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Prepare Yourself for the

Ultimate 3D Slmgfest

Ass-stompin’ aliens have landed, and the humans sud-

denly find themselves stop the endangered species

list. The odds are a million-to-one, but Duke Nukem
knows what’s got to be done — KICK ALIEN BUTTI
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,T, fantastic 3P realms, with stunning, realistic

graphics, await you as you thrash aliens through the

- . streets of L.A., out to an orbiting space station, and

onto the surface of the moon itseifi

,% INNOVATIVE BUILD 3D™ ENGINE TECHNOLOGY
lets you explore an interactive, fully virtual world of

towering skyscrapers, deep canyons, and murky

bodies of water — complete with sloping sur-

faces, realistic earthquakes, functional subways,

and many never-before-seen special effects.

i rw ARMED TO THE TEETH, you brandish your fully

automatic sidearm, rocket launcher, pipebombs,

and an assortment of awesome hi-tech weaponry

that’ll make your bones rattle and send the alien

bastards to a bloody grave.

»% FULL.MOVEMENT CONTROL lets you run, jump,

crawl, swim, and jetpack your way through hostile

environments as you look up and down from any

vantage point to survey the situation around you.

A DYNAMIC COMM-BAT™ SYSTEM lets you duke it out

one-on-one via modem, and enables up to 8-player

battlefests over your network. Also, send prerecorded

taunts to your human opponents via Duke’s unique

REMOTE RIDICULE SYSTEM™.

.
TOTAL IMMERSIVE ENTERTAINMENT is guaranteed by state-of-

the-art 3D graphics (including optional SVGA hi-res modes) and

hot 3D sound FX and stereo music.

In Duke Nukem 3D, you can’t avoid steppin’ in the blood.*

*Just don't drop your gloves!

Developed by 3D Realms Entertainment. Distributed by FormGen, incorporated.

Al! rights reserved. All trademarks are the property of their respective owners.
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• THE MOST IMMERSIVE CONSUMER VIRTUAL REALITY SYSTEM

• SUPPORTED BY MORE GAMES THAN ANY OTHER VR PRODUCT

< HANDHELD CYBERPUCK"* CONTROLLER

• VIP-" CARD SUPPORTS UP TO 125 PERIPHERALS

PATENTED QUICK-RESPONSE HEAD TRACKING

• COMFORTABLE ERGONOMIC DESIGN
For IBM PC compatibles.

phone 1716) 427-8595

fax (716) 292-6353

America Online®; Keyword; FORTE or VFX1

CompuServe*'; GO FORTE

Inlernel; 5ALE5@FORTECH.COM

Check oul the Dork Forces demo on the LucasArls website at htlp/www.tucosarts.com.

• HIGH-FIDELITY STEREO HEADPHONES

• BUILT-IN MICROPHONE

• ONE YEAR VYARRANTY

• WINDOWS' ' 95 COMPATIBLE

O 1995 FoiTc Technologies, tnc. Screen imoges © Lucosiilm Lid, ond LuwsAris Enleflatnrnent Compuny, All nghls reserved. Used under oulhoriralion

Star Wots is 0 rcgisleted irodentark and Dark Forces is a Itodemark ol Lucosiilm Lid. The LucasArls logo Is q registered Irodematk ol LucasArts Enlerlqlnment.Compony,



The Forte VFXl HEADGEAR Virtual Reality System

mokes computer gomes like Dork Forces''’ incredibly realistic.

THE FORTE VFXl HEAD• GEAR'"

V 1 R T U A L REALITY SY STEM
HASAFLIP-UP

SMARTVISOR- FOR WHEN
THINGS GET TOO INT E N S E .

IF ONI Y LIFE HAD T

FEATURE.
H 1 S

Which is why we gave it a SmortVisor that flips up to get you

bock to reality fast - for those times you don't feel like getting

blown away by Imperial laser fire - in stunning, hi-res 3-D.

Witness for yourself why PCMagazine called the Forte VFX1 HEADGEAR

"the coolest peripheral you can buy for your PC."

Try iTouf Ql any InctecJible Universe store.

Or call for the retailer nearest you.
;
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Denny Atkin, CG's

Features Editor and resident

simulations fan(atic), is a vet-

eran computer gamer and

former editorial staffer at

Compute! and OMNI. His

I passion for flight sims paid

I
off in October, 1994, when the Air Force took

him for a ride in an F-15D, After pulling a

cool 7.8Gs and even manning the Eagle’s

controls, Denny returned to Earth where he

continues to walk on clouds and keep his

experience quiet to avoid "I hate you" com-

ments from fellow sim fans. When asked what

he’d like to do next, he answers with a mania-

cal grin, "after that, anything else is gravy."

He would like to go to space someday,

though some might claim he's already there.

Jeff James, CGW
action games columnist, is a

long-time contributor to the

magazine. His affinity for

action games, such as Duke

Nukem 3D and Earthworm

Jim, is matched by his admi-

ration tor strategy and wargaming classics

like X-COM and Panzer General. This schizo-

phrenic combination of game preferences

results in Jeff (and his aging-Generation X

reflexes) being regularly taunted by steely-

eyed eight-year-olds during bouts of Mortal

toMBAT 3 at the local arcade.

Martin Cirulis, "a

grumpy old gamer” by his

own admission, hails from

Vancouver, Canada, Since

discovering computer gam-

ing on a TRS-80, he has

retired four generations of

Arinn Dembo was born

in 1970, after attending

Woodstock during the sec-

ond trimester of her moth-

er’s pregnancy (draw your

own conclusion). She was

first thrown out ofacourt-

1 computer systems. At one time he was indoc-

I

trinated in the black art of programming, but

I turned his back on it in the name of Science

I

Fiction literature, which he continues to write

' when he isn’t knee-deep in game reviews. His

;

game design motto: "If there ain’t no dice.

: there ain’t no game,”

;

room at the tender age of four weeks, when

!
the judge felt she asserted an undue influence

I on the jury. As a result of a youth spent in

I

pool halls, pinball alleys and video arcades,

1 she is qualified to review games, smoke cig-

j

ars and exercise all the other privileges of a

I

tattooed lady.

Christopher Breen

has played Mac games so

long that he’s developed the

ability to convert monitor

emissions into fructose,

which lengthens his playing

time while cutting down on

food costs. Co-author of the Macintosh Bible

Guide to Games from Peachpit Press and

contributing editor to MacUser magazine,

Breen beiieves that following the Tao of Apple

will lead to his appointment as Secretary of

the Interior someday, in the meantime he is

still able to communicate with PC users.

Eddie Malstrom’s
|

effect on CGW has been sin- ;

gularly monumental. As Art i

Director(or Alcohol Director,
1

depending on the circum-
I

stances), Eddie is the chief
j

I architect of the magazine’s
j

I
redesign, the CGW Web site and the cover 1

CD-ROM. Before joining the staff last year,

Eddie designed CD-ROM Today. PC Gamer

and r/reWef magazines. Although he spends

most of his time with Quark, Adobe

Photoshop and Illustrator, he also enjoys play-

ing action and goif games on the computer,

and when he tires of all the electron beams,

he plays with his baby daughter, Rachel.
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Xhe original cinema'tic action
adventure game,
where engrossing game play
meets Blade Runner-style action

Plunge into this surrealistic 3D
world where dozens off
characters propel you through
mind expanding challenges.

to one shocking conclusion!

For Macintosh and PC Windows®

Cilcle Reader Service ^l-iS
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Let The Games
WIZARDRY GOLD
The upgraded and enhanced version of the

best role-playing game of all time. Now
available for the MAC. Win 95 & Windows 3.1.

New SVGA graphics, interface & sound track.

Yes! you can import your existing parties.

SHADOWS OVER RIVA
The sequel to the 1994 Role-Playing Game of

the Year. Featured on the cover of PC Gamer

Magazine, Shadows Over fl/Va will be the most

anticipated adventure / RPG game of 1996 and

an instant hit!

DEADLY GAMES
Experience the intense challenge of single and

multiplayer tactical strategic combat. Upholding

the standard set in Jagged Alliance, Deadly

Games takes it to a new dimension. With Single

Scenarios and Campaigns, new weapons, new

meres, enhanced interactions. Scenario

Editors, plus more...

NEMESIS
An enormous undertaking in game develop-

ment. Exploration, combat, cinematic

sequences and puzzles unlike anything you've

encountered. Sirtech pulls out all the stops on

Nemesis.Advenfure



Pick up your free USA Bobsled poster when you pre-order

Wizardry Gold at Electronics Boutique, Babbages, Software Etc.

and other participating retailers during the month of February, or

mail in your proof of purchase dated January 1,1 996 or later for

DRUID-Dcsmons of the Mind or Wizardry Gold, Offer valid while

supplies last or through April 30, :T996.

The USA Bobsled Team: Bruce Rossetti, James Purvis,

Peter Btout, Garrett Hines. Fastest push time - 4.96

seconds, SO meters. Top speed over 90 mph. 4 G-forces

over three seconds.

PO Box 245, Ogdensburg, NY 13669-0245

Tel: (800) 447-1230 Fax; (315)393-1525

E-Mail; 76711.33@COMPUSERVE.COM

Circle Reader Service H162



JUST THE FAQS

are answers to some of the most-freqiiently asked

questions from our readers. We offer this as a service so

that you won’t keep sending us nasty email askinp how to get

the CD-ROM, But we won’t hold our breath, either...

What's On The
CD-ROM?
A typical demo disk displays a

series of mundane poini-and click,

wait-and-watch exercises. Our CD-

ROM has things to Do and Use.

You can try out games, play scenar-

ios, update patches to fix games

you already own, and print out orig-

inal 256-color comics in

full-size artist's panels.

This is the definition of

INTERACTIVE.

96 by Sierra On-Line, and Maxis’

FullTilt! Pinball. As usual, we’ve

also included product demos-

some interactive, some merely

leasers-from our advertisers.

have a copy of the game in order tn

employ the scenario.

How Do I Use It?

Our CD is Windows 3.1 and

This Month's

Hot Picks and
Features...

This month, we've coordi-

nated the contents of Ihe

CO with the magazine.

Once you’ve read the

flight-sim round-up feature and

gathered some useful lips, you can

download the Su-27 Flanker sce-

nario and watch how our expert

flies the mission. (Remember, you'll

need a com-

mercial copy

of Su-27 in

order to use

the scenario

and view the

mission.} If

you don't

have Su-27,

you can still

practice take-

offs and land-

ings in

FormGen's

entry-level flight sim, Black Knight.

After your warm-up, you can log on

to America Online and play

Warbirds in real-time head-to-head

combat with other air warriors-all

from the "CC'-ROM.

Also on the CG-ROM. you’ll find

Inleraclive demos of SSI’s Age of

Rifles, Front Page Sports Football

Windows 95 compatible. If you have

Windows 95, installation is a

breeze-our CD is Autoplay

enabled. Just "lock 'n’ load" and it

will start automatically. Otherwise,

boot your computer in Windows

3.1, pop the CD into your drive,

select RUN from the Program

Manager's menu and type D;\RUN-

ME (where D is the letter of your

CD-ROM drive} to run if straight

from Ihe CD. To create a Computer

Gaming World program group on

your Windows desktop, type

D:\1NSTALL, If you've installed one

of our CDs in the past, the new

installation will use the previous

icon group. After installation, navi-

gate by pointing and clicking just

as you would in any other Windows

program.

How Do I Get The

Demo Files?

To access the feaiiired demos, click

on EDITORS’ HOT DEMO PICKS,

then click on the title you want to

see and follow the insiriicfions. To

get product demos, click on

PRODUCT DEMOS and go

to either

Action/Adventiirelo view

Treasure Quest, 11th HmiR:

The Sequel, FullTilt! Pinball.

and Oberia 2;

Strategy/Simulaiion to

preview SimIsle, SpacfBucks.

Jet Fighter lit, and Star

Rangfr; or

Classics/Spnrtsto see

Hoyle Classic Games, HardRali 5,

and NCAA Championship

Basketball.

How Do I Get The

Patch Fites?

Click on PATCHES from the MAIN

MENU, then read Ihe text window

for instructions on coDyino the files

to your hard drive. Follow the

instructions for any files on the CD

and you’re set.

How Do I Get The Su-

27 Scenario?

To copy the Su-27 Flanker sce-

nario, click on its icon in the CGW

Exira main screen and follow Ihe

instruclions. Remember, you must

How Do I Get The
CD-ROM?
Newsstand issues nnw mme in two

flavors; with or without the CD,

Both versions are clearly marked-

if you can’t find the version you

want in the store you frequent,

encourage your retailer to carry it

(or subscribe to ensure you receive

your copy every mnoth}, To sub-

scribe, call 8nO-827-4'i50 (or 212-

503-5008}, and speoify that you

want the CD-ROM versinn. T o

order back issues, call 308-

666-7000.

1996
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How Do We Classify

Games?
Action/Atcade(AC):The

emphasis is on hand-eye coordina-

tion and refiexes, usualiy emphasiz-

ing fast play over story or strategy.

Adventure (AD): Games where-

in you control an aiter ego and

move through a storyiine or

sequence of events, where puzzie-

soiving takes precedence over con-

versation and combat.

Ciassics/Puzzies(CP):

Ciassics are old stand-bys and par-

lor games that appeai to many dif-

ferent types of gamer. Examples

inciude: Backgammon, bridge, chess.

Monopoly, parchesi. Risk, and

Solitaire. Puzzie games are com-

puter games which emphasize spa-

tiai reiationships, word games

and/or probiem-soiving without

requiring gamers to foliow a story-

iine. Exampies would be: Shanghai,

Tetris and Zig-Zag.

Role-Playing(RP): RPGs area

subset of adventure games, but

stress character development, often

through improving stats or other

attributes. Conversations with non-

player characters (NPCs) and tacti-

cal combat are generally more

important than in Adventure games.

Finally, the game world tends to be

iarge, and the plot less linear, often

with some quests/treks outside the

main storyline.

Simulations (St); Highly realis-

tic games from a first-person per-

spective: you may drive a realistical-

ly simulated race car, fly a military

aircraft with a meticulous physics

model, or swoop through a

detailed sci-fi environment. Usually

polygon-filled technology is used to

build the simulated world on the fly.

Sports (SP): The sports game

category is a broad genre which

includes action (NBA Live) and

strategy games (Front Page Sports

Football Pro) based on sports.

Strategy (ST); Problem-solving,

short- and long-range planning are

the keys here. These games almost

always emphasize resource and risk

management. This genre includes

conflict-based sci-fi and fantasy

games (X-COM, Outpost, MOO), as

well as “pure" strategy games and

“software toys" such as SimCity.

Wargames (WG): A subset of

strategy games, these recreate his-

Outstanding: The

rare game that gels

it alt right. The

graphics, sound,

and gameplay

come together to

forma

Transcendent

Gaming

Experience. Our

strongest buying

.recommendation.

Very Good: A

high-quality game

that succeeds in

many areas. May

have minor prob-

lems, but is still

worth your time

and money, espe-

cially if you’re inter-

ested in the subject

matter or genre.

Average: A mixed

bag. Can be a

game that reaches

for the stars, but

falls short in signifi-

cant areas. Can

also be a game that

does what it does

well, but lacks flair

or originality.

Weak: A game

with serious prob-

lems, Usually

buggy seriously

lacking in play

value, or just a

poorly-conceived

game design-and

you will want to

think long and hard

before buying it.

Abysmal: The rare

game that gets if all

wrong. This is

reserved for those

products so buggy,

incomplete or val-

ueiess that you

wonder why they

were ever released.

torical conflicts from a command

perspective. They may be tactical,

operational, or strategic, and stress

anything from logistics and firepow-

er to morale and leadership. They

may be simple (Panzer General,

Empire il) to incredibly detailed and

complex (Pacific War).

What Is Your Reviews

Policy?

1) We only review from the final

copy ol the game. Though it has

become popular among PC gaming

magazines to review from late beta

copies, we feel lhat the reader is

best served by having the reviewer

look at the same copy of a game

lhat the readers will find on the

shelves. While we recognize that

this causes some delay in coverage,

we believe the reader is better

served by such caution.

