstacle in this game is
lag time. The smoothest gameplay came
for me when I was playing in the wee
hours of the night (about 2-3 a.m. PST),
Whenever | played in the aftemoon, the
server was clogged, and not only did the
lag time make my character teleport
around the area, but it also booted me off
\\'i"] THHIMCTONS Server L'l:l.\| s,

DUMB AND DUMBER

‘There are some other game issues, as
well. The NPCs are extremely moronic,
as they will offer you quests and then for-

Reviewing an Online Game

LrimMa ONUINE Is @ hard game to review simply because it is constantly
evolving. Because it is online, it is forever changing, both for better
and for worse. There will always be bugs, and patches to fix those
| bugs, which create further bugs, and so on. By the time you read this
issue, the game may have undergone a radical makeover,

!  Asit stands now, based on what’s in the box, the game's flaws outweigh
! its features. Yet there is so much potential that Urtima ONLINE could become
a truly great game. But we can't review potential, we can only review con-

| crete product. As of this writing, this is our position on UriMa ONLINE.
Should the game go through a major overhaul and become a great online
game, it will be addressed again later. You can count on CGW to keep you
posted, should any monumental changes occur.

ULTIMA ONLINE « REVIEW

get about them moments later.
(“Go killeth Sir Davns,” vou'l
be told. You then ask, "Where is
Sir Davus?” The response: |
know not of what you speaketh,
knave.”)

Also, the economy is thrown
off balance, due to the fact tha
everyone who has come before
vou has already killed all the
creatures and bilked the NPCs
out of their money. The only way
vou can thwack some creatures
is fowait for a ereature 1o
respawn or lo move fo a less

m’eﬂaps, but these NPCs spew out |UI"IQ paragl'aphs detail- I)opu]“k-d area.
ing quests, and then forget all about them moments later

Practicing skills takes hours
upon hours of clicking, I vou
lhnllghl IDIABLO was a click-fest, vou
haven't tried improving your swords-
manship by atlacking practice dummics
for three hours. And finally, plaver-killing
("PKing”) is rampant. While PK'ing is
aclually a legitimate form of role-play-
ing, the reason so many people do it is
because its much more fun than playing
UO “the real way,” in which you must do
aseries of monolonous/repetitive tasks in
order o be strong enough 1o kill any-
thing larger than a pig,

Uniiva ONLINE is a game wilh
untapped potential. The game has great
aspirations, bul is plagued by bugs, horri-
ble lag-time, and some design issues. As
of now, you should get Uriists Onving
only if you are willing to put up with a
whole lot of grief, all the time. If you sim-
ply want to go out and thwack creatures
with friends, stick to Diasto. 1f you have
the paticnce to put up with the numer-
ous changes and pitfalls of Urriva
ONLINE, and would like to try living a
“virtual” life, go ahead and try. As for me,
I'l stick to real life for now. &

FAPPEAL: Patient gamers interested
in graphical MUDs, or a “virtual com-
munity.”

FPROS: If played correctly, it can be
a real role-playing experience; decent
graphics.

FCOMS: Numerous and never-ending
hugs; horrible lag-
time; design issues 2
lead to repetitive
and time-consum-
ing activities;
unhalanced econg-
my; ridiculously .
high system
refuirements.
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' .ake 'l'reahes,
Smk Battleshlps,
- Steal, spy,
Rum Ecnnomles
andake
" New Friends

i l:nnquar the office LAN or be king of the Internet — it’s all in a

game’s work. Steal, spy and strategize your way to glory. We

have changed the future of gaming by letting you change the

past. Return to WWI where you fully command the naval forces,
the economy and the outcome.
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With a 3D combat'engine!you View a floating 360° panorama Rule the waves. forge the steel
don't just see explosions = and engane in ship-to-ship and earn the medals.
you experience them. confrontations.
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8 : : i : i
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CRUSADERS : WiNoows S5INT
STUDIOS, INC. ’ = Amau s
www.crusaderstutdios.com A When “ S ““s I'ﬂal ; @) i ['E

{888) Th-h0ST(4274) ' T e ; i it’s llllt - | game - it’s war. 197 Crusaders Sudios. Ine AD Rights Reveived



MERIDIAN 59 REVELATION * REVIEW % % /

MUD Fight!

Online Warfare Gets Deeper With Meripian 59 RevELATION

by Barry Brenesal

esting on your laurels is
dangerous. They can
sasily turn into poison
ivy, with painful results,
With no serious compe-
tition, 3DO’ popular
MERIDIAN 39 has been
doing just that as the pre-
eminent graphical mulli-
user dungeon (MUD)
for the last year. Now, with Uririva
ONLINE out, and looming threats from
Microsofts ASHERON'S CALL and Sony’s
EVERQUEST, 3D O praducers have
turned their attention back to
MERIDIAN 59. Bul can their new
RevirAnon upgrade —and the
promise of
another soon lo
come —save
MERIDIAN 59
from a
MUDislide in
popularily
toward newer
online games?

BODY SHOP
MERIDIAN 539

Unlike most of the competition,
MERIDIAN 59 does nol supply a mix of
fantasy races and professions, so don'l
expect to unveil that Dark Elven
Sorcerer you always wanted to be in
your black heart of hearts. You customize
your character by seeking out one of six
schools, each of which offers unique
benefits to the initiate who, over time,
fulfills its numerous quests. The Temple
of Shal'ille teaches healing, blessing, and
protection spells, for instance, while
Faren Temple instructs vou in_hard-to-
control attack spells.

When your character eventually
learns all the spells in a single school, vou
can choose another and follow a similar

KILLING TIME

To PK or not to PK, that is the next
question. MERIDIAN 59 has a reputation
as a plaver killers paradise, and its not
without reason. The games$ structure of
clublike guilds encourages player con-
flict. With only 14 guilds allowed at any
given lime, many guild-wannabes orga-
nize infillrations and assaults upon guild
halls. The benefits of successful
takeavers are too sweet to ignore: a pri-
-ate communications channel between
all guild members; a building closed to
all nonmembers (except by permission);
a bady of friends to provide instant res-
cue or support; and a guild chest to hold
your surplus goods and keep them safe
from loss, which
usually oceurs
when you die.

Players who

want lo engage in
amore sportsman-
like, one-on-one
duel to the death
typically frequent
the combat-sanc-

is set in a pseudo- eniietls Vs b bowees lambeazly off you
medieval fantasy e

wniverse.You [ [ s ety s
use magic and ittt o
muscle to battle

monsters. Along

the way; you e
gather treasure,

meet friends,

and find fame; of

course, occa-

sionally you die,

Your character begins in the town of
Raza, in a small, safe area set aside for
new arrivals o leam the command set.
MERIDIAN 59 lets you customize your
characters appearance in regard to hair
style, mouth shape, eve color, skin color,
and gender. Finally, you apply 50 points
against stats in six categories: might, intel-
lect, stamina, agility, mysticism, and aim.

JUNGLE BOOGIE Nicely textured tropical forests add to ReveLarion’s atmosphere.

questing path, but the learmning curve for
new spells or improved weapons skills
increases dramatically with each succes-
sive school you choose to affiliate with.
While this admittedly prevents the
development of supercharacters, it also
places a ceiling on training, which can

frustrate players who like aiming for that
next spell or obscure talent that lies just

over the magical horizon.

FEBRUARY 1833

tioned zone of the
Arena; but theres

also a goodly share
of nonconsentual
PKingin
MERIDIAN 59. The
games Dungeon
Masters give this
activiy [ree rein
outside a few safe
areas, such as
towns, since mur-
dered players
spawn Revenants, powerful Al-con-
trolled critters that stalk their killers
relentlessly until either the murderer or
the Revenant dies. Since a murderer and
his pals can band together to kill a
Revenant, however, this isn't always an
effective solution.

This MUD is nol just about combat
and death, though; MERIDIAN 59 offers
a social atmosphere, with many citics
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Price: $9.95 retail
{with a week's worth of
free sessions) or free
download from 300's
Web site (with no free
sessions). Online
charges: $2.49/day,
57.50/week (based on
4 days free after play-
ing 3 days/week).
Minimum System
Requirements:
Windows 95, 486/66 or
higher, 8MB RAM,
35MB hard-drive space.
2x CD-ROM drive,
14.4Kbps modem,
SVGA-graphics monitor,
SLIP/PPP Net
connection,
Multiplayer Support:
Duh.
Designer/Puhlisher:
300

Redwood City, CA
(650) 261-2777
www.3do.com







A b'a‘f?liug string of horrific serial

murders. A shadowy brotherhoad in
pursuit of unimaginable power.

An unholy ritual revived from the dark
and distant past. This is Black Dahlia;
America’s most sensational unsolved
murder case, now a haunting adventure

of occult mystery.

* From the creators of Ripper, a superb storyline inspired by actual events.
" N
» A stunningly riifﬂérgi amazingly real 3-Dimensional gmmne world that
includes over 70 locations on two continents.

4
® More than 60 challenging and seamlessly integrated puzzles. %‘;‘;
* A unique interface which immerses you in the ultimate adventure game experience. K @
* An outstanding cast of professional actors starring Dennis Hopper, ' INTERAGTIVEZ SO TRATL

Teri Garr and Darren Eliker. www.bdahlia.com

1997 Black Dahlia and the Take 2 loge aro regi of Take-Two | v Soll Ing. All ights resenved

GO.TO #254 @ www.compumrgaming.omn/infulink
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REVIEW ¢ MERIDIAM 59 REVELATION

More PK'ing Ahead

he next Meroian 59 upgrade, titled Rennssance, is expected in the second quarter of "98.
It will apply the improved graphical capabilities of Ko'catan to Meniian 59°s
two major cities, Tos and Raza. The engine that assigns quests to players
will also be revised to permit on-the-fly changes. Expect a much greater diversity of
quests, as well as penalties associated with timed quests that aren’t completed on schedule.
Renssance will primarily focus on expanding the game’s player-killing aspect. The discovery
of a new region controlled by an evil, magically inclined Queen permits characters to hecome
Necromancers, who gain powerful spells but need to kill other players regularly. Of course, evil

spawns its opposite, and players will also be offered the choice of hecoming

Hunters, who have enhanced weapons and tracking skills—and are the

destroyers of Necromancers.

and shops. This social atmosphere, how-
ever, would be improved if Dungeon
Masters took more control over e
names players were permitted (o use in
the game, On several recent occasions
when I logged on, some of the most vol-
uble players had names that

Critter Al is improved, as well.
Though we've yet to see anything in a
multiplayer environment lo match
Diracon Rearas” Al {in which mon-
sters make intelligent battle decisions
bused upon such factors as spell capaci-

NOT ALL THAT'S EVIL IS UGLY
Here's a lich you can expect to meet
in Merioian’s Renaissance module.

ticular deserves mention: Tame. Use it
on an unintelligent monster you're fight-
ing, and you may gain a large pet to fol-
low you and fight your battles.

Overall, the changes made to
MERIDIAN 59 in REVELATION —a larger
world, significantly improved

were illegal drugs and sexual
puns. Sure, you can block
oul their comments using
your Options panel, bul
then you'd have to block out
other players who refer lo
them, too, And theres no
way to block out their physi-

and spells —really make a dif-

- oy
3 ﬂ H graphics, more varied quests
=

ference, On the eve of several
important graphical multi-
player releases, this MUD
provides competition that

cal presence.

MEET THE NEW BOSS
When MERIDIAN 39 was
originally released in

September 1996, its graphics

cannot be ignored. In the final
analysis, MERIDIAN 39's social
and role-playing aspects are
given less structural emphasis
than combat, and its for com-
bat that you should tum to

| i this game. There are better

MUD venues for role-playing

could best be described as
serviceable. Now, however,

the game is visually dated.

The washed-out, poorly lex-

tured images look flatter and more
unappelizing than ever.

Iirst and foremost, e new
RiviErAnonN module adds land mass to
Miriniax 39— the world is suddenly 33
percent larger, thanks o the “recently dis-
covered” tropical island of Kotalan. The
island also supplies more visual lextures
and contoured surfuces ils main pop-
Jation center is a fine example of city
dwellings perched upon hilly slopes.
Kotatan is home to a hidden temple,
covert passageways, mazelike catacombs,
and altractively detailed forests,
Riviranos features 30 new NPCs,
intriguing puzzles, and plenty of critlers,

CcewW FEBRUARY 1531

ty, health, physical footing, enemy dis-
tance, and numbers of friends and foes
in the room), the monsters in
REVELATION r‘li]in} a greater din:rxily of
personalities and strategies. For example,
the three birdlike Avar tribes constantly
war among themselves as well as against
plavers, and the devastating cffects of
their Shamans’ Earthquake spell should
nol be underestimated — even by veter-
an breakdancers.

There are great new spells in
Riviranon, with a new school of magic
and a general refurbishing of extant
spells that brings the total number of
spells to more than 100, One spell in par-

and socializing, but few multi-

PLAY NICE The NPCs in ReveLation are mﬂﬂdy—they will raise I)L-].\'(x_-r gEIIHL‘S deliver as many
their prices if you annoy them.

well-structured opportunities

for restless adventurers who
wanl lo work out their aggressions as
does MERIDIAN 59. G

rAPPEAL: Online multiplayer
gamers, particularly comhat-ori-
ented ones.

PPROS: Lots of spells to learn
and critters to fight; a great guest
system; large environment to
explore; excellent interface; light
on computer
resources.

PCONS: Strong
PK (player-killer)
element; online

costs can sneak
up on you.




To SAVE THE YuTuRrs




You MUST SNTER
THE PAST.

NEWMEDIA

WINNER Dﬁo&r i
_NEwMEDTA INVISTON AwARDs ,
INCLUDING GOLD AWARD FOR THE ¥4 :
BEST ADVENTURE/ROLE PLAYING TITLE.

“.ONE OF THE BEST ADVENTURE GAMES
OF -THE YEAR."”
— COMPUTER GAMING HORLD A

"..COULD B/ THE BIGGEST ADVENTURE :
GAME OF . THE YEAR.' e GﬁMECENTER

“You CAN*T HELP BUT GET ALL HRAPPED
UP~IN THE ENVIRONMENT... JP3 REALLY'.-’:

DELIVERS ‘THE GOODS.” 48
~ ONLINE GAMING REVIEN

“You. FOR MORE INFURMAT:uH,q

cALL/1-800-474-0485, W 7B




F YEARS AGO THE GREAT CIVILIZATIONS
LA, EL DORADO, AND ATLANTIS VANISHED.
EIR MYSTERIOUS DISAPPEARANCE LIES
OF POWER AND DESTRUCTION THAT WILL
'ELY DETERMINE THE FUTURE OF HUMANITY.

BLACKWOOD, AGENT 5i0F THE TEMPORAL
Y AGENCY, YOU MUST EMBARK ON AN URGENT
MISSION TO UNCOVER THE TRUTH BEHIND THEIR
MDISAPPEARANCE AND ITS comseuuswas FOR THE FUTURE.

Yodﬁ “INSTINCT AND INGENUITW ARE THE KEY TO
YOUR SUCCESS, TRAVEL THROUGH TIME, ASSUME
MULTIPLE IDENTITIES, AND WEAVE YOUR WAY THROUG
AN.INTRICATE WEB OF PUZZLES.' HIDDEN IN THESGH

LOST WORLDS LIES THE KEY TO SURVIVAL.

,,_360" SCROLLING PANORAMIC ENVI?IM
YOU IN A FULLY NAVIGABLE 3D Wo
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Price: $48.99
Minimum System
Requirements:
Windows 95, Pentium
75, 8MB RAM (256-
color gameplay with no
background music); 4x
CD-ROM drive; 60MB
free hard-drive space;
DirectX 5.0 compatible
sound and video cards,
mouse; gamepad
supported.
Multiplayer Support:
None.

Designer: Kalisto
Entertainment
Publisher: MicroProse
Software

Alameda, CA 94501
(510) 522-1164
www.microprose.com

REVIEW * DARK EARTH

The Bitter End

by Robert Coffey

hile there have
been action/
adventure game
hybrids since the
days of [T CAME
["ROM THE
DEsERT, the last
vear hasseena
boom in this
niche. With games
such as REALMS OF THE HAUNTING,
TwinseN's Opyssey, and THE Lasi
[Express, action/adventure hybrids seem
to have come of age, and its about time.

Done right, the introduction of action
elements to an adventure game only
draws the player deeper into the story.
“The life and death struggles add an
immediacy frequently lacking in tradi-
tional adventures. DAk Fart is the lat-
est entry into this burgeoning genre, and
its a winner —until a truly boneheaded
endgame spoils it all

WHO TURNED OUT THE LIGHTS?
DARK EArTH takes place in the after-
math of an apocalypse 300 years in
[arth’s future. According to the back-
story, a gigantic comet passed too close

:

(=
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to the planet, resulting
in global decimation
(courtesy of fiery mete-
orites). A thick pall of
black soot immediately
filled the air, plunging
the world into constant,
choking darkness. The
few survivors wandered
the planet for genera-
tions, battling fearsome
creatures bom of the
perpetual night, They
finally discovered a pre-
cious few islands where
shalts of light cut
through the smog.
"These raised cities, or stallites, became
oases for mankind.

"Thus saved, mankind started worship-
ping the sun as a god, led by holy
Sunseers who were protected and aided
by their militia, the Guardians of Fire.

You are cast as Arkhan, a member of
the Guardians of Fire, and the son of
one of the Sunseers. While saving the
holiest Sunseer of Sparta from an assas-
sination attempt, you are poisoned by a
Konklite. The very essence of the bitler

COME GET SOME As the darkness starts engulfing Sparta, Arkhan will have to fight hideous
mutants in addition to simple humans gone bad.

A Great Action/Adventure Hybrid—Until the Terrible Endgame

TALL, DARK, AND SCABBY The contaminated Arkhan
Inoks even more butt-ugly next to the beautifully rendered
game environments.

darkness now courses through your
veins, corrupting your body, mind, and
soul. As the game hits its stride, you must
find a cure while fighting the forees of
darkness in order to save the planet.

“The story in DARK EARTH is rich and
compelling. Filled with betrayals,
tragedy, and heroism, the plot fuidy gal-
lops along, introducing new characters
and side plots as it drives the game for-
ward. There is a sense of urgeney in
everything Arkhan does, abetled in no
small parl by the creeping
progress of his disease, which
worsens in realtime. Its an
interesting combination —as
game events are triggered by
your actions, Arkhans deterio-
ration worsens. Fortunately, the
disease moves slowly, and
while it does keep you moving,
it doesn’t prevent you from
completing the game.

WORLD OF RUIN

"The world of DARK EARTH is
an intriguing assortment of
dichotomies. The regal splen-
dor of Sparta stands in sharp
contrast lo the poverly of the
Lower City: The primitive and
scientific coexist. [or instance,
most weapons are swords and



daggers, yet there are simple
guns to be found (although they
are steam-powered).

The unique game world is
beaulifully rendered in screen
after gorgeous screen. DARK
EARTH's environments are lush
and detailed, even in 256-color
mode. More than mere eye
candy, the game5 rich design
paints an imaginatively con-
ceived reality that encompasses
dank sewers, cerie underwater
ruins, and the lowering majesty
of Sparta’ temple. While there’s
some simple movement in the
environments, the world is pre-
dominantly static and noninteractive.

Dark Farii’s animated cul-scenes
are similarly outstanding. While not visu-
ally ground-breaking, these cut-scenes
are easily the most exciting I've seen in a
game. They push the action forward
instead of just serving as a simple reward
fora solved puzzle. The only problem [
had with the cut-scenes is that they
occasionally caused the game to crash,

Arkhan and the numerous NPCs he
meets are polygonal 3D charactersin a
2D world. While not as sharply drawn as
their surroundings, the characters don't
look glaringly out of place, although
their movements occasionally seem
awkward, particularly when characters
go up or down stairs (they
hover about an inch above
every step). Also, Arkhan
has a fairly large “tangle
zone”™: He gets hung up on
the edges of abjects and
walls rather easily.

GETTING
AROUND SPARTA

Arkhan can freely
explore the world, with all
movement options han-
dled by an easy-to-master,
though noncustomizable,
combination of Shift, Ctrl,
and arrow keys. A gamepad
may also be used, though it
also can't be customized. DArk Farii's
inventory system is simple and intuitive
and allows you to assign numbers to up
to nine weapons.

Saving games may be a sticking point
for some gamers. Only nine games can
be saved, they can’t be named, and they

can be saved only at certain locations,
However, save points are liberally scal-
tered aboul the game world, and gamers
shouldn’t find themsclves replaying huge
segments of the game if they save wiscly
and often.

Interacting with objects is a simple
matter of maneuvering Arkhan to the
desired object and hitting the space bar.
Kalisto has added a twist though, with a
“mood” meter that can be toggled
between Arkhans light (normal) and
dark (contaminated) natures. Some
things may be accomplished only if
Arkhan is appropriately nasty, particular-
ly when it comes to finding some
objects. If secarching a room is frustrat-
ingly fruitless, give in to
the dark side and start
angrily searching the
place—odds are vou'l
find something,

DARK IEARTH's
gameplay is as effortless
asits controls. In fact,
the game bends over
backward o keep
things from getting too

PLEASED T0 MEETCHA!  difficult. While gamers
Frequent interaction with ¢ oI wrol Arkhan in

NPCs such as this, um,
“exotic dancer" named

Delia, enrich and propel
Dagk EARTH'S plot,

combat, simply holding
down the Ctrl key in
combat mode will let
the computer doall
your dirly wark,

‘The puzzles in the game arc gencrally
inventory-hased, logical, and tied into the
story. The game keeps things simple by
solving the more complicated puzzles for
you. The game automatically assembles
inventory items into new, necessary
objects. It great for beginning gamers, but

DARK EARTH ¢ REVIEW

annoying for gamers looking
for more of a challenge.

THE BIG PROBLEM

So, if DARK Eagii1is such
an enjoyable, solid game,
why are we giving it only 3.5
stars? Because Lhe end of the
game flat-out sucks. Kalisto
really dropped the ball here.
After the final save point,
you have to work your way
through a maze bristling

20 FEET OR SO UNDER THE SEA While Dark Exmti's game  With spinning blades, then
world is relatively small, there’s enough variely in locations that
things never get stale.

fight amonster vou can shun
but ot kill, all the while des-
perately trying lo move
some levers in some secret manner to get
o the end of the game. Negotiating the
maze is tough, if only because nothing in
the game prepares you for the space bars
sucklen ability to make Arkhan duck—1
died alot before finding out that one.

Also, the game needs a saving oppor-
tunity aflter the maze, since the boss at
the end will kill you scores of times,
which forces you to go through the
maze again and again. And any game
that expects you to figure out the correct
sequence to pull some levers (without
even an obseure hint) while some invin-
cible beast pounds on your head has just
failed Came Design 101 Its so frustrat-
ingly difficult that it ruins the game,

DARK Eart has a lot going for it. It
looks good, it sounds goad, the story is
greal, and its not loo lough — perfect for
beginners. But the ending is so disap-
pointing you'll need lots of forgiveness in
your heart to get over it. %

PAPPEAL: Veteran gamers looking
for a good story, beginning gamers
looking for a good introduction, all
with a saintlike ability to deal with
the horrible ending.

PPROS: Great plot and stunning
graphics create an outstanding game
world; easy controls; fantastic cut-
scenes; smooth blend of adventure
and action gaming.

FCOMS: Experienced gamers may
find it too easy; sporadic crashes;
steep system TR
requirements for
all features; the
endgame may
tamage your moni-
tor (when your fist
goes through it).
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ORIGINAL SERIES. SIX NEW
From the creators of Star Trek™ Starfleet Academy,™ Star Trek '

IS SPRING - -



INTERACTIVE EPISODES. ALL DIGITAL.
Judgment Rites, and Star Trek 25th Anniversary, comes . ACTUAL GAME PLAY

‘the amazing digital adventure based onthe original series. —SCREENSHOTS —

’

I
1t

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

_.Secret of Vulcan Fury is set to

Uncover The Shocking Secrets Behind
The QOriginal Vulcan/Romulan Conflict

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

-PC Gamer

R ll\ GAMERS FUR GAMERS. ™
Www INTQEFLAY com

: * A\ A “One-Click” Interface Offers °
STAR TREK: SEGRET OF VULCAN FURY: Software 1997 Interplay Prq:lumm Al rights reserved. Interplay, Interplay Logo, By Gamers. - .+ Immersive, Fast-Paced Action
For Gamers,.Tribal Dreams and the Tribal Dreams logo are trademarks 6f Inferplay Productions. All rights resetved. Trademark and . .
1997 Paramount Pictures. Al rights reserved. *Star Trek, and related markssare tfie property of Paramount Pictures. All nghts reserved, '
‘ " Al other mgyﬂghts &nd trademarks are the property of their réspective owners. i ‘.

GO TO #149 @ www.computergaming. com/infolink




(-
A
[~
vy
(SR
o~
-
o
-_—
Bualld
—
[ —
s

Kok K

Price: $49.95
Minimum System
Requirements:
Pentium 90, Windows
95, 16MB RAM,

4x CD-ROM, Windows
95-compatible sound
card, SVGA 16-hit
color

Multiplayer
Support: None.
Publisher: Discovery
Channel Multimedia
Distributor:
Interplay

Irvine, Calif

(714) 553-6655
www.interplay.com

REVIEW * BYZANTINE: THE BETRAYAL

Mystery Lesson

History Mixes With Murder for an Intriguing Adventure

by Allen Greenberg

trategically located near the
Black Sea al the crossroads
between Ifurope and Asia,
[stanbul has enjoyed a col-
orful and ofien tempestu-
ous history. It is that history,
viewed through the eye of
modern technology, which

THE BETRAYAL. A Discovery
Channel Multimedia release, this in-
triguing adventure combines compuler-
generated graphics and live action,

ou play a reporter known for your
keen eye and journalistic acumen, who
becomes caught up in an investigation
of stolen artifacts from historic sites in
Istanbul. The game was “filmed” largely
on location, and thus includes many of
these sites. However, the live action
forms only part of the game. The investi-
gation leads you to an amazing compul-
cr simulation of some of the sites as they
appeared several hundred years carlier.
Tior example, there is a visit to the palace
of Stileyman [, who ruled from 1520-66.

However, someone has sabotaged

these simulations, possibly to hide the
theft of hidden antiques. To repair the
simulations, you “scan” the real sites as
they exist loday. The scans are then
uploaded to a computer. You use the
computer to sort them and assign them
to their proper place as you visit a com-
puter-generated fantasyland. Once the
simulation has been repaired, you arc
free to explore the mazes and puzzles
within. Remember, however, that some-
one else has already explored this simu-
lated territory and removed the treasures
that you will uncover. Your job is to find
that person or persons. And, of course,
while all of this is happening, a mysteri-
ous assassin is after your blood.

CHECK YOUR REFLEXES

The puzzles in Byzanning are not
particularly difficult, although there are
maments in the game when quick action
is called for in order to escape death.

CowW

is the subject of BYZANTINE:

FEBRUARY 1988

ISTANBUL (NOT CONSTANTINOPLE) Byzanine: The BetravaL features beautiful

scenes of modern-day Istanbul.

However, a convenient
built-in function anto-
malically saves your
game just before the
critical moment. You
can then replay it until
you get it right. There
are moments, particu-
larly in the endgame,
when a bit more time

to accomplish cerlain
tasks would have been
appropriate. Also, the
view is inconsislent as
you move from place to place, which
can leave you disoriented and unsure of
which way you're facing.

Hints as o what lo try next are also built
into the game. They won't tell you every-
thing, but they can be helpful at times.
"The plot s essentially linear, but there are
many places o explore and people to lalk
to in the real world, Each time someone
mientions a new location in Istanbul, that
place appears on your map of the city.
Before long, your map becomes quite full
and you can visit any location on the map
simply by clicking onit.

TROUBLE BOUND

Unfortunately, the game did not always
run smoothly. At a certain point, key peo-
ple in the story simply didn’t show up—
which essentially froze the game.
Discovery insisted that Byzaxming had

WAY-BACK MACHINE Interspersed with your travels
through modern Istanbul are virtual re-creations of historic
sites in the region’s past.

been extensively tested, and it even pro-
vided saved games that circumvented the
problem. Users should beware, however,
that the potential for trouble exists.
ByzaNTINE is not a classic game, and il
has a few minor problems, but it should
provide adventure lovers with some
enjoyable hours hefore ils conclusion. %

» APPEAL: Traditional adventure
gamers, Iqistury buffs.

»PROS: Intriguing story; skillful
mixture of real life and computer-
generated graphics.

PCOMNS:
Inconsistent
views when mov-
ing from one
place to another;
some game hugs
midway through
game.
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stand against them?

¢ Create your characrer with the proven character design system based on the Daggerfall game
system. It gives you unrivaled power to custom-build the exact type of hero you want.

e Char wirh, conspire & then betray your enemices. Mete out
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21997 CRYO Iiteractive Enteptalnment

1592 Uninn Street #1585, San Francisco, CA 84123,
5 sy o-Interactive. i gutasi Sas your lnul retnllur urcall 1-800- 453-371

Experlence extreme Rapld Eye Movement in thls visually spectacular 3DFX action- adventure game.
Dreams to reality... live out your wildest, most vivid dreams...if you dare.
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“REALISTIC WATER PHYSICS CRE,
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S0 REAL ... YOU’LL WET YOURSELF._



Sirap in and throltie up as
you whip through the most
realislic and immersive
powerboal racing game
ever made. Jump over
roadways and through

Check oul the nnels |llll don™
e s passing convoys or speed  ger roo friendly with the walls.
ATS TO CHOOSE FROM beiween oil tankers before

ihey close off the rack

and ern your boat to

spliniers. Find a shoricul
s
and 1ake the lead, or better
yel, secure your viciory i

See the sighis in New York,

and force your opponent but watch oul for the cabs!

into a river barge

al 200 miles
per hour.

. @ Dive under water, erash through
oo waves and careen off jumps.

@ Fully interactive 3D emvironmenis

that continually change during races.  SPHI your sereen 4 ways and
play 3 friends simulianeously.

@ Race compuler opponents or compele
with up o eight nelworked players.

“1 @ Eight super-intense racelracks from

| around the world 1o tear through.

® Can’i find a worthy opponent? Race ; :
vour “ghost* using your own best ime. . [

S 3 ]
Use firstl-person or
i . ™ 16315' ‘me Kg;m:; Avenue third-person “llo-cam” 10
- . rvine, 606 caich all the action!
> R | www.vrsports.com
S - '_"":\ ,—-'—'
: s 3 )
ESRE Playstation,
] © 1907 Intorplay Productions. Al Rights Reserved. PowerBaat Raeing, VRt Sparts logo, Tha Oifterence is Real, and Interplay are trademarks of Wterplay
R, '“ﬁ\w; T Prothuctiona. Published and distributed by Interplay Production. All other trademarks are properties of thelr respective owners. AN Rights Reserved.
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by Gordon Goble

And the gloves are off!

It's been along wait, but EA Sports' all-dominant NHL HOCKEY series finally has
some worthy competition in the hattle for Lord Stanley’s Digital Mug. It comesiin
the form of Virgin Interactive’s NHL POWERPLAY ‘98, the second installment of the
title designed by Radical Entertainment (BRETT HULL HOCKEY 95).

Radical has gone the 3D route this time around, adding some glossy
oomph to the lovely artificial intelligence of their first effort, last year’s NHL
POWERPLAY 96. Meanwhile, EA's hot-off-the-press NHL 98 exhibits
revamped Al and a marginal reworking of its already superb graphic
engine. There’s no doubt whatsoever that this pair sits atop the PChockey
world and it’s probably no coincidence that both are developed in and
around hockey-mad Vancouver, Canada.

But that's not to say there aren't other alternatives. Lovers of silly sports
may find solace in GT Interactive’s NHL OPEN ICE, and that's covered here
too. Then there's the also-rans, recent titles you should still find in the minor
leagues (er. . . discount bins)--Time Warner’s WAYNE GRETZKY AND THE
NHLPA ALL-STARS and Empire Interactive’s SOLID ICE come to mind. In any
case, Acclaim’s NHL BREAKAWAY 98, due by year-end, will have to work out
its rookie jitters amongst the company of two very strong players.

NHL Powerplay '98 $34.99

MINIMUM SYSTEM REQUIREMENTS (2D):
486/66, 2x CD-ROM drive, SoundBlaster-
compatible sound card, 2MB VGA video card.
(3D): Pentium 133, 32MB RAM, 4x CD-ROM
drive, SoundBlaster-compatible sound card,
Direct3D accelerator card, gamepad.

DESIGNER: Radical Entertainment

PUBLISHER: Virgin Interactive
Entertainment, Irvine, CA.
Boo-VIECOM1

www.vie.com

(Smart Player )
Ever since Radical Entertainment took what they
learned from its innovative but sloppy BRETT HULL
HOCKEY 95 and stuck it into the NHL POWERPLAY
mold, hockey playin’ gamers have been talking
about the possibilities of amerger between this level
of smarts and something other than its relatively
antiquated and sprite-filled 20 uni-camera graphics.

Now, Radical has granted their wishes with NHL
POWERPLAY 98, a title that's got looks and brains.
Again with the blessings of both the National
Hockey League and the NHL Player's Association,
they've fashioned the closest hockey package ever
to what is arguably one of the top sports games of
all time, EA Sports’ NHL HOCKEY. But, though POW-
ERPLAY remains the best “substance” hockey there
is, especially in single-player mode where the pro-
gram’s Al is truly tested, little weaknesses keep it
from taking the crown.
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Net Gains

Visually, Radical programmers have introduced
motion-captured players and a 3D environment.
They've also offered up no less than five roving
cameras, and if you gloss over the small stuff or
choose a distant perspective the overall appear-
ance is pretty close to state-of-the-art.

But up close you'll see curiously angular play-
ers that look even more un-rounded from certain
perspectives, become awfully skinny from the side,
and turn into static little blockmen when they hit
the bench. Ice surfaces and crowds sometimes
“ripple” as they approach the forefront, pucks may
momentarily disappear in the corners, and skaters
appear a bit too large for the ice surface.

If you're anything like me, you'll finally settle
on the relatively distant Overhead cam. Here, you
won't get quite the same sensation of 3D, but you
will see enough of the ice surface to get a good
read on what everybody’s doing and lose all of the
nitpicky irritants addressed above.

The original POWERPLAY featured gameplay
options galore, and nothing has been lost in this
version. including defensive and offensive posi-
tioning, player trades, the ability modify or switch
off virtually every major real-life rule, and much
more, After each contest, you'll be greeted with a
battery of stats and a three-star selection with real
player head shots. Season lengths are variable, as
are playoff rounds.

POWERPLAY's entire menu system is
gamepad-driven, which | found quite inconve-
nient, with an annoying and constant involuntary
scroll that had me “exiting” instead of “starting”
and consistently ending up where | didn't want to
be. | tried three more controllers and the situation
never cleared up.

Real realism
And that brings us to the most important topic of
all--how your charges behave in the heat of com-

petition. Those of you brought up on a diet of
EA SPORTS hockey will notice right off that
POWERPLAY takes a far subtler approach,
Speed bursts, for instance, may well instill your
selected player with some mighty fast skates,
but they won't force him to hit warp speed.

The same thing applies to just about every
facet of the game. Collisions can be rough, often
brutal enough to lay an unfortunate player out
for a spell, but they won't send human missiles
rocketing about the ice. Players hook, hold, and
grapple in a constant flurry not unlike the NHL,
and even shots and passes that seem a bit
retarded at first begin to feel within the range of
realistic human limitations the more you play.

Aside from an authentic pace, POWERPLAY
is a wonderful judge of what should bulge the old
twine and what should stay out. A good goal scorer
left unchecked in the deep slot always stands a
great chance, but wild melees with several defend-
ers backchecking do not. Breakaways, rare though
they are in this game (as they should be), often
resultina goal, while “1 on 2 opportunities proba-
bly won't. Thatis, of course, unless the single offen-
sive player happens to possess the shot of a John
LeClair or the moves of a Saku Koivu.

Asin the EA game, teams go through very def-
inite hot and cold streaks, sometimes confined toa
few fleeting minutes, sometimes lasting an entire
contest. Thankfully, it feels less pre-ordained in
this context. In NHL HOCKEY, for instance, a “team
on the skids” will still generate a bevy of chances
yet somehow fail to bury the biscuit--extremely
frustrating. In POWERPLAY, a rough patch might be
typified with some missed checks, off-the-mark
shats, and the same sort of general malaise that
would permeate a real-life cold streak,

When your team is flying, however, POWER-
PLAY lets you pull off some truly skilled maneuvers
beyond the reqular advanced fare of faked shots,
one-timers, dekes and the like. As the manual
explains, deflections, hooking, double-tap dump-
ins and sliding blocks are all within the reach of a
well-versed player with a 4-plus button gamepad.

And that brings me to something else | really
like about POWERPLAY. the arrangement of

TV OR COMPUTER GAME? POWERPLAY 98 players
usually move and position themselves exactly as they
would in the NHL.

KABOOM Stevie Y lets a howitzer rip from the slot, as
shown from the POWERPLAY 98 replay camera.

gamepad controls. You'll soon find you won't be
able to slap the puck then mow down a couple of
defenders all with the same button, simply
because the game won't allow you to doit. This lit-
tle development should effectively slow anyone
who doesn’t know his controls.

The gray lining on this silver cloud? Just a few
things really, but enough to be at least slightly dis-
concerting. Pull your goalie and the CPU team will
do their best to miss your net, perhaps taking a
penalty instead. Dump the puck in from your own
end and the (PU goalie may freeze it with
absolutely nobody in the offensive zone. Get
caught on a “2 on 0" and the CPU team will often

APPEAL: Hockey aficionados who appreciate
the subtleties of the real thing. NHL HOCKEY
fans willing to put of with a bit less gravy fora
bit more meat.

PROS: Superb artificial intelligence and team
management component. Lots of gameplay
options and a generally successful conversion
from 2 ta 3D.

CONS: Some minor Al inconsistencies,
3D quirks, and questionable player to rink
scaling.
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Puma GT Steering Wheel
Compatible with all PC games! . .
Complete steering wheel, accelerator, brake ! ]
and stick shift system! 4-way D-pad plus 8 programmable ]
digital action buttons. Incredible 270° wheel rotation.



© 1997 Mad Catz Inc. Mad Catz™, the Mad Catz logo, and Puma GT™ are trademarks of Mad Catz Inc. All other trademarks and/or registered trademarks are property of their respective owners,

Sometimes, to achieve perfect control, you've got to get a little out of control.
We at Team Mad Catz take pride in going the distance for you and your game.
You want perfect replication of the high-speed driving experience. We got it,
The Puma GT Steering Wheel. The real wheel. By any means necessary.

www.madcatz.com
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‘ HOCKEY FACEOFF '98

completely squander their opportunity, perhaps
going by the net entirely.To make matters worse,
watching any of the above for a second time means
dealing with the frightfully brief replay compo-
nent, one that does not sport a save capability.

At The Buzzer

Nevertheless, the factors critical to long-term
intrigue are present and accounted for. More simu-
lation than game, NHL POWERPLAY is actually
what it claims to be, namely “the most realistic
hockey game ever created” | found that winning
games was a bit too easy, and it is less a complete
sensory "experience” than EA's NHL 98, but, then
again, EA's been doing the hockey thing twice as
long, haven't they?

NHL 98 $49.99

MINIMUM SYSTEM REQUIREMENTS:
Pentium go, 16MB RAM, Windows g5, 4X CD-
ROM drive using 32-bit Windows 95 CD-ROM
driver, Hi Color-capable 1 MB PCl video card
with DirectDraw support, DirectX 5 (included
on game CD), 30 MB hard disk space.

DESIGNER/PUBLISHER: EA Sports
San Mateo , CA.

800-245-4525

www.easports.com

(The beastisback, )

EA Sports' swaggering NHL HOCKEY series has
indeed returned for its annual rite of passage, and
as usual it's a thing of wondrous beauty that no PC
hockey player should ignore. Even better for seri-
ous hockey fans, EA has finally put the emphasis
on upgraded artificial intelligence rather than the
absolute latest in graphical wizardry.

It's no secret that Al has long been the Achilles
heel of what otherwise has been one of the most
amazing and complete PCsports experiences there
is. Now, with Virgin Interactive’s smart NHL POW-
ERPLAY 98 descending on the marketplace, EA has
made some moves in what would appear to be the
right direction. Ain't competition grand?

| remember not so fondly the frustrating oddi-
ties of NHL HOCKEY in the past (to this day my
garbage can harbors a grudge from one particular-
ly savage beating), and am happy to report that
several have been corrected. Breakaways, for

starters, an all too common occurrence in
earlier efforts, are much harder to get and
much tougher to capitalize upon. Ditto for
“one-timers,” a phrase | swear was
dreamed up by an EA designer in the first
place. At one time practically the only way
to score a goal, successful one-timers now
take hard work, pinpoint timing and
exacting precision. Yahoo.

Another hole EA has covered nicely is
CPU team line changes. You can forget
about taking advantage of those ill-timed

\‘\ \ a\a l /
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and horribly slow changes that left the ice
wide open for seconds ata time in NHL 97,
simply because they don't do it that way
anymore. Nor will Lindros and LeClair opt
to hit the bench as they break in ona 2-on-
0, another ridiculous state of affairs from
last year's game.

The FixlIsIn

Yet all is not perfect. I've said it before and
I'll say it again until 'm done saying it, but
the NHL HOCKEY series seems ta go out of
its way to see a given team wins a given
game. Why? | just don't know, but it's obvi-
ously and quite purposely instilled in the
heart of the program.

Granted, a given team will sometimes
out-chance and out-shoot another on a
given night and still fall victim to bad luck, bad
karma, or whatever--and that's the way it should
be, But when you pump more than quadruple the
shots at the opposition net--in one case, 83-21--
you should not lose 5-1. Ever. And players should
not miss open nets from just outside the goal
crease or score on weak backhanders from just
inside the blueline in order to preserve what the
program feels is right. But it happens in NHL 98, far
more than real life good or bad luck would permit.

Otherwise, players generally head in the direc-
tion they should be heading and position them-
selves correctly, | said generally. At this stage in the
game’s development, there’s no excuse for power-
play pointmen who refuse to pick up easy back-
passes at the blueline. There’s also no excuse for
goalies venturing from their nets to corral cleared
pucks before their defensemen get a chance at an
icing call. And finally, there’s no excuse for entire

RECOMMENDED VIEWING You're a bit farther from the
action but get a much better read of the ice from one of NHL
98's overhead cameras.

P T

HE SHOOTS, HE SCORES Despite pressure from Islanders D-
man Kenny Jonsson, Sergel Federov puts one just inside
the right post.

penalty-killing units hugging in so close to their
own net that they won't even venture into a corner
to pick up a loose puck.

Chrome Job
EA hasn't confined their NHL 98 modifications
strictly to gameplay. In keeping with previous
installments, the revamped opening sequence is a
thing of riveting enormity, and that’s just the start.
Up in the press box, real life Vancouver Canucks'
play-by-play man Jim Hughson has been comple-
mented with a color commentator, and their ban-
ter, though sometimes quite generic, certainly
helps “sell” the game.

On the ice, NHL 98 is still the smoothest thing
on blades, again mimicking a high-tech television
broadcast. Player movement is truly spectacular




now, especially when compared to any other PC
hockey game. This includes skaters who sport a
seemingly infinite variety of maneuvers, not just
between whistles but during play stoppages too,
when they'll tap their sticks on the ice, test their
shooting motions and mill about as real players do.
Both audio and video can be a bit over the Lop at
times, but EA can be forgiven for leaving realism
behind when the results are this exciting.

Multiple cameras are again part of the pack-
age, as is the best replay component to grace any
sports game. New for ‘98 are PIP displays of the
penalty box as players get set to exit, disallowed
goals attributed to crease violations, and a
Coaching Strategies utility. Remember though,
NHL 98 is first and foremost a test of reflexes and
timing. Good coaching will take you only so far.

Ina perfect world, the folks at EA Sports would
join forces with the crowd from Radical, take the
best from NHL 98 and NHL Powerplay ‘98, and con-
coct the perfect game. It really wouldn’t take
much because the pieces are already there. In the
meantime however, and even though I've
bestowed identical ratings to both, NHL 98 gets a
marginal nod because nothing immerses you in
the overall PChockey show, and nothing is as flat-
outinvigorating as this veteran performer,

i) €A RE

APPEAL: Hockey aficionados who appreciate
the subtleties of the real thing. NHL HOCKEY
fans willing to put of with a bit less gravy for a
bit more meat.

PROS: Superb artificial intelligence and team
management component. Lots of gameplay
options and a generally successful conversion
from 2 to 3D.

CONS: Some minor Al inconsistencies,
3D quirks, and questionable player to rink
scaling.

NHL Open Ice $22.55

MINIMUM SYSTEM REQUIREMENTS:
Windows g5, DirectX enabled 75sMHz
Pentium, 8MB RAM, 1MB PCl video card, 1X
CD-ROM drive.

DESIGNER: Midway Games

PUBLISHER: GT Interactive
New York, New York
800-469-5961
www.gtinteractive.com

(Insa nityOnlce

See funny man with big head. Ha ha. See other
man. He do flip way up in air. This fun, Make me
pee pants. [t warm. Mmm. ..

Alright, so GT Interactive’s NHL OPEN ICE isn't
my cup of tea, But arcade-reared sports-loving kids
are probably gonna eat this thing up because 1) it's
got their hockey heroes performing outlandish
maneuvers and, 2) it’s an exacting replica of the
coin-op beast. The rest of you? Well, you might find
ita hoot too, for a few moments anyway.

But enough of the snide remarks. NHL OPEN
ICE, curiously licensed by the same two profession-
alhockey organizations who lent their name to the
genre’s more serious titles, isn't a simulation and
wasn't meant to be. As a matter of fact, it’s about
as far removed from the National Hockey league as
pro wrestling is from the Olympic variety.

From the stereotypically cheesy coin-op front
end, players are taken through game setup screens
where minimalist game options such as period
length, “super” or “normal” goalies and difficulty
levels are established. With cheerleaders urging
themon, they'll also have a few seconds to enter in
a power-up code or two. Then it's game time,

On the ice, its mayhem all the way as your two
skaters and goalie batlle with computerized or
human opposition. And if you've happened across
certain codes beforehand or hit the right button
combinations while playing, there’s no telling
what mutations or bizarro activities you might see,
Tiny Teemu Selannes with mammoth heads, 12-
foot tall Steve Yzermans with puny noggins, and
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PIXEL FEST 2-on 2-in a grainy, chunky environ-
ment--the way hockey wasn’t meant to be played.
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HOCKEY GONE AMOK The sheer force of Joe
Nieuwendyk's stick causes the puck to burst into
flame, while Claude Lemieux gets 2 minutes for
that enormous kisser.

pucks the size of goaltenders are just the start.

Think the real life Pavel Bure is deceptive?
Yeah? Betcha he can't do a triple spin-o-rama 30
feet above ice level or launch a blast of such mag-
nitude that both puck and net end up in flames.
The fact that he can here doesn't seem so incredu-
lous once you've been playing awhile, and neither
do momentary yet stupefying boosts in speed,
checking, shooting and puck-handling. Just make
sure your “turbo meter” is cranked--you know, like
Scotty Bowman did before he sent Shanahan onto
theice in last year's Cup final.

With four human players, each of you can
take on a single on-ice persona and the game
will admittedly get a tad exciting. Go ahead,
embark on what is a nutso ride through the dark
recesses of the minds of programmers gone
mad. | double dares ya.

V-0 SAGAGAS

APPEAL: Uh...sub-adults who feel hackey is but
a bump on the road to zany wackiness. Children
of the arcade and fans of power-up codes.

PROS: 4-player support, fast-paced action,
ridiculous but nifty animations, relaxed
system requirements and low pricing,

CONS: 3-man squads, virtually no rules, and
ragged, low resolution 2D graphics. Anyone

over the mental age of ten will find gameplay
heavy on the pandemonium and horribly vapid
in comparison to the Virgin or EA Sports titles.




Jump into one of 16 tricked-out-megahorse-power-street-cars and lay down some significant rubber. You ar

Available on Windows* 95,

2.‘:‘-,‘;%'35.:"“1 ““é’:lfa:f‘ “'lip 10,16 other uncivilized drivers now can race on dozens of random and twisting city streets, desert terrair
or night (U5, or Canadal. and country tracks. Sure, the weather conditions change on you from thunderstorms to dense fog, but don
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5. DRIVE LIKE HELL THROUGH THE INTERNET.



oothall coaches -

ing, the first casuall
the game plan. It's one thi
gram a sweep on a blac
quite another when your halfback tu
the corner only to find Derrick Thom
Bryan Cox waiting to separate him from his chin®
strap. The same principle applies to prognosticating
football sims.

Make all the predictions you want, but you can
never really separate the games from the hype until

the final versions are released. In CGW's first Sports
Supplement (Nov 97) we previewed this seasons
crop of football games, offering best guess-timates
on which titles would run to daylight and which
waould face fourth-and-long. How did we do against
the spread?

Let’s just say | won't be heading to Las Vegas any
time soon. Seriously, though, with one major excep-
tion, our previews were fairly close to the mark.
Hotly anticipated LEGENDS 98, our choice for second
place, was the season’s surprise flop, engendering a
virulent reaction among gamers of the sort usually
reserved for morning breath. Among other new
releases, MADDEN 98 was not as good as expected,
while MONDAY NIGHT FOOTBALL 98 rebounded from
amediocre rookie season to capture first place.

.. ABCnteractive
MONDAY NIGHT FOOTBALL 98
Predicted Finish 3 Actual Finish

MNF98 achieved not only critical success, but
emerged as the clear cut sim of choice among seri-
ous football gamers. Driven by a smooth play-call-
ing interface that allows on-the-fly adjustments in

up the player graphics and
Al that hampered last year’s

debut edition. The player sprites
were twice as large this time around, much crisper
looking, and displayed jersey numbers. The crew at
0T Sports obviously sent the game’s artificial intelli-
gence hack to school in the off-
season, as this year's computer
opponent is much more chal-
lenging than the original. MNF
98 really shines in head-to-
head play, with options for
Internet, modem, serial, and
local two player action. Internet games are limited
to coach-only mode, which is MNF 98's strength.
Will my 3 wide receiver formation fload your zone?
If I blitz will you burn me with a screen pass? Hard-
core football choices like these drive every play in
MNF 98, making it perhaps the most intense head-
to-head sports sim ever.

i E:Fsﬁ;"_ L

NCAA FOOTBALL 98
Predicted Finish [{ /I Actual Finish

A surprising second place finisher was EA Sports’
action-oriented college sim NCAA FOOTBALL. While
MADDEN grabbed most of the preseason attention,
when release time came along NCAA was the EA
product that ultimately turned gamers' heads.

Despite pixelated, less
than  state-of-the-art
graphics, the player motion in
NCAA is perhaps the most fluid and
realistic yet seen in a computer football
~ game. A ball carrier slammed to the turf by a
tard tackle, for example, will bounce or slide a few

il
feet further, rather than dropping like a rock as in

most sims.

College foothall fanatics will enjoy NCAAS sea-
son play, which simulates the weekly rankings.
It's a blast to command your favorite team and
quide it in a quest for the national championship.
NCAA provides officially licensed rights to 112
Division I-A schools and four major post-season
bowl games.

On the down side, there’s
only one view, an elevated,
behind-the-quarterback  look
that makes throwing to outside
receivers an exercise in faith,
since they can’t be seen unless
your QB rolls out to that side.
More disappointing is the lack of a planned career
mode which would feature recruitment and gradu-
ation. Maybe next year.

':'M

.“l

MADDEN 98

Predicted Finish 1 Actual Finish

The preview edition EA Sports privately screened at
F3 last summer seemed to ensure MADDEN the top
spot among this season’s football sims. However,
like a promising first-round draft pick that never
quite makes the grade, something happened to
MADDEN 98 along the way.

What happened? It doesn'’t take Yince Lombardi
to figure this one out. Consider that the game’s
release date was moved up from January to late
October. When do games ever ship ahead of sched-
ule? Why would that happen? And how do you geta
game out the door three months early? Who made
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by Dennis McCauley

that decision? The answers are, in order: never;
Christmas shopping season; cut back on features;
and marketing weenies.

7 So we're left with an under-
cooked MADDEN that's a good
game, but not what it could
have been. Still primarily an
action-oriented title, MADDEN
nevertheless is creeping into
sim territory with roster management features that
incdude a rudimentary trading module.
Unfortunately, the game’s stats, once you locate
them, still lag behind the presentation found in the
hardcore sims. Gameplay-wise, certain gadget
plays, such as the Hail Mary, succeed far too often to
maintain any sense of true simulation. And numer-
ous bugs serious hamper the action.

The bottom line on MADDEN 98 is that it's a hot
property that was unfortunately pushed out the
door before it was fully baked. EA Sports obviously
knows this and is completing patches that address
some of the key issues (at press time, a 3Dfx patch
was nearing release), It's an enjoyable game, but it
has a lot of warts.

FRONT PAGE SPORTS: FOOTBALL PRO 98
Predicted Finish [WAN Actual Finish [/}

As predicted, Sierra's FRONT PAGE SPORTS: FOOTBALL
PRO 98 is essentially last year's game with a few cos-
metic changes layered on. That’s not necessarily a bad
thing, since the '97 version was a prime-time player
that copped a 4.5 star review in CGW. In fact, the entire
FPS FOOTBALL series has been evolving incrementally
over the last four years. This year, unfortunately,
there’s little substantive reason to recommend the
game over its ancestors, especially since Sierra and
developer Synergistics are known to be gearing up for
aground-up rebuilding of FRONT PAGE for ‘99,

So, what's new this time around? Keeping up
with the Joneses (and the MADDENS), Sierra has
added lackluster play-by-play commentary from

(BS Radio broadcaster Howard
David. In the pointless eye candy
department you'll find 3D ren-
derings of all 30 NFL stadiums
= displayed briefly at the begin-
- ' ning of the game. But the in-
game views are just generic grey backdrops. The
game interface has changed as well, making navi-
gation marginally more intuitive than in past edi-
tions. Commissioners of the plentiful FPS online
leagues will appreciate the ability to generate HTML
output of league files,

If you don't own a previous edition in the series,
by all means, grab this one. FPS ‘98 is a steal at its
$29.99 list price (Sierra’s tacit admission thal the
game is just an upgrade ), and it still includes all the
great features that have made FRONT PAGE the
decade’s dominant gridiron simulation.

*"ABCnteractive,

HEROES OF THE GRIDIRON
Predicted Finish s 1 Actual Finish

Since HEROES OF THE GRIDIRON is basically MNF 98
with college teams, it may surprise some that it
ranks this low. However, while HEROES is a good
stand-alone game, one can't help but have the feel-
ing that it should have been just an MNF ‘98 mod-
ule. HEROES employs only 32 of

ESP0RTS the  better-known  college
hﬂnumf 3
Gyl teams, and uses nostalgic ros-

ters of past players.
Unfortunately, a disproportion-
ate number of the players seem
to be from the 1970's and later,
apparently due to licensing difficulties with players
who were not NFLPA members. The small number
of teams and fairly recent run of players sadly
detract from the game’s sought-after nostalgic feel.
Fortunately, all of MNF's good points apply to
Heroes, with the exception of the ABC TV atmos-
phere, which is super low-key in the college version.
Can someone check Keith Jackson for a pulse?

NFL QI.IARTEBBACK CLUB 98
Predicted Finish Actual Finish

One of last year’s sleepers was Acclaim's NFL QUAR-
TERBACK CLUB 97 and arcade sports gamers were
hotly anticipating the sequel. Unfortunately the tar-
geted release date in October came and went, and a
contact at Acclaim recently informed (GW that the
PC edition would not be released this year because
it did not measure up to the Nintendo 64 version.

_Accolade’

LEGENDS FOOTBALL 98
Predicted Finish .4 Actual Finish

And then there's LEGENDS 98, probably the only
sports game in history to lose to a vaporware title.
Yes, LEGENDS is so bad you're better off with no
game. And to add insult to injury, LEGENDS had the
coolest concept of any sports game this year.

Asan NFL junkie, | was completely ga-ga over

- the chance to pit cross-era pro
teams gainst one another. |
imagined Emmitt Smith crash-
ing helmets with Dick Butkus,
and Sammy Baugh trying to
throw the deep post against
Deion Sanders. Instead, what Accolade unleashed
was a buggy game with meaningless player rat-
ings, bad A.l., and rampant scoring.

Accolade needs to seriously question the design
decisions that went into this game. The list is long
and undistinguished, but here’s just a few of the
more vexing issues: How can you release a Win95
product with no mouse support? How is it that it
was the season’s only game without jersey num-
bers? How do you release a graphics-oriented sim
into today's market with no 30 support? And finally,
since it was scheduled for 1997, how can a game be
this bad with an extra year of work? The larger ques-
tion is, can Accolade recover from this disaster and
regain the confidence of the average gamer? g
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E CORPORATE EMPIRE NEEDS Y O[] |

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

Get GUNMETAL, the new high-speed combat adventure from
Mad Genius Software. Detailed missions. Challenging puzzles.
Fight corporate armies, cultists, and mysterious forces in the far future.

Your Remotely Piloted Vehicle [RPV] keeps you out of the line of fire.
Its full neural interface lets you see the flash and thrill of battle
from the camfort and safety of the NIAC base.

Fly any tactical combat scenario with extreme confidence.

Kick some tail with a custemized vehicle, with your choice of chassis,
armor and a wide variety of weapons systems. Cannons, lasers, meson guns, mines,
auto sentries, and your very own .24 kiloten tactical nuclear device. Handle with care!

Nataka cares for you! Everything you need will be provided by
Nataka Lifestyle Services on credit at preferred rates. All that we ask for
in return is your unswerving loyalty.

GUNMETAL's powerful 3-D engine renders incredibly
complex and realistic environments: fog, underwater, indoors,
outdoors, and in deep space. Interacive CD-quality music
changes with your actions and environments.

The Nataka Corporate Empire has delivered
the optimum performance to its investors and
customer base for over 170 years.

Two player splitscreen made lets you play head-to-head
on a single computer. Plus netwark and modem play.
And na graphics accelerator required

for full stunning graphics on any Pentium platform.

A

www.madgenius.com
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EA SRI EASports’ "ﬁ“"—-—

BA LIVE 98%/\ =

By Tasos Kan‘as

ﬂt’s amaz-
ing that
" EASports' NBA
LIVE franchise has
_ been allowed to go
" four years without competi-
stion, espeaaliy when you consider how
readlly game publishers jump on the bandwagon
at the first sign of a successful title. Fortunately, NBA LIVE
steadily improved from season to season, even without competi-
tion. But Sega’s new NBA ACTION 98 is a surprise rookie, showing
some good moves that even EA' veteran would be wise to learn.
Both games have terrific 3D engines, with texture-mapped
players' faces and the like. But NBA LIVE 98, with its years alone in
the marketplace, is still good enough to take on any newcomer,
even if NBA ACTION 98 gives
ita good game.

Vet&liine

Like many computer gamers, |
always hope for vast improve-
ments in every sequel to my
favorite game. As a fanatical
sports gamer, that means | have
huge expectations each season for
all of my favorites. Now, | under-

RN
N\

T Dt

$49.95

MINIMUM SYSTEM REQUIREMENTS:
Windows 95, P1oo (P166 recommended),
16MB RAM (32 recommended), 1MB high-
color capable PCI SVGA video card, 4x CD-
ROM drive. 3D accelerator with 3dfx chipset
recommended. For multiplayer: IPX-
compatible network or g6oo bps modem.

MULTIPLAYER SUPPORT: modem, network,
or serial connection (2-8 players on 2 PCs,
1 CD per computer.)

DEVELOPER/PUBLISHER: EA Sports
Redwood City, Calif.

(Boa) 245-4525

www.easports.com

product in leaps and
hounds each year, especially if the game is already a pretty good one.

NBA LIVE 98 does not leap or even bound over last year’s version, but there
are a few features that I've been asking for a long time—and received.

First and foremost is the additional control options. Some of the welcome
new moves you can make on offense are crossover dribble, a shoulder-lowering
drive, and a pivot or spin move. When shooting, you can do a leaner or fade-
away by shooting while pushing the directional pad towards or away from the
basket, and a hook shot by turning 90 degrees from the basket before you
shoot. There's also a direct pass option that let's you pass directly to any player,
and a direct shoot button that lets you decide what kind of shot to take froma
choice of four, including a high-flying dunk or an easy layup.

The best part of the new controls might be what you can now do on
defense, There's a button for stealing and one for hand-checking, so you can

control what the player does when he's playing the ballhandler closely
Continued on page 196a

stand thatit's a lot to ask fora

developer to improve their three-point shootout.

For a little All-Star Game fun, try your hand at the

Fadeaways and leaners were added this year for
more shot versatility.
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NBA Action 98 $50.00

MINIMUM SYSTEM REQUIREMENTS:
Windows 95, Pgo, 16MB RAM, 2x CD-ROM
drive, SVGA graphics with 8-bit color, Sound
Blaster 16 or compatible card.

MULTIPLAYER SUPPORT: hot seat (2-5
players on one computer)

DEVELOPER: Visual Concepts

PUBLISHER: Sega Entertainment
Redwood City, Calif.
(888) sega-sales

www.sega.com
Rooki Even though NBA LIVE is a great game, there's
§; th nothing wrong with a little healthy competi-
tion. And besides, all Sega's development
team really had to do was look at NBA LIVE, an already successful product,
andimitate the good and improve the bad. But that's easier said than done.

If you are already familiar with NBA LIVE you will find your way around
NBA ACTION with little difficulty. Although the front-end interface design
isless polished and glitzy than EA's multimedia extravaganza, it is functional
and easy to use nevertheless.

What's surprising about NBA ACTION is how well the 30 polygonal players
are rendered and animated for an inaugural release. They almost look and
move as good as they do in NBA LIVE, a title with a few more years to work out
the kinks in their men. It's all there: the texture-mapped faces, sharp uniform
details, realistic height and girth, and so on. There's still a little work to be
done to et their feet planted firmly on the hardwood, however, as players

H st nay (M
>

sometimes seem
to float through their
surroundings—a prob-
lem that often plagues
3D games.

There's also the problem of
speed consistency. It seems to take .
too long for a player to set up for a shotespecially dunks, and usually gives the
defense enough time to collapse on the player to block his shot. For instance,
to prepare for a mean dunk, the player squats down for added spring and then
leaps in the air, which, admittedly, is more realistic than just jumping straight
up. The problem is it takes him too long to get through the whole routine. The
same applies to jump shots if the player is not already square to the basket—
he takes a step or two to get set, then shoots.

The speed of the game needs some adjusting too. Even if your machine can
maintain a decent frame rate
with some of the graphics
turned down, the speed of the
game itself might be too slow,
though you can adjust it slight-
ly. My P133 gives me a decent
frame rate with the game set at
640x480 with 8-bit color, but in
contrast to it running at
320x240, it's a bit too slow and
loses some excitement. The
same also seems to affect the
game clock, as a twelve-minute

A limited menu pops up from the court to let you
change plays in the middle of the action.

Although the graphics are a good rookie attempt,
they don't match up well against NBA Live 98.

Continued on page 196b
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‘ NBA SHOOTOUT

Continued from page 194

(previously, the defender
would automatically
swat at the ball when he
was close enough, result-
ing in unwanted fouls).
There's even a direct
switch option that, like
direct pass, let's you
switch to a specific player
onyour team. But the
best thing of all is that
you can now face up

the player you're guard-
ing: When you hold
down this button, your

Set pls to any of e[ht on, then cII
them from the court.

‘I ‘1i“I PAG7 A PARIN

APPEAL: Action-oriented PC sports fans

player setsupin a prop- looking for the latest and greatest.

er defensive stance and

always faces the player PROS: Improved player co.ntrnls, deeper
: coaching and strategy options, stunning

your defending no mat- graphics.

ter which way you
move. He'll side-step
laterally and backpedal
to cut off the ballhan-
dler, preventing him from driving ta the basket.

CONS: Still some unbalanced play, 3dfx
board required for highest graphics settings.

Balancing Act
The offense in NBA LIVE 98 still has an unmistakable advantage over the
defense, as it always has, and the unusually high scores reflect that. The reason
for this is two-fold, On the one hand, it's still really difficult to block a shot or
even cause an opponent to miss, or to steal the ball. Many computer teams
shoot the lights out at the higher difficulty levels, while your team goes cold at
the other end. Which leads to the next problem: the disparity among the diffi-
culty settings. The rookie level is too easy offensively, as you can sink just about
everything you throw up, most of which are dunks, while any difficulty level
higher than that means the same for your opponent, while your seven-foot cen-
ter sometimes misses easy put-backs. There needs to be a setting where both
teams play at even keel.

One way to balance the scales a little is to bump up the frequency of defen-
sive fouls a bit, but you'll also have to play defense more cautiously to avoid the
wrath of the whistle-happy referees.

At The Buzzer
Although it perpetuates the series' lingering problem of court awareness by
computer-controlled players—who step out of bounds needlessly, shoot from
behind the backboard, or get called for three-seconds in the key—NBA LIVE 98
continues to improve on an already solid game. With more coaching and strate-
gy options (you can assign a play to all of the buttons on the gamepad and call
them from on the court), it's now a deeper game--but it could still get a few
pointers from NBA ACTION 98. 4@

‘.. j

Continued from page 195

quarter goes by unusu-
ally slow.

Slower court play is
made even duller by the
play-by-play announc-
ing by Chick Hearn—
he sounds like those
announcers of old,
calling a game circa
1950 or '60. He gets
exciled sometimes,

SAPASE Pick The I-‘xcll‘:‘
-—luivl Havk
Elbow Pick

Foun Twirl

You can only assign three plays to your
gamepad (or keyboard); the other two are
unchangeable.

but doesn't add the
extra exclamations you . e
§ PV
might expect from a AIEL ‘LA\T 7,1‘( }f{ R
A game, especi
NB game, petlally APPEAL: PC basketball fans looking for more
acomputer one. control, accuracy than NBA Live.
Play Calling PROS: Excellent'p!ayer controls, relatively
low system requirements, deep coaching
Off the court, NBA options, good graphics.
ACTION contains an
interesting array of CONS: G::lme speed problems, dull play-by-
: $ play, limited multiplayer support.
coaching strategies and

features. A number of

slide bars are used to adjust tempo and crash boards on offense. You can assign
plays to three buttons, with two more--alley oop and double team--that can't
be changed. On defense, you can also pick one opposing player to double team.
All of these settings can be combined into one of three sets that can be called
from the court, giving you a lot of combinations to try.

Like NBA LIVE, there is a faceup button on defense (called a step modifier),
which doesn't work as well since the defender doesn't stay facing his man. That
means you have to let up on the step modifier a lot to correct the direction he's
facing. There's also noillegal defense call whatsoever.

But playing defense in NBA ACTION is better in many ways than in NBA LIVE.
You really have to work to get an open shot or you'll get rejected. Although it
might be a bit too easy to block a shot in NBA ACTION, at least you can do it with
dependable regularity. And you'll have to be extra careful about getting your
own shots blocked—the shooting animation doesn't end when the ball is
released. It will take your man a second or two to recover from taking a shot
before he can go after his own loose ball after the block.

Finally, NBA ACTION has the distinct advantage of being far easier on system
requirements than NBA LIVE, making it a better choice for those who haven't
upgraded their rig to the latest and greatest Pentium with 3D acceleration—a
must for getting the full enjoyment out of EAs title.

Final Score

NBA ACTION 98 is a solid and promising contender that should enjoy a good
rookie season, but it's going to have to do a little tweaking and adjusting toits
game to play at the same level as NBA LIVE. Watch for this player next year, but
for now, the veteran is still the one to beat. &
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" THE 1ST PC DRAG RACING GAME EVER! |

A 2, | N
presents

. .

The ground trembles...
Flames erupt...Smoke
and nitro fill the air...

In eight seconds, your
machine swallows
the strip whole:

“a blurred quarter mile
of screaming speed
and the smell of

burning rubber!

3

i ® 20 unigue cars on 20 unigue tracks.
' @ Dozens of customizable components to tweak.

@ 32 telemelry and time card data points are
recorded to analyze your performance.

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

® Replay and save your best races and crashes.