2) We expect our reviewers to fin-

ish the game. We want our readers

to be assured lhat we do not review

based on immediate or early

impressions of a game. Our review-

ers give a game ample opportunity

to show its quality In some cases,

bugs make it impossible to finish a

game, but we identity situations

where lhal has occurred.

3) We make every effort to match

the reviewer to the game. We take

into consideration the preferences,

background and possible biases oi

the reviewer and, where possible,

we find people with actual life

experience or special backgrounds

that match a game. We believe this

policy enhances both the credibili-

ty of the review and the enjoyment

oi gameplay when the real world

and the game world are compe-

tently compared,

4) We do not accept free travel

from software or hardware compa-

nies. We believe such gifts have a

tacit assumption ol coverage

attached to them. We will only

cover such events/launches as we

believe will benefit our readers.
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rebuilding

Hall using the

in my kitchen.

Rome wasn’t built in a day. But iny clients think a

Aspire. To Do More.
building can be. Luckily, my new Acer® Aspire'"

helps me do the impossible. If 1 need to be across

town at a planning meeting, Aspire’s

integrated speakerphone puts me

right in the boardroom. But,

can still be at my desk at home, ^

working on a materials budget at the same time.

In fact. Aspire is loaded with features that help

me get things done. Like the full color, CD-ROM
A few more things

multimedia presentation that wowed the City

/ can do with my Aspire:

Council, and got me into this mess in the first

Do environmental studies.

place. Acer must understand I’m busy, because

Negotiate the best prices.

they simplified setup and prcloaded all the soft-

Keep up with architectural news.

ware. I didn’t have much more than the five

Search for interior designers.

minutes it took to get Aspire up and running.

And cruise around the Internet.

But now I’ve got all the time in the world to

^
:

build my career from the ground up.

AceR Everything You Aspire To.

dii at df IfIII Itntim, «l smi Aiir tsfke Dedlop Bodib mtf Ml (Mliii Intil Pntini
piKi««t. SpodRcatiiu ii6)«l la chogi witkoit Mitt. Sn p«f lotd iiloB« for Mia
MenHliea oiid laldi a* Acir'i Uaitd holatl WonMlf: Pentium’

iilB.
Microsoft*

Window^

For the location of the Acer Aspire dealer nearest you,

call 1-800-S29-ACER. Or visit us on the World Wide Web

at http.-flwwiv.acer.comlaacl



"Crusader: No "The best death
Remorse plays scenes ever seen
great and looks in a game!"
even better. It's — p(^ Entertainment

our game of the
month. Game
play — 5 stars."
— Electronic Entertainment

"ORIGIN has "This is, without

created the most a doubt, one of the

graphically stun- best oction-odven-

ning game world ture titles of the

I've seen." year! — 93%"
— Computer Gaming — PC Gamer

World

You’re only doing this for

the cause offreedom and justice...

OF COURSE, BURNING THE FLESH OFF
THEIR BONES IS A BIG PLUS!
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Available through

ELECTRONIC ARTS® Direct Sales:

1 . 800 . 245.4525
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JOHNNY WILSON
A

Do Nice
Guys Always
Finish Last?
The Health of the Entertainment

Software Industry

A
s one of the

“old guys" in

the computer

game busi-

ness, i'm

often asked

my perspec-

tive on the

health of specific companies, the

heartbeat of the industry, and my pre-

dictions for the future. I figure that’s

not bad for someone who predicted

Myst ms, a pretty little toy that would

do slightly better than break-even, and

though I loved the original SimCity, fell

that the total market for the game had

to be less than 10,000 rabid strategy

gamers like myself.

Of course, they’re probably think-

ing of the number of times I got it

right. Modesty would preclude a

recitation of my “buliseye" list

and honesty would merely

allow that I sit in a privileged

position. Anyone who listens

and observes from my seat

can look smarter than they

are. People tell me facts and

rumors. Then, my conspiracy buff

mind assembles those truths and

half-truths into an amazing web of

industry intrigue. I bounce the wild

stuff off my colleagues and they ask

me questions so that I have to

defend my assertions. This surgical-

ly removes the most improbable

r
S|

material from my deductions and

enables us to distill a potent brew

that is usually surprisingly close to

the truth.

For example, it didn't take too

much evidence to deduce that 1995

was going to be a tough year for

Acclaim Entertainment. The console

game market was already going soft

and the company had just lost its

exclusive relationship with Williams,

the coin-op company who brought

us the original Mortal Kombat and

NBA Jam. Add to that the fact that

this company had made its bones

on side-scrolling, fighting games

and platform games on the console

machines while the market was

turning to the personal

computer platform to fill in

revenue gaps until a next-

generation machine became

dominant. The future

llUmg though many financial

analysts were still looking

at the glory days of MK and saying

Acclaim was unstoppable. It should-

n’t be any surprise that Acclaim

experienced the price drop over

1995 that is described in this

month’s READ.ME section. Indeed,

it surprises us that it didn’t drop

more.

It also didn’t take too much evi-

dence to figure Spectrum HoloByte

a/

understand

software development. They thought

the software industry was the same

as the toy industry, forgetting the

most vital market statistic imagin-

able-computer gamers are adults,

while toys are largely targeted

toward a younger market (Nerf

weapons and a few other excep-

tions to the contrary). This

inevitably resulted in two costly and

fairly predictable results; 1) defect-

ing or decimated design teams

which led to 2) delayed and poorly

received products (need we spell

out Across the Rhine, Falcon 4,

Magic: The Gathering, and Top

Gun?). Their STTNG product has

done well, but not enough to stem

the tide of quarterly losses. No won-

der you’ll see the losses reported in

READ.ME.

Then, there was Atari-the one-

time reigning monarch of the video

game market. Without enough

Jaguar developers, Atari’s hope for

a next-generation machine has not

really captured the market. Without

that market dominance, the compa-

ny finds itself falling back on old

stand-bys. They have brought back

former Tengen (Atari Games) execu-

tive Ted Hoff from Fox Interactive to

^ U They

thought the

software

industry was

the same as

the toy indus-

try, forgetting

the most

vitai market

statistic-

computer

gamers are

adults, yy
was going to have a tough year. The

venture capitalists who had helped

Spectrum remove itself from a

messy entanglement with the late

Robert Maxwell's house of cards

managed to fill the software maker’s

management with a lot of execu-
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The world's great Men-of-War sail

again ... and you're in contntandl

tep aboard Avalon Hill's new W/ooden Ships &
Iron Men and take command of the mightiest

American, British, French and Spanish
warships deployed during the American Revolution

and Napoleonic Eras.

Outmaneuveryour opponent and rake him wifli your long

guns and carronades. Then close die range, grapple your

ship to the enemy's and capture him by boarding action.

Lead Admiral Nelson's fleet into battle at Trafalgar in his

beloved Victory. Take on the Serapis with John Paul Jones'

Bonhomme Richard. Qioose from 17 historical ship-to-ship

and fleet scenarios or Design Your Own! Also included is

"The Campaign Game" which tests your mettle and tactical

acumen in realistic naval engagenients tliat shaped a

glorious new country.

Awash with naval drama and suspense.

Wooden Ships & Iron Men can be played solitaire,

"hot-seated" with a friend on the same compute:^ or play

via E-mail against an opponent oceans away. And when
you take command, just remember . .

.

Don't Give Up the Ship!

Wooden Ships & Iron Men (Order No. 4070959) rims on
IBM PC CD-ROM and compatible systems and can be

sighted at leading computer game stores: Babbages, Best

Buy, CompUSA, Computer City, Egghead, Electronics

Boutique, Fry's, Micro Center, Software Etc., Walden's

Software, and independent retailers worldwide, or call

1-800-999-3222. Ask for depL CGW12.

Experience 3-dimensional action. Check the status of your hull, guns,

sails and crew.

The Avalon Hill Game Company &
DIVISION OF MONARCH AVALON. 1NC.4.SI7 Roiid Hiillimorc. MD 21214 i-H(H)-9yy-3222 • 4!(}-254-';2()(l ASSOCUms
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create Atari Interactive, a division they

hope to build on the back of their

classic coin-op and console games.

We know there is incremental revenue

to be gleaned from these old shovel-

ware packages, but we don’t know if

there is enough to fund a new divi-

sion. (Apparently, this assertion was

correct, since Hoft had

left Atari Interactive

by press time and

price or that

Electronic

Arts, the

market

leader in

the future of

-.p both the

— ^ division and

Atari itself was

in doubt.) It’s really too bad for Atari

that their strategic partner/investor.

Time Warner, hasn't started to shift

some of their assets to the cable tele-

vision business. That's a new market

where Atari could feasibly have an

edge.

The other major

disappointment in

stock price was

Creative Technology,

makers of the SoundBlaster sound

card. This company has experienced

phenomenal growth correlative to the

sound card revolution, and its prod-

uct line has become very much a de

facto standard. Yet, it was almost

inevitable that the sound card market

would flatten due to the company’s

previous success in penetrating the

market, and that it would go through

a period where research and develop-

ment expenditures would outstrip

profit expectations. The company has

weathered such a period, and now

Creative hopes to

duplicate in the 3-D

graphic accelerator

card market what it

accomplished in

the sound card

market. If so, it

could reverse this perfor-

mance in the next year.

On the up side, no one would have

thought it bold to suggest that

Broderbund would continue to ride its

careful and focused product strategy

into a near 30 percent gain in stock

sports games on most platforms and

parent of two of the hottest sub-

sidiaries in game publishing (Origin

and Bullfrog), would continue its

aggressive growth pattern. EA's will-

ingness to shift from platform to plat-

form in order to maximize profit

potential and its willingness to under-

take promising ventures (like its

recent Janes alliance and anticipated

multiplayer web projects) means we’ll

see EA as a player for a long time.

The biggest surprises were proba-

bly Activision and Sierra. Yet, the lat-

ter has benefited from: finally ship-

ping some of its main titles which

were using up development money;

divesting itself of its unprofitable INN

game network; and acquiring

publishers like

Impressions

: and Papyrus to

fill out "holes" in the Sierra product

line. Activision has largely turned

around because of one big hit.

Mechwarrior 2. Just shipping this

megabit transformed investors into

believers who could suddenly see

Spycraft. Zork Nemesis and Muppet

Treasure Island landing Activision

into a welcome sea of black ink filled

with dollar ’’sine" waves.

Add to this picture the new empha-

sis on quality at Mindscape/SSI (now

part of foreign-owned Pearson Pic)

and the hypergrowth at interplay

Productions (with its MCA backing).

Suddenly, the future looks pretty

bright for the-computer game busi-

ness. Note that the Hollywood com-

panies haven’t come to dominate the

market (or even be very forceful play-

ers) and that 1995 was pretty good,

indeed, to most of the companies in

our business that have been here tor

10 years or more. Sometimes, the

good guys do win. Personally, I’d like

to see revenue outperform stock

price in 1996.S
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utionary game design, it may indeed knock fighting fans into another
universe of apocalyptic action.” — Strategy PlusBy far, the largest, mo^

detailed foes ever seen in a

fighting game, Up to 3/4 of

the screen’s height. -

Innovative screen panning^

zooming, real-time scaling,

shadows, and special FXX^
,

interactive, animated; andt
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and a nasty surprise. \4
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2050: The city lies

before you ripe for fhe

taking. Your forces are

ready to rip through

it -killing, intimidating,

bribing or extorting anyone

who gets in their way.

Victory Is assured . .

.

until this guy shows up.

nire and deploy 70 different gangs
as you conquer the future

Multiplayer compatibility for up to 6
players over network and/or modem

50 new technologies to

research from Kevlar Armor
to Plasma Launchers

A strategic challenge for

gamers of all skill levels

Multiple difficulty settings W
and scenarios ^
Excellent ‘High Color’ graphics

Available for Windows 95
and Macintosh



LETTERS
A

LETTER OF THE MONTH
HEROIC OBSERVATIONS

AS a subscriber for

years (and years),

please keep up the

good work. Your

refusal to sugar coat game reviews

continues to make the statement

that you are an editorial publication

and not merely an outlet for adver-

tisers,

I wanted to make two unrelated

comments. The first is a caveat to

prospective purchasers of Creative

Labs AWE 32. It is not "backwards"

compatible to earlier Sound Blaster

games/cards. I have been

e)ctreme!y disappointed at

how many of my recent pur-

chases lock up or produce

no sound on my new com-

puter. When ! called

Creative Labs tor help,

they told me my system

was too fast! I loaned

the same games to a

friend who, at my sug-

gestion, purchased the

SB Pro with his

Pentium 133 instead of the SB

AWE32 card and the games work

fine. Creative Labs is earning a rep-

utation for letting its users work out

their own problems.

The second is on Jason

Kapalka’s review of Heroes of Might

& Magic, (This game loaded and

ran immediately. Thank you, New

World, for writing the AWE 32 into

your compatibility list,} The graph-

ics are outstanding and the anima-

tion clever and subtle—facial

expressions change appropriately

during combat.) Jason is right on

with his evaluation that the game

has reduced replayability and slight

shortness in the manual's informa-

tion. A nurnber of important game

aspects must be discovered by the

player, His five-star rating was a bit

high, but that’s what makes the

world a different place.

With about 150 hours of playtime

on Heroes, I would like to expand

on a few aspecls, The slow Trolls he

mentioned are actually missile units

and would never lose to archers

one on one. Dwarves or Ogres

would have been a belter example

than Trolls. Also, castles don't

always start with two troop types;

sometimes more, sometimes less.

Leaders can sometimes be ran-

somed in battle, so there is a possi-

bility for “quarter."

Gamewise, there are a tew small

glilches-such as gamemaps with

inaccessible

resources and

one especially frustrating area that

permits your group to sneak past

the ghosts on the way into a cul-de-

sac, but not on the way out. Until

one learns to closely scrutinize

areas, resources can be obscured

by map features. In combat, the

icon showing which spell your

troop has been hit with can be cov-

ered by a nearby companion.

However, my biggest complaint with

the game is the computer cheats

which have rendered most scenar-

ios unwinnable (read unplayable),

As a calibrator, I completed two

Panzer General campaigns with all

Major victories except for a Minor

victory in the American invasion.

So, there’s my perspective when I

say that Heroes' AI is good.

However, no amount of human lacli-

cal skill can overcome the suspi-

ciously rapid development of the

computer and its ability to crank

out high-level troops from new cas-

tles. Jason is probably right on with

his suggestion that the computer

starts with more resources than its

opponent-thus giving it the ability

to grow quickly. Further, the com-

puter never attempts to pick up an

artifact protected by assassins and

has an uncanny ability to proceed

directly to your strongholds. Other

questionable activity has occurred.

Consequently, except for the tutorial

scenario, only scenarios classified

LARGE offer any reasonable

chance of winning.

The campaign feature

is an excellenl plus.

• Unfortunately, I am making

my last attempt to complete

a full campaign this week-

end. The last campaign sce-

nario, thus tar, has been

impossible due to the comput-

er’s ability to develop so quick-

ly.

New World has an excellent

value game which could be

improved with a "Daddy, can I

play too?’’ selection, a random

map generator, and (as could any

game) improved Al-especially

from the strategic standpoint.

R, Jesser

Marietta, GA

Hmm, 150+ hours and it's not a

five-star game? Wow! Makes one

wonder how many hours you would

spend on a “real" five-star game!

Still, we have some good news for

you. New World is so pleased at

how Hems of Might & Magic has

been received that they are working

on an expanded version. In addition

to the random map generator, an

upcoming sequel will feature a con-

struction kit for making your own

maps and campaigns.

BILLIONTHS AND BILLIONTHS

OF SECONDS

I’d like to make an ermliini to iIk-

artieie“Mollier.\\'1n)ia l^oarcl!"

(December. 1995). On p. 393. col. 3.

Is( paragrapli, lie mentioned "3

nanosecond..." and spelled out

“eight millionths of a second,.-" Il

.should read “hillionfhs of a second"

l)ccanse nano is a prefix for lO'L or a

billionth times a specified time.

'niiis, in a nanosecond eirenilr\;a

eirenit processes pulses or \\a\ e-

forins w ith rise and fall measured in

billionths of a second or less.