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

© Multi-player support over modem and LAN.

powered by

Bethesds Solworka™ Bumeut™ and X"3ined are tracemarks of Meaa Technohogy Limited, Copynghta 1887 Meda Technotogy Limited. All rights

GO TO #374 @ www.computergaming.com,/
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3  CGW SCORECARD: 6 MONTHS OF SPORTS REVIEWS

| | | 1
GAME | PUBLISHER ! REVIEW ! RATING ;| SUMMARY
] I | {
S 2ttt stk 1 1 1 )
Qaseball ) SRR N
BaseballMogul I Infinite Monkey | Nov97 | *cfcrcrc | Very good, unique, clever baseball GM sim.
| Systems i i i
1 1 1 I
1 1 1 1
Diamond Mind i Diamond Mind :' Dec. 97 l: Fedededlery i Statistically accurate text-based baseball sim.
g ! : ! Good for stat-heads but graphically dated.
1 I I 1
1 | I |
FPS: Baseball 98 1| Sierra ': Oct.97 | frfcsrdet i Better than last year's catastrophe, but this still
! ! ! ! has a long way to go.
] I I 1
1 1 ] 1
Grand Slam ! Virgin Interactive | Oct.97 | sxdcoviyx | Looks and feels like a bad console game.
| ] H | Awkward interface, weak stats and trade Al.
1 | 1 |
1 | 1 I
Triple Play 98 i EA Sports i Sept. 97 i UG AGAGRGR ! Entertaining 3D arcade action, but light on sta-
! : : | tistical accuracy.
) I ] [}
I ] 1 1
Tony La Russa 4 | Maxis Sports | O0ct97 | #xvereyesy  Disastrous step backward for one of the great
| 1 ] 1 . o )
! : ! ! PC baseball sims. Stick with Tony 3.
I 1 1 1
CEnnthall —— (AR i R | ' ——
ABC's Mnnday Night ! OT Sports | Dec97 ! ¥¥osod | Second season of this newbie football sim turns
" Football“98 ! { i | outto be a winner, with better Al, graphics.
] I ] 1
I (] ] ]
Leaends Football ‘98 | Accolade | Dec97 | #r#rerdcys | Byfarthe year's biggest disappointment. A
E ; :I i failed attempt at cross-era football action.
ettty ] 1 1 |
(Baskethall ) : ] ‘ ‘ o= = = e
NCAA Basketball | Mindscape I July87 ! #¥vcvede | Mediocre college hoops with dated graphics,
Final Four 97 i { | ! limited options, and confused layout.
1 1 1 I
i i L} 1 i I
(.GO” =) .. - ..._. e ' - .; ; — il e e e s
FPS: Golf | Sierra 1 Sept97 | Avcikvc | Superb graphics and interface; good multiplay-
! i i ! eroptions. TrueSwing is good alternative to
| ’: i | swing meter.
1 | |
| ! I ]
British Open E Looking Glass I; Aug 97 i ot E Realistic and intelligent golf action, but difficult
Championship Golf | ! ! ! mechanics and no multiplayer.
1 1 ] 1
1 1 1 1
Links LS 1998 5 Access Software 5 Nov 97 i Lric e de i World's best golf sim gets better, with quicker
! ! ! i screen redraws and Internet play.
) 1 I 1
1 I I 1
PGA Tour Pro i EA Sports | 0ct97 | %o | Good update of a good series, with multiple
E E i i courses and great multiplayer options.
1 1 1 1
(Racing )~ 3 S T . : =y T =
X-Car: Experimental | Bethesda | Dec97 !k ! Deep,intense driving sim that's marred only by
Racing | Softworks | ; ! being too difficult at times.
I I 1 I
e, | | | [
(Soccer /- . ; , i
Kickoff 87 I Maxis Sports | Oct97 | werrdeserx | First U.S. version of ANCO's soccer sim is the
: | ! I bestof the class, with great gameplay and chal-
' : i | lenging Al.
s e S : : |
(M—is{:. -;‘___“_l 1 = 1 L ] IR
Tennis Elbow I+ GOTO Software ! Nov@7 1 ¥rodesedk | Decent tennis simulation, not groundbreaking,
! ! : | but good enough for die-hards.

Cover phato (page 179) by Andy Hayt courtesy of Sega Entertainment. Special thanks to Eddie Lee (art direction/design) and Ruth Liebman (design/production) of £
Two Design, San Francisco, CA for their hard work on this feature.
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PGL™

OFfFiciAL NEws UPDATE

'ROFESSIONAL

SUALERRININY The first online pro sports league for the computer gaming crowd

ONKA, DEEP BLUE AMONG THOSE VYING FOR FIRST SEASON CROWN
econd PGL Season Signups Now Taking Place on WWW.PGL.NET web site

At 18, ToNkA (aka “Most on-line has attracted thousands
idget Fitzgerald), has a games have you blasting of the world’s best
t on her mind—and her away at your opponent. gamers, and hordes of
inds. Qualifying for the Command & Congquer®: spectators online and on
augural season of the Red Alert™ requires a lot TV (see story below.)
5L hasn’t been easy for more thought than that,” Signups for the sec-
e of the leading ladies noted Magro. ond season of the PGL,
- Quake®. Connecting Offering more than which begins in February,
d playing from the dor- $250,000 in cash and are taking place now on
itory at the prestigious prizes to winners in its the PGL web site, located

DeepBlue, is one such
gamer. Known as one of
the premier strategists of
Westwood Studio's
Command & Conquer®:
Red Alert™, DeepBlue is
competing to qualify for
the Command &
Conquer®; Red Alert™
finals in the PGL's first

llliard School, where season. first year, the AMD PGL  at www.pgl.net.
e majors |lr_\ Etola, was
In

T PGL STANDINGS AS OF NOVEMBER 20, 1997

“If I'm lucky enough QUAKE
Al a;‘ng?.ge;,nggg;;‘g Rank/Name  Score Kills Deaths Sui.  Avg% KPM PlayTime
eit towar’danewviola 1. Azrael13 1948 2408 264 26 90% 2.03 19:45
faial ISDN or T4 2. frick 1922 3735 858 112 81% 1.90 32144
f1ougtlian oria 3. graphik 1910 1680 206 28 89% 1.89 14:50
E_Wo}fld be my second 4. cabalist 1884 2155 521 70 80% 1.31 27:20
oice,” she laughs. 5. Rept-POST 1874 934 il g 84% 1.78 08:45

ToNKA is just one of 6. B2 1853 656 157 11 80% 1.74 06:17
2 many competing for 7. dmann 1820 1495 546 70 73% 2.00 12:29
> Quake crown in the 8. JenBUNNY 1818 1377 462 29 74% 1.70 13:29
st season of the AMD 9. Rykov_ 1808 1562 692 68 69:/0 1.37 19:00
rfessional  Gamers’ 10. Razacla 1808 1360 481 50 73% 1.66 13:39
gue, As of November  COMMAND & CONQUER®: RED ALERT"
th, Azrael13 led the Rank/Name Score  Allied (W/L) Soviet (W/L) Total (W/L)  Avg.
alifying ~ rounds, 4 gj5 1951 14/1 33/3 4714 92%
tscoring the kill-crazy 2. SOLJA 1880 57/19 42/14 99/33 75%
k through an uncanny 3. Havoc3 1856 55/19 32/16 87/35 71%
ility to survive, and a 4. N-sane 1846 10/3 55/15 65/18 78%
werful Kill-Per-Minute 5. Hoggleford 1842 o/o 96/40 96/40 70%
i0 of 2.03. 6. unabomber1 1841 3/3 47/13 50/16 75%

Fast-twitch gaming 7. XGODx 1839 3/5 61/25 64/30 68%
o eVetTORe: SaThe 8. push 1828 29/6 69/18 98/24 80%

YCLYONG, 9. shooter1 1825 51/5 6/0 57/5 91%

> to think as well as 10.MOBBIN 1806 0/o 21/3 21/3 87%

bot. David Magro, aka

OVER $250,000 IN
CASH AND PRIZES!

To SIGN UP, OR FOR

MORE INFO, GO TO

hitp:/ /www.pgl.net

Sl Soounsors

AMDZ1

www.amd.com

— WorldNet
ATeT Service

www.att.com/worldnet/

oS

‘ www.computergaming.com

{ WATCH THE PGL ON THE WEB AND TV

If you haven't been able to catch the clilas of the PGL that appeared on CNN Headline
News, ABC World News This Morning, CINET, CNBC, or Computer Chronicles, don't
worry...live action coverage of PGL games is as close as the nearest PC or TV,

With the new “WATCH ONLY" mode for PGL Quake, observing league play is as exciting
. as competing! Official league matches will allow a dozen spectators to enter each 1-on-1
me and see the action unfold live. Choose any camera angle anywhere in the game. “Ride the shoulders” of one
ayer and instantly jump to the opponent’s perspective or fly through the game like a ghost hovering wherever a
efight occurs. You can even record the action! Check out www.pgl.net for details.

n The PGL and You Could See Yourself on TV!

ginning in mid-December, the AMD PGL will be featured bi-weekly on the nationally syndicated tele-
ion show TV.COM. TV.COM is the #1 show dedicated to computers and the Internet produced by
NET and distributed by IMG's TWI division. Check out www.pgl.net for your local station and air times.

www.dockers.com

INTERNETWORKING
POWERED BY BAN

www.bbn.com

(S
Logitech
www.logitech.com

randitinn
www.rendition.com

www.3com.com/x2

the AMD logo, ond the combinations theteaf, and AMD-Ké are trademarks of Advanced Micro Bevices, Ine, PGL, Professional Gomers' Leogue, and the PGl logo ore trademarks of Professional Gamers'
e, TN, Total Entertainment Network, Ploy Tt Online ond the TEN logo are trademarks of TE Netwark, Inc. QUAKE s o registered trademark of Id Software, Inc. The Td Software nome and the id logo are
'morks of 1d Softwore, Inc. Command & Canquer is o registered trademark ond Red Rlert is o trademark of Westwood Studios, Inc. U.5. Rebotics and the U.S. Robotics logo are reqisterad trademorks and x2
he x2 logo ore trademorks of 3Com Corporation or its subsidiories. Dockers ond the Dockers logo design ore registered teodemarks of Levi Strouss & Co. Creotive Labs and the treative Labs logo are tegistered
morks of Creotive Technolagy Ltd. RTET WorldNet is a reqistered trademork of ATET. All other logos, trodemorks and registered trademorks ore the property of their respective awners, The Professional
s’ League will be subject to all opplicoble federal and state lows. The Professional Gamers’ League reserves the right, in its sole discretion, to modify this contest in any manner whatsoever (including,

ot limited to rules, prizes, and stort dote) as well os the right to cancel this contest for any reason.

GO TO #0B9 @ www.computergaming com /nfalink
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Price: 544.99
Minimum System
Requirements:
Pentium 133, 16MB
RAM, 2MB video card,
DirgctX-compatible
sound card,

4y CD-ROM
Multiplayer Support:
Modem, null modem,
TCP/IP network (8
players, 1 GD per
player)

Designer: Eagle
Interaclive

Publisher:

Virgin Interactive
Irvine, CA

{888) VIE-COM1
(714) 833-1999
www.vie.com

REVIEW * SABRE ACE: CONFLICT OVER KOREA

Aces Low

4"

This Sabre Needs Sharpening

.
T

BRIDGE OUT The need to arm specific weapons and adjust sights for ground-attack
runs may seem like busywork to some, but it captures some of the atmosphere of
the cockpit-as-workplace.

by Robin G. Kim

n air combat —real orsimulat-

ed — theres no kill like a gun kill
Why s it, then, that the Korean
War era, which showeased some
of the hottest missile-deprived
gunfighters ever to sec combat,
has been almost totally neglected
by sim developers? Whatever the
Teason, newcomer l‘];lg]u
Interactive has—at last—filled
this mysterions void with SaBRE ACE:
ConeLicT OVER KOREA,

Atfirst glance, SABRE ACE seems o
have all the makings of a real winner, [l
has a novel setting, you can fly several
plane types on cither side, the aircrafl
renderings are gorgeous, and it supporls
just about every 3D accelerator card
known to man. Alas, the game5 promise
does not hold up quite so well under
closer examination. While its strong
points demonstrate how much gaming
polential exists in this era, spolty exeeu-
tion in key arcas denies SABRE ACE any
chance of becoming a flight-sim classic.

FROM PROPS TO JETS

Play options include instant action,
customizable dogfights with up to four
planes per side, multiplayer dogfights,

CcGW
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training missions, and a career mode, A
career plays out as a series of indepen-
dent canned missions: There are 25 if
you choose lo fight for the USAIin sup-
port of South Korea, or 20if you fly as a
USSR pilot unofficially aiding the North
Koreans. Americans start out with an I*-
51 Mustang, with an eventual transition
to the F-S0 Shooting Star, then finish oul
the war in the hotrod F-86 Sabre. Soviet
pilots begin similarly with a Yak-9 prop-
driven fighter, then graduate to the
Sabre’s legendary opponent, the MiC-15.
The prospect of upcoming aircraft
upgradles provides plenty of motivation
to progress through the missions, and the
added variety of planes helps keep game-
play fresh.

Missions aren’t dynamically
generated, but they arc interesl-
ing and diverse, with a good
mix of realistic air-to-air and air-
lo-ground assignments. Fach
sortic is preceded by a briefing,
which is accessed through a
clunky, but atmospheric, inter-
fuce. Even details such as ADIY
(automatic direction finder)

stone —no clianges are allowed.

Most of the games flights include
some amount of peripheral air activity,
but they still suffer from a somewhat ster-
ile feel. This may be historically accurate,
however, and occasional surprises, such
as wingmen who turn back because of
engine trouble or distress calls from
besieged allies serve to liven things up.
Both time compression and an option to
jump to the next stage of the mission are
provided for those who prefer to skip over
the boring parts. Curiously, there is no
corresponding way to avoid having to
land at the end of a flight (unless you bail
out) and still progress to the next mission
in the sequence,

Up to seven wingmen can accompany
you on every flight. Since you don't lead
most missions, this gives plenty of appor-
lunities to practice formation flying (or to
use the special formation autopilot).
Appropriately timed digitized radio chat-
ter lends the sim some welcome atmas-
phere; the terse, rapid-fire acknowledg-
ments of wingmen checking in are partic-
ularly well done. The few wingman com-
mands you have available when you are
leading a section are not very cffective,
but it is still wise to stick close to your
brethren so they can distract bandits you
want o attack or clude,

STRANGE BREW

Sasre: ACES flight modeling is a
bizarre mix of realistic and arcadelike
elements. One almost gels a sense that

y SPLASH ONE MIG You will dominate the skies

heacons, divert airficlds, and
sale bailout zones are covered,
but the flight plan is carved in

once you graduate to the F-86 Sabre (on the
USAF side).



the design resulted from a pitched battle
between realism nuts and action-game
fans. The planes have a pleasantly fluid
feel, with suitably mushy low-speed han-
dling, and do bleed airspeed in turns, but
the program artificially limits control
inputs to prevent stalls. All aircraft are
overpowered in climbs and can maintain
ridiculously steep pitch angles indefinite-
ly. Prop fighters demonstrate no torque
effects, though lift is appropriately
enhanced at higher throttle scttings.
‘Turn performance is fairly accurate for
them, but becomes unrealistically good
ance you get to fly the [*-86 or MiG-15,
This problem is exacerbated by the
absence of blackout/redout modeling.

Casual gamers will not mind these
deviations from reality, of course, and
even serious simmers might find the
furballs satisfactory if they refrain from
exploiting loopholes in the flight model.
What casual gamers may have a prob-
lem with is the sim’ difficulty, which
cannot be adjusted. The Al pilots vary
widely in skill. While the dumber ones
are casy marks, the aces can give even
experienced sim vets headaches. Kills
are especially hard to come by in the
later prop-fighter missions, when most
of your opponents are flying vastly
superior jets. Fortunately, evasion and
escape is usually an option. Also, you
need not succeed at a mission to pro-
ceed to the next,

NO Joy
Part of what makes dogfights in Sasri:
Act so tough is the sims awful cockpit

( 10

SABRE ACE: CONFLICT OVER KOREA ¢ REVIEW

I FORMATION TAKEOFF There's more emphasis on formalion flying in this game than

in your typical sim.

view system. Only 10 fixec-view direc-
tions are provided, plus a GCl tracking
mode that automatically snaps between
the 10in an attempt to keep a selected
larget in sight. “Attempt” is the operative
word here— there are large gaps between
views that should rightfully overlap. An
enormous blind spot also exists upward to
the sides and rear. Combining the GCI
view with pecks at the target information
displayed on the dash is workable once
you have leamed some of the Al behav-
ior patterns; until then, prepare to be frus-
trated. Blind spots also make finding tar-
gets annoyingly difficult.

Except for some stunning aircraft
renderings, the visuals are prelty, not
jaw-dropping. Ground detail is coarse
except near cities, yielding a poor sense
of your height above ground. However,
visibility limits are high, and Sasre Ack:
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boasts impressively fast frame rates with
full terrain texturing—if you have a 3D
video accelerator card, that is. Non-
aceelerated graphies are too choppy to
be playable on an average Pentium
unless you turn the detail all the way
down. Even the accelerated graphics
can bog down when the view fills with
too many aircraft or flak bursts. Be
warned that a few buyers have encoun-
tered installation problems on systems
equipped with 3D cards.

Sapri ACE shows much promise, but
is ultimately flawed. Even if you can
accept the flight-model simplifications,
the game’ otherwise immersive game-
play is still marred by its deficient, playa-
bility-sapping cackpit view system, This
may be the best Korean War sim
released in many years, but right now,
thats not saying much. %

FAPPEAL: Anyone who has heen
anxiously waiting for someone to
release a Korean War sim; experi-

enced sim fans willing to overlook
flight-model inaccuracies; novices
seeking an accessible, yet challeng-
ing, first sim.

PPROS: Outstanding flight-training
segment; high 3D-accelerated frame
rates; beautiful aircraft graphics;
good atmosphere; Korean War setting.

rCOMS: Limited number of canned
missions and no mission builder; terri-

cial, the extensive takeoff, landing, and routine navigation tuto-
rials are exceptionally well done. You get to fly real trainer air-
craft: the T-6 and Yak-18, respectively, for USAF and USSR primary
training. The T-33 or MiG-15UTI follow only after you have mastered
the prop trainer and are deemed ready to strap on a jet.
The virtual flight instructor who talks you through the lessons
watches you like a hawk, monitoring and critiquing everything: your
speed, altitude, heading, even the direction you are looking (he gets

Auhuu_gh Sasre Ace’s combat training missions are nothing spe-

really annoyed when you turn around to look at him in the back seat). ble view system;

If the instructor thinks the plane is ahout to crash, he will scold you simplified flight

as he takes hack the controls. Fighting for control of the plane at model; poor perfor-
mance without a

that point will only get you more verhal grief. This interactivity makes
the training immersive and fun—even humorous at times—as well as
effective. Though you don’t have to work through it, training is a high
point of the game.

3D card; no multi-
player chat; may be
too difficult for
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Price: $44.95
Minimum System
Requirements:
Pentium 120, Windows
95 or DOS, 16MB
RAM, SVGA graphics,
4x CD-ROM: supports
most major joysticks
and all Sound Blaster-
compatible sound
cards

Multiplayer Support:
Modem or serial
connection (2 players):
LAN or Internet (2-8
players).

Designer: Sherwood
“Kent" Simon
Publisher: Novalogic
Calabasas, CA

(B18) B78-0325
www.novalogic.com

REVIEW * ARMORED FIST 2

NovaLogic Takes Another Shot..and Tanks

by Patrick C. Miller

owe really need a sequel lo
Novalogick ARMORED
11512 Three years ago,
many gamers were lurned
off by its blotehy graphics
and lack of realism. While
ARMORED I1ST 2 sporls
better graphics, sound, and
multiplayer capabilities
than its predecessor, it’s still

an action game dressed up as a sim.

ARMORED FIsT 2 puts players in the
role of a U.S. Marine Corps tank com-
mander participating in United Nations
peacekeeping efforts in various holspols
around the world. You begin your career
at the Marine training center at 29
Palms, California, where tutorial mis-
sions provide basic combat training,
There are four campaigns ol increasing
complexity, with eight scenarios per
campaign. Missions take place in Africa,
the former Soviet Union, and the Middle
Fast. The missions can be played inany
order, Results don't carry aver from one
mission to the next, but statistics arc kf.,‘pl
on your tank commander’ career,

Although ARMORED F1ST 2 isa DOS
gam, it installs easily and can be played
under Windows 95. The manual ade-
quately covers the game’s mechanics, but
provides no information on vehicles or
weapons in the game — other than the
MIA2, and even that is minimal. A key-
board command overlay and quick-refer-
ence card are provided.

back up your tank is to drive it yourself.

DRIVE YOURSELF CRAZY The only way you can

Two Too Many

SACAL
SG

N THE AIR

AA ABRAMS In Anmoreo Fist 2, the M1A2 tank is one nasty antiaircraft platform,
capable of easily shooting down helicopters and attack aircraft with armor-piercing

ammo from its main gun.

ALL BUTTONED UP

You control each tank through a com-
bination of joystick and keyboard com-
mands, and you can choose from four
stations: tank commander buttoned
(known in the MIA2 as the commander
independent thermal viewer, or CITV),
tank commander unbuttoned, gunner,
and driver. There are also four external
views and a map screen portraying the
MIAZs intervehicular information sys-
tem (IVIS). From this sereen, you can
maneuver unils under your command
by assigning waypoints. You can also
issue orders to units within
your platoon, instructing
them to change formation,
spacing, and, to a limited
extent, targeting priorities.

Weapons available in the
MIAZ are the 120mm gun,
the 7.62mm coaxial
machine gun, and the 50-
caliber machine gun on the
turret’s top. The main gun
fires Subol (armor-piereing),
HEAT' (high-explosive, anti-
tank) and STAFF (stmart tar-
get-activated fire-and-forget)

FEBRUARY 1048

rounds. Depending on the mission, you
can call on A-10 ground-attack aircraft,
AH-64 Apache helicopters, and rocket
arlillery for additional support. M2
Bradley infantry fighting vehicles tag
along on some missions. Opponents
include =72 and 1:80 tanks, BMP
infantry fighting vehicles, BRDM
armored cars, Tanguska antiaircraft vehi-
cles, Mi-24 Hind gunships and Su-25
Frogfoot ground-attack aireraft.

STEEL OFF TARGET

When it comes to realism in first-
person simulations, I'm no fanatic. |
can overlook quite a bit as long as the
game at least feels somewhal real. Bul
with ARMORED F1s1 2, my credulity is
stretched beyond its limits, From the
commander’ station, [ can order my
tank to speed up, slow down, and stop,
but I can’t order it to back up. [ can
shoot down helicopters and jets with
armor-picrcing rounds from the
120mm gun.

Attack helicopters—both friendly and
enemy—[ly directly into enemy posi-
tions and are usnally quickly shot down.
Attillery is called in from the gunner’s



COMMANDING VIEW Hammering away at aircraft and lightly
armored vehicles is satisfying with the .50-caliber machine gun.
Too bad it becomes nearly worthless when full realism is used.

SIGHT SEEING
By choosing
the realistic play
oplion and leav-
ing autolock lar-
geling tumed
off, you can
acquire largels
on ‘\’llllr own
through the gun-
ner’ primary
sight. Success-
fully painting the
target with the
laser rangefinder
will automatical-

station simply by pointing the gun at the
target area. And where the heck is the
infantry? Basic tactics such as fighting
from hull-down positions aren’t even
part of ARMORED FisT 2., Standoff-
attacks with long-range antitank guided
missiles are nonexistent,

One of the most annoying aspects of
the original ARMORED FisT was the
autolock targeting system that often
made it difficult for you to shaot at the
greatest threat, because target selection
control was taken out of your hands,
Autolock targeting remains in ARMORED
1512, but its better implemented. And
this time, NovalLogic didn’t make the
mistake of leaving out a more realistic
gunnery model for those who want to do
their own shooting,

ly make gun bar-

rel adjustments for the ammo type that
you load. After that, just squeeze the trig-
gerand fire. If the round misses, make
adjustments until a hit is scored.
Unfortunately, poor design decisions acld
needless complexity to manual gunnery,
ruining this aspect of the game.

Although I eventually became profi-
cient at manual gunnery, |ound that as |
played more complex scenarios in which
my tank had to rapidly engage multiple
targets, | needed to tum the autolock fea-
ture back on. Manual targeting was loo
slow and too unwieldy. Playing from the
driver’s position with the autolock option
enabled is the best way to win the more
difficult missions. But most armor-sim
fans would prefer to spend their time
shooting the 120mm gun than driving,

ARMORED FIST 2 » REVIEW

TURKEY IN YOUR TANK

‘The game severely lacks in the Al
department. Some units are lotally pas-
sive as you pick them off one by one,
while others act as if they're intent on
ramming your tank, Mission complexity
and difficulty is achieved by adding
more and more enemy units to destroy
while forcing you to control more and
more brainless friendly units, 1 also
experienced problems with game crash-
es and an apparent bug that causes
units to become confused by their way-
point orders,

Anyone hoping that ARvoreD Fist 2
might be a worthy successor to M1 Tank
Praroon, the MicroProse classic
released back in 1989, will be disappoint-
ed. 'The good news for armor fans is that
tank simulations, which have been
neglected by game publishers for vears,
are suddenly in style. At least there’s hope
that a new lank-sitm champion will
emerge in the near future, &

FAPPEAL: Gamers who are looking
for an unrealistic, hut easy-to-play
tank simulation.

FPROS: Rolling terrain; great sound
effects; multi-
player capability.
FPCONS:
Clueless Al; utter
lack of realism;
crash prohlems;
limited replay

A View of Two Abrams:

Armored Fist 2 vs. iM1A2 Ah_rams

ovalogic's ARMoreD FisT 2 joins Interactive Magic's
IM1A2 Asrams as the second tank sim on the market

world tactics
actually work.

featuring the US Army’s M1A2 battle tank. How do
the two games stack up against each other?

For pure glitz through the use of graphics, music, sound
effects, and full-motion video, ArvoreD Fist 2 Is the hands-
down winner. But for those who want a more realistic experi-
ence without the requirement of a speedy, RAM-crammed

bt MMX Pentium,
IM1AZ is the
clear choice.
The gunnery
model of IM1A2
is far more
accurate than
that in ARMORED
Fist 2. Real-

And although
IM1A2's Al isn't
the greatest, it
makes the Al in
ArMoReD FisT 2
look pathetic.
IM1AZ includes
dynamic campaigns, infantry, and greater unit variety, and it
handles air and artillery support far better.

Armoren Fist 2's strength lies in its ease of play and ter-
rain modeling, Surprisingly, | liked Armoren Fist 2's comman-
der’s station better than IM1A2's, because it was easier to
spat and designate targets for my gunner. ARMORED FisT 2 is
for gamers who want to jump into an Abrams and drive
around the battlefield admiring the pyrotechnics they create.

> Armoren Fist 2: Glitzy, but empty.
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At Just over 1,500 miles per hour,
the loudest sound in the cockpit

o Is your heartbedt.
Qe e /

pregistered tradamark of En )0
V3B




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
SIMULATION 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.

We Buin Sms By tug BDook. ™
WWW, janes.ea,com



FEL | RIDE”

pounding excitement with the new
Ultimate Perdmer® Force Feedback .
Racing Wheel. FEEL every BUIVIP,
SLAM, SKID, and CRASH just like
professional racers for the most
intensely real gamihg experience |
available. Once you feel the ride —

you Il never want to sfop. :

Jighly ngineered

y, _ eel and Pedals!

. Utilizes I-Force™ Technology
- by Immersion Corp.

 PWM Amplification for the
Best Torgue and Response

12 Programmable Buttons
Plus D-Pad

- Compatible with All Racing
Games ]

° Racing Pedals Fabricated

‘with 4 Ibs. of Forged 5teel

19597 SCE&T International, Inc. Perdmer Is a reglstered
k of SCBT fonal, ine, A:!my'mnmmd.

GO TO #192 @ www.cop



FORCED ALLIANCE * REVIEW % 7 % 3

The Plot Thickens

What This Sim Lacks in Flash and Dazzle It Makes Up For in Storyline

by Thierry Nguyen

race can counterat |ii[‘k 'ﬂg&]iﬂﬁ-{ I'i'l.iﬁﬁili.‘:i,
while everyone else has to dodge them
by sight. Orbital is supposedly develop-
ing a patch that will let all ships coun-
teract missiles.

between the Humans and the various
races. In one string of missions, I flew as

evelopments in the space
sim genre have seemed
more focused on looks and
movies than on innovation.
The DARKLIGHT
ConrLICT had a very pret-
ty engine that was attached
to a very mediocre game,
XWiNG vs. TIE FicHer
wats heavy on
the eye-candy, but light on

apilot for the human forces; when |

replayed those particular missions, |
allowed myself to be captured by the
enemy and flew asa PO.W. The basic
mission goals stayed the same, but the
missions were different simply because
of perspeclive.

GRAPHICS SCHMAPHICS

The main drawback of this game is its
lackluster graphics. iven when using
3Dfx-acceleration, the
graphics engine

the game-quality. And reminds me more of
WING COMMANDER IV was STAR RANGERS and
more movie than game, StAR CRUSADER than

FORCED ALLIANCE has the
opposite problem: It has
quile good garmeplay, but
dated graphics. However, if
you've been aching for a
space experienee that not
devoid of storyline, you
might want to overlook
FORCED ALLIANCES plain
appearance.

SPACE TRUST

FORCED ALLIANCE starls
out as a simple, straightfor-
ward “Us versus Them” lype of space
war, but things get a hit more complicat-
ed as the game progresses. In the begin-
ning, there are only three sides: Humans,
the enemy Voraptoid, and the neutral
Marauders. But as the game goes on,
more races are thrown into the mix and
the plot shifts so that you don't know
who your friends really are —some
enemies could tumn out to be your
staunchest allies.

Your decisions and actions help
determine how the story flows. Many
times, you will be given dialog choices
that will determine your options, and
other times your actions in combat will
determine what happens next. Iiven
when you start the game at the lowly
rank of pilot, there are missions that
affect your interalien relationships. One
overarching plot will always play out,
but your actions can alter the alliances

RETRO ROCKETS Despite 3D acceleration, the space-combat graphics in
Forcen Avtiance have a decidedly early-"90s feel,

Later, when you are promoted lo
commander or captain, you have a more
direct impact on the games flow. As a
commander, you will be consulted on
important decisions, such as with whom
to ally and which missions to accept; asa
captain you will make the actual deci-
sions. There is one “best” ending, but to
reach il will require that you know how
to properly handle each race,

Because you can ally with the differ-
ent factions, there are cerlain points in
the game in which you fly their ships.
Each race’s ships handle differently, and
each features one unique ability. Some
of the races have two ship types, but the
difference within those two ships is
negligible.

Combal is quite good, as the enemy
Al will properly use the cach ship’s
advantages. One aspect of combal you
might find frustrating is that only one

of anything that came
out within the past year.
Hardware makes slight
adjustments to the lex-

tures on the ships, gets

rid of pixclation, and

boosts the frame-rale.
For those of you

with the lack of single-
plaver in X-WiNG vs,
TIE FIGHTER; wanted
more influence in the

story than WING COM-
MANDER IV: and can bear with the dated

graphics and lack of multiplayer games,

ForceEn ALLIANCE is a good buy, | hope

that FORCED ALLIANCE is a sign thal
meaty single-player campaigns and sto-
rics are returning o space sims. &

who were disappointed

FAPPEAL: Space-simmers who
value interesting single-player cam-
paigns and control of their charac-
ter's destiny over flashy graphics.

reRros: Excellent single-player
campaign; variety of ships with
unigue handling; complex branching
storyline.

PCOMS: Dated
graphics, even
with hardware
acceleration; |
ship variety cries
out for multi- i
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Price: $29.95

Minimum System
Requirements: 486DX-
100 or better, 16MB
RAM, Windows 95,
40MB hard-drive space,
2% CD-ROM, VGA graph

rd, Windows 95-
compatible sound
Multiplayer Support:
None.
Designer: Orbital Studios
Publisher:
Ripcord Games
1 fr"\
(888) 797-5867

ICS Ca

www.ripcordgames.com
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“There are many successful empire-building
games, but Imperialism reduces the concept
to its essence.”

~—GAMESPOT

“Starting a new game session starts the
addictiveness all over again.”
—Computer GAMES STRATEGY PLUS

“Imperialism is hlessed with as good an Al as
1 have 'seen in a computer game.”
—LompureR GAMING Wonto

'BUILD A NATION AND
CONQUER THE WORLD!

. Combining elements of resource

management, economic:trade; -

« exploration, diplomatic-maneu-

vering and.military conquest,

5 28 [MPERIALISM” Lhdllcngm you
/" torattemptwhiat fetin history @
“Nave: dared? unifythe" wnrid:.;. 2

iiiderone leader! To Achieve vic- o 3
Ry yols-must: develop yout: >
country’s ml'rastr_uc_u\l.re thifotigh .+
deft.manipulation of delicate’ =
~economic, diplomatic and mili-
VS 2 : :"tsu y resources. Then, skillful ly.:
S inanenver it 10 4 posmon ‘of dominaiige inl\the Cotncil of

Guvcrnnm Your Cabiniet Ministers wlll u[ course, offer varying

“aniounts of? adwca Buf; whether you engage a single opponent =l

head-to-head or join a-7-player network challenge, ultimate
controlioyer your nation’s fatc and the fdle of the world - is

yours and ynurs alune

call 1:800-2343088 (USA & Canada) with VisaMasterCard,

/687 "]Ilalt‘qn’. ‘i:uml‘anm ... &l Minumtnc \'nrnmn-.r AII ru;hl‘. rnSowall FMJZER GENEHN. (1N rmmum :radmnark ul biraterp:; blmul.ulmn"’ Inl: LWIMG BMIﬁEFIELD'md I.ﬁ'iFEHIaL!SN'i"arc Jrademarks ples ©
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Conquer,

“It is the sleekest, most beautiful, most criminally
addictive wargame since, well, since the original. It
should be a sensational hit, and it deserves to be.”

—PC Gamer, Eomon’s CHOIGE

“As the catalyst used to unveil a new, vastly improved
series engine, the game wildly exceeds expectations...”
—LomPUTER GAMES STRATEGY. PLUS

]
=
-

“This Panzer is anything but a retread. Addictive,
fun, easy and yet subtle.”
—Lomputer Gamivg. WorLp, Five-Stan Review

PANZER GENERA

LEAD AN ARMY AND
CONQUER YOUR ENEMY!