CiC’iK .\/- tnisiisid

I krwcird CA

PROTECTION RACKET

( )ne of the aspects of CX A\ ' tlnit

I like the most i,s its honest ratings of

games. (Some of the otlicr maga-

zines .seem not to want toolfend

ainone and talk about eaeli new

game like il is the “greatest,”) I do

have, however, a problem with your

gamere\ie\\s wben yon

.sa\’ 'Protection:

None (CD

must be in

drive)". T() me,

this is a eontra-

(lietioii in

teniis. If the pro-

gram cheeks lor a

specific CD in the dri\e. then it uses

a Key Disk [witcclion.Tliis is the

same

j)rotcction as many I930.s games

used and that consumers found .so

anno\ing.

Kenneth licdlard

Moraga, Cci.

As H't'Ve uoled before, someliines

this Is key disk proteclion and some-

limes, il is not. Soinelimes, as in the

case of K'vir ;/ Ji'2.- 7 'i ir:

Bmast Wfj'/ ii\'. Ihe Cl ) mi/sl be in

the drhv because the movie segments



C?0 you HAVE WHAT IT TAKES

TO BE A SUPBRHBROn
I

f you think you've experienced everything that first-person games have to offer, you haven't tried CyberMage:

Darklighf Awakening. It's like stepping off the pages of a cyberpunk comic into a fantastic, 3-D world.

CyberMage combines unparalleled visual realism in both VGA and SVGA with more weapons, more super-

powers, and more places to explore than any other first-person game.

In the thrilling CyberMage story, you're a novice superhero, the possessor of an alien Darklight Gem implant,

trying to master your newfound powers and discover the secrets of your origin while on the run from your

nemesis, the evil Darklight adept NeCrom.

You'll have to know friends from foes as you fight your way through labs, cities, battlefields, caves and mystical

temples. Each new scene is like a whole new world.

26 distinctive creoture and character types to

encounter

Drive tanks, pilot air cars, swim dangerous waters,

blast off on jump belts or venture on foot

jfc. Toke port in epic battles, or slip subtly behind

enemy lines

M Discover over 1 00 unique items, weapons and

orlifacls

3k Compelling story line keeps pace with the oction

M Includes the first issue of the CyberMage comic

book from the Eden Matrix Press'"

Circle Reader Service #141 Available through Electronic Arts' 1.800.245.4525

Get origin's Official Guide to CyberMage

for all the answers and more.
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are pla\-ed offthe CD. .M other times,

the CD must be in the clrhv because

the program looks for the CD us veri-

fication. \\ i' understand that the lat-

ter is a serious inconvenience when

you've gone to all the trouble o[ copy-

ing an entire CD to your hard drive.

Yet, n'e think ii'c are pmviding the

information you need to avoid.such

egregious copy protection when ive

tellyou whether it needs the CD to

work or not. As irt’Vc' stated before,

it’s not a good use ofour time to stuefy

the directoiy stmeture and use all of

the multiple installation procedures

in a program to determine whether

this is copyprotection or mereh’ a

utilitarian conser\ation ofhard disk

space. We mereh’ obseive whether it

requires the CD in the drhv or it

doesn’t.

MULTIPLAYER/

MULTICOPIES

If \'oii raiew a i^ainc tliat has

nniltipia\cr capabilily, would you

please let us know if a separate copy

of the game must be bought for

each plaver to play? COMMAND AND

CONQUKIL \VAItCiC\l''!;ail(l

WARClwrZwas not a pmhiem, as

they allow ed you to play multiplayer

w ith oniv one person huying the

game. My roommate and I ha\e our

computers hooked U)) mill modem,

and really like playing multiplayer

game.s, but do not like huying two

copies of the same game!

Also, I was thinking of huying a

sports game, and caiinol decide on

whether to get )oi IN MadDI-n

KoO'iE\lJ,96, or Nl II ,96. 1 like

football and ice hncke\’et|ually well.

I just want the belter sim.

Blake liingholz

Pensacola, h'L 525/9

Wf; sure would and already do. If

mu look in the Basic Infnnnalion

provided with each re\'iew. you'llsce a

topic called. "Protection.'' // the prod-

uct recjuires you

to hiwe multiple copies,

as opposed to using the '

"spawning" /t'c/ino/ogy of

W/W-'R-M ’/
. it will SO}' (as does the

infonnation provided with our

ClvT^lCi' rewiew) "one CD required

perplcwer". As forwhich sports game

to hu}\ most ofus would opt for hit IL

‘96. It is clearh' the winner in the

hockew calegoiy, while some football

fans would argue that FRO\r R\c;fC

Spoius l()<}ln-\ll: Pro is still the

game oj choice.

YOU REALLY LOVE US!

[ just wanted to take the time and

tell \'ou w hat an excellent gaming

maga/ineyouluwe!
!
just recently

started a .siih.scription and wanted to

let you know 1 am thoroughly

pleased. In ihe past 1 have read other

eomimtcr gaming magazines and

none of them come close to the pro-

fessionalism and the ouLstanding

information your magazine hokk

Keep up ihe good work and thank

you for gi\ ing me more than my

money’s worth.

lames Cassih'

Wilmington DF..

NO VGA VAPORWARE

1 have just finished reading tlie

article ''nie lure Between '(he

Stars” in your Jan. '% issue. I have to

admit 1 found ihe article, overall,

pretty good with a notable excep-

tion. 'Hiere were sev eral references

to VC,\ I’lanels 9.0 and "hinting”

that it is va])orxv are and was expect-

ed to he out in 1995. If the author

had taken the time to cheek in on

TiinWsseman’s 1315S. the

alt.games.vga-jjlanets

Usenet group and/or the

AOL fomm area, he would

have rcalb.ed VGAP in

1995 was dedicated to Ihe

dev elopment ofWIN-

P1 AN' (planets 3.5). A new

windows-driven interface,

this is a prelude to 9.0. It

was also a vear that saw the

dev elopment and release

oftlieNlx\V3.2 1 lOS'l'program for

planets that grcatlv expanded the

platform ofVCAP.

'llie expan-sion has allowed

“hooks" in the host program that

allow outside programmers to create

expansion modules that r\in within

the host, so that people can create

new and exciting features to this

beloved game (it has been iir your

lop 50 forever). With tlie relea-se of

ihcncwllOSTandWlNPlAN'

came the release ofsome add-on

software bv Dan Dave (1 am

Dave). We added fiv e new modules

loVCAP that have proven veiy pop-

ular and have e.xtcnded the playabili-

ty and life ofVCAP a great

cleal.Working with Tim, 1 also creat-

ed a complete user manual. A huge

129-page manual for Ihe game. ,\nd

a ([iiarlerlv newsletter dedicated to

iheN'CAP Plavcrs./\11 of which have

been w ell reciev ed and have

enhanced the game itself and the

amount of enjoyment that can be

gained from it.

yVi a eontribntortoVGA I’lANKls

9,0. 1 can tell you it is well into devel-

opment now thatWINPI AN was

put to bed. I have already de.signed

over 15 NKW races to be lused in the

new 9.(1 system. 9.(1 is not va|)or-

vvaie. CnKle is being written and I

have written requirement docu-

ments for it myself.

/Df/ie Killingswoilh

Durham. GA
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Frankh’. wc luwe alwms been sup-

porters ofVCA Pi .\\i:is. hlot onh’

did we commit two stratc<^' articles to

it in addition to the rev/tni; but those

“out ofprint" articles are now back in

print on our web page and on our

electronic edition onAl'WFs

Interchange edition of Computer

Coining World. Unfoiiunately, not

oiik did we not recewe a copy of

WiN'Pt.AN piior to the article, we still

liawn't recehed one. // we had

receded a copy ofWl\'PlA\, we

would haw reviewed it. It is some-

thing our readers would hewe wanted

to know about. We print your letter to

provide infonnation and regret Ihe

concision.

liiMiiiniM
Thanks to Pascal Ode,

Meylan, France, for last

month’s tip on Steel Panthers

(Allen Emrich, page 208). If

you’d like to swap SP tips

with Ode, you can contact him

by e-mail at 100257,1375®

compuserve.com or visit his

Web site at http://ourworld.

compuserve.com/homepages

/POde.

We welcome your gameplay

tips, and will credit you with

them in the CG Tips section of

each column. Please mark

your tips "CG Tips” and direct

th'em to one of the addresses

below.

You can reach Computer

Gaming World hy U.S. Mailat;

Computer C '•aming World

I ^ttets to the Pditor

135 Main St., Hlh floor

San lianeisco,GA 99105

'lb reach us by email, plcxise

send to:

76703.622?' com])uservc.com or

CG\V(«aol,eom,



A Mysterious Murder.

A Doomed Planet.

An Angry Alien.

Available for PC and Macintosh® on CD-ROM

Welcome

A . powerful plaspia

' storm has rocked

Space. Station

De^ Space Nine'".

As a Tirrion

envoy for the

Federation, you

join forces with

Sisko. Quark and

the Deep Space

1 .Nine crew in a

fierce struggle to

• save th£ Deep

yBT Space Nine Space

\ Station. -From a

1 startling first-person

^ ' perspective, you eng^e

^
in 3-D battles with

ff'V deadly drones, and solve a

. Deep Space Nine Space

Station murder to prevent an

alien race from destroying a

Federation-Allied planet.

the prophets walk with you.

VIACOM
neiUmfDIR™

To order, visit your nearest retailer or call I-800-469-ES39.
Visit our web site: http;//www.viacomnEwmedia.corTt

Call 800-77I-377S for information on game rating.

STAR TREK' DEEP SPACE NINE HarbingEr TM & S' 1995 Paramount Pictures. All Rights Reserved. STAR TREK and Related Marks are Trademarks of Paramount Pictures.

Game Design and Software Code C 1995 Viacom International Inc All Rights Reserved
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Whafs yours?
IN COLLABORATION WITH

WILLIAM COLBY OLEG KALUGIN

CIA KGB
FORMER DIRECTOR FORMER MAJOR GENERAL

As a CIA agent you defy life and death every day. Facing

extreme situatiens like these William Colhy (former CiA

Director) and Oieg Kaiugin (former KGB Majer General)

Unsurpassed film production enriches

hours of realistic spycraft in a chilling experienced in tlieir high-profile careers, it's hard to
world of intrigue.

imagine what the pressure could do to you . . . But now

you don't have to. The moment death stares you in the face,

you'll know exactly what kind of agent you really are.

Gather intelligence online by linking to

reat websites and accessing up-to-the- CIA. . .Russian mafia. ..or both,
minute information.

Track the trajectory of an assassin's

bullet, surveil double agents and intercept

radio transmissions.

Introducing Spycraft: The Great Game, the first authentic spy

thriller on CD-ROM. Featuring actual secrets from the real

world of espionage, a true online gaming link and shocking

global predicamonts from todays front-page headlines.

THE SPY HUNT IS NOW ON DOS AND WINDOWS‘S 95 CD-ROM.

mm
-THE. ore: ATT C3 A IV1 E

BEGIN YOUR SPY HUNT AT HnP://WWW.ACTIVISION.COM.

AcImsiM b I rftsteiHMintk Hd Spycnt Ths Srul Gni b

MMiuiti el AcInttM. he0 19H Aclimba. Inc. A1ri^ mnvti
(Mm b a tadeoMl •( MiatsWI CvparAm AdiVisioN.
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^c-ere's a quick look at the hottest

riproducts on store shelves, as

COMMODORE 64
15 PACK
Take a trip back to the beginning of

the computer game heyday with

Activision's Commodore 64 15 Pack, If you

have goose-bump memories of the words

“LOGON PLEASE:" on a Hacker's blue

screen, or if you fondly recall achieving that

car-dodg-

ing zen

state in

Great

America

Cross

Country

Road Race,

well as the ones which may not

survive through the winter chili.

this 15 game-ography for Windows 95 should

be right up your alley. The 15 Pack also

includes Alcazar, Top Fuel Eliminator,

Decathlon and Zone Ranger. Activision’s C-64

emulator is spot on, making the walk down

memory lane surprisingly enjoyable. Unlike

the Atari Action Packs, some of these games

(like Hacker) age well. -G. Jones

Activision (800) 477-3650; Win 95 CD

Reader Service 301

TOTAL
DISTORTiOH
Total Distortion's challenging

gameplay requires "total immersion" to stay

afloat. One part 1st-person adventure game

Explore, Expand,
Exploit & Exterminate
Consumer Electronics Show Offerings Emphasize

"4X" Gaming

Deadlock

looks like a

solid multi'

player

gamefest,

with ele-

ments of

SimCity,

Utopia, and

Metal Lords.

G amers who

revel in the

traditional

four "eX’’es of

gaming should love the upcom-

ing crop of strategy games cov-

ering the gamut from the

ancients to space conquest. No

fewer than five companies

stepped up to the plate in the

classic 4X category at this

year’s Consumer Electronics

Show.

Sierra, using the design

team from Caesar II. is develop-

ing The Rise and Rule of

Ancient Empires. In addition to

great graphics, it will have a

robust diplomatic elements, cul-

tural distinctives for each civi-

lization, and a fast play rate-

games are expected to average

around two hours. The Rise and

Rule of Ancient Empires is

expected to challenge Sio

Meier's Civilization II from

MicroProse{dueout later this

year and featuring new tech-

nologies, city improvements.

Wonders of the World, and mili-

tary units) and Avalon Hill’s

just-released Advanced

Civilization for control of the

"ancients” segment to 4X gam-

ing. (For the review on Advanced

Civilization, see issue #139, pg.

210),

Interplay's

contender in this

category doesn't

go back so far in

time. Conquests of

THE New World

(CNW)will allow

gamers to explore

random worlds:

build 3-D

colonies; exploit

local economies;

and exterminate

rival empires in

solitaire or multi-player mode.

Mob Rule New World's Chaos Overlords lets gamers

become the godfathers and good guys of a dark future.

If you fake exploitation too

far, colonies may revolt against

you and become new oppo-

nents. See our preview in issue

#135, pg. 96,

New World Computing

takes a different approach to the

4X concept with a game about

gang warfare in a dark near

future. Chaos Overlords is a

multi-player game that allows

you to build up a gang, bribe

cops, run contraband and wipe

out your enemies with impunity.

(For more information, see last

mi][Ws Hands On, pg. 45.)



READ.ME

In the space-conquest

arena, Blizzard’s Pax

Imperia II will allow up to

16 players to compete via

IPX or over the Internet

using KALI. Pax Imperia II

is a real-time space com-

bat game that lets you

delegate orders to artifi-

cial admirals when you

can’t oversee everything.

It is expected to compete

with MicroProse’s

Master of Orion II (pre-

viewed In issue ^1 38, pg.

298).

Accolade’s

Deadlock posits a planet

where multiple races

(read players) are

engaged inaveryhlgh-

stakes game. Having pre-

viously annihilated a hab-

itable planet in their zeal

to develop it, the races

agree to accord the cur-

rent planet to the culture

which develops it most

efficiently. With military

exploits, economic

manipulation, double-

dealing and fast-moving

tactical decisions, gamers

will strive to make sure

that their race wins the

right to colonize the entire

planel-Johnny L.

Wilson

T
hese are the 10 most downloaded

game-related files from the

HappyPuppy Web site (HappyPuppy

.com). This includes demo versions of

games and shareware. Results reflect

the first three weeks in January, 1996

and are PC versions only.

1. BeavisS Arcade/Action

Butthead’s Hock-a-

Loogie (Win 95)

2: De3cenl‘2''"‘‘’' '

Free-RfifiLSlfeoter

,

Viacom

''Interpl^-i

3. Mortal Kombat 3 Side-Viev,' iST Interactive

Martial Arts

4. Dop Sfiariware CyberpSTof ''Virgin^

5. Thor’s Hammer 3-D Graphical MVP

Adventure

6. Need for Speed Arcade Racing EA

7. Hexen 3-0 Corridor Shooter id Software

Apache
'

' Ba|e'Hellcdp^TSiidla®n l•MaglG
':

9. Ice and Fire Win 95 Action/Adventure Zombie

10. indy Car Racing 2 Auto Pamfus
1

Raping Simulalion ;

'-.m
IM^YINe LATELY?