PANZER GENERAL® II. More
than a sequel. An entire genera-
tion beyond anything yet seen in
strategy games. And seeing is
believing. Witness the LiviNg |-
BATTLEFIELD, a new standard for
strategy game artwork. Thirty
painstakingly crafted battlefields
that are faithful to'the real ones:
of WWIL. Of course, this beauty
goes beyond skin'deep:‘The phe-
nomenal game playof the second
generation PANZER GENERAL game =) -
engine is truly awesome. Battles rage [hrough WWITs E'wtun '
and Western Fronts, North Africa, éven the continental USA.
All new campaigns. and scenarios feature the classic battles
fought--at Dessau, Leningrad, Malta, Tobruk and more. .
Multiplayer battles, of up to: 4 players, feature 12 scenarios WINDOWS® 95 CD-ROM - [mens
specifically designed for mult[playu action! . www.panzergeneral.com - L
" £ Developed by-the SSI Special Projects Group. |

PLAY PANZER GENERAL IT ONLINE
AT: www.clubssi.com

are he property of their respective holders,

A MINDSCAPE"

GO TO #2386 @ www.computergaming.com/infolink

COMPANY
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Price: $49.95

Minimum System
Requirements: Pentium
133, Windows 95 or NT
4,0, 16MB RAM (32MB
recommended), 31MB
hard-drive space, 4x CD-
ROM drive, 16-bit SVGA
video card, Microsoft-com-
patible mouse, 28.8Kbps
connection for

Internet play.
Macintosh: Power Mac
100Mhz, System 7.5,
16-bit monitor, 640x480
resolution graphics.
Multiplayer Support:
TCP/IP LAN, Internet
(2-16 players).
Designer: Jason Jones
Publisher: Bungie

{800) 295-0060
www.bungie.com

REVIEW ¢ MYTH: THE FALLEN LORDS

Blomlv Good Time

This Is Not Your Kid's Real-time Strategy Game

by Greg Fortune

ungie’ latest game, My111:
THE FALLEN LORDS, is not
for the weak of spirit....or
stormach. 1Lis, however, a
victory for all of us who
love the combat aspects of
games like AGE OF
EMPIRES and WARCRAFT,
but could do without the
endless gathering and
building. Featuring a physics-based 3D

engine and spectacular graphic violence,
My1H strips the standard real-time
strategy game lo the bone. What it leaves
behind is brutal and bloody combat that
is engaging, addictive, and brimming
with more attitude than a surly dwarf.

TELL ME A STORY
The premise of MyTH is pretty stan-
dlard. An army of the undead is ravaging
your homeland, and you must drive them
out or be destroyed, Ordinarily, a premise
this tired would choke the originality oul
of a product, but My story stands oul
because it is detailed, original, and well-
integrated into the game. "The prologue,
cut-scenes, and unfolding plot combine to
involve vou in the conflict at a deeper
level than a shallow back-slory ever
could. You gel an actual sense of unease
asyou face lllc dark times ahead.

with: the: most: kills wins)
!Iag fype game): and List! IMa
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' s mulfiplayer aspe Vi A1diffe
M types-of:network games; incliiding Bodvmunt {the: p!m;er

Stpal lhe Bacnn (8¢ caprure -the-

With'friends are-via ‘Blinglenet; TEN and OleF
Appleldll-r If yuu dnn L have an !SP or a netv'n

SNOW BLIND Weather effects, including snow, can affect your troops’
performances.

In creating the characters for My,
Bungje wisely decided to mixa few famil-
jar fantasy staples with some new cre-
ations of its own. You will immediately
recognize the dwarves, foot soldiers, and
archers. The unfamiliar elements come in
the form of the walking dead: gruntlike
thralls, spirit spearmen known (appropri-
ately) as soulless, exploding gas-filled
corpses called wights, and others.

I%ach unit, friend or foe, has a unique
name and a unique history. As the men
under your command gain experience,
lllt\’ become more effeclive :md more

--match); Seveml mulnplaycr maps ha‘.re been mrrt

nit type for anolher Tradingis dune afla pomt r3,v.f.u=:rr| and ifthe
persancrealing the-game allows:it;is a gmat way fo axrmd pre-" :
dictabilfty inonling ‘games: Saly: the aniy:h ]

ﬂlll of Iut.lr ]

GaAME (h TION

DECISION TIME These are all the options available to you §
in choosing a multiplayer game. Too bad there isn't an
&l option for modem games.

valuable. An archer with 10 kills will fire
faster and more accurately than an
archer who has never seen action. As
you progress through the missions, veter-
ans that have survived previous ballles
will occupy the positions that would oth-
erwise he filled by raw recruits.,

TALK ABOUT A CONTROL FETISH!
You observe and control your unils
from an overhead perspective. Not only
can you move your point of view forward,
back, left, and right, but you can rotate
your perspective based on two separale




MYTH: THE FALLEN LORDS » REVIEW

GET IN LINE! My is a difficult game that demands excel-
lent strateqy and unit control. Placing troops in 1 of 10 for-

mations is a key to victory.

focal points. One rotation pivots around
the center of your field of view, allowing
you lo circle whatever you are looking at.
The other allows you to rotate in place,
which gives you a view of the surrounding
area. At first, moving around and direct-
ing troops using this view system is a bit
difficult. With practice, however, you will
quickly leam to appreciate the view sys-
tems flexibility. My only complaint about
the controls is that you should be able to
adjust the view’ angle of elevation, as
fighting on high ground frequently left me
unable to see enough of the battlefield to
fight effectively. Otherwise, I found that
the controls worked well and were well
thought-out.

DANCE OF THE DEAD

Most games offer you a few easy
beginning scenarios before getting to the
meat of the game. My1H does not. Make
no mistake; this game is difficult.

“The most surprising thing about the
gameplay is the degree of strategy
required to win any given scenario. You
begin each mission with a set number of
units, and unless you find additional
troops wandering around the level (or
fighting for their lives), that$ all you have
to work with, Mynii allows you o arrange
vour units in a variety of formations.
Surprisingly, these formations actually
work. From vanguards to staggered lines,
how you amange your forees affects your
strategry and your chances for survival, [f
youwant to have any veterans left for the
next scenario, you will need to figure out
an effective way of deploying your troops

bhased on their
number and
composition.
You also need to
factor in the
environment and
the makeup of
your opposilion.
Leave a flank
exposed and

couple of ape-

youl soon find a IMAKING A MESS A couple of dwarves can really ruin an enemy's

like ghdls hack-
ing apart your archers with their scythes,
ail to take the high ground and you'll be
showered with spears as the soulless come
over the rise, Let the wights get loo close
and these walking bombs will shred your
ranks with wave after wave of earth-shak-
ing explosions. In short, you need to think
ahead to win,

YOU LOOK GOOD IN RED

"The action happens in a beautifully
rendered world. Arows and bombs arc
gracefully toward their targets, blood
stains the ground where it falls, and freshly
removed heads roll slowly downhill. The
dwarves’ explosives blacken the earth and
the remains of corpses lie in heaps on the
ground. Seasons, and weather, change,
bringing rain and snow that affects the
performance of your troaps. Wind blows
arrows off course, and rain dampens the
fuses of dwarven hombs.

The 3Dfx rendering is marvelous, but
there is a cateh — the game shipped with
abug in the Voodoo Rush routines that
sometimes crashes the game while load-

day, If friendly troops are in the way, they'll ruin yours, too.

ing levels. It disappointing that Bungie
would put so much effort into this game
and then ship it with game-crashing bugs.
"There is a patch available online, but that
doesn't excuse the fact that the retail ver-
sion isn'La fully working produet.

But My1H kicks some serious butt. Not
since DIABLO has a game so captured my
attention and waking hours, With its
blend of in-your-face combat, realistic ter-
rain and weather, and entertaining char-
acters, MyTH is a winner

»APPEAL: Anyone who loves graph-
ic tactical comhat hut could do with-
out the building and harvesting that
usually goes with it.

PPROS: Outstanding engine, game-
play, story, and environment; addictive
gameplay.
PCONS: View sys-
tem needs eleva-
tion controls; game
has crash bug; no
modem-to-modem
or direct-cable sup-
port; no map editor. il
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Price: $49.95 (street)

Minimum System
Requirements: 486 DX
(Pentium 133 or better

strongly recommended),
Windows 95, 8MB RAM (16-
32MMB recommended), 16-bil
high-color SVGA graphics,
2% CD-ROM (4x recommend-
ed), mouse; supports Win
95-compatible sound cards.
Multiplayer Support:
Hotseat, email, LAN, and
Internet (2 players).
Designers: John Tiller, Bob
McNamara, and Charlie Kibler
Publisher: TalonSoft

Forest Hill, MD

(800) 211-6504
www.talonsoft.com
Distributor: Broderbund
Software, Inc.

Novato, CA

(415) 382-4400

www.broderbund.com

REVIEW ¢ EAST FRONT

‘Frontal Assault

TalonSoft’s Reach Exceeds Its Latest Engine’s Grasp

by Loyd Case

AST FRONT —an ambitious
game that depicts small-unit
actions in detail during the
immense struggle for Mother
Russia during World War 11—
seems to be a wargamer’s
dream title. The new game
engine (though still turn-
based) is now fully 32-bit and
Windows 95-optimized. The
miaps are dynamically generated using a
terrain tiling system in the campaign,
and as you play through the game you
run into quile a variety of terrain and
weather. There are 49 historical scenar-
ios (including a siege-oriented scenario
created by veteran game-designer Jim
Dunnigan) and three tutorial scenarios.
Despite all this, however, the Fasi
Frowr experience falls well short of
being that of a great game.

GROGNARD LITE

The interface in EAST FRONT is quite
similar to the one used in TalonSoft’s
BATTLEGROUND series, but now theres a
nifty database of unit types that you
access by the use of hotkeys. There’ also

Full Name
' PiH

MNigkname (s)

Full Hu'.r':f.
Open
Fleld
Orghard ;
Forest

Hexslde
llpl-' vallon. 1
.F:nihanin‘m.:
Hedge, @
Gully

Village .‘itn-.;\ m
Sul'.;u.rh <« Kinor River
Gy =
Industs
Sp. Bldg toad Tyrpe: 2
Path
Unpaved
Paved

Tough

Ralbroad

I Poanzer Baltalion:)
95:-Panze:' Regiment

7. Panzer Division A

FulliSPs
Max-Range
i vs Hard Target

vs Sofl-Tardet

anew loolbar at the
bottom of the
sereen thats less
intimidating than
that of earlier
TalonSoft games.
The onlyissue [ have
with the interface is
the use of a modal
switch between fire
and movement. You
learn quickly to
hold the Cirl key
down lo enter fire
mode; its altogether
too easy to press the
“next turn” button,
which is adjacent to the move/fire mode
button on the toolbar.

Each unit represents a plataon or
battery of artillery. You must call in both
indlirect artillery fire and air strikes a
turn ahead, and you have a limited
number of air strikes available in a given
battle. Movement of all unit types is
pretty straightforward, whether you use
the mouse or the keyboard. There are
quite a few hotkey equivalents, which

FzEplwllIH Medium Tanks
I;'zkpfwfllli Medum Tanks:
FullOrganization -

1I1: Platoon

r Compariy

hull, :The dnve.l
funmng gean were

amar was an
inefl

proteclion,

S Rangellsplay R

'SIALINGRAD SNAPSHOT The extensive WWII database is just a keypress away.

CGW
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HEX AGONY In most games, these infantry units would have
trouble with Soviet lanks, but not in EaST FRONT.

are conveniently printed on the back of
the manual,

Speaking of the manual, its very thin,
and barely scratches the surface of how
o play the game. For example, supply is
handled through the use of HQ units,
yet there’ almast no discussion of how
these rules work. The READ.ME file
contains some additional information, as
do the tutorials. Still, there’s far too little
information, especially when you con-
trast EasT FRONTS manual
with the one included in
Crose Comsar 2, another
recent WWII small-unit
game (see the review else-
where in this section).

“There are some troubling
design features as well. If
you thought infantry was
useless in STEEL PANTHERS,
be prepared for the opposite
problem in East FRONT.
“The German infantry in
particular is so extraordinari-
Iy tough as to be quite unre-
alistic. Several times 1
altempled assaults with
multiple armor platoons on
single, often severely dam-
aged, Cerman infantry units
in open terrain, only to get a
bloody nose in the process.



Certainly the quality of Russian units
early in the war may have been question-
able, but this oceurred even with the
Soviet Cuards armored units in the 1944
scenarios!

"The use of leaders is also interesting,
but the implementation is flawed. Its
great that leaders can rally disrupted
units, but leaders alone in clear terrain
shouldn't be able to fend off multiple
SMG platoons.

A SCENARIO FOR ALL SEASONS

The real strength of East FronT lies
in its numerous historical scenarios. The
limetable ranges from the opening of
Barbarossa through Operation Citadel
(Kursk) up to the desperate retreats of
1944. Since the scenarios are precreated,
the starting positions tend lo follow the
historical deployments.

Some of the battles are big. Dead
End on the Road to Kursk, for example,
is a 30-turn scenario with hundreds of
units. When [ played the Germans, it
took the Al 35 minutes to complete the
opening tum on a 266MIHz Pentium 11

with 64MB of RAM Even when playing
smaller scenarios, you should plan on
having something else to do when the
computer is moving, as it does “think” for
quite a while.

Overall, EAsT FrONT is a mixed bag;
Its a very ambitious and interesting title
that was simply shipped too soon, Its
probably worth getting for the historical
scenarios, but the campaign engine
needs work (see the sidebar). There are
other nice touches, such as the over-
sized hexes, in which you can actually
see all of the “stacked” units —which
makes the job of searching for specific
unit types in a large firefight much easi-
er. The use of Action Points makes the
issue of artificial overrun rules moot.
IZach unit has 100 action points (which
get used at different rates by different
unit Lypes), As long as the active unit
has sufficient action points it can con-
tinue to move, fire, or assaull,

EasT FrONT also ships with a terrific
scenario editor. You can edit existing sce-
narios or create your own (including
maps). Its one of the most flexible and

EAST FRONT ¢ REVIEW

easy-lo-use editors I've seen in some
time., |"illa1||_'_r', there are extensive lwo-
player options.

Still, all of the good things about Easr
FRONT can't hide its many problems. As
of press time, TalonSoft has released two
patches and additional documentation
that fix some of the problems, but seem
lo have created others, If, like me, you
are captivaled enough by the historical
period lo try East FRONT despite its
shortcomings, be aware that the game is
still very mueh a work in progress. %

PAPPEAL: Aficionados of WWII tac-
tical combat who have a lot of
patience.

PPROS: Gorgeous graphics; numer-
ous historical scenarios; a great
scenario editor.

HCONS: Flawed
campaign hattle-
generator; uber-
mensch infantry;
incredible amount
of time for Al
moves; weak
manual.
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Price: $54.95

Minimum System
Requirements: Pentium 90,
Windows 95 or better, 16MB
RAM, 45MB hard-drive
space, SVGA graphics with
800x600 high-color (16-bit)
resolution, 4x CD-ROM
drive, mouse; supports Win
95-compatible sound cards.
Macintosh: Power PC,
System 7.5, 16MB RAM,
40MB hard-drive space,
800x600 graphics, 4x CD-
ROM, mouse.

Multipiayer Support:
TCP/IP, LAN, or 28.8Kbps
modem (2 players). Note:
Internet Gaming Zone avail-
able for Win 95/Windows
NT users only.

Designer: Atomic Games
Publisher: Microsoft
Corporation

Redmond, WA

(206) 882-8080
www.microsoft.com

REVIEW ¢ CLOSE COMBAT 2: A BRIDGE TOO FAR

Off to Market

Real-time Wargaming Comes of Age

by Patrick C. Miller

Losk Compat: A BRIDGE
Too Farisn'ta game to be
played so much as experi-
enced. You experience dis-
appointment when an attack
bogs down for lack of armor
support, frustration when
troops under fire refuse to
obey orders, and remorse
when heroes of earlier battles
are mercilessly cut down by enemy
machine-gun fire. Yet you also have feel-
ings of elation when victory is achicved
against insurmountable odds, satisfac-
tion as laclics start to click, and accom-
plishment after completing a difficult
campaign.

RIPCORD AWAY!

Based on Operation Market Garden
during World War I1, this game delivers
the pressure, tension, and drama of lac-
tical warfare al close range. Plus, its all
done on extraordinarily detailed maps,
in 16-bit color. Real-time gameplay

infantry and tanks!

CCW

GARDEN OF DEATH

peration Market Garden began on September17, 1944, when
0 thousands of American, British; and Polish paratruopers were

dropped into Holland to seiza a series of bridges alonga 60-
mile corridor. The British:30th Corps attacked northward to-link up
with(the paratroopers. If the operation had gone as planned, it
‘would have enahled the Allies to cross the Rhine River at Arnhem
and attack Bermany itself, possihly-ending the war in Europe before
Christmas. Unfortunately, the Allies ignored intelligence reports indi-
cating the presence of two German SS armored divisions in and
around their drop zones. /

Given the guestionable decision'to’ have 30th Corps attack up a sin-
gle, easily defended road—and the fact that the Germans captured
the complete Allied battle plan—it's a wonder the operation came as
close o success as it did: In'the end, Market Garden cost the Allies
17,000 casualties without achieving the objective of capturinga
bridge over the Rhine at Amhem. Of course, one of the main reasons
we play wargames is to change history.... Good luck. If you think you
can do hetter than the historical commanders, here's your chance.

based wargames will always be popular,
they can’t compete with A BRIDGE
Too Far in providing a sense of what it
st be like to command individual sol-
diers in combat.

combines with an emphasis on troop
morale, physical and mental states, and
battle experience lo propel A BRIDGE
Too Farinto the realm of realistic
combat simulation. Although turn-

'TOY SOLDIERS Unlike the original Ciose Comear, even the zoomed-in view of A Brine Too Far is useful. Check out the detail of the

FEBRUARY 1908



CLOSE COMBAT 2: A BRIDGE TOO FAR * REVIEW

LOGISTIC LOGIC In the campaign game, you must decide which
sectors of the operation are the most crucial and should receive
the greatest amount of supplies.

When Microsoft released Crost: COMBAT more than a year
ago, there was nothing quite like it on the market. The design-
ers at Atomic Cames have now raised that standard even fur-
ther by smoothing Crose Compars rough edges. This time,
the company has included features that not only add varicty
and improve gameplay, but also provide a significant amount of
long-term replay value —one of the original games greatest
shortcomings.

From a gameplay perspective, A BRIDGE Too Faisn't all that
different from CLOSE CoMBAT. The emphasis remains on tacti-
cal engagements between infantry scetions and individual vehi-
cles. However, many of the changes implemented in the sequel
have made what was a good game outstanding. The interface is
more responsive and intuitive. Map serolling is smoother, There
are more units and more missions (and greater mission varicty),
You can edit missions with the Battlemaker feature to design new
scenarios (although there is no way to create additional maps).
The games stronger strategic clement provides more depth to the
dynamic campaign, and modem-to-modem play has been
added. Also, network play is more stable than before,

The game comes with 33 battles, which can be played sepa-
rately or as part of Il multibatile operations. ‘There are three
campaigns, based on battles in the Eindhoven, Nijmegen, and
Amhem sectors. The ultimate challenge is the grand campaign
that requires play-
ers lo manage
units and allocate
resources in all

PAPPEAL: Gamers looking for a
realistic, tactical-level comhat
simulation.

I'T'Ros: A wide range of battles on three sectors.
highly detailed maps; 130 different , e
units; a dynamic campaign with \\’imn:\nu !]]JJ. as
strategic depth; realistic tactical the Allics, the key
comhat; scenario editor; multiplayer is to capitalize on
support. the element of
PCONS: A few surprise and then
mlnoreg.llgs; no defend supply
Eich editar; no zones and bridges
Bk o untl30th Corps.
can't face soldiers st s
in a particular arrives, The
direction. Germans must

make the enemy

paratroopers pay a high price for their initial gains while mini-
mizing their own losses until an annored counterattack can be
launched. As was the case historically, the strategic situation
favors the Germans.

HITTING THE DIRT

‘The game isn't that difficult to play, but it is tough to master.
“There are only seven commands: move, move fast, sneak, fire,
fire smoke, hide, and defend. Giving unit orders is faidy simple;
you use either a mouse-activated menu or keyboard commands,
Some players have a hard time getting used to the combat stress
psychological model that can cause uniits to act on their own ini-
tiative. Occasionally, this results in heroic behavior, but more
often, self-preservation instines prevail. Players must also devel-
op effective tactics and small-unit strategies to have any hope for
suceess when playing al the higher degrees of realism.

Not all changes made were for the better, nor is the game
without some minor flaws. Because soldiers are larger, build-
ings no longer have the interior walls that sometimes made for
interesting indoor firefights. The game replay feature is gone, as
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LINE OF FRIGHT While line-of-sight to a target isn't always visually obvious, the game’s
intuitive interface makes it a snap to determine.

is the ability to give units orders to defend or face in a specific
direction. Although some buildings in the game are designed to
allow vehicles to enter them, there are bugs in the game that
sometimes enable a tank or antitank gun to get the benefit of
being on top of a multilevel building "Tanks sometimes have
problems deciding which way to face. As a result, a tanks hull
somelimes appears to be doing the rumba witl its turret,

Fans of tum-based wargames might be inclined to write off
ABRIDGE TOO Far as a simplistic real-time clickfest or yet
another effort that sacrifices gameplay for cye candy. But they
would be very wrong in [hat assessment, for A BRIDGE Too
I'ARis an engrossing affair; one in which you ean casily
become immersed for hours, No other game can touch it for
conveying the sights, sounds, and feel of combat at the butt-

end of arifle. %




THE CRITICS AGREE!

“IMicroProse’s game offers weeks to months of gameplay.”
Computer Gaming World, June '97
e ok e

“Magic: The Gathering Is Just what the
Samite Healer ordered.”
Computer Games Strategy Plus, June '97
% ek

“Magic: The Gathering Is a near-perfect
translation of the card game."
PC Magazine, June '97

# ok ok

“_..hard-core gamers will appreciate the flexibility
offered in the computer version.”
Newsweek, April ‘97

BT { LU R
www.computergaming.com/infolin

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! |

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

Al
Available on Windows® 85,

et B Visit your local retailer or
FrEEeSoams ®

call 1-800-695-GAME day

www.microprose.com or night (U.S. or Ganada).

BATHERING, |




PAX IMPERIA: EMINENT DOMAIN ¢ REVIEW % % )

Pax Nausea

This Ambitious Trip in the Final Frontier Is Fraught With Problems

by Tim Carter

sany Enlttrg.-llaciic traveler
will tell you, a key element
of space exploration is
communication: the cre-
ation and management of a
consistent flow of informa-
tion. PAX IMPERIA 2,
the long-awaited
sequel to the popular
Macintosh product,
gives gamers virtually evervthing
they could ask for in a space-based
strategy game. . .except decent
cammunication. The designers
have left out or obfuseated the
flow of information within the
games interface lo the point that it
seriously hampers your ability to
enjoy the game.

NEW FRONTIERS

Pax Imperia 2 offers a package
of uptions and challenges similar
to that of MASTER OF ORION 2,
with the addition of a real-time
interface. Frankly. I'm not sure that
realtime works well for a grand stratesy
game. Why should a galactic emperor be
rushed, when tums are measured in
years rather than minutes? Also, with
many things going on in disparate parts
of the galaxy, its easy to miss an impor-
tant event or activity —to the detriment
of your empire,

Which brings up the question of infor-
mation. P IMPERIA 2 has many interest-
ing features; a decent technology tree,
some good economic options, and many
more espionage and “black ops” opportu-
nities than in similar games. Most of these
features, however, are poorly explained
and are difficult to use properly:

‘The mamial is so sparse that you will be
left guessing about many aspects of game-
play. Further, no list of technology, ship
desigm, or colony buildings is provided.

Also, there is little opportunity to
cross-reference information, For
instance, zooming in on a planet allows

you to pull up a menu of the buildings

available for construction: Unfortunately,
it docsn’ttell you what any of them do,
To get that information, you have to go
back to the technology management
screen, then go back to the planct in
question to give your orders.

THE GOOD AND BAD While Pax has plenty of options and depth, it's
skimpy on information and requires far too much micromanagement.

TEDIUM AD INFINITUM

"The game’ interface makes your
development cither tedions (if vou
mictomanage it) or boring (if you let the
computer handle things). Defensive
installations are also a drag, as they can-
not be ordered in advance. You musl
return to each planet after cach construc-
tion to give new orders. As you aren't
prompted when each installation is fin-
ished, you have to check regularly— lest
your border colonics revert o economi-
cally inclined production,

If a planct has all of the buildings
available at your current technology
level, it will do nothing unless specifi-
cally ordered to do something — even if
there are orbital systems available for
construction,

Another problem stems from the ran-
dom setup. Because the map consists of
arelatively small set (the default is 20) of
interlinked planets, with only a few
wormholes between them, your initial
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exploration is generally predetermined
by the map. Yel, the random setup does
nol include a basic algorithm for separat-
ing players at the beginning of the game.

Onee in awhile, this “feature” worked
to my advantage by pilting Al races
against each
other early on,
and giving me
relatively un-
checked reign
over other parts
of the galaxy.

"lactical com-
bat. supposedly a
major part of the
game, is actually
quite dull. If you
have the right
number of superi-
or ships, you'll

win. Ifyou don',
vou'll lose. As
defensive tech-
nologies progress
faster than offen-
sive technologies, the middle game often
plays out like World War I: lots of point-
less attacks, little progress.

Many of these problems could be
fixed through a tighter interface and bet-
ter documentation. Right now, Pax
InpERIA 2 feels like an unfinished prod-
uct with considerable potential but little
polish. It looks and sounds good, but
can't deliver a consistently enjoyable
gaming experience, %

FAPPEAL: Strategy gamers look-
ing for depth who don't mind a rude
awakening to realtime.

PPROS: Good depth; lots of
options; good espionage system.

PCONS:
Appallingly had
information man-
agement; bad Al;
weak tactical
system; realtime
seems pointless.

STRATEGY/WARGAMES

Price: $49.95
Minimum System
Requirements:
4860X/100 (P133 rec-
ommended), 16MB
RAM, Windows 95,
155MB hard-drive
space, 2x CD-ROM
drive (6x recommend-
ed), Windows 95-com-
patible sound card and
mouse.

Multiplayer Support:
Modem (2 players),
LAN, Internet

(2-16 players).
Designer: Heliotrope
Studios

Puhlisher: THQ
Calabasas, CA

(818) 591-1310
www.thg.com
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STRATEGY/WARGAMES

Price: $49.95

Minimum System
Requirements: 486DX4/75
(Pentium recommended),
Windows 95/NT 4.0 or
08/2 4.0, 12MB RAM
(16MB recommended),
10MB hard-drive space,
DirectX-compatible SVGA-
graphics video card (DIVE-
compatible for 08/2),
DirectX- or DART- (08/2)
compatible sound card,
mouse; IPX connection for
multiplayer games.
Multiplayer Support:
Modem (2 players), LAN,
Internet (2-8 players).
Designer: Brad Wardell
Publisher: Stardock
Systems

Livonia, MI

(888) 782-7362
www.stardock.com

REVIEW ¢ ENTREPREMNEUR

Your

Own Business

Wanna Be the Next Bill Gates? Here's Your Chance

by Scott A. May

h, the life of a compuler
company CEO. What
could be easier? Brain
surgery, for starters. If
you've ever wondered
whether you've got what it
takes to become the next
Bill Gates or Steve Jabs, let
Stardoek’s ENTREPRENEUR
be your proving ground.
But be warned: The job ain't what its
cracked up to be.

In a nutshell, ENTREPRENEUR is a
game of global economic domination,
much like [-Magic’s CAPITALISM or
Tsunamis FREE Extererise. Believe it
or not, Stardock Systems — until now
premicr OS/2 game designers—actually
likens the game to Electronic Arts” leg-
endary MUULLE. The difference is in the
games focus.

In ENTREPRENEUR, you're the CEQ
ol a multinational
computer mani-

facturer, compet-
ing against up lo
eight similar high-
tech companies
for worldwide
markel share.
Although a PC
product line is
your only oplion at
present, Stardock
promises to add
more diverse mar-
kets in the future.
But for now, you'll
lave your hands
full just leaming to
survive in the cul-
throat world of
high-tech high
finances.
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STARTUP ENTERPRISES

You begin the game by choosing your
area of expertise: manufacturing, mar-
keting, or research. The choice you
make essentially doubles your potential
advantage in that area. You then pick
names for your company and CEQ. By
default, you compete against three com-
puter-controlled companies with satirical
names such as Mitrosoft, LaST, and [ty
Bitty Machines (IBM). Its a big world,
but three competitors is plenty for
starters. As you gain experience and
become bored with winning, you can
increase the number of compeling com-
panics to a maximum of seven, Other
factors determine the games overall
challenge, including five difficulty levels,
seven game speeds, and the ability to
adjust your initial startup funds. Finally,
the game offers a choice of 12 different
worlds in which lo compete, ranging

from the entire globe to only the United
States. Plus, several fictitious maps are
thrown in for good measure.

LEARNING THE ROPES

The game unfolds on a scrolling glob-
al map, which is divided into regions.
leon button bars line the bottom and
right side of the sereen, providing instant
access to market share, demographic
data (both global and regional), bar
graphs, and pic charls. A color-coded
overview map and winning bar lets you
see al a glance how well your company
is faring. Market news periodically flash-
es across the top of the screen, while a
status bar at the bottom tracks your cur-
rent assets and time line.

The gameplay is in accelerated real-
time. Basic tasks include researching
regional demographics, manufacturing
your product, and tweaking several of its

(BB RRR AR
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RISKY BUSINESS Balancing production, marketing, and research—with one eye on the bottom line—is
EnTrerreneuR’s biggest challenge and greatest reward.



e B | Harécting Campadgn

attributes: reliability, aes- -\
thetics, ease of use, perfor- &)

mance, and prestige. If
customers aren’t clamor-
ing for your product, you
create demand by using a
variety of marketing tools.
If demand is high, you
must step up production
by hiring more employees
and building bigger facto-
ries. When consumers
become dissatisfied with
your procluct, you must

Types PO Comgivegn
Effects -0

Trne 10 farche 45 weetn
Laurch coste 10 hasien

Upkmeps B Marketng Pords

ENTREPRENEUR ¢ REVIEW

players into the action.
Navigating the games
HUTEToUs |m:duclinn.
marketing, and research
screens also takes time to
master, bul after several
games, it becomes see-
ond nature.

Despite its share of
grammalical and factual
errors, the game’ docu-

mentation is well-written
and personable. The
designers obviously live

invest money into research FUD SLINGING You can launch sometimes distasteful campaigns to dis-  and breathe this stuff,

to improve your PCs’ key
components and match
consumer desires.

All the while, you have
to keep a sharp eye on the
bottom line to assure that
you're not spending more
than you're making, Its a
nonstop balancing act and,
despite the games placid
outward demeanaor, it can
be totally nerve-racking.
Consumer confidence
slips, employee morale
nose-dives, careless expan-
sion prevents you from up-
grading existing facilitics,
markets fluctuate or tum-
ble, and so on, There are
so many factors to juggle,
you'll be as bald and ulcer-
ridden as a real-life CEQ in no time.
Welcome to the big leagues.

THAT'S NOT ALL!

Direct Action Cards represent the
dark side of corporale strategy. Players
earn cards based on their aceumulated
resource pool. The primary purpose of
these cards is to tramp vour opponents
when they've grown too powerful. If your
chief competitor is gaining market share,
you can play a card that announces a
legal suit over copyright infringements
and watch consumer confidence in their
product tumble. Or you can use a card
to lure a key exccutive away from the
competition. Dirty tricks? You bet. This
is war, after all.

In single-player mode, the game is
constantly challenging, thanks to an
aggressive, take-no-prisoners Al Subtle
and merciless, the Al will relentlessly
blast vou with marketing FUD (fear,

BUSINESS AS USUAL ENTREPRENEUR'S graphics are serviceable, but
could have used some multimedia seasoning to lure potential CEOs,

uncertainty, and doubt). And just when
you think you have your computer
opponent on the ropes, it will aim a cam-
paign at your strongest regions. As in real
life, market volatility means the tide can
turn repeatedly throughout a single
game. Multiplayer mode is even more
fun. Up to eight would-be tycaons can
compele via LAN conneclion or over
the Internet (using Stardock.net).
Logging on and creating or joining an
online game is a breeze,

THE EXTRAS

Game graphics are clean, yel
extremely simplistic (almost shareware
quality). Beyond the map’s animated
water and the constantly updated market
data, most game screens are static, with
little or no ambient sound. Unfortu-
nately, this is exactly the kind of game
that needs some multimedia window
dressing to liven things up and draw new
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credit your opponents or erode consumer confidence in their products, because the manual for

the game continues to

pitch the product, even
though you've already

purchased it.

In addition to point-
by-point descriptions of
each game element, the
manual also includes a
nice walkthrough, which
takes great strides to aceli-
mate newcomers lo the
gaming system. Although
the basics of gameplay
are not terribly compli-
Cilll’.‘d, tIlL‘ |(.':|r||ing cunve
here s still substantially
steep. In many ways, its
almost better if you have
no economic hack-
ground. That way, you
aren't attempting to apply real-world
economics to the games slightly skewed,
simplified model.

In the end, ENTREPRENEUR is much
more fun than a spreadsheet, but it takes
almost as long to fully learn. Patience is
definitely a virtue here, but tenacious
gamers will be rewarded with a fun
inside peek at the sink-or-swim world of
business strategy. &

PAPPEAL: Real-time strategy fans
with a flair for corporate economics.

PPROS: OQutstanding computer Al;
addictive gameplay; effortless multi-

PCONS:
Graphics are
hone dry; steep
learning curve;
interface could
use a hit of
tweaking.
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STRATEGY/WARGAMES

¥ %k k)

Price: $46.95
Minimum System
Requirements:
Pentium 90, Windows
95, 16MB RAM, 15MB
hard-drive space, 2x
CD-ROM drive, SVGA
VLB or PCI video card
with 1MB RAM, Sound
Blaster-compatible
sound card, Microsoft-
compatible mouse.
Multiplayer Support:
Modem (2 players),
LAN, Internet (2-8
players).