This month, Warcraft II lakes over as

most-played game, while the origi-

nal X-COM returns for its 17(h month on

the chart. Be sure to send in your feed-

back card, so we know what games yor;

are losing the most sleep over.

Last

Month

I. Warcraft II (Blizzard) 1

2. Steel Panthers (SSI) 1

3. Mechwarrior 2 (Activision) 4

4. Command & Conquer

(Westwood) 2

5. Crusader: No Remorse
(Origin) 3

6. Heroes of Might and Magic

(New World Computing) 6

7. Stonekeep (Interplay) 5

8. Panzer General (SSI) 8

9. Anvil of Dawn (New World) —

10. X-Com: UFO Defense

(MicroProse) —

READERS'

Months

On Chart

1

3

2

14

1

17

and two parts

marketing-strate-

gy sim, Distortion

will evoke memo-

ries of the days

when tastes were

simple and '"big-

hair" metal ruled MTV. As an aspiring video produc-

er, you spend your inheiritance on a device that

enables travel through the dimensions of pop culture.

This risky investment leaves you stranded and nearly

broke in the "Distortion Dimension." where you must

glean interesting footage to incorporate into mar-

ketable videos. To survive, you’ll need to cultivate dil-

ligent market research, employ deft shmoozing skills,

and thoroughly manage all your resources. -K.

Hunter

Pop Rocket, (415) 731-9112; IBM CD-ROM

Reader Service If 302

EIGER LABSr
HEADON DSVD
Tired of playing computer opponents?

Want to simultaneously thrash and taunt your human

opponent without twisting your neck to hold the

phone? Eiger Labs has just the ticket, a dual speech

and data modem designed for gamers called the

HeadOn DSVD. Eiger says the HeadOn is compatible

with several dozen game titles, including Doom II,

Heretic, Descent, and One Must Fall, to name a few.

In DSVD

mode, the

modem

runs at

14.4 Kbps,

splitting

bandwidth

approxi-

mately in hall for voice and data. The HeadOn ships

with a hands-free headset, leaving you free to hurl

insults while wreaking havoc. We’re going to dig into

this one, and will let you know next issue what we

find. -D. Salvatore

Eiger Labs. Inc. (408) 774-

3456: IBM PC

Reader Service § 303

EASTERN MIND:
THE LOST SOULS
OF TONG NOU
Eastern Mind is an unsettling and convoluted

descent into the mind of artist Osamu Sato. Sato cre-

ated the island of Tong Nou by combining dark

recesses of his own personality with tenets of east-

ern philosophy, rendering it all as the contents of his

disembodied head. You must retrieve your soul from

Tong Nou by dying nine times and being reincarnat-

MARCH 1996



Want in your face, Mach-speed, pulse-pounding realism,

that'll leave you shaking in your space boots? Then brace

yourself, as Diamond takes gaming to the edge with a new 3D

multimedia accelerator designed for Windows' 95. The Diamond

EDGE' 3D makes

game play fully

immersive and

totally interactive.

With real-time,

jaw-dropping 3D

and 2D photo-

realistic graphics,

a thundering

wavetable audio engine, vicious full-motion digital video, and

an advanced digital game port, that will leave you running for

cover. Plus, two Sega Saturn controller ports for multiplayer

24-Hour Fax-On-Demand: 1-800-

action. The Diamond

EDGE 3D comes bundled

with killer games and

software including Virtua I
'

j fiU'jflJt'inT i

’
i ar i i iii

'

i H'i riTiWuaM L
-
jii

Fighter Remix, Interplay's Descent”: Destination Saturn, and

NASCAR- Racing.The Diamond EDGE 3D gives you perspective

corrected texture-mapped 3D images with the highest frame

rates around. Plus a multitude of special effects for a gaming

experience so real you'll smell the detonation. With true

Plug-and-Play, a 5-year warranty, 24-hour fax-on-demand,

and online support services, you'll have a few less things

to fear. So, if you're ready for the ultimate

challenge contact Diamond at

http://www.diamondmm.com

today. We'll take you as far as

you're willing to go.

-380-0030 1-800-4-MULTIMEDIA

• Designed for Windows' 95

• Real-time 3D graphics with quadratic curved surfaces

• Rendering performance up to 12 million texels/second

• Fast 2D graphics and Windows acceleration

• Digital gameport and 2 Sega Saturn compatible game pad ports

• Full-motion digital video, with software MPEG-1

• Flardware wavetable audio, 32 voices

• Up to 2MB DRAM, up to 4MB VRAM

• Resolutions up to 1600 X 1200

• Supports up to 1 billion colors

• Vertical refresh rates up to 120Hz

• PCI-faus

c-1935 Diamond Mullitnedia Systems, Inc., 2880 Junction Avenue, San Jose, CA 95134-1322. Sega is a registered trademark and Virtua Fighter Remix is a trademark of Sega. J1995. NASCAR Racing is officially licensed by NASCAR,.

EDGE is a registered trademark of Edge Interactive Media, Inc. and is used under license. All trademarks and registered trademarks are the property of their respective holders. Diamond reserves the right to change specifications without notice
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Taking Stock Of 1995
iSnilf The Winners And Losers Of Interactive Entertainment

ith the rapid growth

in interactive enter-

tainment. many

investors might think

that “there's gold in

them games." The

truth is, computer game companies are

just as likely to post big losses as big earn-

ings, as we discovered from their 1995

financial reports.

It is true that oomputer software is one

of the fastest growing segments ot the

stock market, and it continues to outper-

form the market overall. In 1994, the

Standard & Poors' 500 index declined 1.5

percent, while the Computer Software &

Services Index rose 17.9 percent. Similarly,

through October of 1995, the software mar-

ket saw a 48 percent increase compared to

the S&P index which gained only 27 per-

cent. According to PC Data of Reslon, VA,

computer games account for nearly 22 per-

cent of the total revenue in this market.

With the help of Davis Skaggs

Investment Management (San Francisco,

CA), we found that nearly all of the major

game producers/distributors were either big

winners or big losers last year, with the

exception of Sanctuary Woods which

reported almost '‘normal’’ returns (see

Johnny Wilson’s Editorial, page 20, for

related information).

Although it’s still operating in the red,

Activision logged the biggest turn-around

with a 120 percent stock price increase

over last year, most of which is attributable

to MechWarrior 2’s success. Microsoft and

Broderbund were the big earnings per

share winners, thanks to the diversity of

their product lines, brand recognition and

"evergreen" product upgrades, which,

according to Broderbund’s marketing pro-

motions manager, Eric Winkler, “offsets the

hit-driven entertainment market."

So. if diversity is the answer, what's the

secret of Sierra’s success? Well, according

to the Standard & Poors’ stock reports,

“strategic acquisitions will continue to bol-

ster the company’s product line and pro-

gramming capabililies."-iy////lnr/e/son

ed into various aspects of Sato's conscious-

ness. When navigating through Tong Nou's

striking, surreal landscape with a standard

point-and-click interface, you encounter dozens

of quirky characters and paradoxical situations.

Unfortunately, the process of death and rebirth

perpetually sidetracks you from completing

tasks and finding clues, making gamepiay frus-

trating. -K. Hunter

Sony Imagesoll, (310)^2393; fBtVimac CD-

ROIV!

Reader Service H 304

GRAND PRIX
MANAGER
Interested in the business of

Formula I racing? Ed Grabowski (designer of

Air Bucks) lets you hire a crew, seek out

sponsorships, design a car from the ground

up, sign service contracts with parts, fuel,

and tire providers, and manage the strategy

of competing on a Formula 1 race circuit. The

game offers incredible detail for control

junkies, but race fans may find themselves a

little frustrated by being limited to a blimp’s-

eye view of extremely small cars while watch-

ing/managing each race. The overhead

course views are like the diagrams you’d

expect to see in Autocourse, the annual for

Grand Prix racing. In short, Grand Prix

Manager is flawed, but interesting. —J.

Wilson

Spectrum HoloByte (510) 522-1164; IBM CD-

ROM
Reader Service #305

MECHWARRIOR
2: PENTIUM
EDITION
The first thing I did with the Win 95 version of

Company Symbol $ per share

12/30/94

S per shar

12129/95

% Change

in 1995

• Earnings per

share ‘95

Cashflow per Earnings per

share '95 ' share ’94

Cashflow per

share ‘94
.

^laim ErSert^ment AKLM 14,38 12.38 •13.90% 0.86 0.20 1,00 0.93

ATVI 5.00 11.00 120.00% M •0,06 -0.9'7 . ' • -0.32 •,

Ala/iCorp. AlC m m -63.90% nia n/a D.16 039 J
BROD 46.75 60.75 29.90% 1.72 1.33

•

0.55 . 0.42

Creative 'fechnoloqv CREAf 14.25 a63 •3950% 030 a37 i.n 1.03 ;i

ERTS 19.25 26.13 35.70% 1,07 0.88 0.86 0,74

Gamete GAME 2.38 1.88 •21.10% •2.05 •1.78 0.15 0,03

WSFT 61.13 87.75 43,60% 2,32 2.07 . 1.88 • 1.87

ISaiwuaryVAods : : SWMCf 2.75 2.88 4,50% n/a n/a d.53 2-057

SIER' 17.13 .

.

28.75 .
67,90% SM' :

: fei '

.

,• -059' ••
•• 0,29

Spectrum HtrioSyle VS8TY 1350- 650 •51.90% •asi •0,64 •5.54

All figures obtainect from America Online 1995 Ibar-end results no! available • 2 Ciculated (rom Operating Costs divided by Average Weighted Shares Outstanding

J
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New Golf Games
Will Club It Out With Links

T
hree new golf

games are

going after a

chunk of the

green long

dominated by

Access’ Links line of compuler golf

titles. Grolier’s new Greg Norman’s

Ultimate Challenge Golf should be

among the most graphically impres-

sive. It incorporates photo-realis-

tic course terrain using Intel's

SDR technology, as well as radar

photography for realistic-looking

courses. Ultimate Challenge

Golf uses the now-standard

power meter to simulate the on-

screen golfer's swing.

Newcomer Headgate, how-

ever, takes a different approach.

Demonstrated at the recent

Consumer Electronics Show in

Las Vegas, the new The Golf

Club (working title) uses physics-

based algorithms to calculate ball

bounce, spin and roil. You control a 3-

D golfer who twists, swings, hooks

and slices according to your mouse

movement. As the 3-D golfer moves.

you can adjust the smoothness and

speed of the swing, as well as the

address of the ball, with the smooth-

ness and speed of your mouse.

Clicking the mouse determines the

timing for actual contact with the bail.

Designed and programmed by Vance

Cook, designer of Access’ World

Class Leader Board (Links’ ancestor),

and one of the project leaders on the

Links products. The Golf Club has an

entirely different feel than previous

golf games.

Interplay Productions takesa

third approach with its VR Golf '96.

This simulation, appearing first on the

Sony PlayStation, then migrating to

the PC, will use motion-capture tech-

nology to let you control the swings

and movement of the on-screen

golfers. VR Golf ‘96 will use the tradi-

tional swing-meter metaphor, along

with 3-D technology from their VR

Sports series that allows you to see

multiple views of your shots simulta-

neously via a split-screen. This

requires true 3-D scenery through-

out. so the team abandoned pho-

tographic matte techniques and

customary two-and-a-half dimen-

sional art tricks in favor of a full

360-degree virtual environment.

Different tastes will dictate

whether gamers will opt for the

faster playing speed expected

from the VR Golf ‘96 approach or

the more satisfying interface

metaphor for The Golf Club. One

factor which seems certain is that

the appearance of these new cutting-

edge golf simulations should provide

new incentive for Access to finish

their next-generation Links product.-

J. Wilson

^Something
Wicked This

Way Comes

T
here’s a new system in

town from Zephyr

Computer that may be

in your future. It’s a Pentium

166 MHz rig completely

tricked out for gaming. It ships

with a Sound Blaster 16

sound card, Sony speakers

(yes, and a sub-woofer too), a

Logitech Wimgman Extreme joy-

stick, and your choice of 17-

inch monitors. We only had

time to give it a quick look, but

its CPU performance is about

11 percent faster than a

Gateway 2000 P5-133 in

WinBench CPUMark tests. In

the April issue we’ll put it

through its paces and tell you

what we find. -Dave Salvatore

Zephyr: 800-448-8806

Headgate’s The Golf Club uses a full 3-D

model of the golfer, and his swing is

controlied by your mouse, offering a

new feel to computer golf games.

MechWarrior 2 was to set up a Trial of Grievance.

Then 1 noticed 1024x768 mode wasn’t available. My

Pentium lives, breathes, and dreams 1024x768, so I

was left with an ugly little box in the middle of my

screen. Then there was the frequent popping-up of

annoying dialog boxes, explaining how to adjust

options and giving me useless bits of clan lore.

After running this gauntlet of annoyance, I entered

battle. There I was, running full speed, torso twisted,

about to bite into a tasty piece of Summoner back

armor, when everything froze. I waited. I pounded the

controls. Nothing. I attempted to task switch. That

was when I realized that not only had the universe

frozen, but Win 95 had decided to join it.

And to think, I almost gave away my DOS version. -

Greg Fortune

Activision (800) 477-3650; Win 95 CD

Reader Service 4 306

HYPER 3-D
PINBALL
This new pinball title is a flash from the past so real-

istic, you’ll be tempted to push the keyboard and

nudge your monitor. Virgin does an excellent job of

capluring the excitement and intensity of the pinbail

arcade games of yore. There are six tables in all,

each wilh its own character, music and surprises.

Hyper 3-D Pinball mastery requires deft hand-eye

coordination. You control Ihe game with the right and

left shift buttons on the keyboard, which mimic the

feel of the old pinball machine flippers. Keyboard

controls even allow you to virtually nudge the table

left, right and bump it forward to keep your ball in

play-but be careful, it still tiltsi -J. Anderson

Virgin Inleraclive. 800-874-4607: PC CD-ROM

Reader service #307



Parallax
Software

30 new mind-twisling levels • 10 new destructive

weapons systems including the fully automatic

Gauss Cannon. • Pure SBO-degree 3D madness!

New “guidebol'' ally leads you through levels.

• Toggle beam floodlights that turn on

and off. • Afterburner that doubles your speed.



30 new robot enemies with advanced artificial

intelligence. They learn your moves, react and

kill. • Modem and 8-playcr network play with

player controlled surveillance cameras.

Download the 3 -I eve I demo at
http://www.interptay.com

Circle Reader Service /i66



ON

THE

SHELF<
TERROR
T.R.A.X.;
TRACK OF THE
YAHPIRE
You would expect something belter from a part

ov/ner of TSR and the heir to one of the greatest

science fiction characters of all time (Buck

Rogers). This digital equivalent of a “Choose

Your Own Adventure'' book has a maximum of

two choices every few minutes. You don’t

maneuver your on-screen character; you don’t

decide what to search; and you don’t decide

what dialogue to use. You simply sit back to

watch bad acting and poor cinematography until

you get to an intervention point where you can

do “A” or “B,’’ The set-up is pretty clever. The

player commands a top-secret rescue squad

dealing with the supernatural, but the execution

is so poor that it makes TekWar look like a mas-

terpiece. -J. Wilson

3 Prong Plug. (800)285-4534; IBM CD-ROM

Reader Service 4 308

TIE FIGHTER
COLLECTOR’^S
CD
Darth Vader has just left the building. This excel-

lent LucasArts collection bundles the original 5-

star Tie Fighter space simulation, the Defender

OF THE Empire campaign add on disk, and an

entirely new campaign addition; Enemies of the

Empire.