Designer: Titanic
Entertainment
Publisher: Activision
Los Angeles, CA

(800) 477-3650
www.activision.com

REVIEW * NETSTORM

- Winds of Ghange

Stormy Combat Game Brings New Energy to Real-Time Strategy

by Tahsin Shamma

discussion of the recent
weather forecast may be
fine for small talk, but find a
room filled with real-time
gamers and any lalk of a
NETSTORM is likely to
bring more than just plain
chitchat. NEztSTORM i5 0
game like no other. It invig-
orales a genre that some
feel is becoming loa repetitive. Yel ils

originality risks alienating real-time
gamers who are just settling into the tra-
ditional WARCRAIT 2 game design.
Aword of adviee: NETSTORM ¢an
intrigue and enthrall you, if you're willing
to accept the fact that real-time strategy
games are not all the same. "The only
game that | can recall with a similar fecl
was Alaris RavPART (an arcade game of
castle-building and cannon-firing).

STORM OVER NIMBUS

NETSTORM takes place in the mythi-
cal world of Nimbus. The world is divid-
ed into three “spheres” of interaction: the
Serenisphere, a heaven in whicl players
match up for Net batiles; the Pyro-
sphere, the island-laden arena in which
players engage in combat; and the
Deusphere, the lowest realm, from
which the Furies hurl up Storm Geysers
to fuel the battles abave. Of these
spheres, players will enter only the first
two; the third, where the Furies of Wind,
Rain, and Thunder battle, is an imagi-
nary realm whose sole purpose is to pro-
vide atmosphere and backstory,

Players begin on floating islands in the

Crosshow: Due to its wide field of
fire and rapid reloading, the cross-
bow is great as an
assault weapon or |
a defensive post to
fend off aerial
attackers.

HOLY DEFENSES, BATMAN! This altar is well defended by Wind Towers and
Crosshows. The goal of each mission is to sacrifice enemy Priests here.

Pyrosphiere and must construct bridges
o launch assaults against others. This
may seem like an unnecessary addition
to the gameplay, but it enhances stralegic
thinking, as no two bridges may overlap.
"Thus, it is possible to eripple an enemy
just by cutting off his avenues of con-
struction. If enemy bridges suround a
player, he can’t extend his own bridges to
attack other players.

RESOURCES AND CONSTRUCTION

Players have the ability to harvest the
energy bronght up in Storm Geysers as
Storm Crystals. The erystals provide
Storm Power that is used to construct
weapons, buildings, and units, as well as
to cast spells. Players use their Storm

Aerial Attack Units: These units are
the “bombers” of NerStoam. Their
extremely long :
range and medium |
attack strength
help soften up
tlefenses.
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Power through the single High Priest,
an avatarlike unit in gameplay. The
High Priest is the only unit capable of
constructing buildings — including the
all-important temple, which allows
players to hamess Storm Power and
radiates the necessary power for build-
ing units. The fact that only priests can
construct buildings might seem as if it
would hinder construction, but there
are really only two buildings that need
ta be built to start any game.

Once players build a temple, the
workshop fulfills the role of the tradition-
al “barracks” site. The workshap offers
various unit types, including “generator”
unils that allow you to extend the range
of your temples Storm Power.




COMBAT IN THE CLOUDS

In NETSTORM, placement is the supreme faclor
when deciding what to build and how te attack an
opponent. In other games, a mobile unit is built and
ordered around. But in this L every combal unil
is aulonomous, with the exce g
place a weapon on the ground, it attac geti
own way, without waiting for instruction. So in cffect,
the placement of units detenmines | sssful

they are. The ultima
nent’s priest and sacrifice him on an altar. O
kill him, you will gain the dead priests knowledge and
Storm Power. In this way, you increase your own
Priests skills

For those who are willing to brave the unique

to capture th )

STRATEGY/WARGAMES

gameplay and keep their minds open to a new ver-
sion of real-time gaming, NETSTORM is quite a
find. But this creative brainstorm still lacks some
simple elements,
The biggest drawback is the absence of a save-
game feature for the
e-player cam-

paign proceeds in
three parts, in addi-
tion to a utorial that

gathering Storm

missions in the cam- B GET PAST THIS! This shot shows your buildings
paign arc fast and the bridge pleces you use to connect to

enough that you S
3 / torm Geysers.
don't notice the lack ¥

of a save [eature, but the latér missions, some of whic
last two hours, practically demand it. Combine this
oversight with a lack of difficulty settings, and cam-
paigns become a do-ordie feal

There are a few other unrealistic clements in the
gameplay as well. If a section of an extended bridge
between land and an attached unit is destroyed, the
rest of the bridge hangs in midair, along with any units
attached to it. The selection of bridge tiles is also too
random for my tastes. In strategy games, you want as
few variables as possible when fending off opponents,
The randomized selection of bridge pieces sometimes

ou feel as if you are

playing TeTmRS.

£ T N it FAPPEAL: Real-time strategy
Allinall, Ne1Storaisa gamers looking for an original game

design.
: 5 PPROS: Innovative combat style that

all real-time games don't h demands new
to be alike, The drawb levels of strate-

ially the lack of a save- gic thinking.
game feature —are annoying, ~ PCOMS: No
save-game fea-
ture or difficulty
settings in sin-
gle-player mode.

but, on the whole, the g2
hrings welcome nev

loa genre that is crowdec
with clones. &
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STRATEGY/WARGAMES

INTERMEDIATE &

Price: $49.95 (street)
Minimum System
Reguirements: 486/66
(Pentium recommended),
16MB RAM, 52MB hard-
drive space, Windows 3.1
or better, SVGA graphics,
2% CD-ROM (4x recom-
mended); supports Sound
Blaster-compalible sound
cards.

Multiplayer Support:
Internet or LAN

(2 players); requires
14.4Kbps modem,

plus ISP or network.
Designer: Impressions
Software

Publisher:

Sierra On-Line, Inc.
Bellevue, WA

(800) 757-7707
www.sierra.com

REVIEVW ¢ CIVIL WAR GENERALS 2

A Pale Shadow

Despite Grant and Sherman, This Battle Is Much Less Than Expected

by Jim Cobb

OBERT E. LEE: CVIL WaR
GENERAL lried Lo ride
that generals coattails
through a PanzeR
GrnEraL-style branching
campaign, complete with
simple combat mechan-
ics and an emphasis on
leadership. While it sold
reasonably well, its atten-

tion to detail and graphic polish were
lackluster compared to the award-win-
ning TalonSoft BAITLEGROUND serics.
(_,]\’II WaR GENERALS 2 (CWC2),
despite the addition of Crant and
Shermman, is anything but
an improvement.

HOME BEFORE THE
LEAVES TURN

CWGZs strength lies
in its campaigns: 17 of
them (linking 45 different
Civil War engagements)
cover every aspect of the
Fastern and Western the-
aters from both Union
and Confederate per-
spectives, Depending on
the degree of victory or
defeat, you move from
one conflict to the next,
sometimes fighting alter-
natives lo the historical battles. As in
Ronexr . LEE, you can dismiss inepl
leaders and reequip your units with the
spoils of war; also, unit and leader quali-
lies improve as they gain experience.

For all their drama, however, the cam-
paigns have some problems. Sometimes
an alternate battle oceurs within hours
of the first. How can leaders be dis-
missed and units be reequipped and
brought back to full strength so quickly?
Worse, some orders of batile are of ques-
tionable historical accuracy, such as the
Iron Brigade being present at First Bull
Run. While some of the regiments were
there, the Tron Brigade, as such, didn't

exist until 1862,

CGwW

The combat system, o, has its ups
and downs. Unit capabilities are a func-
tion of organization, health (strength),
and morale. As the unit moves and
fights, these values drop; adequate rest,
supplies, and digging in improve them.
Regimental and brigade leaders have rat-
ings for health, initiative, organization,
and ability to inspire lovalty. Divisional,
corps, and army commanders can posi-
tively or negatively madify subordinate
leaders’ ratings. All in all, CWG2 does a
good job of :.i wwing the intangibles of
Civil War combat; and the variety of
weapons systems —while less detailed

'
LE - Mave salecieg wnil ta this ladation [

NO TRUTH IN ADVERTISING Some campaigns are fun, while oth-
ers are misleading. Shiloh leaves out Forts Henry and Donelson.

than those of the BATTLEGROUND
series — are modeled well enough.

NOT SO SHARP SHOOTERS

Its a real shock, then, that CWCG2s
combat mechanics impale themselves
on their own simplicity. Thirly minutes
per turm at 200 yards per hexis a work-
able scale, but not when you have limit-
ed stacking: Only ficld artillery units can
stack with other unit ypes. Thus, leaders
are not only vulnerable but actually
block movement; small numbers of
sharpshooters handle like brigades;
diminished regiments can't shelter with
stronger units, Worse, infantry unils
don’t have ranged fire, but must be adja-
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cent to a targel and attempt to close,
"The sequence of “attacker fire, defender
morale check, defender fire, attacker
monale check, close combat” works fine
for a charge, but at 200 yards, units
should be able to shoot without closing,

"The variety of units in CWG2 is wast-
ed, because nothing works as it should.
Artillery, for example, employs ranged
fire. But it ean fire only once per tum, it
can'L supporl friendly units, and it can'l
both move and fire in a 30-minute tum.
Likewise, the lack of skirmishers is a
problem in this scale, and you can'l fake
it by using your sharpshooters in a skir-
mish role, because of the add
stacking rules.

The battles themselves are
less conflicts of lines advane-
ing or standing than they arc
unsupported units that sim-
ply charge ahead. The Al
propensity for making picee-
meal attacks aggravates this
feeling of a brawl. Thus, the
combat system makes il
impossible to win using his-
torically authentic tactics.

In passing, its only fair lo
mention that CWG2 does
come with an casy-lo-use sce-
nario maker and a nice CD
history of the war. Its a pity
that these clements are wasted on a
completely broken combat system and a
dated game engine. &

PAPPEAL: Those who want to play
Grant and Sherman, as well as Lee.

PPROS: Branching campaign with
interesting “alternate history” hat-
tles; nice scenario editor.

HCOMS: Tactical system hears only
a vague resem-
hlance to Civil
War combat;
tated engine;
hattles them-
selves aren't
very interesting.
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VIDLENCE, REVOLUTION, GENOCIDE, AND OCCASIONALLY.
'ALL OUT WAR.
JusT ANOTHER DAY IN THE GALAXY.

5o what if it's not politically comect? It's a game, A strategic challenge that tests your mettle as well as
your mind. See. while you're bluwing away ships frem the baddest races in the galaxy. you've got to build

your own killer space armada. If you survive. Star Cormmand Deluxe. Not just your everyday blood and gore.

Unlimited free on-line play!
\ _ KIDS 10 ADULTS

' = / Available 11/97. Impatient? Download the demo @
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Price: $29.95

Minimum System
Requirements: Pentium 90,
Windows 95, 16MB RAM,
10MB hard-drive space,
DirectX 5.0-compatible
video card supporting
640x480 and 256 colors, 2x
CD-ROM, mouse; supports
DirectX 5.0-compalible
sound cards.

Macintosh: Power PC 90,
System 7, 16MB RAM,
10MB hard-drive space,
640x480 and 256-color
graphics, 2x CD-ROM;
mouse,

Multiplayer Support:
None.

Designer: Anark Game
Studios

Publisher: Electronic Arts
San Mateo, CA

(800) 245-4525
www.ea.com

*kkk  REVIEW ¢ GALAPAGOS: MENDEL'S ESCAPE

Artificial Insanity

Anark’s Evolution in Platform Games Will Drive You Crazy

by Mark Clarkson

ALAPAGOS is absolutely
maddening, Even after all
the hours I've spent play-
ing the game, I'm hard-
pressed to know what to
make of il. The second
most maddening thing
about CALAPACOS is its
star, Mendel. Guiding
Mendel through a level is
like herding a blind cat through a booby-
trapped maze with gentle words of
encouragement —that is, it’s just this side
of impossible.

"The gimmick is
this: Mendel has a
mind of his own. A
nudge from the
mousc may tum
Mendel one direction
or the other, but only
il he isin the mood.

Now, most games
have Al of some kind,
but it is typically in
the form of hard-
coded instructions.
Mendels smarts, on
the other hand, derive
from a special kind of
adaptive arlificial
intelligence called
nonslationary entrop-
ic reduction mapping
(NERM). He isn’t programmed to do
anything in particular; he learns from his
environmenl.

Exactly whit Mendel is leaming is far
from clear, but heing repeatedly electro-
cuted or dropped into freezing lakes of
liquid nitrogen by ham-handed players
will certainly make him nervous. Soon,
he'll refuse to go where you want him to
go. He'll instead wander in hesitant cir-
cles, mewling plaintively and ignoring
your frantic nm}gcs.

IT'S UP TO YOU

Mendel isu't called upon to solve the
game’s puzzles by himself —the real

CoW
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work is up lo you. You must manipulate

Mendels 3D environment — think
Super [scher World —and lead him to
safety. To make a path, you might
extrude platforms from a wall or syn-
chronize flying blocks.

Clicking on some platforms pops
Mendel
upward,
trampo-
line-style,
while click-
ing on

FLY ON A WALL Whether viewed during normal gameplay or in close-up,
Mendel appears as a sort of technopunk insectold. You'll have to decide
for yourself if his Al is equal to that of a terrestrial ant.

other platforms whisks him from floor
to floor as if he were on flying
elevators. Iidden shorteuts allow you
to bypass chunks of the puzzle by per-
forming especially intricate sequences
of moves. And there are always assort-
ed electrifying fields, crushing blocks,
freezing lakes, and fatal falls awaiting
Mendel. ltems deadly to Mendel are
often out of sight until the instant they
kill him, which brings us to
CALARCos” most maddening feature:
the damned swooping camera.

The camera follows Mendel through
the level, tagging along behind for a
while, then flying past him, or shooting

heavenward for a different angle. Since
you have no control over the camera
(and precious little control over Mendel),
you're pretty much restricted to seeing
only whats shown lo you.

Clicking on a switch may be a simple
task, but getting Mendel into position so
that you can see the
switch in the first place is
often quite a trick. And
even il that switch is hold-
ing still in the game world,
your view is circling,
Hilting hotspots as they
plunge madly across vour
screen can be a real chal-
lenge. "This is obviously by
design, but it may limit the
appeal of this game, as
many who might be
altracted to GALAPAGOS'
puzzles could be put off by
this eniphasis on
eve/mouse coordination.

Those souls brave
enough to try it will find
that Garapacos isa lovely

and innovative game. It
made good use of my
Intense 3D Voodoo Rush
card, with scrolling tex-
tures and nifty fog effects.
And while I'll adimit that
Calancos frequently
made me scream out loud in frustration,
I also found the game so addictive that |
couldn't stop playing it. &

PAPPEAL: Fans of fast-action puz-
zle games looking for samething
different.

PPROS: Nifty 3D graphics; novel Al;
addictive, challenging gameplay.

PCONMS:
Swooping
camera requires
better than aver-
ane eye/mouse
coordination;
very frustrating
at times.
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Price: 529.95
Minimum System
Requirements: 486/66
(Pentium 75 recom-
mended), Windows
95, 12MB RAM, 11MB
hard-drive space,
SVGA graphics, 2x CD-
ROM; supporis Sound
Blaster- or Windows-
compatible

sound card.
Multiplayer Support:
Internet, LAN, or
Hotseat (1-4 players).
Puhblisher: Hasbro
Interactive

Beverly, MA

(508) 921-3700
www.hasbro.com

REVIEW « BOGGLE

Hasbro Adapts Another Classic for CD-ROM

by Charlotte Panther

re you looking for a way to
spice np those monotonous
fammily gatherings? Need to
inject a little competitive
energy into your work-
place? Maybe you just
want an outlet to show off
your superior spelling
skills? Whatever the reason,
any would-
be wordsmith will find
himself instantly addict-
ed to Hashro’s adaptation
of the classic word game,
BOGGLE.

"The game follows the

same premise as the orig-
inal Boggle: The idea is
lo find as many words as
possible in a limited
time-periad by connect-
ing letters diagonally,
vertically, or horizontally
across a grid of letters.
“This time, though, there

where you couldn't see your opponents
miaking (heir moves, but it makes little
sense in hotseal play, in which half the
fun is sereaming about what your rival
just did. If one player makes a particular-
ly high-scoring word, there’ nothing
(short of blindfelding everyone) to stop
the next player from reusing the same
word and voiding both players’ points.

F—4 o)

are five variations on the
classic theme from which
to choose.

The first one, Classic
Boggle, plays exactly like the original
game. You can compete against up to
three other players, cither by hotseat,
LAN, or Internet. The latter two work
really well —all of the contestants are
able to work out their words concur-
rently, without worryving about which
words the other players are forming. Al
the end of the round, the computer
subtracts any duplicate words from
players’ lists and adds up the final score
to declare a winner.

Hotseat should be the perfeet way to
play this game — four crazy people vying
to come up with the best word. The fact
that everyone crowds around one com-
puter certainly adds to the atmosphere,
but there is one major flaw. If you repeat
aword that has already been used, both
you and the originator of the word lose
points. This would be fine in a situation

CewW
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GRISLY GRIDLOCK Placing the letters in the intended slot on the grid
proves to be frustrating in Battle Boggle

MIND-BOGGLING

The lour alternative versions of the
game include Breakaway Boggle, which
consists of a 4xdxt cube that you can
rotate to help ereate longer words. As
you use each letter, it disapp::.'irs, until
wards can no longer be made (or you
run out of lime).

In Your Iace Boggle, one of the two
single-player-only games, is best
described as the wordsmith’s TS,
The idea is Lo score as many words as
possible as the clock counts down.
Every 20 to 30 seconds the blocks of
letters ereep one step closer toward
you. The game ends when the letters
are so close to you that they'e. ..
well...in your face.

In Space Boggle, you form words by
clicking on individual letters that float
toward you like asteroids. Space Boggle

Charlotte |

~ Bogglicious

shouts out for a multiplayer mode. This
really would have been great as a fast-
paced click-in round —sort of like You
DON'T KNOW JACKS Jack Attack—a
race to form the words before your
opponent can.

Last, and, unfortunately, least, is
Battle Boggle. In this two-player round,
you and your apponent strategically
place individual letters
onto a grid, in an order
that allows for the most
possible words to be cre-
ated. The layout of the
grid makes it frustratingly
difficult to drop letters
into their intended
squares, and if you do
misplace a letter, there is
no undo fealure.

Graphically, BoccLE:
is [unctional, rather than
inspired, and lacks the
pizzazz of some of
Hasbro’s earlier titles,
such as SCRABBLE and
Risk. Despite its foibles,
though, this is still a better
than average game — par-
ticularly when played multiplayer. It fea-
hures a customizable dictionary, offers
plenty of variely within each game-type,
includes two levels of difficulty, and is
devilishly addictive. Word-puzzle fans
will not be disappointed. &
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FAPPEAL: Wordsmiths who want
to expand (or show off) their
vocahulary.

MPROS: Competitive multiplayer
modes; good variation; customizahle
dictionary.

PCOMNS: Easy to cheat at Classic
Boggle when i

playing hotseat;
two of the game-
types lack multi-
player mode;
interface of
Battle Boggle is
frustrating.
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Bad Lands

Scorpia Gets Her Claws on LANDS OF LORE:

GuARDIANS OF DEsTiny, and She’s Not Happy

ANDS OF LORE;
GUARDIANS OF DESTINY
is Westwoods long-
delayed sequel to s pop-
ular adventure-RPC of
1994. It’s the story of
Lauther, son of Scotia,
whom we dispatched in
the first Lore. Luther
has several problems. For
one, hes cursed by random transforma-

tions into other forms. Without waming,
he may become either a beast or a lizard,
"The beast form is slow, ponderous, and
nonmagical. It is, however, a feracious
fighter of great power. The lizard form is
small, weak, and not a fighting critter. On
the other hand, it is extremely fast and can
cast magic spells. The problem is that
Luther has no control over these forms,
and he ean morph into them at any time.
His other problem is that the Gladstone
guards are after him to put him backin
prison. As the game begins, Luther has
just made his escape and is on the run to

consult the Draracle about ridding himself
of the curse, [t will be a long and difficult
trail before he is able to do that.

SOLO MIO

GUARDIANS OF DESTINY is a single-
person, real-time, 3D game. There is no
party of characters, nor does anyone join
Luther, even temporarily. It5 strictly a
solo adventure.

In the lower-right comer is a portrait
of Luther, plus icons for your weapon
and current spell, along with a blue bar
for mana and a red one for heallh.
Clicking on the portrail brings up the
inventory box, which displays everything
you're carrying, as well as which
weapons, armor, and miscellaneous
items you have.

Al the top right of the inventory
screen are four bars that measure your
fighting strength and armor protection,
As your abilities improve over lime,
these bars become longer. Various
equipped items can affect these stats,

making them betler or
worse. Clicking on the bars ,
swilches them with the level gain bars,
one for magic and one for combat. All
these stats are visual only —as in the first
LaNDS OF LORE, no actual numbers are
used for strength, mana, or hil points.
Combat is a simple procedure.
Luther faces his foe, and vou click either
the weapon icon (to swing or shoot mis-
siles) or the magic icon (to cast a spell).
"The spells come in sets of four; when
Luther learns a spell, he gets the whole
set atonce. 1o cast a spell beyond the
first, you can hit 2—4 on the number
keys, or target the opponent with the
mouse and hold the right mouse button
until the desired spell is reached.
Conversation in the game is extreme-

ly limited. Typically, as Luther approach-

es someone with something lo say, talk-
ing begins automatically. There are no

choices to make; everything said by both

partics is entirely prerecorded.
Guarnians has an excellent automap,
As usual, it fills in as you go
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A BRIDGE TOO DUMB To get to Ruloi Citadel you'll have to climb platforms and run a
disappearing bridge. Platforms and bridges—just what people who fly really need.

along, and you can bring it up
for viewing al any time with
the Tab key. Some important
locations will be noted auto-
matically on the map. Others
you can mark with note
“spikes.” You can click on a
placed spike to reread your
notes or add to them, or both.
You can zoom in very close on

the map to view a section in
detail, or zoom oul o see the
general layout; this is a very
handy feature.

WILD GOOSE CHASE
And that, unfortunately, is

Cross a

about the last good thing |

FEBRUARY 1505 CCwW

‘ ‘ For any
RPG-starved

gamer, this
one is a dis-
appointment
beyond

words. ’ ’

Price: $49.99

Minimum System
Requirements:

Pentium 75, Windows 95
or DOS 5.0, 16MB RAM,
VGA/SVGA graphics,
105MB hard-drive space,
4x CD-ROM drive, MSCEX
2.2, Microsoft-compatible
mouse; supports most
major sound cards.
Multiplayer Support:
None.

Designer: Westwood
Studios

Publisher: Virgin
Interactive

Irvine, CA

(714) 833-8710
www.westwood.com




' Tages. onﬂagratlons.
It Doesn t Get Any Better Than This!

SoLbIERS 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 campalgn 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

©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.
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have to say about GUARDIANS OF
DESTINY. As a game, it is a horror.
Everything that could be put in to
drag the game out; sc1 id you lhmugh
repelitious exercises; force you to run,
jump, and leap excessively; and make
your life difficult has been included,

l'or example, you have to obtain a
silver leaf from a graveyard, Once
there, you find an open building lead-
ing to underground crypts — the obvi-
ous starting point, since most of the
other structures are locked. So you go
below and eventually come across
room with a claw statue and a glass
bead. The connection is blatant, and
you cliarge the bead. This opens a
building upstairs, where vou find more
beads, which you charge to open
more buildings for mare beads,
which you charge...well, you
get the idea,

[ixcept, halfway thiough, you
have to go to the Dracoid Ruins
(a sunken city), a place that you
reach by jumping along a pit in
the jungle. Once there, you
look around until you find the
second claw and charge a bead
there, because the ones from
the crypts won't do anymore.
How are you supposed to know
to do this? Perhaps, after fruit-
less hours in the graveyard, it will come
to you by osmosis or something.

Anyway, you charge up the bead,
return (happily, via teleporter) to the
cemetery, and open another mau-
soleun, which controls another bead
that opens into another section of the
underground crypts. In this area, vou
find the third claw and eharge up

SCORPIA

two more beads o open up the last
two buildings. Inside one structure,
vau talk to the ghost of a Dracoid
Priest. That’ if you found the item
you need to do this in the Ruins; oth-
erwise, you have to go back there
again and find it, presuming that you
realize this is necessary.

The priest has a favor to ask of you:
He wants you to go into the ruins and
bring back his renmains so he can rest in
peace. You do that, but still have found
nosilver leaf. Instead, the priest directs
you lo have a chat with the ghost of the
Dracoid imperor. Among other
things, you will need one bead charged
ateach of the three claws lo reach him,

The Emperor has a request, too:

Fle wants you lo bring his remains

ATTACK OF THE KILLER PIXELS Giant spiders are just one
of the many crealures you'll face in Guarians of DEsTINY.

into the ruins, so he can destroy the
city once and for all. And guess whal,
you're pretty much forced to wilness
the big event, after which you have
just moments lo escape before you
are drowned. You will likely drown
several limes before you figure out the
exact ﬂt’(jllenf_'tfs I'ICCC.\Sar}‘ to (.'5('?1']'.'.
This can't be avoided, as all other exits
are blocked off, and you

by 2 H L ;h"
6 Gamonuhg 1) L s

can'l skip the video,

After all that, you can
hike back to the gravevard,
have a final chat with the
Emperor, and finally col-
lect the silver leaf, And this
is still fairly carly in the
game. Having fun yet?

tomizable automap.
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WELL, THE MAP IS GOOD One nf GUARDIANS OF
Desminv's few redeeming features is a great, cus-

o b Se———— CXPle O he games

PLATFORM FOLLIES

Heres another quick
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Raptors Inng
awaited sequel.

“most kick ass '
game ever

lriutle for PC.”

Shmu Monru :

“...wonderful
ff-the-wall fun!"

i
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inanity. You go (o the
citadel of the Ruloi
because they have the
Dreamstone you need lo
raise Lhe Ancient City. 'lo
reach the stone, you have
lo leap up the side of a
structure, from platform to
ledge to platform, 42
times. The jumps are aclu-
ally easy, and not especially
dangerous, but they all
have to be done.

At the top, you'll find our
old friend from Pacax, the

disappearing bridge. 15 a
timed min—and [ do mean
run— Lo gel across salely: Whats stupid
about this is that the Ruloi fly. People who
fly everywhere in their home need jump-
ing platforms and vanishing bridges the
way a snake needs whecls.

“The list could go onand on, but |
don't have enough room, and you don't
have enough time, for the whole catalog,
Suffice it to say that this is whal you go
through for much of the game, only
some of it is worse than the
above example. The basic
rule for solving puzzles is
this: I the answer isn't bla-
fantly obvious, then try the
stupidest, most idiotic,
illogical, or outrageous
thing you can think of —it

will probably work.

ENDGAME, AT LAST

But enough of that, let’s
talk about the Big Event,
the showdown with
Belial, which is what this
all leads up to.

It very difficult, and
very fru.'.'lralin,r;-. It took me
many ries lo figure out the
trick, and how to work it.
(That pool is important!) |
was just glad I'd been lucky
enough to have a supply of
stone cubes with me at the
times without those, 1 don’t
know if it would have been

possible ta solve this puzzle.

CHECK OUT MY STUFF You store goodies in the inventory slots above
your character's head, and magic in the slots to the left.

If you actually play and get this far, be
sure 1o have some cubes with you
Finally, it was over. Belial dropped to
his knees and keeled over dead. My
reaction was (among others), “Its aboul
time!” and [ sat back for the ending
sequences, Going by the earlier FMVs, it
was sure to be something speclacular.
The scene changes to a hallway with

doors. The Draracle comes in, opens

one, and looks inon a
bedroom where Luther
and Dawn are having a
romp under the blankets.
L kid you not, this is the
ending of the game. Not
quite the type of climax
we were expecling. This
miay be satisfying for
Luther, but not for any-
one who pr:rsc\'ur('d o
the end.

Overall, LaxDS OF
1LORI:; GUARDIANS OF
DEs1INY is a disaster

&

{rom start to finish. It
combines the worst
aspects of PAGAN (“Mario the Avatar”)
and THUNDERSCAPE (“the game without
end”), along with some of the most non-
sensical “puzzles” since LEGEND OF
KyranDia I GUARDIANS is not an RPG
nor an adventure nor an action game,
but a patchwork of all three, and a
threadbare one at that. For any RPG-
starved gamer, this onc is a disappoint-

ment beyond words. &

*BOTH CD AND DVD IN THENSAME PACKAGE.
*AWARD-WINNING 3D"‘V41:3T VAL WQRLD E-..;_qloms.
*FROM THE CREATORS OF “ADVENTURE GAMES QF THE YEAR."
UNDER A KILLING MOON AND THE AJ\‘\D\ORA ‘bIB\ECTl“E.

She eats guys
like you for
an appetizer.
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Jedi I(mghl

Eight Levels of Secrets to Help You Grow in The Force

by Thlerly Nguyen

% raining to be a Jedi ean
" be hard work, Afterall,
Luke had to lift boulders
and confront his past to
wicld that lightsaber.
Fortunately, your training
doesn’t have o be that
grueling While Juni
KnicHT doesn't formally
acknowledge youasa

student of The Foree until Level Four,
you can start developing your Force
skills at the very beginning of the game.
IFinding all the secrets in every level will
eam you a Force star, so you can have a
reserve of three Ioree stars before you
earn your lightsaber.

This month, we'll reveal the exact

locations of all the secrets on disc one,

which will earn you I3 l'orce stars, E BOXED IN This set of boxes hides the sixth secret area in Level Une ‘

1: Double-Cross on Secret Two: Shorlly after another fan, you'll find yourself on a

Nar Shaddaa bridge. Swing your head to the right, and you'll see a Granon a
Secret One: After passing the first fan, you'll be walking down — ledge. Jump down to that ledge.

a hallway where you can see a Gran on a ledge lo your right. Secret Three: When you're ascending the first 45-degee lift,

Descend to the ledge, and then jump onto the slanted ramp next o make a pit stop on the little alcove to the right.

the ledge. You'll then find yourself in a passage that will take you lo Secret Four: When you reach the bridge that the TTE Bomber

the top of the fan. flies over, urm around and walk back to the previous bridge. When

3: The Return Home to Sulon Secret Five: After opening the red door,

make your way to the hall with the

Secret One: The secret is right behind where it collapses. When you kill the Tuskens and the cubbyhole. Go to the sec-
the start location; turn around and shoot Tusken Raider, you should he near a weak  ond cubbyhole and shoot the dark wall
the dark wall. wall. Shoot it. hehind it.

Secret Two: On the hill that is on the Secret Four: When you reach the green Secret Six: When you dive into the
left side of the house, there is another area that requires the red key, go fo the waterfall, you can go up a ramp back to
weak wall buried in the back. Shoot it. cave-in where Kyle utters a comment. where you started. Along this ramp, there

Secret Three: Follow the plank down Shoot the wall on the left. is a hidden alcove; use your field light to
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Secret Two: After opening
the door with the red keyeard,
vou'll enter a room with a cou-
ple of boxes and a ramp leading
up. Walk up the ramp, but jump
onto the red box. From there,
jump onto the ledge across
from the box.

Secret Three: When navi-
gating the hree giant forks,
you'll notice a ledge embedded
in the side of a wall. That’ the

search for the tiny ledge beneath you. Drop down to the
first secret area of Level Two.

you reach the first bridge, tum right, and you
should see four overhangs. Cross them,

Secret Five: When you open the passage
to the room filled with cargo boxes, don’t go
down the ramp just yet. Stay in the room
above, and look down onto the boxes. You'll
notice that one stack has a space in it; jump
down to that one stack and walk along the top
to the other side. There, a hole to the seerel
awails you.

Secret Six: In the cargo room, before
going through the door that leads to the shut-
tle hangar, tun around and go around the
cargo boxes on the left. You should sce a ramp
that leads up to a small hall that ends at the
last secret.

2: The Lost Disk

Secret One: After making your way
through the ventilation system, you'll walk
down a hall where you can see a ship engine
out the window:. Walk to the window
that gives vou a straight view of the
engine, then look down. Jump to that
tiny little ledge.

help you see inside.

Secret Seven: When you reach
the acidic/electric water, jump into
the first pool and tum around. Go in
the alcove quickly and jump out.

Secret Eight: When you enter the
mines, tumn on your field light so
that you can hetter see the light in
the mines.

g START YER ENGINES! In this area, look straight down and i

third sceret.
Secret Four: When you
reach another cargo room, scale

the set of hoxes on the left until
you reach the lop, then jump to the opposite
stack of boxes.

Secret Five: When you reach the room
that has the two elevators with the conveyor
belt between them, save, because this area is
secrel-rich, For Secret Five, take the first ele-
vator and make your way to the window ledge
on the right, which should lead to the under-
side of the conveyor bell.

Secret Six: Co up lhe second elevator,
and along the way, jump inlo the area above
the glowing red force field.

Secret Seven: Tike the sccond clevator
again, but this lime, get off at the ledge just
below the elevators destination; walking along
the ledge is the seventh secret.

Secret Eight: Right before you make
it to the rendezvous point, follow the ledge
along the left wall. Follow this until you
can jump to the ramp leading up to the
final secret.
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4: The Jedi's
Lightsaher

Secret One: When you’ve reached
the flowing water, go against the
current until you reach a grate; cut
it open with your lightsaber and
pop into the first secret.

Secret Two: Follow the water and
get onto the platform suspended
ahove the water. Advance along the
right path of the platform. You'll
see a hole in the ceiling, which is
the actual secret. To get there,
you’ll need to get a running start
(or use Force Speed) and jump
acrass the waterfall into the alcove
opposite you.

Secret Three: When going down
the water ducts, you’ll notice a hit
of ground underneath the pipes.
Descend down into this area to find
the third secret area.

Secret Four: After walking
through Secret Three, you'll auto-
matically pop into Secret Four

Secret Five: When you reach the
water duct outside of the purifica-
tion plant, don’t go in it just yet.
Jump onto the edge of a duct, get
rid of the Tuskens, and you should
spot a platform that has a hole in
it. Make your way to the hole for
this secret.

Secret Six: When you reach the

5 pool with the four
water cycs, take
the underwater
tunnel to the last
secret.

WATERBOUND LEAP
In Level Four, jump
across the waterfall
to enter the alcove
on the other side.
Inside is a secret
area in the ceiling
above you.

CowW
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5: Baron’s Hed:
The Fallen Gity

Secret One: In the center of the pool
in the very beginning of the level is the
tunnel leading down to this secret.

Secret Two: In the first building you
enter in the city, take the stairs to the
room on the left. Use a thermal detona-
tor on the cracked wall.

Secret Three: A little beyond the first
hridge Is a bullding with an awning on
the door. Behind the counter is another
cracked wall, which you can hlow away
with a thermal detonator.