Tie Fighter was an excellent space combat

game, and the Defender campaign strongly sup-

plemented the title. The CD updates it all vyith

SVGA combat graphics, voice mission briefings

and a new spacecraft to fly. The new Enemies of

THE Empire campaign will provide Tie Fighter vet-

erans with the challenge of a lifetime. If you’ve

never played Tie Fighter, the Tie Collector’s CD

is a must-buy. If you already own Tie Fighter, the

$15 rebate still makes it worthwhile. -E. Chin

LucasAris Enleriainment, (800) STARWAR; IBM

m-BB CD

Reader Service #309

THIS MEANS
WAR
With an interface similar to Command mo

Conquer, the real-time action in this wargame

will appeal to pyromaniacs who just wanna have

fun. You compete with other warlords for domi-

nation of post-apocalypse Earth, planning attack

and defense strategies while simultaneously

building up your infrastructure. Fortunately, it’s

not all explosions; the challenge of budgeting

resources to create a productive base depends

on using mineral sources effectively, controlling

population size and creating specialists. Also, if

you spend too much time looking after the

home turf, your soldiers will march Lemmings-

like to their destruction. -K. Hunter

MicroProse (410) 771-1151; IBM CD-ROM

Reader Service 4 310

TOSHIBA 3701
The 3701 proudly continues

Toshiba’s tradition of shipping high perfor-

mance. very reliable, but ultimately unexciting

CD-ROM drives. The 3701 sorely lacks ameni-

ties, with the sole concession to usability being

its slightly flimsy, but effectual caddyless tray.

Toshiba touts this as a “O.Tx” drive, with a 1 MB

per second transfer rate and a 130 millisecond

access time. It scored a 690 on the WinBench

96’s CD-ROM WinMark, which Is 10 percent

faster than the competition. Be warned, installa-

tion is somewhat challenging, and may best be

performed by someone with technical savvy

with SCSI devices. -L Case

The Benjamin Group, Inc. (714) 753-0755

Reader Service 4 311

CROLIER
SCIENCE
FICTION
MULTIMEDIA
ENCYCLOPEDIA
Most reference works on CD are tame, pale

copies of their pulp brethren. This, however, is

something special. It isn’t as fully interactive as

you might wish, but it cleverly uses hotlinks,

photos and sound bites to place your favorite

(and not-so-favorite) SF authors into perspective.

The commentaries, from Peter Nicholls and

John Clute, are even-handed, lucid and even

entertaining. Every major literary work, from

H.G. Wells (and betore) to the vicissitudes of

SF’s New Age movement and beyond, are keen-

ly examined. All in all, Grolier did a nice job bal-

ancing respect with valid criticisms of hundreds

of science-fiction works, from books to film, TV

and even comics. This collection is an indispen-

sible reference for serious SF scholars, die-hard

fans, or those who think that all science-fiction

begins and ends with Star Wars and Star Trek.

-T. Coleman

Grolier Electronic Publishing. (203) 797-3530;

IBM CD-ROM

Reader Service #312
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Rise^ Rule
Ancient Empires
For more infoimation call 1-800-757-7707 or visit our website at http://www.sierra.com
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STARE INTO THE^EYES
OF MADNESS! *'

Buried within is a secret to D. Solve the my'stery

and enter the D sweepstakes at participating retailers.

D PC Demo available at participating retailers.

means Visiting

the Dark Pit of

y

"THE NEW GENRE OF
INTERACTIVE HORROR!

-GAME FAN

f:



the darkness forever]

D's descent into the

'SLICKf'SWLISH, SCARY

'

FUN!''-(£a^E PLAYERS

DON'T PLAY IT IN

THE DARK!

Circle Reader Service f*67
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A fuU moon rises over L.A. National Hospital.

Inside— the father, la doctor gone mad. ..hut why?
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Command

&

Conquer:

Bed

Alert

CAHE TRACK
A

! SIGHTINGS

H ere’s an early look at the space invaders that will be vying for
1

away, and they aren’t even playable yet, but at least you can see

room on your hard drive. Some of these games are still months I what they look like, and get an idea what their intentions are.

player multi-

maps; and the

promise of enhanced Al, If the

designers can deliver. Red Alert

could set a new standard for real-

time strategy games

T

his sequel to

Virgin/Westwood

Studio's blockbuster

Command & Conquer is

actually its historical prequei.

This is C&C's version of World

War Hi and if it’s

what the

designers

promise, it will

be a significant

step forward for

the C&C line.

In this alter-

native history,

the Nazis never

came to power

and World War II is a battle between

the Allied and Soviet forces. Red

Alert also adds some background

to the CoMMAt^D & Conquer uni-

verse; you'il see how the GDI was

formed and witness the first rearing

of the NOD

Brotherhood's

ugly head.

There are so

many new fea-

tures in Red Aleftt

that we only

have room for

a short list;

new units of

spies, guard dogs, medic

and lightning-spewing Tesla

coils; three ''sides” to

from (Russian, and Northern

Southern Allied commands);

complete warfare over air, land

and sea; improved control of

toon-quality animations and an

absolutely bizarre world makes

Toonstruck an adventure game

unlike any we've seen. Gamers

help Drew Blanc (played by

Loyd) escape a zany cartoon

world of his own making-sub-

conscious thought can really be

a pain! The bizarre world is

filled with the saccharin-sweet

characters he's been forced to

draw for 10 years, as well as

sick, darker characters that lurk

in the corners of his mind.

Cartoon fans will see many of

their favorite animated charac-

ters-from Ren & Stimpy to the

old Warner Bros, stars (“Eh,

what's up Doc?"). The design-

ers pay homage to virtually

everyone on the toob. The ali-

over-the-board humor is deli-

cious, shifting from the dry to

the slapstick to the cruel and

sadistic.

t

omplex, quirky and nearly a way of life, the grand- core

daddy of WWII European wargames should finally wargames

hit an IBM-compatible shore near you soon-with have gone,

the board game sj^tems intact. The Al has been look no

rebuilt, so that the nightmare computer opponents of further,

previous Third Reich games should, thankfully be

missing in action. If you wondered where all the hard-

MissionForce:

Cyberstorm

M
echWarrior and

EarthSiege took the gianl

robots of strategy game

lore and moved them into

the world of 3-D simulations.

Now MissionForce; Cyberstorm

from the Dynamix division of

Sierra moves them back onto

the hex grids. Along with battle-

field strategies and weapons

upgrades, you'll also have to

manage your bio-engineered

Here drivers, keeping them in

the action without burning them

out. Gamers who loved the clas-

sic BattleMech

on the Amiga

should dig this

strategy test.

Toonstruck

t

hristopher

Loyd's comi-

cal exploits

combined

with hilarious.
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GAME TRACK

Hands On

T hese are the games in development we've actually spent some
I

in the Pipeline, and they are complete enough to actually tell how
time playing. They represent some of the most interesting titles I they’re going to play. Most should be released soon.

^Total Mayhem

J
ust like the

greasy 70s

disco-funk that

has returned to

the airwaves,

computer

games from a previous gener-

ation are also making a come-

back. Domark is following suit

with its real-time action-strate-

gy title, Total Mayhem.

The game's high-res 3-D

graphics and isometric per-

spective are reminiscent of

Crusader; No Remorse. And

although the version we saw

wasn't quite as sharp-looking

One thing is certain-the pace

of the game will be nothing

less than frenetic. At times we

wondered if it might be too

fast: it was rather discouraging

to break our squad apart, only

to have the troopers instantly

killed simply because we

couldn’t instruct them fast

enough.

The advantages that this

title has over Crusader are that

your troopers gain experience

through combat, and after

each mission you can outfit

your team with new weapons,

armor and supplies. Another

as Origin’s breakthrough

action game, Total Mayhem

still looks mighty fine.

The game's premise: You

command an elite squadron of

robotic freedom fighters, duk-

ing it out with the

Interplanetary Resource

Control's 65 different enemy

robots over 3-D terrains.

Simple!

Total Mayhem could be

described as a real-time ver-

sion of X-COM. You maneuver

your squadron around the

map as an individual or in a

group, and supply them with

ammunition, med-kits, etc.

bonus is network play, which,

if Domark gets it right, will

allow up to eight players to

duke it out over pre-designed

multi-player levels.

There will be 20 missions

in the game, and a flexible

level editor will let you create

new missions to your hearts’

content.

What’s old is new again, I

guess, I wonder if this means

my huge collection of

Commodore 64 games will be

worth something someday...

-George Jones

Domark; (415) 513-8929

PC CD-ROM

z

Z
is a real-time

strategy game

that combines

Command &

CoNQUER-styte

warfare with

elements of fast action games.

You assume the conn, com-

manding a group of soldiers

and maneuvering from planet

to planet while waging war on

your adversaries. You won’t

have to bother with building or

harvesting anything here.

Instead, the objective is more

like capture-the-flag.

Here’s how it works: each

territory is comprised of a

dozen or so squares. In each

square is a flag and either a

robot production or vehicle pro-

duction plant. The side that

touches the flag first controls

the square and its attendant

production facility. To win each

scenario, you must destroy

your enemy’s beginning strong-

hold. But to do that, you'll need

a good-sized army, which in

turn requires a healthy produc-

tion base. Thus, the game

becomes a race to see who

can control the most squares,

then quickly degenerates to a

hard-hitting melee as you

attempt to wrest control of each

square from your enemy.

Aside from capturing the

flag and the Command &

Conquer elements, Z also

throws in a foul-mouthed,

mechanical general who either

berates or salutes you after

each mission, and a pair of

Beavis and Butthead-like deliv-

ery boys who ferry your army

between scenarios. Humorous,

fast-paced and

crowded with dis-

membered body

parts and debris,

2 promises to be

a very stressful

and challenging

strategy title that

ups the ante on

real-time wargaming.

—Ellioll Chin

Virgin Interactive, (800) 874-

4607

PC CD-ROM

FANTASY GENERAL

P
anzer-

heads

who

found

Allied

General

lacking may find Fantasy

General’s fantastical campaigns

more to their liking. The won-

derfully aggressive Al from

Panzer General is back for

renewed human-bashing, this

time supported by beastly

grunts-Orc shock troops.

Goblin Light Infantry,

Bronzemen and Werebears, to

name but a few. Quick play is

everything: rarely do you have

more than 15 units per side in

a battle. The "over-strength"

units of PG are gone, but each

unit is rated for melee, skir-

mish, defense, spellcasting,
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Hands On

armor and ability to resist magic.

Damage in combat is split between

deaths, which cannot be healed during a

battle; and wounds, which can.

Combat has a nice medieval fantasy

feel due to the use of skirmishers, which

are weak but effective against slow-mov-

ing troops. The siege machines—which

include not only catapults, but the aptly-

named Disease Throwers-are much like

artillery In Panzer General, except they

support units on offense. Defensive fire

support is provided by Elf

Archers, and the hit-and-run

tactics of the Undead Cavalry

would impress even Genghis

Khan’s finest. Add Balloon-

Men Bombadiers, Green

Dragons and Roc Knights for

fighter support, with a

healthy mix of Magic spells

and items, and you have the

biggest potential for a run-

away wargame hit since... well. Panzer

GENERAL-especially since FG’s cam-

paign mode is very reminiscent of its

storied predecessor.

-Terry Coleman

Strategic Simulations, Ina, (800) 245

4525

PC CD-ROM

mru...:

sands of years.

In QIN, you stumble onto the

entrance of the Emperor's tomb. You

must find the treasure within and return

to the outside, all amidst the backdrop of

civil war. Other forces are also after the

treasures of the Qin tomb, and if they

find it first an awful fate awaits. But find-

ing the treasure won’t be easy. The

tomb'^s traps are still lethal and challeng-

ing even after thousands of years of dor-

mancy.

While recent adventure games have

taken a turn toward unnecessary puzzles,

the designers of Qin have made a seri-

ous attempt to integrate the puzzles into

the adventure. But even though they have

succeeded in making most puzzles quite

challenging, some still seem a bit frivo-

lous. As for accuracy, some puzzles are

Qin: Tomb of the Middle

Kingdom

J
ourney to 21st century

Xian, the resting place of

China’s first emperor. Qin

Shi Huangdi. Huangdi

was a tyrant who built an

elaborate tomb for him-

self, guarded by thousands of terra-cotta

soldiers and booby-trapped with cross-

bows and ingenious traps. Inside lies a

treasure, hidden and guarded for thou-

obviously fictitious-l doubt you'd find

puzzles based on Chinese characters in

a real tomb, where even the village idiots

could figure them out.

Qin does have beautiful graphics and

a decent story line, but movement in the

game is far from ideal. In the prerelease

version, movement was often stilted and

limited to 90 degree turns. Hopefully, the

designers will be able to take care of this

before the game’s release.

On a brighter note, I give QIN high

marks for its realism and attention to

visual detail. The designers also deserve

credit for including ancient Chinese

characters. Mandarin voices, a sound-

track of Chinese music, and a detailed

encyclopedia of Chinese history and

anthropology. -f///o// Chin

Time Warner (212) 522-4643

PC CD-ROM

PIPELINE

estimated release dates based on theE latest information from developers.

PAD&D Deathkeep SSI 5/96

Afterlife LucasArts SpriQfl 96

Age of Rifles SSI .7/96

Alexander the Great SSI Summer 96

Alien Trilogy Acclaim 4/96

Azraef's Tear Mindscape 6/96

C&C: Red Alert Westwood/Virgin 5/96

Callahan’S Saloon Legend 9/96

Chaos Ouerlords New World 3/96

Chessmaster 5000 Mindscape 4/96

1 Conquest of Ihe New World interplay 4/96

Daggerfall Belliesda Q1/96

Dungeon Keeper BulllrogfEA 3/96

Earthsiege II Sierra 3/96

Fantasy General SSI 3/96

Guardians ol Destiny Virgin Q2/96

History ol the World Avalon Hill 8/96

Invulnerables Bulifrog/EA Summer 96

Jagged Alliance Gold Summer 96

Lighthouse Sierra 6/96

Magic of Xanth Legend Fall 96

Magic the Gathering MicroProse Summer 96

Master of Orion 2 MicroProse Q2/96

MegaRace 2 Mindscape 4/96

Metal Lords New World Spring 96

1 Micro League Baseball 96 MicroLeague 6/36

Mission Force: Cyberslorm

Sierra OnLine Spring 96

Montv Pvthon & Holv Grail

7th Level Summer 96

Over the Reich Avalon Hill 5/96

Pandora Directive Access 3/96

Pax Imperia II Blizzard Q1/96

Panzerblitz Avalon Hlil 3/96

Qin Time Warner 5/96

Realms of Arkania 3 Sir Tech 3/96

Return to Krondor 7th Level 6/96

Ripper Take 2 Spring 96

Robert E. Lee Sierra 6/96

1 Sid Meier’s Civilization II MicroProse 3/96

Space Bucks Impressions/Sierra 3/96

Spycraft Activision Q1/96

Star Fleet Academy Interplay Summer 96

Star Trader Mindscape 6/96

Super Heroes MicroProse Q2/96

Terra Nova Virgin 3/96

The Dame Was Loaded Philips 4/96

The Last Blitzkrieg SSG Q1/96

Theme Hospital Bullfrog/EA 4/96

Third Reich Avaion Hill 6/96

Threshold Mindscape 5/96

Timelapse GTE Entertainment 8/96

Toonstruck Virgin Q3/96

Total Mayhem Oomark 5/96

1 X'Com 3: The Apocalypse MicroProse Fall 96

1
VR Soccer Interplay 3/96

1 Z Virgin Q2/96

1 Wizardry Gold Sir Tech 3/96

1 1943 European Air War MicroProse Q2/96

1
10th Planet Bethesda 9/96



Y(hi cinild be one of the new villnins in an I •Motion
sequel. Enter now for your chance to be in the game!
The first 25,000 entered will receive a free demo.
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FLIGHT SIM ROUNDUP

The Mad Scramble Of 1996 Flight Sims

Gives You Several Ways To Achieve Tone

BY DEHNY ATKIN

T
he coming year promises the heas'iesl air

aclion since Operation Desert Storm,

l)ut this time nrost of it will be taking

jrlace in virUial ainspace. Modern jet

simulations are set to rule the skies, with historical

sims |30|3|ring ii|3 for occasional border skirmisbes.