Secret Four: In the courtyard, you'll
see a board propped up against the
door. Move the board out of the way
and go Into the little alcove.

Secret Five: When you make your
way ta the top of the main building, go
through the window into the bar. Make
your way onto the staue, and then use
your thermal detonator again on anoth-
er cracked wall.

Secret Six: After traversing the
R o T T S e i rooftops to get around the barrier sur-
left for the first secret THAT ACID SURE STINGS Jump into this acid pool in Level Three, | SECULILNRIZCERCTCATIURUIA LY

Secret Two: enlgr_lgis  secret area, and then @c_:k_lyl _r_a_n_p out. g ! two ramps with a chair on them. On top
When you enter the ventilation shaft, there is a section of cracked floor, between the of the ramp is a door into the
two entrances. Shoot this eracked floor. el secret, which is acces-

Secret Three: In the ventilation shaft, before you reach the grate : sible if you per-
leacling outward, there’s a weak wall on the left side. Shoot it. ' fectly time a

Secret Four: When you reach the first wind tunnel, go in it " Force-Speed
and allow yourself to be blown upward. You should sce a small 863 y enhanced

6:into the Dark Palace

Secret: There’s only one secret here. When you reach the ramps leading down into
some water, flip on your field light. Go down into the water, but instead of going
straight, take a left tum, going down even further. You'll surface in a room with a
hole in the upper

comers; going into L §= -

that hole will net

you a rail gun and
the sole secret in

this level.

7: Yun—The
Dark Youth
Sinee this is a duel,
there are no seerels on
this level. Good Inck
taking him down.

8: Palace
Escape

Secret One:
When the elevalor at
the beginning goes all
the way down, step off
and follow the left side
of the room. You'll find

alittle passage on the

cubbyhole, which you can enter with a carefully timed jump. o e ks o & \ jump.
Secret Five: When vou use the wind tunnel to propel
yourself across a chasm, creep alongside the ledge near your
destination. The ledge continues to the other side of the build-
ing, where there is a grille on a wall. Chop it down with your
lightsaber.
If you've made it this far, you've escaped Jeree’ Tower, and

can now purstie 888 to the Fuel Station. Next month, we'll UP. UP, AND AWAY This

ramp into Level Five's sixth
secret area is hard to
scale, as it requires a well-
timed jump and a bit af
Force Speed.

reveal the secrets in the rest of the levels, and we'll school vou in

the ways of The Force. You'll need all the help you can get o defeat

Jeree and his disciples, whether you lean to the Light Side or the Dark
Side of The Force. %
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by Petra Schlunk

1e good news for gamers is that Interplay’s
FALLOUT provides a great role-playing experience,
with choices and solutions to quests that are consis-
tent with how you wish to play. The bad news is
that the wide breadth of options makes it impossi-

ble for one arlicle to cover all solutions for all the
quests. Instead, we'll look at the major quests and
some olhers that often stump players. There are
many spoilers; so be careful nat to peek unless you

really need the help.

Vault 15

Stop in Shady Sands before going here and get some rope from
Seth. Use the rope to repair an elevator in the vault. Find more rope in

A Quest Guide for the Fearless Mutant Killer

the vault and repair the second elevator. On the last level, go to the
southeast comer and discover you can't reach the water chip. Dol

Junktown

After you help get rid of Killian's would-be assassin, you can help
the sheriff get Gizmo, Either plant the bug on Gizmo using the steal
skill or wear the wirctap while you agree to kill the sheriff for him.
“Then return to Killian. To bust the Skulz, the most reliable way (acces-
sible to all characters) is to watch a fight in the Skum Pitt and then talk
to the Skulz and steal an um to join them. After they tell you about
their plans to kill Neal, talk to Lars.

The Hub

“There are lots of quests in this little town, and most have obvious
solutions. Definitely talk to Butch at Far Go ‘Traders and agree to
investigate the missing caravans. Then, speak with Rutger and Beth
and visit Harold and Slappy in Old Town. Go to the deathclaw
cave, kill the deathelaw (this is tough), and get the holodisk from
the dying mutanl.

Visit the Water Merchants to leam where to find a water chip:
Necropolis. While you are here, you can also gain a hundred days for

your water-chip quest.

Necropolis

Hop into the sewers and find the underground ghoul
leader. Go north and leave the sewers to reach the Waler
Shed. Reenter the sewers using the manholes on the street
to find the missing part (junk) of the water pump. To reach
the water pump and the water chip, you'll have to make it
past some mutants. You can fool them, fight them, or get
past them by other means. Fix the waler pump by using
the junk on il. Enter the sewers in the same building to
find the water chip.

Vault 13

Give the water chip to the Overseer. You'll get your
second objective: Get rid of the mutants’ source! [f you
return 1o the vault before getting the water chip, calm the
rebellion by talking with “Teresa or by using force at her

5:00 meetings. You can calch a water thief by hanging out

!smr YOUR PRAYERS This computer activates a nuclear warhead to blow up the Cathedral.

cowW FEBRUARY 1938

l in the supply room around midnight.



STRATEGY & TIPS: FALLOUT

The Glow

Agree to the Brotherhoods initiate quest.
Take three or four Rad-X pills, several
RadAways, rope, and a Ceiger counter along
to the Glow. Stop just before reaching the
Clow and pop a couple Rad-X5. Use he rope
on a beam by the crater to enter. Don't daw-
dle; your Rad-Xs won't last forever and you
can die if you get too radiated. Search the
bodies on the first level to find a yellow key
and the Brotherhoods holodisk.

Deactivate the elevator traps using color-
coded keys you find. On Level Six, repair the
generator by the computer and turn on the
main power so you can go to Level Iive,

Save before leaving, If you are seriously
radiated, take some RadAways before leaving,
[fyou get sick, take more and keep going,

Brotherhood

"lake the disk from the Clow to the

Brotherhood. Perform a quest for Talus or fix

I Got Skills

some armor in the
repair shop to get
Power Armor. Talk
to General Maxson
and the elders to gel
aquest to scout for
amilitary base.

Military —
Base

The Military Base is far north and a bit west
from the Brotherhood. There are several ways
to get past the guards outside. Regardless of
your method, vou need a holudisk from the
guard at the door to enter. To temporarily dis-
rupt the yellow force fields, use explosives or
“repair” their emitters. Or, hack into the com-
puter on the east side of the first floor. Use sci-
ence and then a radio on the compuler o cre-
ate something that will toggle the force fields.

On the third level, kill the prison guard or let
him take you to his leader. If you go with him,
kill the leader and his friends. Relrieve a
decryption holodisk from the leader and a
strange-looking key from a locker nearby. On
the fourth floor, get past the last force field with
explosives or by using Mr Handy (after fixing
him). Save your game. Access the computer
and try to hack the security codes. Set the sclf-
destruct for 300 seconds. Run like hell.

Cathedral

[f you haven't recruiled any Followers, you
can sneak around here wearing a purple

FREAK SHOW The brains behind the mutants,

MORE POWER TO YA Fix these generators and
use the computer nearby to tum on the main
power in the Glow.

cloak. Unlock the door to the stairs (Laura
can unlock this if vou've talked to the
lollowers leader),

Go up and kill Morpheus. Get his black
key and purple cloak if you don't have one
yet. Go downstairs and open the door at the
back (use the black key or pick the lock). In
the basement, you may find a door you can'l
open from this side; wait for someone to
open it [T you want to meet the Master, first
geta psychic millifier from a prisoner in the
northwest of the second level.

On the third floor you have two choices,
Go cast to meet the Master and then run out
of the Cathedral and off the grid before it
blows up; or, go west through some locked
doors to an clevator leading to a nuclear war-
head. Activate the nuke using science or the
strange key from the military base. Then beat
it out of there.

Onee you've killed the Master and
destroyed the Military Base, you've completed
the game. Sit back and see how well vou did

saving the world. &

ing skills are guite important or useful: small guns (early in the game); energy weapons (for later); lockpick; and, sec-
ondarily, speech, science, and repair. You will find several books for improving science and repair, so there is little
need to tag these skills.

I t's hard to go wrony creating a character, since Fawour allows for many ways to solve problems. However, the follow-
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by Rusel DeMaria

1 aking Abe, the hero of AE's ODDYSER,
through his escape and retum to Rupture
Iarms is no casy task. Fvery few screens
you'll encounter a new puzzle or situation,
some of which will take as much brain as
twileh to solve. You don't have to tackle the
lougher ones, bul if you wanl lo get the best
ending in the game, you'll need to find a lot
of the gamc’ trickiest secret areas and save a
lot of Mudokons.

Escape from Rupture Farms
Before [ lead you o the secrel areas and captured
Mudokons, you need to know how lo
_ SEE THE CG W identify sereens in the game. When
you press the pause key, you'll see a list of
options. At the botlom of the screen is an
alphanumeric code (for example, RIPO2C03)
Breaking this down, we get RI, whicliis the area
of the game you're in, ’xx is the section you're in,
and Cxxis the specific sereen. [ will use these sereen designations o

identify places in the game throughout the rest of this article.

Finding secret areas is not usually difficult, although a few are very

well hidden, Looking behind barrels and under trapdoors is a good
bet. In fact, in the very first sereen of the game (RIPBCOI), theres a
seerel, Lower Abe behind the barrel 1o enter it. Here are some basic
instructions for completing this first seeret area.

R1P15C15: Jump from the ledge to the lower path, then lower
yourself to the sereen below.

R1P15C16: Sneak to within one step of the edge of the platform
voue on. Jump and temain in a hanging position until the Slig walks
off his platform, then hoist
yoursell up. Pull the lever to
make the Slig fall into the trap-
door and return to the previous
sereen.

R1P15C15: Walk under
the left-hane saw: Pull the lever
to tum ol the electricity and
return under the saw again.'lell
the first Mudokon to follow
you, To get him to jump off the

ledge, tell him to follow again

CowW FEBRUARY 1593
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An Abbreviated Mudokon’s Handbook

HEAVE-HO Pulling the lever to the
left, In screen R1P15C15, will tumn
off some of the electricity.

while standing on the opposite
sicle of the gap. Pull the right-
hand lever to change the eyele
of the saws and the electrical barriers, and bring the second Mudokon
under the first saw, Pull the lever again, and then take him under the
second saw and down to the next sereen. Follow the Mudokon down.

R1P15C16: Chant lo free all three Mudokons. Then return to the
top and climb to the main path again (R1P15€01).

Now that you've completed the first seeret area and saved three
Mudokons, you're well on your way. You'll also find secret areas in
R1P15C03, R1P15C04, R1P15C06, and RTP16C03. 1o find
some arcas, you must open 4 trapdoor and run in while it s still open.
There is one last secret area in the first part of the game. To find it, vou
must make your way onto the Sligs platform in R1TP20C03.

"I here are some Iricks to completing the seeret area in RTP15C04,
"The Seeurity Orb prevents vou from chanting, but if you just blow it
up you shouldn’t have a problem.

The Stockyards

Lets move Lo the next section of the
game: the Stockyards. Want lo play the
game perfectly? Don't miss the hidden
Mudokon in ETPOGCO1,

You'll find six secret areas in the

BOMBS AWAY Throw a grenade to blow up

the Security Orb to get to the secret area in
screen R1P15C04.
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C'MON LIL FELLA Sneak to the next
screen from E1P01C02:with a
Mudokon following you.

Stockyards. You'll find the first by
entering a door in E1IP06C02,

“The keys o seeret arcas in EIPO1C02 and
E1P01C03 are sneaking and hiding in the
shadows.

In E1PO1CO5, theres a secret arca. ' his
one is pretty hard, so I'll give vou some tips on
how to complete it. When you chant and
enler the gate, you'll appear in EIPO1C08.

E1P01C08: As svon as you appear, jump
and remain hanging on the ledge ahead. Wait
until the bottom Slig has started to walk away,
then sneak behind him to the next sereen.

ETPO1C08: This is tricky, You have lo
sneak behind the Slig, then, at the last
moment, run and jump across the gap. You
need to take off in your
jump a little carly so that
you land in a hanging posi-
tion instead of all the way
across. Remain hanging
until both Sligs have left the
sereen. Quickly jump onto
the upper path and run to
the left. Stop before you
enter the next screen and
start sneaking,

If your timing is really
good, you can say “Hello™ to one of the
Mudokens and tell him to follow you before
moving to the next screen.

ET1P01C08: Now sneak to the narrow
shadow area and slop tere. From here, its a
matler of gelting both Mudokons to follow
you lo the shadow and telling them to wait

SNEAK AND SNATCH Possess the Slig above

in E1P02C10, then take him down to CO8. Tell
the Mudokons to “Look out!” and fire away.

TiPS: ABE'S ODDYSEE

(when the Slig
is gone). Iinally,
sct the bomb
when the Slig
isn't looking und
wail for him to
blow up. Then
free the lwo
Mudokons and
find your way to
safety on the
lower path
without gefling
blasted by the
Slig there.
“There’s no way to finish this area quickly, so
vou'll have to be patient.

Maoving on, you'll artive at another tricky
secret area, This one has two enlrances, and
for the best results, vou'll want to use both of
them.

E1P02C01: Climb carefully down the
cliff face, avoiding the bats. Drop o the
sereen below,

E1P02C05: When you land, the sleeping
Slig will wake up and walk away: Jump the
gap and follow him to the next sereen,

Run/jump to the high platform and chant

inumediately to open the gate. Then, when the

' GANIER'S EDGE

Slig goes away again, jump down and through
the gate, Possess the Slig in ETPD2C10 and
take him down to E1P02C08. Make the Slig
shout “Look oul!” in order to cause the
Mudokons to duck, then shoot the Sligs there.
Destroy the Slig and climb down to
E1P02C08 and release the two Mudokons.
Walk to the left and chant to open the exit
gale. Jurp through and retumn to the
Stockyards.

But wait! There are two Mudokons still
back there. You'll need to go back, but first
mike your way o ETPD2C03 and get the
rocks from the sack on the lower path.

I'tom ETP02C03, climb down to
E1P02C02, chant, and then return to the
secret area.

Make your way to the bottom path in
E1P0O2C08. Stand about one step Lo either
side of the mine on the upper path and throw
arock, holding the direction key in the oppo-
site direction from the one you're facing, This
makes the rock go almost straight up. It will
detonate the mine,

Now you can gel each of the remaining
Mudokons and lead them to the bottom path
in ETPO2C08, where you can set them frec.
Thats it. Return to ETP02C07 and use the
exil gale.

Thats all the room we have for Ani's
Opovsek: tips, but visit our Web site al
www.computergaming.com for cven
more cool hints, including more secret area
walkthroughs and special control tips.

Rusel DeMaria, COW's online editor-at-
large, is a gamie designer and stratcey book
author. He wrote Prima Publishing s Abe’
Oddysee: The Official Strategy Guide. %
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Age of Empires

Be the First to Enter the lron Age and Dominate Yo_ur Opponents

by Elliott Chin
GEOF EMPIRES is a wonderful — [£0 58 R RS S CLOSER To ensure
game that has grabbed us as R : T C | the fastest resource
few games have. Although it i o e ey gl L : gathering, build gra-
certainly has its fair share of 2 _ o “  naries and storage
problems, there is no denying its ; > o _I K- ) 1 pits near resource
addictive and fun gameplay. g 117 S 1 deposits to cut
The game is at its best, though, ] - ! el g : : down on the dis-
when you are winning, And 2, 5 A I = tance villagers need
winning really isn't that difficult Ry ey “ to travel to deposit
28 ifyou follow the strategies in . S S = - an  their loads.
this guide. My strategies definitely aren’t the ' %

only approaches to victory, but they work con-
vincingly for me when | compete with my fellow editors, There
is a lot to cover, 5o this month, I'll explore how to get started and
how to advance to each age as quickly as possible. I'l also pro-
vide a few more general tips. Next month, Il let you in on more
military strategies —including how, when, and where to fight —
as well as tips on how to protect your Wonder and what to do if

vour enemy has you on the ropes.

Age Advancement

Once you've specified scenario paramelers, its time to start ke <) 1R ¢ ,?’} 3 | e 2
building an empire. Lets assume you all start in the Stone Age. AT 28} s A A
"The key s to advance through the ages as quickly as possible. to the trees and stone, [t isn't necessary to build a barracks as your first

Stone Age: ['irst, have one villager build two houses, send the building, It is unlikely that vour opponents will be able to mount an
other villagers to find wood ind food, and start cranking out half a offensive this carly in the game, and you want to devote your energjes
dozen villagers. You should have a population of 8-10 and have twoof  to advancing as quickly as possible.
them chopping wood and the rest gathering food. Make sure you [fyou are playing on an island map, build a granary and dock first.
build your granary next to the berry bushes, and your storage pit next Build two fishing boals to supplement your work force and start fishing,

Pick Your Fights

T he first thing to do when playing  size and land-to-sea ratio of the map. the luxury of building, choose large

Act oF EmpiRes with others is to These two factors will define your maps. If you want to eliminate your
decide the game parameters. strategies for the entire game, Choosing  enemies quickly with military forces,
Some gamers like the full tech-tree either huge or large maps will allow you  pick a small map.
option because it allows you the breadth to build in relative peace, far away from Island scenarios might seem like a
of the game’s research and building potential enemies, and will offer many good starting map for beginners, but
options. However, this option eliminates  resources. Smaller maps will start you  that isn’t the case. It's harder to reach
all racial bonuses, and really takes closer to your enemies, which translates  your opponent on an island map, which

some of the strategy out nf the game. to more frequent enemy engagements. might seem like a benefit for beginners
The next major considerations are the. and less plentiful resources. If you like  who want to escape detection. However,
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» LORD OF THE FARM RING Keep the area around your granary or town center uncluttered
50 you can build an efficient-as-possible 3x3 farm grid with that building at the center

By building boats to gather food, you won't
have to divert food to build villagers.

If you concentrate on food, you should
have the necessary stockpile in under 10
minutes to advance to the ool Age,

Tool Age: Once in the Tool Age, its
time to beef up your infrastructure,
Immediately build a market and a stable.
You'll probably need to have two villagers
stop foraging and start chopping wood, for
a total of four woodeutters. Once the mar-
ket is finished, have the remaining loragers
build farms. You should have 6-9 farms. Its
important to not build haphazardly. You
need to construct an efficient town that
minimizes the distance a villager has to
walk from a farm to a granary. Farmers
deposit their food in a granary or town cen-
ter, so ring either building with farms,
building them one or two liles apart from
each other and the depository.

During the lool Age, you want to build

two to three more houses and starl crank-
ing out a dozen more villagers to start gath-
ering wood, stone, and gold. At this time,
food should still be your first priority
among resourees, with wood, stone, and
gold ollowing, respectively. Even as you
concentrate on your economy, it essential
now lo build scouts and explore the land.
Not anly do you wan to gain the mosl
points for exploration, but you also want to
find out where your opponents are and
keep tabs on their progress. Scouts also
help alert you when an enemy approaches.

At the same time you are scouting, you
should be researching walls and towers at
he granary. [ wouldn't recommend spend-
ing food on many troops at this juncture of
the game, so towers make the most sense
for providing protection for your budding
empire. Place towers next to all vour
resource-rich areas to protect your
resources and villagers,

if you are playing with experts, they
will find a way onto your island. In
contrast, it will be hard for you to
mount a sea offense and transport
troops to an expert enemy’s island,
something you may have to do if he
builds a Wonder. My advice is to keep
things simple for beginners and play
with inland maps. Assuming equal
skill among all opponents, though,
inland maps are best for those play-
ers who want to attack early.

. ing: tha Tool Aga.

Lastly, know your opponent and
adjust your strategies accordingly. If
you know that your human oppo-
nents like to play defensively and
build huge economies, attack them
early and cripple their empire during
the Bronze or Tool Age. This will sur-
prise and thwart them. If they play
offensively, and attack early, then you
will have to build towers early and
keep a few infantry handy even dur-

1 Fand is vital to. advan:mg lhrnugh

mthe ages, so make it your economic

-pnoﬂty In um Stone Age, 75 percent of
tyour villagers shonld gather food while the

rest gather wood. In subsequient ages,
make sure you have at least six fan'ns
(nine is'optimal).

Build'scouts or scoutships early, as
msa0n'as you advance to the Tool Age. |
You want to explore the map, not only for
points, but. alsu to find out where yuur
topponents are.

g 3 Upgrade your units as soon as pnssi-

mhle; but not at the expense of age -
advancement. Usually it’s best to upgrade |
weapons and. armor for only your | most

'plenﬂful unit type, saving the rest of the

food for advancmnem. Once you hit the

{Bronze' Age, you can start to upgrada your

units more Irequenﬂy.

Enga_ua y_nur opponents early, Do not: |

.4-create_ a blg army and attack.
{Instead, create small skirmish forces of
\three to four units (preferahly swift caval-

ry), and harass enemy camps on a regular

{basis. You'll not anly increase your points
'by racking up Kills, you'll also gauge your
-opponent’s military strength, set him back
‘alittle in production by killing his vil-
fagers; ant force him to divert resources
and vlllagers away from age advancement
‘to military defense.

5 If you _t:hunss not ta attack éarly, at
mlgast maintain adequate defenses so

{that your don’t get overrun. Build towers to
-protect your vital resource areas, and wall
(off your settiement. Begin these defensive

manetvers ‘as early as the Tool Age. Ais

..Wlu‘l all Ihlngs, you need to exercise dis-
icretion so you dun’t_divert too'many farm-
‘ers to stone mining.

{ 6 Check the achievement tab freguient-

mly to see the breakdown of your

\opponents’ scores:and to see wliere you
‘need to improve your points. If you find
Fyourself losing points in. economy because
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your enemy has the vllager igh bonus, you-

can llist create enough uil!age‘ié to'steal

‘the bnnus away. Or, if your uppnnent has

“ the exploration honus, you can see just

“ how much more of the map yoir need to'

explore to take away that honus as wefl.
Not only wnll you increase your polnls, hut

wyou’ll alsn ga!n a stronger Work force and:

‘more intelligence, réspectluely. Cltecklng

the achievements tah and cnmpensallng Inr
{.your point deficiencies will help yourand
hurt the: gams's currant leader.

7 Take: advantage of the user cnntrﬂls.
mAssuming that you. hiave smart oppo-
Unents; speed 'becomes the deciding factor

In determining who wins thie gam and whu b

“loses. Use wavpulnls and ass

_to your truups for hetter ennrdmaﬁun, and

i useithe hot-keys o ump tu hmldlngs and :
“create units. :

Don’t clump aII your bulldlngs lagath-

mer, and separate hulldings’ by type.
‘best to have the military huildings on the

outskirs of your town, and huild your farms' '

and granary away. from thie hanacks.
Houses should be huned in the hai:k of

i your town, away from where enemies wnuld !
[:approach. Leave at least ane-or. twu-space i
‘paths hetween huildmgs so villagers won’t

get caugh‘l walking between huitdlngs.

9 When you bulld structures, assigr
madditional villagers to the task to
{'speed up the construction. Two. vlllanars

“will bulld twice as fast, three will build "

 three times as fast, and so on.

10 Three worts: Fo

INTO THE UNKNOWN Knowledge is power, So scout
early to explore the map and find your opponents,
and check the achievements to keep tabs on them.

HARASS ‘EM Even {hough it will slow your advancement schedule, you should harass
your enemies during the Bronze Age to stunt their progress

[t might seem difficult to conduct all
these actions at the same lime, but during
lulls in the game, such as when you are
waiting for villagers to finish building tow-
ers, you can upgrade your weapons at the
storage pit and your villagers at the mar-
ket. Don't get loo upgrade-happy because
you don’t want to drain your food surplus
too much and delay advancement to the
Bronze Age. | recommend researching
woodworking for better wood-gathering,
tool-working, and armor for your scouts.

During the Tool Age, you simply want to
amass enough food 1o advance yet another
age. For both ages, your strategy should st
be very food-oriented, meaning that you
must concentrate on stockpiling food for
eventual advancement to the Bronze Age.

Bronze Age: Once you hit the
Bronze Age, you shouldn't relax your
pace of farming, but you should balance
your focus,

During the Bronze Age, if you haven't
adjusted your work force, you should
have about 20 villagers, with nine farm-
ing, and the rest split evenly among gath-
ering gold, wood, and stone. You might
want to build a few more villagers and
apply them lo goldmining so you can
advance to the lron Age quickly.

Build a minimum of buildings again, so
you don't have to divert villagers away
from food and gold gathering to cut
wood. | recommend building the
Covernment Cenler and either a Temple
or an Academy.

OUR EMPIRE'S MONUMENT On huge and Iarge maps it's easiest to win with a Wonder.
Assign your entire workforce to the effort and you'll have it built quickly.
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STRATE!

During this age, its important to begin upgrading more frequently,
starting with Market upgrades, like gold mining, stone mining, domesti-
calion, plow, wheel, and artisanship. You also want to upgrade your unils
at the Storage Pit in anticipation of either offensive maneuvers or defen-
sive commitments,

During this age, different players will begin to manifest different
strategies. Defensive players will now wanl to wall off their entire empire
and crank out villagers to maximize resource gathering for the Iron Age
and eventual Wonder building, Offensive players will shift their focus to
the military and start building troops to harass the enemy:

If you choose to remain defensive and continue on the economic
route, you will advance quickly, but you can bel your enemies will also
be entering the Bronze or [ron Age soon. My stralegy, rather than allow-
ing my enemies lo match my pace, is to go on the offensive and harass
them to slow their progress, while beefing up my villager production to
compensate for the war effort. If you embark on the harassment strategy,
you obviously won't advance as swiftly as you would have if you
remained isolated. However, the trade-offis worth i, sinee you will set
your opponent back.

Whatever your focus, the igh, don't lose sight of the lron Age.
Whoever advances first Lo this last age will maintain the advantage.

Iron Age: Finally, you've reached the pinnacle of civilization, Don't
letup. INyou don't have 12 houses by now, make sure you build them
“Then, make sure you have a villager population approaching 30. You can
now relax your foad production and apply your villagers as needed.

Build the rest of the Bronze and Iron Age buildings, and spread your
villagers evenly amang wood, stone, food, and gold. If you wamt to build 2
Wonder, divert half your farmers and add them evenly to the work forces
gathering wood, stone, and gold. Onee you start building your Wonder,
devote your entire work force to the effort. It will significantly speed up
the process,

If you choose a military route to victory, delete whatever villagers you
need to make room flor troops.

Whether you attempt to achieve victory militarily or economically,
your previous efforts will be the key. Always maintain the strongest infra-

structure possible, and victory will follow: %

T

ALL MINE During the Tool Age, start building walls and towers to protect
valuable gold mines and stone quarries.

Understanding
Villagers

Ensemble provided us with two tables that show how fast vil-

lagers will work at their given tasks, as well as how technological

discoveries will modify their work rate.

Villager Base Work Rate
This table shows how many resource units a villager gathers
per second, as well as the base carry capacity without any
upgrades.
Work Rate Basa Carry Capacity

0.40

Discovery Modifiers
Modifier Effect
Artisan +2 to lumberjack carry capacity,
+0.20 to lumberjack work rate
+3 to stone miner carry capacity,
+0.30 to stone miner work rate
+0.25 gold to all gold gathered
(i.e. gathering 10 gold would
“create” 12.5 gold)
+2 to lumberjack carry capacity,
+0.20 to lumberjack work rate
+2 to gold miner carry capacity,
+0.20 to gold miner work rate
Fishing Ship Upgrade +5 to fishing boat carry capacity
Gold Mining +3 to gold miner carry capacity,
+0.30 to gold miner work rate
Jihad -8.0 to all villager carrying capacities
Persian Civ. +3 to hunter carry capacity,
+0.30 to hunter work rate
+3 to lumberjack carry capacity,
+0.30 to lumberjack work rate
+3 1o stone miner carry capacity,
+0.30 to stone miner work rate
+-3 to stone miner carry capacity,
+0.30 to stone miner work rate
+2 to lumberjack carry capacity,
+0.20 to lumberjack work rate

Babylonian Civ.

Coinage

Craftsmanship

Egyptian Civ.

Phoeniclan Civ.
Siegecraft
Stone Mining

Woodworking
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Total Annihilation

A Guide to Full Metal Mayhem

by Martin E. Cirulis

5t HyperSnap-DX (Size: BO0 6GO0O) EEE
tsbeena |nng lime Flo Edl \iow Coplise, Optirs Hefo
since any wargame — e 70 ENLRRY 12 s
turn-based orreal- ; 2 : )
time — has offered the
tactical and strategic
choices that confront

{laaniag

you during an average
game of ToTAL
AnNHLAnon, There
are dozens of units and

defensive installations from
which to choose, and each of
them has its own strengths and
weaknesses. :
I could fill half of this maga- L
zine with tactical analysis of the NIRRT
ground vehicles alone. Instead, [ aiviek! [ 5 cin

I'll concentrate on some helpful

initial tricks and tactics, along

iy

with some of the best and worst aseue T Vet | Qm T I‘ﬁ“mﬁwux 5. gmgmm
building choices available. - —

While it still takes a lot of prac- TWO UNHS ARE BETTER THAN ONE Two conslruchan units can combme lhelr eﬁons to build faster, a
tice lo make you a master of crucial tactic when setting up your base.
TOTAL ANNIHILATION, the advice
and observations presented here should give you an advantage, not Success Begins at Home

| iEs 12

only in the single-player campaigns, but also in Net games with As with most real-time games, its hard 1o carve a vietory out of the

vour fellow gamers. chaos of TOTAL ANNIHILATION if you don't spend some time and
Since the CORE and ARM have an abundance of analogous thought building the near-perfect base. Your initial concems should

units with similar, if not identical, firepower, most references here almost always be resources and defense.

are to types of vehicles (for instance, amphibious tank means both Build two or three solar plants, followed by mines on any metal site

the ARM Triton and the CORIE Crack). within safe reach, While the temptation lo wander far afield scouting for

'I'IIE l_n se l's liberty of pointing out some of the Hades of catching an opponent

less feasible units in the game; so unawares. There’s a small chance
omL ANNIHILATION provides many  you won’t have to waste precious you could sneak a few under the
excellent units, and by the time.  time and resources finding out the cover of a radar jammer when an

you read this, the kids at Cave-  hard way. opponent is busy fighting on another
dog may have whipped up a few new Crawling Bombs: These turkeys front, but the odds are against it.
winners. Not every idea, though, are more dangerous to you than to Amphibious Tanks: This idea
works out in the game as well as it your opponent. Dreadfully slow and looks great on paper, but once
does on paper. We've taken the easily killed, they haven’t a hope in again, slow and plodding is a
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more melal may be stong, try
and avoid it until your defenses
have been built up, as nothing
altracls unwanted enemy atlen-
tion like a premature scouting
mission. Since energy is so vital in
the production of the strongest
units and fortifications, you might
want lo consider building an
energy storage bin alongside your
initial solar collectors, in order to
save up as much of that early

energy surplus as possible. Onee
you have a trickle of power and

metal coming in, you can throw

up your first factory. Producing
either Kbots or vehicles is goud,
although the Kbot factory wins
out ifyou expect air patrols fairly
soon or if the terrain makes
ground vehicles slow, easy targets,
Your initial defensive setup
depends on whether you are
fighting the computer or your
fellow bloodthirsty humans. In
games versus the computer, the
carly danger is almost always
from aircraft, so quickly get that
initial Kbot factory built and

HIGH GROUND With TomL AmwiriLanion's enhanced lerrain realism, it |
is essential to capture the high ground and fortify your position there. |

start pumping out those light
antiaireraft mechs, Don't both-
er with the slow-turning laser

towers unless you have good reason to believe you will have enemy
ground forces in to luneh —the light laser towers are too ineffectual
against fast scout or fighter airerafl to warrant carly deployment. On the
other hand, the greatest danger from human opponents is a quick bum
rush, usually of light Kbots. In this instance, one or two light laser tow-
ers can be alifesaver, so throw them up as soon as your initial power
and metal production is established. In sea games, any static defense
should be close to the shoreline, This will serve as a last-ditch punch,

should your sea-based defenses go down.,

in case the enemy gets through your shore defense vessels.

Asin real life, most battles fo

' GAMER’S EDGE

While I realize that space in
which to build is at a premium on
most maps, try to avoid the lempla-
tion to place your power production
(or mines on CORE prime maps) in
nice tight bunches, as those make
delightful targets for hombers. "Ity to
arrange your structures in a loose
jumble that not only allows for casy
passage of combat units, but also
makes those long bomber runs as
non-optimal as possible.

One final construction tip is to
make sure you have multiple radars
up and running (with overlapping
fields). The worst thing that can hap-
penis to be blinded by a surgical air
strike right before a big enemy rush.
By the time you put up another tower
it could be all over.

One if by Land

Land warfare in Toman,
ANNINEATION is fast and bloody, and
victory usually goes to he who applies
the most concentrated firepower
while making his own units difficult
largels. As vou pl:})‘ this game, the use
of mobile artillery and screens of
heavy units becomes abvious (the
CORE Can is the best sereening unil
money and metal can buy), but one

lesson you need lo learn early is o seize the high ground —and know

whal to do witli it onee you have it,

r high ground, no matter how fieree, are

worlh the price. This is true whether you really need the base, or if the
battle is simply serving to tie down enemy forces while vou get to work
someplace else. [Tyou do manage to scize the hill, your first task is to for-
tify it. If you have the time to keep a close eye on things, send in your
Commander (he is very valnerable on hilltops, so if he starls o take fire,

immnediately vank lim down the safe side of the hill) to put up the first

recipe for disaster in this game. The: |
reality is that these units are under-
water sitting ducks for any enemy

with torpedo or depth charge capa-

defenses are |ust too strong for you
. to obliterate him the easy way.
Aireraft Carriers: These monstrosi-

ties are a floating metal-donation
waiting to be delivered to your oppo-

| nent. Since aircraft have unlimited

. range, and can patrol open ocean

indefinitely, there is little reason to

provide them with a large, under-

gunned, and vulnerable: platform
from which to operate. The aircraft
repair ability is nice, but in contested
airspace, your jets will usually be
blasted to bits the moment they slow
down to land. Build them'only:if you

' really, really need the supplemental ]
radar and power abilities, and then
keep them surrounded by subs:

bility. One sub or torpedo launcher
can destroy a half-dozen amphibi-
ous tanks as they crawl by. Use
only if you have complete sea stpe-
riority and your opponent's:air
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: TOTAL ANNIHILATION

AMBUSH Hiding a gun tower against the |
back of a hillside protects it from air attack |
and allows you o ambush enemy units, |

light laser towers. As you do this, make sure to
anclior cither side of the hill with a piece or
two of heavy armor and an artillery piece.
Onee you finish your initial fortifications,
bring up a construction Kbot to put up a mis-
sile tower or two and a heavy laser tower lo
spit death on approaching bombers and
ground units. At the same time, you should be
building a heavy plasma emplacement well
behind the hill to rain down deadly fire on the
other side (without clipping the top of the hill).
“lest this using mobile artillery first.