We fired up the radars and sent out recon drones to

bring you this intelligence report' on incoming air-



FLIGHT SIM ROUNDUPS

THE F-I6S COHETH
The Lockheed F-16 Fighting Faicon has been a favorite choice of sim

deveiopers, and for good reason. A superb close-range dogfighter, the

F-16 is also an adept strike aircraft, capable of carrying up to 12,000

pounds of air-to-air and air-to-mud weaponry. Likewise, the F-1 6 is a nat-

ural choice for flight sims, since the plane's flexibility lets designers

send gamers on a wide variety of missions.

IRAQ-ING UP KILLS

A squadron of F-16 sims is flying onto shelves over the course of this

year, aiming to usurp Falcon 3.0’s long-standing status as the king of

serious flight simulations. First on the block should be Back To

Baghdad, from newcomer Military Simulations, Inc. This simulation of a

hypothetical Second Gulf War straps you into the cockpit of an F-16C

Block 50 and sends you on over 60 missions into Iraq, many of which

duplicate missions flown in Operation Desert Storm.

MSI’s design specifications indicate that this is one of the most

ambitious attempts at exactly duplicating a plane's systems {and its

flight environment) yet. The sim is set to model nine modes of the F-

16’s APG-68 radar system, and you'll need to learn to manage details

such as antenna elevation and azimuth to get a lock on the enemy. If

you’re a real stickler for realism, you can even dig out that old Hercules

moncchrome video card and monitor from the attic, stick it in your

Pentium system, and use the second monitor as a dedicated radar dis-

play.

A full 6 DOF (degrees of freedom) flight model is promised, along

with detailed terrain based on the same French satellite imagery used

by General Schwartzkopf prior to the Gulf War, If the usual load of

Mavericks, Sidewinders, AMRAAMS, and iron bombs doesn't seem to

be giving Saddam a bad enough day, you can also drop the B-46 tacti-

cal nuclear weapon. If the designers live up to most ot their stated

goals. Back To Baghdao will make Falcon 3.0 look like a novice’s sim. If

all this wasn’t enough, MSI is also promising to release a version with

Internet piav later in 1996, with support ter over 50 players per session.

FRONT LINE FALCON

Next in the pattern is F-16 Fighting Falcon, from the team of Digital

Integration and Interactive Magic, This isn’t Digital Integration’s first try

at an F-16 simulation. The company's F-16 Combat PiLor-released over

five years ago for the Amiga, Atari ST, and EGA PC-was a standard-

setter tor its time. F-16 Fighting Falcon is slated to continue that tradi-

tion of realism and sophistication. The design document we examined

indicated that Dl’s simulating just about every control in the F-16’s

cockpit except the air-conditioning knob. If you’re not a sim ace yet,

don’t despair, A free-for-ali arcade mode is promised as well.

The product was originally slated for release this spring, but Dl

decided to put its resources into finishing Hind first, so look for it this

fall. The extra time

will be spent

revamping the

gouraud-shading

graphics engine

used in Apache and

Hind, adding texture

mapping and other

enhancements.

Resolutions up to

800x600 will be

supported, so F-16

Fighting Falcon

should look good

and feel good.

Mission struc-

ture looks similar to that of Apache and Hind, with training missions, sin-

gle missions, network play, and a campaign mode. Expect a dramatical-

ly enhanced version of the mission planner found in Tornado as well.

VAPOR BIRD

But what of the game that everyone’s been waiting tor. Spectrum

Holobyte’s Falcon 4.0? Don't hold your breath on this one, folks.

Although Spectrum Holobyte treated the press to a sneak-peek at this

sequel to 1991’s Falcon 3.0 way back in late 1994, nowadays the com-

pany won’t say anything about it other than it’s expected to ship late

this year.

At the preview, we saw preliminary work on a more detailed terrain

engine, much-improved aircraft models, and a 3-D base environment

that players would work in between missions. However, this was well

over a year-and-a-half ago, and most of that development team has

moved on to other projects or other companies. With Spectrum’s

silence on the title and Top Gun still not shipping at press time, we’il be

surprised to see Falcon 4.0 this year,

FUTURE FIGHTERS
There are plenty of doomsayers who predict worldwide chaos or even

Armageddon in the year 2000. If it doesn’t happen, they can at least

turn to the profusion of upcoming sims that simulate major conflicts at

the end of the Millennium.

to-^UFFLE Actual satellite imagery of Iraq lends authentici-

^{Boghcwo’s missions.



Hnimiij what.st^l it betwiiy? Ah yes,

Ie£?s go with the l^mson Rage Axe and
the Blqgdhaven Shield, .We'll i

those suckers down' ^ '
i

'Chjs must.be the entrance to

the,.Scar. Let’s^^ee wliat lies

beyond that insaiie^cliff...

What a great old water mlllM wonder if

it still works .

what kind ofname is -Janmyith?”

I hope this dude doesn^it^cast some,

ugly speU.myyhyf

Tlnally; The jshtrancf to the fabled

Land ofRooteC^
.

could .get coc^weaponry,

annor.-drtl^cts, spells, or even a

Signet key to .unlock doors out of

this deal. Opbh, it’s the “Potion of
'

Heaiing.”!^hat could come in handy-
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next move... ^

It's a tree Sprite. Looks like

she'll guide me to my imxt Jt
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and into the legendary Reed
Plane. Maybe it can t^it until

tomorrow...maybe not.
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PLANE JANE'S

Advahceo Tactical Fighters, the tirst in EA/Origin's new Jane's

Combat Simulations line, drops you into three frighteningly viable con-

flicts. One features the U.S. backing the Egyptian government after an

Islamic military takeover, while another has the U.S, defending Belgium

and The Netherlands after those countries refuse to join a trade embar-

go against the French, There’s also a Russian scenario, a follow-up to

the USNF campaign. This one teams U.S. forces with the Siberian

Freedom Party in combat over Vladivostok as it attempts to dethrone

the hard-line Russian government.

ATF’s calling card

is its unique cadre of

aircraft, all based on

data acquired

through EA’s alliance

with Jane’s, a pub-

lisher respected as

the world authority

on military informa-

tion. You'll fiy mis-

sions in advanced

planes like the

Lockheed F-117A

Nighthawk stealth

fighter, the Northrop

B-2 Spirit stealth

straps you into the cock-

shown here, and AH-1W SuperCobra

bomber, and the Dassault Rafale. However, ATF doesn’t stop with the

present, it also presents combat versions of a number of the Grumman

X-29 FSW (forward-swept wing) research aircraft and the Rockwell-

Messerschmitt X-31 thrust-vectoring test plane. Finally, there’s the F-32

Ghost Hawk, based on Lockheed’s proposal tor the ASTOVL (Advanced

Short Take-Off, Vertical Landing) strike fighter competition. These latter

aircraft offer performance advantages that change the rules of air-to-air

combat. The X-31’s thrust vectoring, tor example, allows you to point its

nose up to 60 degrees off the current direction of travel, so you can

keep your opponent in your sights no matter how maneuverable he is,

ATF is based on an updated version of the simulation engine used in

U.S. Navy Fighters and Marine Fighters, so you can expect similar sin-

gle-mission and campaign offerings. One enhancement, though,

promises to make this a whole new ball game-network support. The

version currently in testing supports up to

eight network players, as well as modem

and direct serial play. (Modem play may be

dropped before the product ships.)

Designer Brent Iverson says net play is

based around singie missions rather than

a campaign, since few players are able to

get together long enough to play a network

campaign. Cooperative and competitive

play are supported, with any mix of players

on each side. Canned missions aren’t just

of the simple head-to-head variety-strike,

dogfighting, intercept, escort, and anti-ship

are among the mission types available. I

Perhaps most enticing is the ability to fly any plane in the sim in net

mode. These include everything from F-4D Phantom and Q-5 Fantan

fighters to C-5 transports, a variety of bombers, and the Aurora spy

plane. You’ll also be able to import planes from USNF and Marine

Fighters. You might pit two players in advanced X-31 s against six oppo-

nents flying relatively primitive Mirage Ills, or you can relive Vietnam by

matching four F-4Ds against tour MiG-21 s.

MISSION CRITICAL

Another turn-of-the-century sim, JetFighter III, looks set to surpass

even Ocean’s EF2000 in terrain detail and accuracy. At the recent

Consumer Electronics Show, Mission Studios dropped me into an ejec-

tion seat and let me fly the new hi-res beta version, I was left slack-

jawed. The version I previewed for the December, 1995 issue was one

of the best-looking VGA sims I’d seen, but the addition of 640x480

SVGA graphics moves JF III to the head of the graphics pack. The ter-

rain accuracy is so good that we were able to look at a real map of

Chile and pinpoint our exact location. The hilly terrain should make for

some interesting dogfight situations.

After training around San Francisco, you’ll sail to Cuba and attempt

to stop the Cuban military from assisting Columbian drug cartels. Once

you’ve put a stop to this nefarious alliance, you’ll be deployed to Chile,

where you're charged with heading off an Argentinean invasion.

Ranging from relatively fiat land to the towering Andes mountains to the

icy Antarctic Peninsula, the Chilean terrain gives many opportunities for

Mission to show off its new scenery engine. The virtual cockpit looks

much better than the version we examined back in the December

issue; SVGA makes a huge difference in instrument readability.

JF III should please all but the most die-hard of sim fans. Other than

the use ot the land-based F-22 as a carrier plane (a transgression com-

mitted by a surprising number of recent simulations). Mission is only

sacrificing accuracy in areas where it benefits gameplay. Originally slat-

ed for a January release, at press time Mission was shooting for an

April ship date.

HARRIER TIMES

Domark is also sending virtual pilots to Cuba—this lime to combat

an upcoming hard-line Communist resurgence—with Flying Nightmares

2. The new GSF16 simulation engine will feature 65,000-color texture-

mapped graphics at resolutions up to 1024x768, as well as support for

the new 3-D graphics cards.

FN2 is notable as one of the first sims

to promise to realistically model both air-

craft and helicopters. Pilots will be able to

fly both the AV-8B Harrier jump jet and the

AH-1Vlf SuperCobra. Domark’s Bryan

Walker is working with Scott Warren, Chief

Flight Test Engineer tor the Harrier 2-f

project tor McDonnell Douglas, to develop

the Harrier’s flight model. Along with net-

work and head-to-head modem play,

there's also a campaign mode where one

player can direct ground and air assets

using a real-time strategic interface, then

'SMOKIN! A missile curves off in the distance as this

JetFighter Hi F'22 enters urban combat.
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DOWN The pilot of this Red Baron II fiokker Triplane will be

Huffing a British roundel on the side of his plane when he gets

fly an aircraft in support of these movements..

with texture-mapped rolling European landscapes and beautifully cam-

ouflaged aircraft. Realistic flight models {as you'd expect when one of

the key team members is Gary Stottiemyer, one of the driving forces

behind Spectrum Holobyte’s Falcon 3.0) drive the 42 simulated planes,

22 of which are flyable by the player.

A rich combat environment will include other aircraft flying on inde-

pendent missions, so you may be faced with decisions such as “do ! fly

the assigned mission, or attack that group of bombers that seems to be

heading toward my aerodrome?" Similar to the campaign generator in

EF2000, missions are created by a dynamic generator, so you won’t

find yourself flying a canned series as you advance your pilot through

the ranks. Modem and Network play have been added to this version,

and if some performance issues are addressable, Dynamix may be able

to support up to 16 players. Look for a full-fledged preview in next

month’s CG.

CLEARED FOR TAKEOFF

There are a number of other sims still in the embryonic stage; we

probably won’t see these until 1997. The folks at Looking Glass

Technologies are finally granting the wish of all Flight Unlimited fans:

armed aircraft. The company’s goal is to build a combat simulation

with graphics and flight models as impressive as those in its freshman

aerobatic simulation. To this end, they’ve put together a design team

that includes, among other pilots, a former F-16 driver who’s flown mis-

sions over Bosnia. This sim won’t see the light of day until mid-1997,

and at this early stage of development, LGT is interested in finding out

what you want to see in it. Pop over jo hllp://www.lglass.com and

answer the online survey.

Other projects still in the rumor stage: Reliable sources say the sec-

ond Jane's Combat Simulations product from the Andy Hollis team at

Origin will be a highly accurate F-22 Lightning II simulation. (Yep, no

carrier ops here!) Ocean is currently in the planning stage for the

sequel to EF2000, code-named TFX3. Dynamix has had a test-pilot-

style jet simulation planned for a while, but that’s been put on the back

burner in favor of the company’s Tigre helicopter sim.

HISTORY LESSONS
Simulations seem to come in phases. Modern jets will

rule the shelves for a while, then the World War II piston-

engined era will resurface, At the moment the historical sim

category is in hibernation, at least as far as single-player fly-

ing goes. With only a couple of releases in each World War

category this year, real sim pilots, who don’t use missiles,

won’t be faced with much decision-making stress.

BARON VON SEQUEL

Sierra’s Dynamix division is working on one of the most antici-

pated sequels in flight simulation history. Red Baron II is the follow-up

to Dynamix’s classic 1991 sim, a title so good versions can still be

found on store shelves five years later. With such high standards to fol-

low, could Red Baron II possibly live up to its predecessor?

I was able to fly an early version of this biplane sim, and I don’t think

this update will disappoint. This Win 95 simulator sports fast graphics.

BAHLES OVER BRITAIN

MicroProse’s 1943: The European Air War takes the successful

1942; The Pacific Air War engine and reworks it as a simulation of the

aerial battles against Nazi forces. Like its predecessor, the year means

little: the simulation actually starts with the Battle of Britain and ends in

1945 after VE Day.

I'ic

StdiitrSims^

f your prior experiences with flight sIms have generally

involved smacking into runways and mountains at mach

speed, don’t give up. Some new sims are targeted at the

casual gamer who just wants to get up into the skies and

shoot something.

If you’ve seen the movie, you have all the preparaton you need

to play Spectrum Holobyte’s long-delayed Top Gun: Fire At Will.

You’ll take on the role of Maverick in this F-14 Tomcat simulation,

which, although simplified, features a realistic, deadly assortment

of opponent aircraft. Heavy radio traffic—both from other planes

and Goose, your back-seater—will

help guide you through your mis-

sions. Although instrumentation

and radar have been simplified,

the flight physics are pretty

good, and you’ll find Top Gun

is a good transition into more

realistic simulations.

On the even simpler side is

Sierra/Dynamix's Silent

Thunder: A-10 Revenge. This

game bridges the gaps

between 3-D arcade shoot-

ers and more realistic flight

sims. Forget the typical tactical situations

here—this ain’t the Air Force, this is Hollywood. You’re a mer-

cenary tasked with eliminating Columbian Drug traffickers, aggres-

sive Middle East terrorists, and—get this—North Korean forces who
are risking war in an effort to kidnap an international film star The

A-IO’s flight model here is extremely simple; you won’t see much
difference over the five-year-old original here. The combat universe

is small, and the sharp graphics and rock-and-roll soundtrack high-

light Silent Thunder’s emphasis on game over simulation.

MARCH 1996 cc
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You'll be able to fly lor the British, American, or German air forces

on a variety of missions, including bomber interception, escort, ground

support, and fighter sweeps. Twenty different fiyable aircraft are includ-

ed, and MicroProse plans to use feedback from 1942:PAW to provide

better gameplay.

The biggest difference here is the addition of a squadron career.

You’ll be able to choose a starting level, from wingman to group leader.

jb SIGHTSEEING RIDES Apache Ljdngbow Will feature near-fuGHT UNLiMiTEO-quali-

I ty terrain. And guns too!

and work your way through the ranks. At each level of command you'll

gain more control over the group, eventually being given complete con-

trol over pilot roster, aircraft armament, and so on. The gameplay will

also change just by the nature of the European air war. Missions are

more oriented toward strategic bombing, and bomber escort or attack

missions will require new strategies. Also, much of your combat will be

over populated-and often hostile-lands, rather than empty ocean.

Both head-to-head and cooperative missions are supported using

modem or network links.

BLADE RUNNERS
Helicopter sims are growing in popularity, and the Apache is as ubiq-

uitous a target for simulation in this genre as the F-16 is over in the

DUEL REDUX

Jaeger Software has started work on Fighter Duel 2, an update that

addresses many of the complaints about the company’s freshman PC

product. Fighter Duel is superb if you have access to a human oppo-

nent, but can quickly fall flat if you’re playing alone, FD2 will feature a

series of mission scenarios which should keep thing interesting during

solo play. The combat has moved inland, and you’ll now be able to bat-

tle over something more interesting than a huge expanse of blue water.