Anwise commander will use his transport
aircraft to bring construction vehicles and
attillery np on unassailable mesas. The sharp
cliffs mean you won't be able ta fire on near-
by unis, but high towers make for great long-

range bombardment and deadly air defense.

Two if by Sea
TOTAL ANNIHILATION was careful to make
naval conflict almost as difficult and expen-

HAMMER TIME If you can handle control of multiple air-strike forces
and coordinale a simultaneous attack, you can claim a swift victory.

cewW

sive as il is in real life. With the exception of
scoul ships (you should always have at least a
half-dozen of these on hand for antiaireraft
and harassment purposes), the metal and
energy cost of even mediocre naval unils
means a haphazard commitment of forces is
fatal unless you have an absolutely incredible
infrastructure

The submnuarine is your best friend —and
greatest enemy. Build subs in droves until
vou have achieved sea superiority, and only

then starl to worry about bombardiment

monsters like cruisers and battleships. To be

SUBMERGED An unprotected capital ship 5

is just dog meat to a sub wolf pack.

honest, the Level 2 subs are not that much of
an improvement, given their cost. When in
doubt, stick to the initial Lurker ind Snake
units. If you have long-range raclar, missile
ships come o the forelront as an excellent
long-range bombardment platform. Just
miake sure Lo guard them well behind a sub
screen and a couple of patrolling fighters.
While computer opponents may shrug off an
occasional missile
fall, human oppo-
nents tend o get
annoyed and look
to sink the offend-
er immediately
with subs and
bombers,

Don't neglect
vour sonar buoys
“They are crucial in
sereening enemy
subs before they
gt close enough
to vour capital
| ships and con
| struction yards to
|

do damage.
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And Just Panic
if by Aip

n this game, a well-coordinated air

strike, especially early on, can win

the war all by itself. While most
opponents will be wise enough to set up
fierce defenses consisting of missile/
laser towers, AA Bots, missile tanks, and
fighter CAP (especially CORE players,
whose fighters have the edge in maneu-
verability), if you have the time, you can
construct an airborne hammer and anvil
that can crush even the best base.

You prepare the hammer by first build-
ing your sacrificial distraction flight of
recon aircraft. Fly your bombers out in
groups of two or three to safe spols
away from the enemy base, far enough
away from each other to create several
attack vectors when they come in, Send
up your fighters to orbit just outside
enemy AA range to try to draw off
enemy CAP before the attack. The tricky
part is keeping all of these groups on
separate Gtrl keys, so you can take con-
trol and redirect them quickly. This will
be the anvil.

The hammer is composed of four to
six gunships, all waiting on the deck for
the attack to begin. When your initial
bomber rush—with fighter cover and
decoy screen of recon planes—begins its
first pass, take control of your gunships
and hit the enemy base hard and fast.
Hose down every defense tower in sight,
one after another, with the gunships'’
incredible firepower. With a lot of skill
and a bit of luck, you can ravage the
enemy base defenses before your
bombers come back for a second pass.
Once the big guns are down, use your
remaining gunships to destroy anything
under construction before moving onto
the construction facilities themselves.
Even if your big air strike is eventually
destroyed, the damage it does will leave
things wide open for your ground
units—which are now rushing forward,
because you are a tactical genius.
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Strategy/Wargames

AcHrunG SPITFII!E can pull 6y, and the second is the minimum speed for 8gs.“Max™ means comer speed is higher
An aircrafts ability to turn is closely related than the planes maximum level-speed at the given altitude.

to its airspeed: I'ly too fast or toa slow, and It is usually wisc Lo stay near comer speed in a turning fight, but be aware that not one of these

turn rate suffers. Unfortunately, the “snap planes is powerful enough to maintain a maximum rate turm in level flight without decelerating,

tum” slatistics shown in the ACHTUNG Unless your plane is blessed with a high thrust-to-weight ratio coupled with a low “sustained tum

SeirvIre aireraft database give no indication drag” rating, save that high-g potential for when you really need it. — Robin Kim

 Even the early-model Spitfires could turn on
- an aerial dime.

of this relationship between speed and turn
performance,

Knowing a plane’s comer speed, the speed
at which its turn rate is maximized, is much
more useful in a dogfight. The following table
lists the comer speeds for all fighters included
in the game. Where two numbers arc show,

the first is the lowest speed at which the plane

Civi. WAR GENERALS

0 ddly enough for a Civil War game, movement and stacking rules
force most movement to be in column. The game's lack of skir-
mishers makes a calumn formation even more vulinerable than usual.
When your forces are defending, you can capitalize on this weakness
by forcing enemy columns and artillary batteries to deploy earlier than
they would like. Here, a single Confederate regiment has causad most
of the Union attack column at Blackburn's Ford to deploy several hun-
dred yards away from the crucial edge of a rise.

Aniliary can't change formation and move on the same turn, so this
Confederate unit can mave quickly to safety. Meanwhile, the main Rebel
body has time to prepare a warm reception for the Yanks, once the . 4 I
enemy troops finally move up to the rise. =Nk - FEE B
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Aromic
BomBERMAN

OFFENSIVE TIPS

1. Greed kills. Watch
for apponents going for
power-ups in short halls
with one way in and no
comers to hide behind,
When an enemy goes for
the power-up, seal him in
with a single bomb.

2. When an opponent
slops to wait for a bomb
to go off, he may be vulnerable. Gauge how
much lime remains before the bomb explodes,
and act as though vou are trving to get out of
the bombs path by turning toward your oppo-
nent (who has stopped moving). Then surround
hin with bombs before he realizes that you are
attacking and not hiding,

3. Cotlots of Mlame enhancements? Players
onone h'jd(.' Of th’ screen !"ll}' nol I}.’I_\_’ Iil'l)’ n‘ll‘ﬂ(l
to bombs dropped on the other side, and may
risk moving in the bombs’ path. Works great
with the orange flame power-up.

4. Jelly bombs make everyone nervous, No
one knows exactly when, or, more importantly,
where they are going to blow.

5. The timer is the best power-up in the
game. Not just because you can set it off when
people walk past it, but also because you can
use it to set off other players’ bombs before they
are safely out of the way. Note this example:
"Tiwo players are at a standoff and repeatedly run
up to each other, drop a bomb, and then
hide around a corer. If one has a
timer, he can set his bomb off the
second he is out of the way, set-
ting the other players bomb
off early. When used with
the kick, this works even
better. Finally, when
used with the boxing
glove or the blue hand, the
timer can st off a
bomb where every-
one least expects it.

DEFENSIVE TIPS

1. Even if you are in a direet line from a
bomb and have no way out, still run as far away
as possible; you never know exactly how far the
bombs reach will be,

2. When yau're sealed in by multiple bombs
on two or more sides, move next to the one
dropped last. If the bombs aren't connected
and you hide from the blast of the first one —
you may be able lo get out of the way of the
second by escaping down the path previously
blocked by the first.

3. See a power-up you want? [fit is in an easi-
ly sealed area, puta bomb in a place that will
block off the area from other players, but won't
seal you in at the same time. Then pick up the
power-up and wait for your own bomb lo go off.

4. Plenty of obstacles between you and the
nearest opponent? Sometimes you're better off
blowing away your side of the screen (looking
for power-ups) than charging straight for the

nearest enemy.
5. Just start-
ing out? Always
look for the
spot where your
bombs can hil the
most blocks.
Linking bombs (so
the flames from one bomb set
off another bomb) also helps clear
away large areas quickly—this is
very dangerous with four or
more bombs,
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Simulations/Space
IF-16

kA target for a laser-guided weapon can
be selected either directly, with LANTIRN, or
indirectly, by using the F-16's ground radar
modes. Because it prasents more information,
radar is invariably faster and easier to use.
The biggest problem with using radar is that
if the target moves off the radar scope, the
weapon, which requires target illumination all
the way till impact, will lose lock. The best
solution is to first designate the desired target
on radar, then bring up the LANTIRN FLIR
MFD mode and deactivate your radar With
radar on standby, LANTIRN's laser designator
will remain trained on the correct target—even
after you have overflown it.

¥ Cluster bombs are excellent weapons for
dealing with groups of ground vehicles, but

only when used correctly. Your goal should
[ T e

be to generate a broad patiern of bomblets
that is dense enough to kill almost every-
thing within the target area. First, don't fly
too fast (350-400 knots is about right) or
the pattern will be too long, producing many
gaps in the coverage. Second, don't trust
the bombing system—it will aimost always
tell you to drop too early, resulting in the
bomblet storm either barely reaching or even
falling short of the aim point. Practice until
you learn how much lead-time is necessary.
» Gun kills in iF-16 are surprisingly easy
once you learn to trust the EEGS funnel. Put
a fighter-sized target near the small end in a
stable turn for just a second, then hold
down the trigger as you pull the bandit
through the bottom of the funnel—BOOM! It
works every time, even well outside the
gun's nominal range limit.—Denny Atkin




CHIPS &BITSinc.

POB 234 DEPT 10970 ROCHESTER, VT 05767
INT’L 802-767-3033 FAX 802-767-3382

uge

gelectio®

'FLYING NIGHTMARES 2' offers a unique combination
of culting-edge Night simulation and real-time strategy.
Fully adjustable difficulty levels, control options, and
qgraphics preferences allow neatly any player 1o enfoy
FN2's challenge. Virtual cockpits increase the realism
and your situational awareness.
Eidos (Simulation)
Release Date: 1/98 PC CD $42

‘1943:EUROPEAN AIR WAR' Pilot 20 authemtically
modeled fighter planes from the American, British and
German forces. Play In single mission, career or
multiplayer modes. Includes virtual cockpits, flight
film, radip communication and great sound and
visual effects.

Migroprose (Simulation)
FIGHTER Release Date: 5/98 PC CD §45
SQUADRON
{SCREAMIN' OEMONS OYER EURCPE

‘FIGHTER SOUADRON:SCREAMIN' DEMONS OVER

EUROPE’ Each of the nine planes flies just like its

real-world counterpart, and contains 30 unique

scenarlos. Planes take damage on a per-polygon basis,
which realistically and adversely atlects handling .

Activision LSimulatiun]

Release Date; 1/98 PC CD $52

‘RED BARON 11" You will become immersed in World War
| and the career of the brave young men who piloted the
{lying machines In the dangerous dawn of aviation, Engage
in deadly dog fights, strafe an enemy agrodrome as you
ling up your nemesis in your sights.
Slerra Slmulallun_}
Release Date: 12/97 PC CD $4

‘OUAKE I Quake was just laraplay. Now comes Guake
Il. Includes larger, mission based levels, superior artifi-
cial intelligence, and wicked multiplayer capabilities,
Experignce smoolher 16 bit graphics and real-time
lighting effects.
Activision (Aclion
Release Date: 12/97 PC CD $4

‘TOMB RAIDER 2' Lara's back, and better than ever,
with new moves, a new underwater environment and a
whole new arsenal. Explore huge, exolic platform-
based 3D environments around the world, solve

puzzles and kill baddies.
Eidos {ncliuw
Release Date:NO

'UNREAL' In one seamless flowing world, race across

vas! ouldoor and indoor environments, enter enchant-

ing cities and mysterious temples. Use Unreal’s easy

to use object-oriented level-editor to design your
awn lavels.

GT Interaclive (Action)

Release Dale: 4/98 PC CD $45

'BLADE RUNNER' Armed with your investigative skills
and the tools of the Blade Runmer trade, you'll be
immersed in a world that lives and breathes around you
with breakthrough lighting and visual effects. Interact
with over 70 motion captured characters, all with Al
and their own agendas.
Virgin (Adventure)
Release Date: NOW PC CD $53

‘CH GAMESTICK 14' The comfortable base is equipped
with 14 functions, a slide throtle, trim controls, lwo
directional pads and patented gimbal Designed tor
bioth Teft and right handed gamers.
CH Praducts Hardware&
Release Date: NOW PC $6

'CRYSTAL FANTASY" Venture lhrough the cave of lust and

lind the secret crystal. Inferact with the sexiest young jaw-

els of the MacDaddy harem. Take snapshots of the girls
and play with them in your own private portfolio.

MacDaddy (Adult)

Release Date: NOW PC CD $29

‘ROMSOFT 3 PACK’ Captured Elegance,
Penetration, and She's So Sleazy are
what you'll get in this sexy 3 pack!
Romsaoft (Adull)
Release Date: NOW PC 3-CD $19

| *Specials- Limited Time Only- Offer Good from 1/1/98 through 2/10/98

COWZSEPY

COMPUTER GAMES: SIMULATION

Tine Rueass Puce  Tow Risss Prce T Mivease Pece Tine Revease Paic
10th Planet 0498 $48  Falcon 4.0 04798 $52  MechWarrior 3 0698 §52 Skies 06/98 54
1943 Euro Air War - 098 545 Faleon Gold NOW $25 Mg Aliey 0398 546 Spearhead NOW S84
GEEI Hunter Killer NOW 546 Fgmng Fien Bek Bodd NOW 526 Mot Rager GP NOW  §43 Spearhead Fxp Pack 12/97 52
ANBAD Longbow 2 NOW  S46 Fighter Duel 2 04/98 S48 MNascar Raging 2 HNOW 539 Stealih Reapar 2020 12497 §3
ATF 98 NOW $46  Flight Unfimaea 2 12097 S84 Mascr Reing 2 Mngr 048 825 Tanid 0298 84
Aces: X-Fiphters 0398 549 Fying Corps Gold  NOW 839 Mascr Reng 2 Busch  NOW 830 Team Apache 0398 84
Alr Cmbl Nvy Firs 97 NOW 545 Flying Saucer 02/98 S46  Heed tor Speed 2 SE NOW 844 Test Drive 4 HOW 3§
Alr Warrior 3 12097 $4T  Fying Tigers 0908 S48 Outlaw Racers 0398 539 Test Diive. Of Road  HOW 51
Armared Fist 2 NOW S§46  Formula § GE HOW 844 Phantom Ace 04/98 S48 Thunder Truck Rally NOW 54
Brnout Chmp Drgreng04/88  §44 Hardwar HOW 846  Privateor 2 SE NOW 539  Thunderstrike NOW 53
Gomanche 3 NOW 830 Harner 2020 01798 $45  Racing Days NOW $§32  Touring Car 09 54
Deep Six 03/08 S46  Heavy Gear NOW 544 Hed Baron 2 W95 1287 S47 Traphy Bass 2 NOW 53
EF 2000V 2 HOW S45  Interstate 77 D2ae S46  Hedline 12/97 546  Trophy Bass 2 Exp. PRNOW 51
Earthsiege 3 0198 540 JFghirLohtning Stk NOW  S43  Hoadto Indy 500 12097 $44  Trophy Bass Rives  NOW  $4
F-15 0398 S48 JolFighter FIlBusn  12/97 546 SODA ON-Rond Reing NOW  $46  Wing Gommander 4 NOW 82
F-16 Agressar 0298 S48 Jat Fighter Platinum  NOW  $38  SU-27 Flanker 2 04498 $43  Winp Commander § 1287 $4
F-22 ADF NOW S48 Joint Strike Fighter 0198 $44  SU-27 Finkr 2 Add-On03/98 8§39 Wings of Destiny 0298 54
F-22 Lightning 2 NOW $26 M1 Tank Platoon 2 0398 §52  SabrAce NOW 8§42 X-Car Exponnll Ren  NOW 54
F-22 Raplor NOW $46  MIA? Abams D 0208 847 Screamer 2 HOW 824 X-Wing Vs. Tie Cmp 1HOW 5%
Fih 18 Korea KOW $43  MAS Flight Sim 98 NOW 882 Scomn Demns Europel2/@7 852 X-Wng V Tie Fghter  NOW  $5
F16 Fighing Falcon  NOW S48 MW Merconaries 3DNOW S48 Siersa Pro Pilat HOW 847 iF-22 Raptor NOW S3
FA 18 Homet 3 HOwW 544 !.1m:h 2 E:mlumck NQW S-l! Silenl Huutm CE NDW' $26  iPanzer 44 0298 5%

COMPUTER GRMES HRRDWAHE

M Expression 248 NOW 577 CriFroFedals  NOW 80 Joyswich NOW $42  Sound Blaster 64 Val NOW St
AT ¥pert at Play AMB NOW 5168 CH Hacing Wheel NOW 549 Labtec LES 2612 Spk NOW 5112 Space Orh 360 NOW &7
Allc AC355 Spher Sys NUW 5152 CH Hacng Whi Wi PedNOW 585 Ltech Cyberman 2 NOW 599 Stalth 642 MBV  NOW 8103
Altec AUS PwiChe Pls NOW §142  CH Virtual Pilot Pro - NOW $75  Ltech Winghin Werlor NOW  SB5  Stealth 6.2 MB D NOW $10
BOCA SGK F/AM Int  NOW S109  Creative Encote DVD NOW $339  MS Sidewinder Pro NOW  S44  TM Onving Control TZHOW 511
Gl F16 Combatstick  NOW  $60 Diamond 30 2000 NOW 599 MS Sidewinaer FF ProlOW 8149 TMF16TOS NOW 510
CH P16 Figtarstick  NOW §100  Diamand Monster 30 HOW S189  MS Sdewndr Prec ProNOW 68 TMF22 Pro NOW 513
CH Farca FX HOW $95  Diamond Stealth 2 HOW 889 MS Sidwinder Pro PadNOW 530 TM Nascar Racng WhINUW $12
GH Gama Card 3 Ao NOW 526 Diamond Viper 330 NOW £189  Nintendo PC 3D JysickNOW 554 TM Hage 30 Pad NOW 54
(:H PO Gamepad NOW S19  Intiolnse 3D Rush  NOW $199  Suund Blaster 64 Gld NOW $180 U5 Hobohics 33.6 int NOW 513

COMPUTER GAMES: ACTION
Battlezone 0308 $4B  Dead Unity 0488 845  Postal NOW 846 S 039
Bupriders 1287 8§40  Dewh Trap Dungeon 0198 8§48  Postal Level Editor  NOW S48 SpecOps D208 54
Canmageddun HOW 836  Deliance NOW %39 Proy 08/98 550  Star Tik Frst Contel 0398 34
Canmapeddan Spit Pk NOW 516 Doem 2 NOW 525  Profitesr 03798 3545 Take No Prisoners ~ NOW 54

Chasm HOW 528 Drcams to Reality  NOW 540 Quake: X-Men for Uke) 297 522 Terra Viclus DZuy 54
D-Day 59 1297 538 Duke 30 Plulnium Pk NOW 5§19 Redneck Rampage  NOW 536 Tomb Raidar HOW 3
Daikatana 03Py $49  Duke Nuwem Forever D6/SE 548 Redneck Wanna Be  NOW 516 Turak Dinosaur Hintr NOW 54
Dark Forces Jedi Msn01/98  $32  Duke Nukm 30 Atom NOW 534 fiequiem 04/98 546 Turok Dinosr Hunte 2 1297 54
Dark Frees Jadi Knght HOW S50 Hall Lite 0398 S48 Resident Puil NOW 840 Wreckin Grew 1247 &4
Dark Vengeante 0348 545  Hewen 2 rmw $47  Shadows of Empire HOW 851 X5 NOW 84

COMPUTER GAMES: SPORTS

30 Ultea Mini Goll— NOW 542 FPS Traphy Bass AvSHOW  SI8  MS Baseball 3D HOW 45  PGA Towr Pro 3-0  NOW
AMF Pro Bowl 30 NOW  §25  Gone Fishin NOW $19  Madden FB 98 HOW 45 ProGoll 1287
Baseball Mogul 1297 S84 Hardball & 0198 $46  Mieague Basehall 6 NOW 834 Ten Pin Mley W85 NOW
Bass Matrs Clssic ProD4/an 542 Leganas of FR 98 NOW 839 NBA Action 88 HOW  §42 Tony LaRussa 4 NOW
Dritish Open Goll NOW $24  Links LS 98 NOW 833 NBA Live 98 HOW §$45  Triple Play 97 HOW
Brunswicks Bowting 0198 $39  Links LS Cnp Ciry CIoHOW  $19  NCAAFoolball 88 NOW 845 Triple Play 98 HOW
FIFA Road Wrid Cp 98 NOW 846 Links LS Davis Love NOW §25  NHL Breakaway 98 NOW 542 Traphy Bass Deluxé  12/97
FPS Raschall 88 nNOwW 828 Links LS Oaklnd Hils NOW 519 NHL Hockey 98 NOW 545 VH Basebal 97 NOW 84
FPS Foothatl 98 NOW 829 Links L3 Valderrama NOW 519 NHL Power Play 98 NOW 534 Worldwice Soccer 98 NOW &2
FPS Skiing NOW S47  Links LS Valhalta NU\-‘ 519 PBA erlmu 2 NU\\‘ 515 Wild Cup Golf Dr Beh NOW 51

COMPUTER GAMES: ADVE NTUHE
Tth Guest 2 NOW 828 Last Express NOW 532 Phanstfall W35 D198 544 Star IkStrAtAcad NOW §¢
Abe's Ciyses HOW &M Leisuie Suit Lany 7 NOW 548 Redguard D298 554 Starship Titanic D2e8 5
Aden Cuest 01/98 $43 Lot Mnd Dr Brain 2 12/97 542 Respect Inc 0398 345 Sir Tk Sce Vien Fry 12080 &
Alien Earth 0398 $45  MTG.Duels PlneswikesNOW 346 Hetura lo Krondor 0298 345 Termnujin HOW  §¢

Mien Intelligance 0298 545 Metal Works 12797 $38  Hiana Houge 01798 39 Tone Hebellion NOW S
Curse of Monksy Isle NOW 530 Myst HOW 523 Secre! of Black Onyx 01/98 $46 Trial @g
Dark Camelot 03/98 548  Myst2 HOW S8 Siege of Stormhaven 1098 S48 Twinsen's Odyssey  NOW S
Grim Fandango 0698 548  Neverhood HOW S50  Space Bar NOW 1 Utk 0296 52
Journeyman Projct 3 01/98 548 OfLight & Darkness 0298 545  Space Quest 3000 0198 %45 Zotk: Gind Inquisitor NOW  §+
KOE:Mask of Eternity D288 548 Ovarseer I?r‘J‘a‘ S I'i. ‘.lar 'Eme vnymrr NOW 548 Fark:Noemasis pr S;
' HINT B DOKS
|;‘uTur'{.l~.u.£h NOW S16  Diablo NOW S5 Mechwamior3 0398 $16  Slar frek Star FIl AcadNOW 7
Agents of Juslice NOW 316 Larhsiege 3 1797 S16 Might & Magic 6 NOW  §16 Starcratt NOW §
Air Warrior 2 NOW $16  Fallout NOW S$16  Might & Magic Comp NOW  S16  Stenl Panthars 3 nay s
BatteTech Elementals NOW S$16  Heavy Gear 11797 S18  Myst 2: Riven NOW  $16 Tomb Raider 2 1197 §
DBest Striegy & Wr GmNOW 519 Hexen 2 HOW 816 Myth 1187 $16  Twinsen's Odyssey NOW &
Batrayal in Antara NOW $16 Imperialism HOW 816 Pax lmperia 2 ROW 816 Uinma Onling noW 8
Givilizanan 2 HOW $16  Land Lore 2 NOW 816 Rebellion HOW §16  Unreal NOW 3
Curse of Monkey tsle NOW  $16  Losds of Magic HOW S16  Red Baron 2 HOW 16 Warlords 3 NOW §
Dark Forces 2 NOW $16  Lords of Realm 2 NOW $16  Return to Krondor 02798 S16  X-COM. Apocalypse NOW 5
DJ[:\__R,L'_j_l_l NOW S16 Mech2 Mercenaries  NOW 516 Simaity 3000 HOW $16 Zotk: Grand Inquisitr NOW $

COMPUTER GAMES: ADULT
All Night Ln-m NOW $16  Domin-A-Trix 2 HOwW 524 La Blue Girl 4 NOW $§22 SexWihAsa  NOW S
Bangkok Nights HOW $19  DieamMachine 2  NOW $49  Lalex NOW 844  ShockThe Game NOW &
Busty Babas 4 now $30  Duke Screw'em HOW 346 Latin Lust NOW 3524 Space Sirens 2 NOW &
Cahin Fevar HOW 834 Elite Modals 4 HOW 519 Nightwalch Int 3 NOW 546 Tabloid Beautles NOW §

Crystal Fantasy NOW £20  Eros3 NOW 524 Dutpost 69 NOW  $40 Tokyo Nightlite HNOW %
CyberXperience NOWw s21 Face Jam NOW  S27 Pengtration NOW $16 Uitra Vixen HOW S
Deep Thit Girls 5 HOW 526 Fantascenes 3 NOW 539 Private Investigatr HOW 549 Veénus 5 NOW &
Diva X HJ HNOW 539 Gitliriend Danna ROW 549 Romsalt Six Pk 2 NOW 536 Virteal Sex 2 NOW S
Diva X Rebecca NOW S39 Jade Palace HOW  §19 Aopes & Ghalns NOW  &19 Virtual Vietor NOW &
Diva X: Kaor NOW 539 Japan Interaciive HOW 846 Samural Pervert 2 NOW 849 You Dn't Knwe Dick HOW S
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Rerase Paact Trme Toe Arirest Tini Ritiayd Pree
10 Six 0198 S35  Dark Reign Futre War NOW  $43  Losds Realm 2 NOW 831 Siege 0598 S48
RfMnbr Bason NOW $34  DarkReignMP1 0298 529 Lords Realm 2 Exp PRNOW 525 SimSatari 1297 44
n Ligion NOW 535  Deadiock now 328 Lords of Magic 12/97 847  Soldiers at War 0208 543
ADAD Birthright NOW 527 Deadlock 2 1297 46 M Gallwng BattlemapeNOW S36  Spaceward Hold  NOW $24
thara 3 1207 545 Destiny HOW '$19 MAX NOW 819 Speed Tribes A
Admral Ancient Ships 0298 546 Dominion Storm 0388 S49  MAX 2 0398 S48
cd Chvilization $39  Dune? HOW $14  Magic Spells of Anct NOW 528
$29  Dungeon Keeper HOW $42  Magicthe Gathering NOW  S16
f Empires NOW $46  Dungn Kpe Dpr DngnsNOW 519 Mass Destruction NOW 338
\gents of Justice 0308 $48  Eanh 2140 NOW 836 Mastar of Magic NOW 525  Starship Troopers 0508 $46
Ak Min 0398 &6  Emperor Fadng Suns NOW  $29  Master of Orion NOW 519 Steol Legions 0598 542
;& C NOW §28  Enemy Nations HNOW 828 Masterof Orion 2 NOW 525  Stellar Frontier DaTe 544
- & C2Z Therium Sn 0895 §48 HOw 38 [} ommander 0593 S48 Stralosphere 0298 346
> & C Count Oprticns NOW 522 01/88 834 A n Nexus Prime 12797 S48 Submanne Tilans 0598 544
. & C Gold W5 HOW 3§40 Ewtreme Tactic 1207 849 Missn FroCytrstim 20498 $42  Syndicate Wars NOW 539
;& CHAAttermath NOW 522 Fallan Haven HOW 826 MNawy Strike HOW 534 Thome Hospital NOW S42
> & CRA Coter Strke NOW 521 Fantasy General NOW 831 HNetstorm NOW 540 Total Anniniation NOW 543
2 & € Red Alent NOW 548 Fragile Alegiance now 546 New Order 408 S48 Tycho Rising 0308 544
: & G Sole Sunvwvar W 529 Freedom in Galay 0998 542  Outpost 2 NOW 837  Uitimate Civ 2 0308 548
12 NOW 528  Frenzy 0298 344 Paxlmperia 2 NOW 839 Unnatural Selection  NOW 519
Apitatism Plus NOW 543 Gatactic Mirage NOW w4 Plagus 04/98 842 Upnising NOW  S40
Aaptives NOW 40 Haist 05y Sad Palitika NOW 843 WarBreeds 0198 $43
ave Wars NOW $25  Heroes MAM 2 NOW $26  Ragged Earth 0/ §31  WarGames 0298 846
haos Iskand 0138 546 Heroes MAM 2 Ex Pk NOW $19  FeachforStars? 0298 S48 WarSpont 1297 &4
2 sy Worlds NOW 527 Heroos MAMWAS  NOW $19  Rebalton 01798 552 Wacrati 2 NOW 525
2 HOwW 838 dden Wars 0193 S48 Aetum Fire NOW 537 Warcralt 2 70 Levels NOW 519
tion 2 Scen  NOW 826 Mistory of World HNOW 839 Aisk ROW 533 Wacrat 2 Add0n  NOW 520
v Warlare 0298 545  lmperialism NOW $32  SwaT? 12097 S48 Warloeds 2 Dix NOW S41
.anq N World Dix NOW 524 Iicubation NOW 839  SomporFi 02/98 S47  Wailands 3 NOW 539
! Earth NOW 544 Intinity War 1287 S48  Sentiem HOW $40  Warwing 2 NOW 534
uhor NOW 542 Jaggd Aling Ddly Gme NOW  $19  Sentine! Retums 0398 545  Wisoom of the Kings NOW $46
0198 $43  Japged Allance 2 03788 S48 Settlers 2 Gold NOW 538 Worms 2 NOW 539
reature KOW 3534 KEND Extreme HOW 838  Seven Kingdoms NOW 347 X-Gom Apocalypse  NOW 539
Jark Colony NOW 543 Liberation Day HOW 836  Shaitered Natlons 0308 S$46  X-Com Terr frm Deep NOW 519
COMPUTER GAMES: WAR |
chtung Spitfire NOW 3536 Battlegrnd Waterloo NOW 528 Grt Btlls of Hannibal  NOW 847 Sid Meier's Gettysiug NOW 845
rika Kaorps 0498 542 Cial War Generals  NOW 548 Man ol War NOW 837  Stalmgrad now 839
ite o Camp 2 1297 544 Close Combat 2 RUW $46  Napoleon in Russia  HOW S42  Stecl Panthers 2 now  $27
atti of Bulgn 0396 $42  Close Combat NOW 538 Owver the Reich NOW 532 Stecl Panthess 3 NOW 839
attflegmd Antistam MOW  S41 East Front NOW 542 Patilic General HOW 335  TACOPS 93 0298 340
iegmud Bulpe NOW S28  Filth Fleer NOW £33 Panrer Commander OG/SB $45  Tank Resistance 20240298 530
NOW $42  Final Liberation NOW $42  Panzer General 2 NOW $42  Thid Reich NOW 539
brg NOW $£32  Great Baftles Caesar 0398 S46  Panzerpinz 0398 S42  TigersonProwd2  NOW 542
East 0598 $42  Great Batts Alomar  NOW S$40  Prelude to Watetlon  NOW 45V Victary Bundie NOwW 28
attlegrnd Shileh  HOW 830 Great Bitles Napoloon0898 847 R E Lee GW General  NOW  $28 Whistling Death 0298 $40
BOARD GAMES
SL Jath KOW $10  Field Command NOW %30 Pain Doctor HNOW §25  Settters of Catan HNOW $30
SL Parateooper NOW S$18  Go NOW £22  Panzer Leader NOW $23  Sherlock Holmes HOW  $20
5L Solo Rules NOW 520 Gramd Prix NOW £19  Quebec 1759 NOW %22 Space Chess 30 NOW %35
dv Squad Leader  NOW  §38 Greal Warat Swal NOW 832 Rebel & Redooat | NOW 825 Space Hulk HOW 565
gt of Aenaissance NOW §42 Hanmhal NOW 832 Regaita KOW 819 Star Fleot Battlas NOW 525
KOW  §35 NOW 527 Republic of Rome  NOW $28  Starship Trooy NOW 825
i NOW $21  Hobbit Adventure  NOW 528 Richlofen's War NOW 8§18 Tewas Revolution How 18
ar Wars Deluxe NOW $21 Jema HOW 538 Rise of Luttwalle HOW §$19  Thind Re Now  $19
ization NOW $29  Knightmare Chess  NOW $13  Hisk NOW 527  Titam: Tha Argia Hnow  $17
olonial Diplomey — NOW  S42  Krieg! NOW $32  Robo Rally HOW 533 Warhammor 40K ROW 365
rists Sinal 1973 NOW $25  Llonhean NOW S35  Sam Grant NOW 3539  Warhamme Fanlsy  NOW 565
wluxe Diplomacy  KOW 842 Lunch Mone NOW $16  Samurai Swords NOW 533 Wethe People Row s28
Hai imitled  NOW 539 Necromunda HOW $65  Serabble Dix NOW 533 Would War One Kow s
mpire Builder NOW 825  Pacific War NOW 837 Sember Catan Exp NOW 528  WildmFlameDix  NOW 580

ROLE PLAYING GAMES

*SIMCITY 3000 Immerse yoursell in a tolal 30 envi-
ronment with hundreds of new bulldings 1o choose
from, full navigational control, and sophisticated
microsimulators allowing for detailed control over busi-
ness and other facilities.

Maxis (Slrategy)

Release Date: 1/98 PC CD $54

'POPULOUS:THE THIRD COMING® Large strategies can
be planned and enacted from fully playable global view,
Various terrain vaneties{mountains, oceans, aerial
views) Impose ditferent challenges on your warriors as
you lead them into baltla.

Electronic Arls (Strate DgPD

Release Date: 3/398 P $45

‘STARCRAFT" You must gather your resources lo
accomplish your goals, either freedom or galactic dom-
Ination. Play 30 differant missions in space, on planets,
within instaliations. Scenario and map editor allows you
to creale your own campaigns.

Blizzard (Strategy)

Release Date: 11/97 PC CD $48

‘MYTH' is a tactical lavel game of fanlasy warfare, wilth
unprecedented realism and detail. Seasons change
during the course of the game, affecting tactical deci-
sions. Real 30 terrain, dynamic lighting, and tricky
artilicial intelligence.

Bungie (Strate
Haleasa l]ale.mw

'STAR WARS REBELLION' A Star Wars fantasy come
trug, with 55 characters and real-time play. Strategy
portion lels :!I.]jrius manage manulacturing, Heet
depl 1 and Innovative real-
time 30 tactical component fels players
batlle sequences.