More planes will be featured, and they won’t all use FD’s P-51 instru-

ment panel. This Win 95 sim will allow network play (cooperative and

antagonistic) in addition to modem links.

Piston jocks will also be able to check out solo versions of Domark’s

Confirmed Kill and Kesmai’s Air Warrior 2; see the sidebar "Going

Solo" for details. Finally, Dynamix is said to be planning a Battle of

Britain simulation sometime after the release of Red Baron II.

fixed-wing arena. The next chopper sim on the block is Interactive

Magic and Digital Integration's Hind, the sequel to last year’s hit Apache.

See the preview that follows this feature for full details.

HELD THERE

Next up after Hind will be AH-64D Longbow, an Apache simulation

from EA/Origin’s Jane’s Combat Simulations line. Designer Andy Hollis

says that in addition to the plentitude of Jane's reference material, his

team has access to the design documentation and operator manuals

tor the Longbow Apache-which he finds rather amazing considering

the Longbow isn’t even in full production yet.

The game can be played in VGA and SVGA, and will offer texture-

mapped. rolling terrain. Hollis says the texture-mapped objects are stun-

ningly detailed, and “we put in lots of gratuitous ways to look at this

stuff, since you're usually flying over it at high speed or blowing it up."

The flight engine is completely new-there’s no rehashed Strike

Commander code here.

Hollis and his team have been consulting with an Apache Training

Brigade at Ft. Hood, Texas, and a group of three pilots has been visiting

Origin on a regular basis to help with flight modeling. He claims there’s

a certain realistic buoyancy to the helicopter’s movement that he’s never

experienced in a sim before.

Although the product is slated to come with a manual that’s several

hundred pages long, you probably won’t need it. Longbow will feature

interactive tutorial missions with an instructor’s voice guiding you. Once

you’re up to speed, you can fly historical mission based on actual

Apache missions in Panama and the Persian Gulf, as well as a fictional

series of missions in the Ukraine, There’s also a non-linear campaign

mode. The terrain for all these actions is based on U.S. Geological

Service digital elevation map data. The most welcome aspect of the ter-

rain engine is the addition of treelines in addition to the usual valleys

and ridges-for once, standard helicopter pop-up attacks will be effec-

tive.

G enerally, sims are designed fiiat as stand-alone games,

and then network and modem play is added as a

bonus value, but a few companies are taking their net-

worked sims on solo flights. Interactive Magic and

Kesmai are teaming up to create a boxed version of Air Warrior 2,

This one promises to otter a lot more standalone pi^bility than

the old Konami SVGA Air Warrior, as it will sport a wide variety of

offensive and defensive missions. See last month's Simulations col-

umn for full details.

Domark plans a standalone release of Confirmed Kill a few

months after the online version goes live this summer The compa-

ny is working with a group that’s done military-spec sims on this

one, and "exceedingly realistic flight modeling" is promised. Among

the promised features are a mission editor, virtual cockpits with a

padlock view, 3-D graphics card support, and voice-transmission

capability.

There’s also a chance we could see a standalone version of ICl's

Warbirds, the multiplayer sim covered in this month’s Simulations

column, from Graphic Simulations,
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An add-on disk slated for fall release will add new missions, multi-

player support, a Windows 95-native engine, and hardware support for

3-D graphics.

ROTOR REGISTRATION

Development of a third Apache simulation, simply named AH-64A, is

being spearheaded by Domark’s Bryan Walker, a former AH-64 pilot

who flew in Desert Storm. Walker’s experience isn’t just going to aid the

hardware-accuracy of AH-64A-his team also plans to add a human

element. Each pilot will have a set of personality traits that will govern

his performance over the course of a deployment— battlefield events

and the quality of your leadership will affect crew cohesion. You may

even have to shuffle crews around when pilots don't get along, or

charm the supply officer into slipping your boys some nonstandard

"morale boosters."

Slated to use the same

64,000-color graphics engine

as Flying Nightmares 2, AH-

64A will draw on Walker’s

experience as an Apache driver

to make sure that the flight

model, weapons performance,

and combat tactics are as

accurate as possible. Perhaps

most exciting is Domark's new

networking code, which should

allow connectivity between AH-

64A, Flying Nightmares 2, and

(oddly enough) Confirmed Kill.

C
ivilian sims are set to experience a resurgence late in

the year thanks to a flight sim industry that’s had more

mergers than the airlines in recent months. Microsoft

purchased BAD, the Bruce Arlwick Organization respon-

sible for coding Flight Simulator 5,1 and a wide variety of add-ons,

in late 1995. Look for the software giant to step up its simulation

efforts in coming months.

Meanwhile, Sierra has purchased the flight simulation business

of SubLogic, the company that pioneered personal computer flight

simulation over 15 years ago. Sierra plans to combine the realism

of SubLogic's flight models and aircraft systems with the Dynamix

3Space terrain technology to create a new recreational flying sim

that may take on Flight Simulator. Look for five aircraft, including

an amphibian and an aerobatic stunt plane.

Looking Glass Technologies will be releasing a Windows 95 ver-

sion of Flight Unlimited, featuring five new airport areas to fly from.

An inexpensive upgrade will be available for purchasers of the DOS

version. Next up from LGT is a general aviation sim that takes the

graphics and flight model detail of Flight Unlimited and adds visual

and instrument navigation, scenarios, and a combat-game-style

mission structure. Reliable sources that along with the typical

general aviation aircraft. LGT plans to sneak a P-51 Mustang into

the sim as well.

VERTICAL MARKETING

Also in Ihe works for chopper fans are the aforementioned Flying

Nightmares 2, which will feature the Bell AH-1W SuperCobra, and

Dynamix's first helicopter simulation. Bucking the Apache trend, the

Dynamix effort will simulate the Eurocopter Tigre, a joint French and

German design built for anti-tank and battlefield support operations.%

1943; European Air War MicroProse

Expected Release
*

Summer

Network play? Modanplay? Top Complexity

yes yes Advanced

Intermediate IAdvanced TactjcaL

AH-64A

EA/Jane's Modem Jet Second DOS

Helicopter First quarter 97 Win 95 yes

Advancel
|'AH-64D LoimilM

Air Warrior 2

BackJo E

|J Confirmed Kill

Mn/Ja

Interactive Magic Third quarter Win 95

wnUBm Simulations, Inc. "'Modem Jet
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Advanced

'Interactive M^d Third CBSfter

felcon 4,0 Spectrum Hotobyte Modem Jet Fourth quarter Win 95 yes yes Advanced
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1
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' “
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1
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All of these offer simplified beginner options as well
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I: :: LIN DEVELOPMENT

Digital Integration And l-Magic Make A Cool Mil

DEHHY ATKIN

T

here are faster helicopters, there are more powerful heli-

copters, and there are certainly stealthier helicopters. But

you won't find a meaner looking helicopter than the Mil Mi-

24 Hind, This attack helicopter started life as a heavily

armed assault troop transport, but ended up serving as the

Soviet Union’s primary gunship, and was a common sight

wherever the Eastern Bloc military projected its power.

While the United States’ AH-64 Apache relies on a combi-

nation of speed, agility, and sophisticated electronics for a

battlefield advantage, the Mi-24 Hind holds its own using

brute force. Heavy armor and big missiles made it a feared sight in

Afghanistan, and throughout the Soviet bloc.

Today, the Hind remains in service in the air forces of around 20

nations, and thanks to the efforts of Digital Integration and Interactive

Magic, it will soon be appearing on PC screens as well. Hind is the

companies’ sequel to last year’s successful Apache helicopter simula-

tion. It's based on the same simulation engine as Apache, so much of

what you’ll find here is familiar. However, the Hind’s mission and capa-

bilities are different

enough to give this

simulation afresh

feel.

BLADE RUNNER

The Hind is a

much larger heli-

copter than the

Apache, and isn’t

nearly as agile. An

older design, the

helicopter also

doesn’t have the

Apache’s auto-stabilization system, so its pilots must deal with control

cross-coupling. Hind features three flight models: Arcade, designed to

be extremely easy to fly; Realistic, designed to simulate as closely as

possible the Hind’s real flight characteristics: and Simplified, which is

identical to realistic mode but with control cross-coupling removed.

Don’t let the cross-coupling scare you, though. Although the Hind isn’t

as easy to fly as the Apache, a flight control system on the real Hind

absorbs oscillation in all three axes, stabilizing the aircraft in a level atti-

tude and making it easier to hold course in forward flight and while

hovering. The Alpha version I evaluated only had the Arcade flight

model active, but given D!’s record with sims like Apache and Tornado,

Hind's realistic model shouldn’t disappoint.

The Hind’s 12,7mm four-barreled Gatling-type cannon fires 4,000 to

5,000 rounds per minute, but doesn’t pack as much punch as the

30mm cannon on the Apache. It has plenty of power for air-to-air use

or against lightly armored ground targets, but for main battle tanks

you’ll need to rely on pylon-mounted missiles. No problem there,

though. With rails for lour AT-6 Spiral anti-tank missiles, along with lour

pylons capable of carrying more anti-tank missiles, 80mm rocket pods,

grenade launchers, napalm bombs, and even mine-laying equipment,

the Hind is anything but under-armed.

The Hind’s avionics suite isn't as sophisticated as the Apache’s, but

it does have a HUD, low-light-level TV displays, laser designator, and a

threat-warning system called the Natasha Device that analyzes an

approaching missile’s signature and warns the crew of the missile type,

bearing, and range using an audible female voice.

COMBAT ROCK

Hind’s menu structure will be familiar to any Apache flyer. Quickstart

is an arcade-style scenario which drops you right into the heart of a

battle, complete with a missile locked on target. This mode features a

simplified, arcade-style flight model, as well as a scoring mechanism



and a top-10 vanity board. If you’ve had a really bad day and you just

want to blast things, Quickstart Invincible sets you up in a similar situa-

tion, but with unlimited fuel and weaponry, and none of that annoying

ground fire. Once you get a basic feel for chopper combat in the arcade

mode, Training mode will show you how you're supposed to fly the

thing.

Once you get the hang of things, you can fly a series of single mis-

sions, or take a shot at the campaign. Although the campaign missions

are pre-scripted, the mission sequence depends on your performance.

Botch a mission and you get dropped a skill level; excel and you’ll move

up. Unless your piloting is robotically consistent, you’ll be able to play

the campaigns a number of times before the missions repeat.

Because the Hind can carry many things the Apache can't-inciud-

ing bombs and troops—you’ll find a wider variety of missions here. You

may be tasked with crossing enemy lines and dropping troops into a

hot spot, or you migh be sent on Medivac missions. Anti-ship and anti-

sub missions should surface in this sim, as well as traditional escort,

recon, point-attack, and search-and-destroy missions.

The action takes place in three locales. You’ll fly against the

Mujahideen in Afghanistan, taking on well-armed guerrilla troops as well

as Pakistani Air Force F-16s, The Korean theater puts you in the middle

of a North Korean incursion into South Korea in a raid to alleviate a

chronic food shortage. Securing food supplies is a unique goal for a

flight sim; despite your humanitarian intentions, a well-armed force that

includes Apache Longbows will try to send you packing for home.

Finally, the Kazakhstan scenario pits you against a rebellious breakaway

republic using mostly ex-Soviet technology-including Hinds.

ROTOR CLUB

According to Dl, the network play quirks encountered in Apache have

been worked out, and Hind should comfortably support up to 16 play-

ers. There are also a number of two-player missions, playable using net-

work, serial, or modem connections. Combat pits the players against

each other; Pilot/Gunner mode puts one pilot at the flight controls and

the second in the gunner position; and Leader/Wingman is a coopera-

tive mode where two Hinds fly together. The Korean theater is shared

with Apache, and the two sims can be tied together for head-to-head or

SNEAK PREVIEWSHIND
network play.

While network play has been fine-tuned, the SVGA graphics engine is

essentially the same as found in Apache. The Gouraud-shaded polygon

graphics look really nice; while the lack of texture-mapping means you

don’t get the “you are there” feeling you get in EF2000, the realistic

palette and smoothing effects give a much less computerish effect than

Su-27 Flanker. Thankfully, it appears that Dl is modeling the Russian-

style instruments realistically, but rendering the displays with English

characters instead of

Cyrillic (at least, in the

preliminary version I flew).

The terrain looks good,

but suffers from one

major flaw that also

plagued Apache: there are

only a few scattered trees.

This means you can’t pop

up from behind foliage to

execute your attacks, (You

can, however, use build-

ings and hills for pop-up

attacks,)

There was no sound in the Alpha version, but Dl says the all-digital

sound will include English speech read by someone with a Russian

accent to add atmosphere.

At first glance. Hind looks very much (ike a slight modification of

Apache. But with the differences in mission profiles and helicopter han-

dling, it’s a new personality hiding behind that familiar face,%

^TH ON RAILS A train meets an unfortunate end

ppg:a,'§upply interdiction mission.

T
he Mi-24, NATO code-named Hind, was designed in the

early 19/T3s as a heavily armed assault transport for a

squad of ground troops. Although current designs are

used as offensive gunships, all Hind models retain the

troop transport capability. The troop-carrying capabilities necessitate

a wide silhouette that’s uncharacteristic of a gunship, but heavy

armor, IR jammers, exhaust suppressors, and flare dispensers aid

combat effectiveness.

Along with the usual air-to-ground ordinance, the Hind-E (Mi-

24W) model added the capability to carry AA-8 Aphid air-to-air mis-

siles. In the Iran-lraq war, an Iranian F-4 Phantom fell victim to a

Hind, but the Hind used a Spiral anti-tank missile to down the jet.

The oddest variant is perhaps the Hind-G, first identified in oper-

ation at Chernobyl. Instead of wingtip weapon pylons, it sports

“clutching hand” mechanisms on lengthened pylons. It’s believed

that this model is designed for NBC (nuclear/biological/chemical)

warfare.

Crew 2

Passengers 8, or 4 stretchers

Weapons payload . .5,290 lb

Length 57 ft 5 in

Height 21 ft 4 in

Rotor diameter ... ,56 ft 9 in

Maximum speed . . .199 mph

Hovering ceiling . . ,7,200 feet

Combat radius* . . .99 miles

‘Maximum load, no external tanks. All data based on Mi-24P
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Advanced 3D graphics wid digitized

SPECIAL EFFECTS ADD TO THE REALIS.’'!,

Also multiple states of damage

(WATCH YOUR TARGET EXPLODE INTO

BITS) AND DIGITIZED EXPLOSIONS.

If not being detected is your

THING^ CLIMB ABOARD THE B-2

Stealth bomber. It took an

AR.MY OF ENGINEERS TO HAKE YOU

INVISIBLE TO ENEMY RADAR, AND

WE GOT ALL THE SPECS.



This simulation is based on exclusive,

AUTHENTIC AND UP-TO-DATE INFORMATION FROM

Jane's Information Group (the world's urgest

PUBLISHER OF MILITARY INFORMATION). IT INCLUDES

A FULLY INTERACTIVE JANE'S ALL THE WORLD'S

Aircraft Guide with blue prints, weapons

INFORMATION, ENGINE DIAGRAMS, AND COCKPIT

LAYOUTS, You CAN EVEN PULL UP VIDEO FOOTAGE OF

THE ACTUAL FIGHTERS IN TEST PROGRAMS PULLING

THE SAME MANEUVERS YOU PULL IN THE GAME.

MODEH fl,ND l€n<ORK PLAY LETS

OP TO 8 PLAYERS DOGFIGHT IN

AUTHENTICALLY DETAILED F-22'S.