Lucasarls (Strate
Release Date: 1

%} PC CD $52

‘TEX MURPHY:OVERSEER' A riveting script and stellar
cast, High color 3D “Virtual World® environment, movie
quality 30 fps video, unique characters who respond to
your words and actions. Two levels of play, for expert
amers and lirst-time adventurers.
ceess (Adventura)
Release Date: 12/97 PC CD $43

'BLACK DAHLIA' Fram the creators of Rippar, a superh
storyline inspired by actual events. A stunningly ren-
dered, amazingly real 3-Dimensional game world thal
includes over 70 locations on two continents. More
than 60 challenging and seamlessly integrated puzzles.
Mindscape (Adventure)

Release Date: 2/98 PC CD $48

'0F LIGHT AND DARKNESS' Once every thousand
years, gales open between the waking world and the
realms of dream time, otfering opportunities to those
who dare, to save humanity fram extinction. Now is the
time to stop catastrophes that could usher in a thou-
sand years of darkness.

Interplay Aﬂdvsnturelj

Release Date: 2/98 PC CD $45

D&D DM Guide NOW  S20  Cyberpunk 2020 NOW  §17 Earthdasmn HOW 518 Palladium Fantasy  NOW 820
DD Monstr anl - NOW $20  Deadiangs ROW %22 Earthdawn Comp HOW 315  Robotech NOW &1 ‘MYST 2":RIVEN will provide an exploration expenance
NOW 26  DLBecko' Dead  NOW 514 GURFS Rulebook  NOW S20  Shados oW $20 through a new world filled with 7,000 images, over an
NOW 526  DLGrsatRalWars  HOW $39  GURPS Mecha NOW 515 StuWars Revised  NOW 5§25 hour of animation and original music, requiring acute
all of Gihulhu NOW $18 DL Marshal Law NOW $13  Heawy Gear NOW $25  Traveller NOW 524 skills of observation.
thuiitu Live NOW $15 DL Night Train HOW 54 Heroes Uniimited  NOW $18 Vampire NOW 524 Broderbund (Adventure
hamplans NOW 522 DLOuick& Dead  NOW S21  Mechwarrior HOW $13 Warhamme Fantsy  NOW  $19 Release Date: NOW PC CD S46
OSPErE ;x Now S"u :1[.1;:*. ‘ﬁm Age  HOW 521 Nightspavn NOW S16  Witchérant NOW 520
COMPUTER GRMES ROLE PLAYING | ‘MIGHT & MAGIC VI' The Mandate of Heaven, fhe
FREE GAME DF FER' newesl M & M edition contains an integral time
rena Delure NOW 47 FinalFantasy VIl 043 S4B " clock with multiple plots and story lines. Unique ‘skill |
aldur's Gate NOW S45  Forsaken 01e8 4 based' character development and over 1000 miles of
atitespire 12197 549 Lands Lore Grdns Dst NOW 548 Spend the specified amount on any In stock software and virtual lerrain!
i dF A e St thoose a free IBM game from the corresponding lisl. Request
vainanies | HOW 805 Leger Kol 7 NOW S50 st be made al lime of order, Offer goad on in stack sollware 3D0/New World [aolegla']ngg
i HOW S34  Might & 6 D48 S0 gnly while supplies last. Valid through February 28,1998, Release Date: 4/98 PC CD $4
atk Project HOW $49 Might & Magic G LE 04/98 558
iahio NOW $37  Fealms of Haunting  NOW §39  |SPEND $60 | FALLOUT Itis your challenge bo survive, asa person wha has |
abio Hellhre NOW 528 Rims Ak Shdow Riva Now  §20 | Orlgamo 3.5, Rise of Triad CD, Warlords 5.25, Falcon 3 Mig 29 | | grov up in an underground vaull. Circumstances force you
je By the Sword 0198 S48 Sepera Core oies s4p  |Add-On 3.5 outside, to a strange world 80 years after the end of modem civ-
ragan Love 2 NOW S30  Shadowsof Daath 0382 $13 |eppun epg lization, A worldl of mutants, radiation, gangs and violence,
ergeon Master 2 NOW $15 Slar T Final Unlly - NOW 332 |Baties of Desting 3.5, Ravenioft 142 Bundle €D, Decathalon Interplay {Ruluglayinu]
ger Serolls 2 NOW $39  Uima 7 Series NOW §15  |CD, Cybetjudas CD Release Date: NOW |
de Scrlls Mreowing 0298 §54 Ukima & Pagan NOW 515
1ic 0498 $45  Uitima Online now $s3  |SPEND $200 '
i) D498 S48 Wisardry 8 n4g cqp  |Greal Haval Ballles 354 CD, Falcon 3.0 3.5, Woll Hunl or be [
A Descent Undaimini 287 542 Wizardry Gald NOW  §19 Hunled 0, Mona in the Dark 3.8 —
51, MG and Discover accepted rnLu 4 weeks. MONEY ORDERS UNDER 5200 SAME AS CASH. COD $8. Price, availahility, atfer subject to rh.mu- at amy time. Release schedules Over,
1 Shipping times are approx ranteed, and subject 1o change at any time. Hardware orders may require additianal shipging and handing charges. Delectives replaced with " i
e peeduct, All salas final. Gall rm detals. Shipping and handling charges caloulated on a per order, per shipment, and per item basis. The “por order” charge is charged once per order Per Order S"’TH ]
aced and the “per item™ chaige 15 charged ance lor ¢ach fem ordéred and the nersmrmen! charge is charqed once for each shipment we make to you, Lach Linited States ordee will | per Shiment $3.00 57.00
i 3 12-munth subscriglion starting with the Nov. 1997 issue(while supplles kast) of Computer Games Strafegy Plus Magazing, for which $10.00 of the order cost will be allocated. | pay item £1.00 52.00
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120
241
14
189

163

3Df¢ Interactive

Access Software, Inc.
Acclaim

Accolade

Accolade

Activision
Activision-INSERT
AllTechnologies, Inc.
Avalon Hill

Bethesda Softworks
Bethesda Softworks

Blue Byte Software
Bunge

CH Products

Chips &Bits

Crusaders Studios

Cryo Interactive Entertainment
CUCBlizzard Entertainment
CyberStuff
CyberWariors
Diamond

Eidos Inferactive

Fidos Interactive

Fidos Interactive

Eidos Interactive

Eidos Interactive

Eidos Interctive

Bides Interactive

Eidos Interactive

Empire
Falcon-Northwest
Galeway 2000

Interactive Magic
Interactive Magic
Interactive Magic
Interactive Magic
Intergraph Computer Systems
Interplay Procluctions, Inc.
Interplay Productions, Ine.
Interplay Prochictions, Inc.
Interplay Productions, Inc.
Interplay Procluctions, Inc,
Interplay Productions, Inc.
Interplay Productions, Inc.
Interplay Productions, Inc.
Inferplay Prodhuctions, Ine.
Interplay Productions, Inc.
Interplay Productions, Inc.
ionos

PRODUCT
Voodoo

TexMurphy: Overscer
Forsaken

Jack Nicklaus Colf

Test Drive 4

Sin

BattleZone

Playing for Keeps
Defiance /Achtung Spitfire
Baltle Spire

Bumout

Blue Byte's Family of Products
Myth

Gamestick 14

www.cdmag comv/chipshiml
Greyhoundsofthe Sea
Dreams

Star Craft

Virhal Reality Joystick
Rubiesof liventide
Monster Sound

Branding Page

Deathirap Dungeon
Dominion

Flight Unlimited 11

Iilying Nightmeares2
lonstonn

Joint Strike Fighter

Tomb Raicer |1

Flying Corps Gold

Falecon MACHV
Destination Big Screen PC/TV
iF-2

Hannibal

Seven Kingdoms

WarInc.

Intense 3D

Alien Intelligence

Baulders Gate

Crime Killer

Diebythe Sword

Iree Space

MAX2

OfLight & Darkness
StarTrek: Valean's Fury
StarfleetAcademy

USCI Chess

VRSports: Powerboat Racing
Familyofgames

PAGE

100101
24235
130-131
23
CsC7
79
9D
62

2

77

197

152
A0S
94
24255
l64

178

45
5

76

135

5
5557
4143
4647
5051
A5
4549
5253
121

133
105108
8l

77
48149
™

67
11315
3839
$4-85
17

35
6667
142-145
74175
80

]
1S0-181
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197
234
244

102
175
168
242
100
157
160
191

297
239
26

254
107
43
134
161
59
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Kesmai

Kesmai

Kesmai

Kesmai

Kesmai

Lucasrts Entertainment Co.
Lucasris Entertainment Co.
L ncasArts Intertainment Co,
Mad Genius Software
MadCatz

MadCatz

Matrox Graphics, Inc.
MEDIAON

MediaStation

Metropolis Digital
Microforum

Micron Electronics, Inc.
MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

MicroProse

NawWorld Compuling
ORICIN Systerns, Inc.
ORICIN Systens, Ine,

Red Ot Entertainment

Red Orb Entertainment
Ripcord Games

SC&T

Sega Soft

SegaSoft

Siema On-Line

Sierra On-Line

Sony Interactive Studios America
SouthPeak Interactive
SouthPeak Interactive
Stralegic Simulations, Inc.
Strategie Simulations, Inc.
Strategic Simulations, Ine.
“Take 2 Interactive Software
Take 2 Interactive Software
Talorsoft

"Techmedia Computer Systers
ThundlerSeat Technologies
“Total Entertainment Network
Virgin Interactive Entertainment
WizardWorks, Inc.

FERRUARY 1008

AirWarriors

Aliens

Camestomm

Legendsof Kesmai
Multiplayer BatlléZone
Jedi Knight

Rebellion

"The Curse of Monkey Island
Familyof Games

Panther

Puma GT'Steering Wheel
Matraxm3D

Caming Systerns

Fxtreme Tactics

Star Command Delue
Online Gaming
Millennia

FFalcon 4.0

Guardians Agentsof Justice
MH Tank Platoon

Magic: DOTP
MechCommander
Ultimate Race Pro
Wonms2

Mightd& Magic VI

F15

Wing Commander
JoumeyVian 3
Warlords]II

Amor Command

Ultimate Perdmer Racing Wheel

10six

Heat

Babylon

Hall Life

War Hawk
Menin Black
Temujin
Panzer General
Imperialism
Soldiersat War
Black Dahlia

Jet Fighter Full Bum
[%ast Ifront
3DZone Master
ThunderSeat
PCL.

Blade Runner
XMen

cew

157

157
135139
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151
8283
59
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e
154185
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260201
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7

126
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1617
39,6163
208
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0
4.5
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Media On™

Multimedia Expert

« ATX Motherboard with 512K cache & USB

32 MB EDO SIMM

3 GB EIDE Hard Drive

S3D w/4MB EDO RAM

» Yamaha Sound w/80 Watt Speakers

» 24X CDROM

1.44MB TEAC FLOPPY

= 104 Win95 Keyboard & Mouse

56K FAX Modem

Mid-ATX CASE with 235 Watt Power Supply

Microsoft windows 95 & McAfee VirusScan

= Intel Pentium® Processor with MMX™ Technology
166MHz 5 975

200MHz

Graphic Expert

Intel AN430TX Motherboard with 512K cache & USB
32 MB SDRAM DIMM

3 GB EIDE Hard Drive

3DFX with 6MB EDO RAM

Yamaha wavetable w/200 Watt Speakers

24X CDROM

56K FAX Modem
104 Win95 Keyboard & MS Mouse
Mid-ATX CASE with 235 Watt Power Supply

> Microsoft windows 95 & McAfee VS Scan

Intel Pentium® Processor with MMX™ Technology
200MHz $1299
233MHz




Media OnTM visit us at: www.mediaon.com

EXPERT II Expertll Pro -

o Intel AL430LX Motherboard with USB Intel AL430LX Motherboard w/USB
« 32 MB SDRAM DIMM 64 MB SDRAM DIMM
» 3GB EIDE HD 4 GB Ultra DMA HD
» 3D AGP Video w/ 4MB RAM 3D AGP with 4AMB RAM
» Yamaha wavetable Sound w/200Walt Speakers Yamaha wavetable Sound w/200Watt Speakers
= 24X CDROM 30X CDROM
» 56 FAX Modem 56 FAX Modem
» 104 Win95 Keyboard & MS Mouse 104 Win95 Keyboard & Mouse
Mid-ATX CASE with 235 Watt Power Supply MiD-ATX CASE with 235 Watt Power Supply
Microsoft windows 95 & McAfee VS Scan Microsoft windows 95 & McAfee Virus Scan
Intel Pentium® |l Processor 233MHz 51699 Intel Pentium® Il Processor
266MHz $1799 300MHZ $2339
300MHz 51999

® 9 e o e @ -] ]

L ] L

L

=2 years limited warranty
To order call: 888-L-

GO T0 #102 @ www.compu ning.com/infolink




HALL OF FAME

Avone N THE DARK (Motion, 1992) :
Loveerallian horror goes 30, wilh shifting .camera angles
adding to the creepy almosphare.

Bariie CHESS (Interplay,1988)
The Franklin Mint of compuer chess games wilh violent and
{unny animation disguising-a sofid chess engine.

BETRAYAL AT KRoNDOR (Dynamix,1993)
As rich and imaginalive as Raymond Felst's world itself; its
30 perspective was Iresh.

CHESSMASTER (Software Toolworks, 1986)
The Gadillac of castling. this chess masterplece gels belter
viith each version.

Dungeon VIASTER (FTL
Software, 1967)

Trend-setling graphics, digitized
sleran, and areat hack-and-slash
from a decade ago.

DAY OF THE TENTACLE
(LucasArts, 1993)

(fibeat sequet 1o Matias Mansion;
tne interactive equivalent ol & clas:
-sic Chuck Jones cartoon.

Doom (id Software, 1993) Revolutionized
PC action games and network gaming; surpassed in tech-
notogy but not gameplay.

EnsL WeAVER BASEBALL (EA,1986)
Revolulionary physics:hased baseball game thal pleased
both action and statlsties fans.

EMPIRE (Interstel, 1978)
VWil in space, lhis mainframe ransplant brought elegant
mechanics, depth, and unending replayability to the PC.

F-18 Steatth FigHTER (MicroProse,1988)
A “thinking man's™ sim, with great missions, i which sneak:
ing around is as fun as dogfighting.

Farcon 3.0 (Speclium HoloByte, 1991)
Tough, detalled [at sim wilh:ambilious Al, graphics,-and con:
nectivity lo match its realism.

Front PAGe Seots FooteaiL PRo

(Dynamix, 1993)

Piysics:based system, good Al and unmaiched career play
miake this e ullimale In ploskin play.

Gertyssure: THE TURNING PoINT

(S5, 1986)

First variable order of baitle changed the look of all
American Civil War games on the PC.

BUNSHIP (MicroPaose, 1989)
Great character continuity, R&R for
fatigued pilols, and even sick leave; hesl
chapper fare until Jane's Longsow.

HARPOON (360 Pacific, 1989)
In-deplh modern naval battles in real-
lime, based on Cold War fears

KaMPFRRUPPE (SSI, 1985)

Armored warfare on WWII's Eastern Fronl, olfered engaging
hattles on mulliple platiorms.

CcCCowW

WeLcome 10 THE CooPERSTOWN OF CoMPUTER GAMES. Here you'll find, raised upon pedestals, the
games that broke the records, eslahllslled the henchmarks, and held aamers in delighted trances for hours untold.

E.’v"‘““" -ﬂ,g

Kina's Quest V (Sierra On-Line, 1990)
Redefined the graphic adventure with non-lex\-based parser
and VGA graphics.

LEMMINGS (Psygnosis, 1991)
The lovable cartoon Lilliputians were real-time hils on every
platform.

Links 386 Pro (Access Soflware, 1992)
Topped the |eader board in graphics and reallsm for
its era.

M-1 Tank PrAtoon (MicroProse, 1989)
Realistic sim that properly locused on armored forma-
lions ralher than single vehicles; good mission designs

MiasTer oF MAgIC (MicroProse, 1994)
The almosphere and variely of Magic: THe GATHERING wilh the
sophistication of CrviLizanon.

Wasten oF DRION (MicroProse, 1993)
Remarkable diplomatic Al; deep and varied lechnology free;
aliens required radically different playing styles.

Wiech Brisaok (S5, 1985)
Modern armored battles with improved
Kameroruppe system and more realism.

Mignr & Magic (New World
Computing, 1986)

Firsl-person, maze-based RPG with huge
environment and lough tactical combal.

.U.L.E. (EA, 1983)

A landmark mulliplayer strategy game that had no
wieanons of destruction, just cullhroal competition that
made economics fun.

Panzer GENERAL (SSI, 1994)

A truly fun wargame with an elegant inlerface,
qreat campaians, strong Al, good graphics, and
impressive sound.

Reo Baron (Dynamix, 1990)
WWI air combat with great araphics, Incredible realism, and
a versatile replay feature

Sip Meier's CiviLization
(MicroProse, 1991)

CGW's #1-1aled game of all lime;
indescribably addictive world conquest/
exploralion game.

Sin Meien’s PIRATES (MicroProse, 1987}
Combines pirale adventure, action, RPG, and strateqy o
make the most successiul hybrid of all time.

Sip Meien's RaiLroan Tycoon
(MicroProse, 1990)
SimCity meets 1830 with robiber barons for emphasis.

SimCiy (Vaxis, 1987)
Urban planning with fascinaling consequences and chal-
lenges; the first greal soltware loy.

STARFLIGHT (EA, 1986)

Depth, greal characlers, and a good scii storyline set early
standards for APGs.

FEBRUARY 1933

Mercenaries, Spies. and Privale Eyes,

: 'WiNg CoMMANDER |
: (Origin Systems, 19890}
i Aot spaceflighl enging, unfolding story

© (Origin Systems, 1991)

The Barn's TALE (EA, 1985)
Plongered three-point animation, 30 color
mazes, and aulomapping.

THE SecRET oF NMONKEY ISLAND
ELucashrts. 1990)

amedy adventure that sel new smndards in
wiiting quality and social sensitivity.

THetR FiNesT HoUR (LucasArls, 1989)

Wi sim with greal campaigns.and crew member options
sama currant sims fack.

TIE FIGHTER (LucasArts, 1994)
Most satisfying Star Wars space-combat game to dale lels

you live.on the dark stde.

Upvima 111 (Origin Systems, 1983)
Coherency.and surprising subtlety emphasized role:playing,

and set the fone for Iater Ulisnas,

Ui 1V (Origin Systems, 1985)
nghcnncepi RPG explored meaning of virtue and put the
ROLE in role-playing.

Uerima VI (Origin Systems, 1990)

This RPG as morality play paved way for Uiria Onune's
realistic environs and objects.

Urtima UnpERWORLD
{Origin Systems, 1992)

The first truly 30 RPG, and still the most convincing: ifs dun,

geon walls were mcery “painted” with texture-mapped graphics.
War i Russia (SSI; 1984)

i ' More realistic than EAstenn FronT, it captured the essence of
the largest land campaign in history,

WasTELAND
{Interplay, 1986)
Derived from Mike Stackpole’s

' : = \yinG~
his is the defini Iapocalypt D
:-IPG‘. e definitive postapocalyplic mr}.‘{.{l_ =

path; and great characters.

Wing Commanper H

Darker slory, grittiee feel, sound card advances, and tougher
Al made this a sequel of sequels.

Wing Commanner Il
(Origin Systems, 1894)
Surprisingly satisfying FMV space opera didn'f lose he

: | pssence of lhe space-combal game.

WizaRoRY (Sir-Tech Software, 1981)
Defined the computer RPG with maze-based viewpoint and
almospheric spell names.

WorrensTeiN 3- (id Software, 1992)

Smooth serolling action blastfest cleverly updated the origl-

nal, and put shareware back on the map.

X-COM (MicroProse, 1994)

Premier tactical squad-level engine combined with alien tech
research and pop culttre for a sci-fi game nearly as addic-
live as Cv.

i ZoRK (Infocom, 1981)
i The progenitor of adventure games on the PG} iis humar
¢ and challenging puzzles seem limeless.
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T“E c"MP“TEB GAMINE Pnll 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.

TOP ADVENTURE GAMES

it

1 Quake Pack 2: Dissolution of Eternity  id Software/Rogue 1 Gabrlel Knight 2 Sierra
2 (Quake Pack 1: Scourge of Armagon id Software/Ritual 8.98 2 The Pandora Directive Access 8.19
3 Duke Nukem 3D 3D Realms 8.28 3 Twinsen's Odyssey Activision 7.87
4 Tomh Raidar Eidos 8.25 4 Rama Sierra 7.79
§ Crusader: No Remorse EA/Origin 8.07 § The Neverhood DreamWorks 7.69
8 Nuake id Software 8.02 8 Realms of the Haunting Interplay 7.62
7 The Need for Speed SE EA 7.97 7 Spycraft Activision 7.47
8 Crusader: No Regret EA/Origin 7.75 8 Circle of Blood Virgin 7.46
| 9 Moto Racer EA 7.65 9 Foll Throttle LucasArts 7.42
10 MDK Playmates/Shiny 7.54 10 Leisure Suit Larry 7 Sierra 7.32

TOP CLASSIC/PUZZLE GAMES

.. GAME COMPANY
1 You Don't Know. Jack Il

COMPANY

Berkeley Systems 1 Wing Commander IV EA/Qrigin

2 You Don’t Know Jack Berkeley Systems 8.21 2 AH-84 Longbow EA/Origin 8.12

3 You Don't Know Jack Movies Berkeley Systems  7.96 3 MechWarrior 2 Activision 8.06

4 Yon Don't Know Jack Sports Berkeley Systems 7.72 4 MechWarrlor 2: Mercenaries Activision 8.04

5 Power Chess Siarra 7.32 § Silent Hunter 5SSl 7.85

| 8 Incredihle Toons Sierra 7.21 B U.S. Marine Fighters EA 7.82
7 Monopoly Virgin/Westwood 6.84 7 EF2000 Ocean 7.62

8 Slerra Poker Sierra 6.77 8 U.8. Navy Fighters EA 7.53

9 Mind Grind Microforum 6.73 8 Advanced Tactical Fighters EA 7.42

'10° Baku Bakn Sega 5.94 10° X-Wing vs. TIE Fighter LucasArls 7.39

TOP SPORTS GAMES TOP STRATEGY GAMES

8
1 Links L8 Access 8.66 1 Heroes Ii: Price of Loyalty New World Computing 9.10
2 NASCAR Racing 2 Sierra 8.24 2 WarCraft Il Expansion Disk Blizzard 8.85
3 NHL 97 EA Sports 8.10 3 WarCraft Il Blizzard 8.75
4 Grand Prix 2 MicroProse 8.01 4 Red Alert Virgin/Westwood 8.74
5 NBA Live 97 EA Sports 7.95 § Heroes Il New World Computing 8.73
B Jack Nicklaus 4 Accolade 7.80 8 Civilization Il MicroProse 8.7
7 Tripleplay 98 EA Sporis 7.79 7 Red Alert: Counterstrike Virgin/Westwood 8.38
ISCAR Sierra 7.57 8 Command & Conguer Virgin/Westwood 8.24
EA Sports 747 9 CR&EL: Covert Dperations Virgin/Westwood 8.23
EA Sporis 7.47 10 Civilization 1i; Scenarios MicroProse 8.18

TOP ROLE-PLAYING GAMES TOP WARGAMES

COMPANY

Blizzard 8.70 1 Steel Panthers Il Campaian Disk Ssl
Daggerfall Bethesda 7.38 2 Steel Panthers Campaign Disk S8l 8.68
Anvil of Dawn New World Computing 7.12 3 Steel Panthers Il SSI 8.38
| Albion Blue Byte 6.10 4 Steel Panthers S8l 8.37
— § Battleground: Shiloh TalonSoft 8.13
- 8 Battleground: Bull Run TalonSoft 8.12
—_ 7 Battleground: Napolaon in Russia TalonSoit 8.06
= 8 Tigers on the Prowl Il HPS 8.02
= 9 Battleground: Antietam TalonSoft 7.98
— 10 Battleground: Waterioo TalonSoft 7.73
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TOP 100 GAMES

GAME COMPANY TYPE  SCORE GAME COMPANY TYPE  SCORE
Y 1 Heroes II: Price of Loyalty New World Comp. ST  9.10 §1  Battleground: Waterioo TalonSoft WG 7.73
¥ 2 Quake Pack 2: Dissolution of Eternity id Software/Rogue AC  9.01 52 You Don't Know Jack Sports Berkeley Systems  CP  7.72
3  Quake Pack 1: Scourge of Armagon id Software/Ritual  AC  8.08 53 The Neverhood DreamWorks AD 769
4 WarCraft Il Expansion Disk Blizzard ST 8.85 54 Moto Racer EA AC 765
Y 5  Stesl Panthers Il Campaign Disk S8l WG  8.80 X-COM 3 MicroProse STIRRET7i65
6  WarCralt Il Blizzard ST 875 56 EF2000 Ocean S 7.62
7  Red Alert Virgin/Westwood = ST 874 Realms of the Haunting Interplay AD  7.62
8  Heroes Il New World Comp. ST 8.73 58 Jagoed Alliance: Deadly Games Sir-Tech ST 7.59
9 Clvilization 1l . MicroProse ST 87 69 NASCAR Racing Sierra SRR
Y 10 Diablo Blizzard RP 870 60 Decisive Battles of WWII: Ardennes SSI/SSG WG 7.55
11 Steel Panthers Campaign Disk Ssi WG 8.68 81 Battleground: Gettyshurg TalonSoft WG 7.54
Y 12 Links LS Access SP 8.66 MDK Playmates/Shiny AC  7.54
¢ 18 You Don't Know Jack Il Berkeley Systems  CP 854 B3 U.S. Navy Fighters EA S|SaNThd
14 Red Alert: Counterstrike Virgin/Westwood ST 8.8 B4 Interstate '76 Activision AC  7.50
Steel Panthers Il SSl WG 838 85 Pacific General SSl WG 7.49
16  Steel Panthers S8l WG 8.37 66 NHL Hockey 96 EA Sports SP 747
¥ 17 Wing Commander IV EA/Origin Sl 831 Spycraft Activision AD 7.47
18  Duke Nukem 3D 3D Realms AC 8.28 Tripleplay 97 EA Sports SP 747
19 Tomh Raider Eidos AC 825 89 Circle of Blood Virgin AD 7.46
20 Command & Conquer Virgin/Westwood ST 824 70 Lords of the Realm Il Sierra ST 7.43
NASCAR Racing 2 Sierra SP 824 71 Advanced Tactical Fighters EA SI 742
22 C&C: Covert Operations Virgin/Westwood ST 823 Civiet MicroProse ot T.42
Y 28  Gabriel Knight 2 Sierra AD 821 Fantasy General 33l ST 742
You Don't Know Jack Berkeley Systems CP 8.21 Full Throttle LucasArts AD 7.42
26 The Pandora Directive Access AD  8.19 The Need for Speed EA AC  T7.42
26  Civilization II: Scenarios MicroProse ST 8.18 76 NBA Live 96 EA Sports SP 7.40
27  Battleground: Shiloh TalonSoft WG 8,13 77  X-Wing vs. TIE Fighter LucasArts sl 7.39
28 AH-64 Longbow EA/Origin Sl 812 78  Daggertall Bethesda RP 7.38
Battlieground: Bull Run TalonSoft WG 8,12 79  B88(1) Hunter/Killer EAlJane's sl 737
30 NHL 87 EA Sports SP 810 FPS Football Pro '86 Sierra SP 7.37
31 Crusader: No Remorse EA/Qrigin AG  B.07 81 Rohert E. Lee: Civil War General  Sierra WG 7.34
32 Battleground: Napoleon in Russia  TalonSoft WG  8.06 82 Comanche 3 Novalogic SI 7.32
MechWarpior 2 Activision 8l 8.06 Leisure Suit Larry 7 Sierra AD 7.32
34 MechWarrior 2: Mercenaries Activision Sl 8.04 Power Chess Sierra Cp: 7.32
36 Quake id Software AC  8.02 86  Extreme Assault Blue Byie AC  7.31
Tigers on the Prowl Il HPS WG 8.02 PGA Tour Golf 486 EA Sports SP 7.31
37 Grand Prix 2 MicroProse SP - 8.01 PGA Tour Pro EA Sports Sp 73
88 Battlesround: Antietam TalonSoft WG 7.98 88 FPS Foothall Pro '97 Sierra SP 730
39  The Need for Speed SE EA AC  7.97 89 FFA 97 EA Sports SP T7.28
40 You Don't Know Jack Movies Berkeley Systems  CP  7.96 Tony LaRussa 3 Stormfront SP. °7:28
41 NBA Live 97 EA Sports SPase7i05 91 Last Express Broderbund AD 7.27
42  Heroes of Might & Magic New World Comp. ST 7.87 92  Age of Rifles Campaign Disk 551 WG 7.26
Twinsen's 0dyssey Activision AD  7.87 893  System Shock EA AC  7.28
44  Dungeon Keeper EA/Bullfrog ST 7.86 894 Incredible Toons Sierra CP 7.2
45  Silent Hunler 5SSl Sl 7.85 86 Liphthouse Sierra AD 7.20
48  1.S. Marine Fighters EA Sl 7.82 Magic the Gathering MicroProse ST 7.20
47  Jack Nickiaus 4 Accolade SP 7.80 87 Privateer: the Darkening Origin sl 747
48 Rama Sierra AD 7.79 88  Descent Il Interplay AG 7.18
49  Crusader: No Regret EA/Qrigin AC 775 Theme Hospital EA/Bullfrog S0l
Tripleplay 98 EA Sports SRS Virtual Pool Interplay SP 7.6

| s e £ e s e = T S EUE LY e =]

Games on unnumbered lines are tied with game on line above. Y= Top game of type. Red = New Game, AD = Adventure, RP = Role-Playing, SI = Simulation/Space Combat,

ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games are retired after two years and become eligible for the Hall of Fame
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MARTIN CIRULIS

What’s the Deal .
With...the Wrong ¢

| .essons?

e're reveling in the tra:
ditional fall quarter
frenzy as | write this,
with title after ille
vying to be the hot
new thing; or, more
accurately, trying lo
successfully clone
what made last year's hit the hot thing it was.
While it's useless to bemoan the lack of originality
in computer games (or movies, books, or cars) in
this demographically driven society, what never
ceases to amaze me is the utter inability of some
portions of the industry to buy a clue, even when
the truth is staring them in the face.

Just look at the Doom bandwagon-jumping. |
mean, Doom was huge for pretty much two rea-
sons: multiplayer capability and creepy game envi-
ronments. Now, it's pretty safe to say thal the indus-
try has golten the message about network and
Internet capability—even LucasArts has added it to
Jenl KiieH (thouah by ignoring co-op multiplay
they stubbornly refuse to complete the piciure). But
the real genius of Doom was shown in its moody
atmosphere (who can forgel their first sight of
those four deman lords staked to the walls? You
just knew some serious bad mojo was about to go
down...), its coherent sound (the heavy breathing
of monsters just on the other side of the door), and
ils fruly chaotic battlefields (with foes that would go
blood-crazy and kill everything in their path). But
what's really laughable is that executives, and even
some designers, looked at that genius and the les-
son they learned was “Duh...gamers want more
blood and more Satan.”

The result is no surprise: a horde of forgeltable
games that did litlle except generate some really

stupid ads. If it weren'l for games such as Hexen,
which tried to improve upon the game environ-
menl, | would have sworn that the letters D-0-0-M
created some sort of lobotomizing neurological
feedback in anybody high up enough in a game
company fo make design calls.

The wackiness doesn't end there...What lesson
did the industry get from Toms Raer? “Gamers
wanna see big, 3D breasts!”

b ¢¢ What
lesson did the

industry

get from

Toms RAIDER?
‘Gamers wanna
see hig, 3D
breasts!’ 7?

Another great “wrong answer" making its way
through the industry is that the huge sales num-
bers for console games have nothing to do with the
fact that the game systems cost less than $200.
Instead, the powers that be have decided that it
must be because carlridge games are pretty and
simple...thal must be whal gamers want! They
assume that if they have a computer game that is
indistinguishable from a cartridge game, and does
away with all that annoying potential a keyboard

can give you, it will sell the same number of copies
as the cartricdge game. Of course, it doesn't occur
to any of them that when you have just spenl
$3,000 on a rig, you are looking for something a it
{le more in-depth than jumping for coins. (Those of
us who actually paid money for Utma VI, feel free
fo mutter bitterly at this point.)

This whole “PC gamers crave simplicity” delu-
sion is staging a strong battle on the real-time front
as well. [ cannot believe that the guys at SSI{who
gave the okay for Dark Cowony) could have come
away from Conmano & Conouer thinking, “That's it!
The key to realtime wargaming is a limited number
of units, no-brainer base building, and some really
incaherent and violent animated cut-scenes!”
Nobody says your designs have to embody original-
ity every time a new one hits the page, but for the
love of Xerox, al least try o clone the good parts. |
can only pray that somebody out there is busy right
now picking out he best aspects of Dark Reiai,
TomL AnniiLanion and the whole research/
design engine from War Iuc. Unfortunately, | sus-
pect that, instead, somebody in a sharp suit is
showing a screenshot from ConauesT Earmii to a
roomiful of horrified programmers while saying,
“This is the direction we need to go on this project.”

And of course, there isn'l gven a point in going
into all the wrong answers that game companies
brought away from the whole MvsT experience.

Are salaries paid in inverse proportion fo compe-
tency in this industry? Maybe it's our faull. C'mon,
own up to it out there! Are you secrelly lurning in
feedback cards, written in crayon, that say “Orgo
not like game...make brain hurt with complexity and
my guy not punch out spleens™? After all, there has
fo be same reason that companies keep learning
the wrong lessons from the right games. &

Computer Gaming World (1SSN 0744-6667) is published monthly by Zifl-Davis, Inc. One Park Avenue, New York, NY 10016, Subscription rate Is $27.97 for a one-year subscription (12 issues). Canada and all other
countries add $16.00 tor surface mal, Postmaster; Send address changes to Computer Gaming World, PO. Box 57167, Boulder, CO BD328.7167. Canadian GST registration number is 89371 0442 RT. Canada Post
International Pub’s Mail Product (Canada Distribution) Sales Agreement No. 1058849, Penodicals postage paid at New York, NY 10016 and additional mailing offices. Printed in the U.S.A.
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