Supercruise through fully texture

HAPPED TERRAIN RANGING FROM

DESERTS TO ISLANDS TO CITIES,

89^1
I N/

3.2 6 ^ 245

THR 100P;
I

'

This is your opportunity to

EXPERIENCE U.S. TACTICAL AND

TECHNOLOGY TRENDS. LIKE THE

X-31'S POST STALL MANEUVERS

AND HIGH ANGLES OF ATTACK. IN

SCALEABLE RESOLUTION MODES FOR

HAXIHUH PERFORMANCE ON MULTIPLE

PROCESSOR SPEEDS (320 X 200

ALL THE HAY TO 1024 X 768) .

3 ALL-NEW Air Power Cwipaigns

OF THE Future with different and

UNIQUE threat environments. ThE

KIND that require THE EXTREME

BOMBING ACCURACY OF THE F-117A

TO TAKE OUT HARD TARGETS. JUST

BEWARE THE AIR DEFENSES OF THE

NEW ENEMY FORCES.

Be THE FIRST CIVILIAN TO EXPERIENCE

AIR COMBAT IN THE ADVANCED TACTICAL

FIGHTERS OF THE EARLY 21ST CENTURY

IN THIS SEQUEL TO US NAVY FIGHTERS

(THE STANDARD FOR SIMULATIONS IN

1995) . Fly aircraft, that are just

STARTING Pentagon test programs,

N 63 12 21 E

ADVANCED
TACTICAL
F I G H T E R S'

H E7

COMBAT SIjMULAT'IONS

From EiecTHCWic Arts Studios'

h t tp ; //WWW . eo , corn/j ones h tml
(for more infornoilonl ,

tec). Call 1-800-771-3772 for informotlon on gome ratings, Actual screens may vary,

(T/iY'/fl Rnaii^r ^(^n/ino //•inj
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Price:'$5g-9,5

System Requirements:

IBM compatible 486 or

better, Windows 3.1 or

Win 95, 8 MB RAM,

SVGA graphics, 2 x

CD-ROM, 18 MB hard

drive space, mouse,

Supports Windows^
compatible sound

cards.

# of Players: 1-7, with

network, hofseat and

Internet play

Protection; None {one

CD required per player)

Designer: Mark

Denman

Original Design: Sid

Meier

Publisher: MicroProse

•Software

Hunt Valley* 1^
(410) 771^0445

Reader ServjSe^^f

Manifest
Destiny
Building New Civilizations Online With

Sid Meier's CivNet

by Terry Coleman

O

n the surface, what could go wrong? One of the great-

est games ever designed for the computer, Civilization,

gets a facelift: new interlace, better Ai, SVGA graphics

and finally, multiplayer human play. More than any-

thing, when
!
play CivNet. I am reminded of another

MicroProse masterpiece. Not Sio Meier’s Civilization,

so much as Master of Magic. This is not to say that

CivNet crashes all the time, or that the design is unfin-

ished, as with MOM, but rather, that CivNet lacks that

final bit of polish so essential to a truly finished, pro-

fessional product.

Oddly enough, the game plays remarkably well-solitaire. The com-

puter opponents are improved, the bevy of advisors-military, science,

and so on-actually give reasonable advice on how to discover the

mysterious secrets of plastics, create steel for those huge battleships,

and so forth. When the action gets too frantic, you can actually turn

city management over to the computer (with some restrictions) and

concentrate on the Big Picture instead of just micro-managing your

CivHeart out.

But no one buys a game like CivNet to play only against the com-

puter, regardless of how much better that computer opponent might

be than in the original game. And for many, the thrill of competing

against other human CivMeisters is somewhat diminished when they

find that the hotseat option reveals all of the other Human Civilizations

at any time! Then again, the infestation doesn’t stop there. TCP/IP

works fine for Internet and Network play-once you have the inevitable

MicroProse patch—but IPX and NetBios seem doomed to failure (we

had numerous crashes in every IPX-based session we attempted).

Why? Obviously, most gamers will play through TCP/IP over the Net,

but if the main reason for this game is multiplayer human play, how

could MicroProse not wait until these net play bugs in particular were

ironed out?

THE PLAY'S THE THING

If, however, you are abfe to get your multiplayer game up and run-

ning, the game is still Sid Meier’s Civilization, in all its glory. Despite

some who may dislike the newer interface (see Johnny Wilson’s com-

ments), it functions quite well from either keyboard or mouse input.



Sid Meier’s CIVNET

and having multiple windows of

reports all immediately accessi-

ble helps keep the sheer amount

of information from becoming

overwhelming. The depth of

strategy-balancing world explo-

ration, trade, economics, con-

structing Wonders of the World,

fighting wars, all while keeping

your -citizens content-is

enhanced by having to play

against much craftier humans.

And the thrill of building, say, the

Great Wall right out from under

one of your adversaries is very

nearly worth the price of the

game all by itself.

Even so, as much fun as all

this can potentially generate for

would-be world conquerors, it falls short of the all-time classic status of

its storied progenitor. For example, game balance in the original Civ was

due to infamous "cheats" that helped the computer stay in the game

against a human with, quite simply, more brainpower. Since human

leaders should theoretically be on a more even footing, they don’t gel

REVIEW
the cheats that would help keep

them in the game. Thus, certain

advances in the game—most

notably the Pyramids-give

humans who secure such technol-

ogy advantages they rarely lose.

It’s disheartening to play a game

for 10 hours when you have virtual-

ly no chance to come from behind

and win.

And there is the small matter

that, unlike other popular multi-

player online games such as

Warcraft II, a full game of CivNet

(even playing at “blitz" speed) can

take upwards of 25 hours to com-

plete. In fairness, CivNet has a lot

more scope than these other strat-

egy games, but this is still a game

that must be played over a number of sessions to be finished, (n that

sense, it’s the Monopoly of the '90s, as you tend to give the victory to

whomever has the most hotels-er. Wonders of the World-al the end

of a long session of play. Initially, MicroProse was planning to do sce-

narios that could be completed in an (admittedly long) evening. Guess

After founding Washington in 4000 B.C., the Americans, led by the noble (but tough) Jorge of Jones, built their first militia unit.

Never a country to sit back in a defensive posture, our newly-formed military force was immediately sent forth into the wilderness.

By the time the second militia unit had been built, the first troop had discovered a few ancient tribes and gained the knowledge

these wise people had deveioped,

But soon afterwards, tragedy struck, A barbarian settlement was accidentally disturbed, and refused our offer of friendship. Like a swarm of

bees, the uncouth hordes swept over our first military unit and eliminated it. Angered, our proud militia took revenge on the heathens, as we
quickly trained more troops due to the emergency.

Later, our newly-invented ca\ra!ry scouting unit chanced upon the Egyptians. Knowing a weak civilization when they saw it, they quickly took

Thebes for the glory of our great civilization. Soon afterwards, the puny Greek civilization was steamrolled. "Nothing", proclaimed Jorge of

Jones, ‘'will halt our expansion. We will not rest until America rules the world, so that ail people may be safe and free."

By 1 A.D. the Americans had well over 700,000 citizens, 4 thriving cities and, in classic American style, no money. But nothing would stop

them, except the Managing Editor Or a crash.—Georae Jones

T
he Luddites modus operand! was to found a city, build one military unit, and convert to building settlers in order to expand as soon

as possible. I was gambling that I was far apart from the other civilizations at this point and, early in the game, things looked posi-

tive. I established Wasteland atop a Forest square and next to a body of water where I had a Fish resource. I built one militia unit

and sent him scouting while ! built my first additional settlers. Unfortunately, two turns away from the completion of the settler unit,

a potential enemy appeared. I immediately bought a Phalanx unit and chased the Chinese aggressor out of sacred Luddite territory. We were

able to establish an alliance, but on two separate occasions, he forced me to convert from settler development to purchase a military unit.

I don't like the Mac-like interface. Indeed, it cost me severely when a trireme full of military units ended up the turn in a sea square that was
non-adjacent to a coastal shore. On such an occasion, the ship and all aboard are lost. Then, before I could recover from my interface problem,

Denny the Yellow Scourge moved in behind me and destroyed my city (yes, one city—my original plan went by the wayside when I kept having

to convert settlers to military units to stave off his incursions).

Re-entering the game as a new civilization, I inadvertantly wiped out George’s civilization, CivNet doesn’t feature any error-trapping for new
entries into the game so if the new pla^r accidentally chooses a color that is already in play, it can wipe out the other player However, once we
figured out what was wrong and re-started, my position was still untenable. I started anew with a basic city, waited five turns for a militia unit

and was immediately destroyed by, you guessed it, Denny the Yellow Peril. Maybe I need to write a new book—Sid Meier’s Civilization or The

Peril of the East.—Johnny Wilson

MARCH 1996 CC
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T
he Hittites began calmly enough, until they ran Into the surly German empire. Although warfare Is distasteful to our peace-loving society, we were

forced to rid the world of the militaristic menace. Atlerwards, we secured our borders and began forging cities to last the mllennia (three of the top

five cities were Hittite), filled with the Lighthouse of Leipzig, The Gardens of Ur, The Oracle of Norn, and other great works which were nearing com-

pletion. Oddly enough, the human-controlled barbarians posed the greatest threat to our Empire. When m met the Chinese, we attempted to trade

with them, and established a small settlement (not realizing that they considered this their sole continent). Rather than communicate with us, the savages annihi-

lated our settlement, and had the gall to accuse us-the beneficent Hittites!-of enchroaching upon their lands. For now, we will make peace.. .until the citizens

of our land are no longer so forgiving. (Do I feel a new government coming on?)-rer/y Coleman

JIEllElpOfTIltlirEOtllalfl’DtllliylSETlIIIOMlIlEa^^

T
he isolation of the Chinese people ended in the year 3480 BC, when one of our scouting armies met with an odd race that called themselves

the Luddites. Initial contact seemed beneficial for both our peoples, as we traded knowledge of our ceremonial burial practices tor instruction In

horseback riding. Indeed, the trade did benefit both ot our peoples, as once our mounted armies invaded their city, they would have many dead

to bury. The Luddite city. Wasteland, was unfortunately placed on a thin stretch of land that our armies needed to cross in order to expand our

empire and make room tor our growing nation. The Luddites grew nervous about our alliance, but I assured them that our armies were simply passing by.

As i sailed with my Triremes, however I ran across the Luddites, sailing to the west. Could they have loaded their armies on the ship, leaving their city

defenses weak? I massed my armies to the north, invading Wasteland. SuccessI It was beyond my dreams-the Luddites had left their city completely

undefended! The continent was mine, and I was free to expand. All was uneventful until the year 1260, when our people encountered the Americans. I’d

heard of their power, so I decided that an alliance with them, against the Hittites, would be the wisest course of action. For now, at least. But once my

people build the empire a bit more. ...—Denny Atkin

1. If you are new to Civ, play solo until you can give the computer a good fight at Warlord level. It Human-controlled Civilizations are so crafty that they leave

your inexperienced Civ too far behind in the tirst hour of play, the remainder of the game isn’t much fun.

2. Forget hot-seat play. For parties. You Don’t Knew Jack is a lot more fun, with less hassle.

3. Set your net game up with TCP/IP rather than IPX or NetBIOS tor greater stability.

4. Even if you think you have WinG drivers installed already (whether Win 3.1 or Win 95) don’t take a chance. Go through the entire Setup tor CivNet when

you tirst Install the game; It’s worth the extra time to make sure your drivers are compatible with those that MicroPrase reguires.

5. Need some tactical tips? I could recommend a certain strategy guide by two CGW editors (Civilization, Or Rome On 640K A Day. by Johnny Wilson and

Alan Emrich, Prima Publishing), but that would be a shameless plug.

6. Sequential play is still the best way to learn the game when playing solo. Turn-based play is in all gamers’ DNA (even if they don’t want to admit it).

7. Parallel turns are the only way to go for network/internet play. I hate waiting lor people to move when my clock is running on the Internet. With parallel

turns, if I finish before my adversaries/friends, I can better tweak my cities, without twiddling my thumbs.

8. Allowing two minutes per turn results in focused, lively play. The howls (and messages) from inveterate micro-managers when the turn ends too soon are

half the fun of the game. If it gets too frantic, let the computer run some of your less important cities on autopilot while you catch your breath.

9. Play at Prince level. While King level sounds tempting for macho CivNuts, they will soon lament the additional Barbarians, which arc such a nuisance as

to slow play considerably. Having four content citizens per city, rather than three, makes it much easier to increase your empire’s size. This means finding other

Human Civs earlier.

to. No human gets the Pyramids, Any CivLeader in our group who breaks this meets a most untimely demise (as soon as we find his/her Civilization), sim-

ply because the advantage of switching governments effortlessly is too great early in the game for other Human Civs to overcome.

Aiitorfi'.mt::

'yourciwlizattrjnmnies us laugh We vill agree iwltocnuh your

vor Uilesj civtlizatirpn in exchange for the secret of Horseback Etiding

'

^ 'We ignore your hollov threats'

Qi Clvo secret of Horseback Riding r

prM AMERICAN & I'M OK But if George sleeps all night while

Denny worts all day, he may find that even his strong Civ

cm fall prey to the hungry Chinese,

those were lost in the

shuffle to get the game

released by a certain

date.

CITIZENS IN UNREST

If you long for an

updated version of Civ, or

if you never played Ihe

original, and want to see

what the fuss is about,

CivNet is actually worth

Ihe frustration. But don’t

kid yourself: until you get

the patch and figure out the network quirks, you’ll probably be playing

CivNet more against the computer civilizations than versus those ol

your friends. With Sid Meier’s Civ2000 due this summer, you have to

wonder if the hassles are worth it.%

^APPEAL: Anyone who enjoys a deep, fulfilling strategy game, and

who can deal with the bugs and hassles of setting up a

network/Internet game. (Get the patch.)

>PROS: A much-needed upgrade to one of the

great strategy games of all time. The one com-

plaint of Civ players—no human opponents—is

now finally taken care of. Sort of.

CONS: Poor IPX and NetBIOS support, crashes

constantly without the patch.

MARCH 1996



1
Shock.

You finallyfigure out The 7th Guest"', only to hear that its sequel, The I Ith Hour is going to be released.

2
Disbelief.

This can’t be true! You read the articles, memorize the reviews, talk incessantly about The lltb Hour. Friends shun you.

3
Resentment.

They said it would be out, andyou believed'them. Where is it?! Why would they lie to you?!!

. 4
^

.f
Acceptance. "V

Its out!!! Finally! It’s everything they said it would he &^more. Now, ifyou could just figure out what is behind the....

5
Death.

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

The Iltn Houi- TBe seqoel to Iho 71h Guosi & flit 7lh Qunt ire tiattenarks ol Viijm lnltfacli« Entiitammiat, Inc. t TfiloWe. inc. 0 1995.C1992 Vitjin Intitaclive Enleilainment Inc. i Inlotfle, Inc. »il t.jnis resirved. Viijin is a rejisteirt liaileiiiaik ot Virfin Enltcprisos. Lli

You can Stop grieving now. The I Ith Hour hasfinally arrived. This PC CD-ROMgamefuses incredible 3-Dgraphics and mind-numbing challenges

with afull-length psychological thriller. Its also 12 times bigger and two CDs longer than its

predecessor, The 7th Guest. So, is The lltb Hour leally worth the wait? Well, we think it's totally killer.

Circle Reader Service it 185



INTERACTIVE MAGIC PRESENTS

You've Got Just Enough Time To Save The Galaxy—
If You Play Smart!

0

0

0

0

“Star Rangers’ blend of strategy and arcade action will

have you on the edge ofyour seat from start to finish.”

-PC Gamer

“Star Rangers raises the strategy bar for space sims”

GAMEOFTHEMOm'H
-PC Entertainment

To reach us:

www.imagicgames.com

INTERACTIVE MAGIC • PO Box 1 3491 • Research Triangle Park, NC 27709 • Phone (91 9) 461 -0722

“(Star Rangers) possesses that addictive quality capable of

impressing a wide audience of gamers.”

-Next Generation

Rating:89% -Computer Game Review

Circle Reader Service Ml05
1995 Interactive Magic



evc.‘i<il issues

ago, 1 confront-

ed sonic of the

proljlcnis 1 had

with setting ii|)

QiiewPenlium

ss'stcni with a

piiig-and-plav

BIOS. Since

then, [’\'e wres-

tled with several plug-and-play syslems

and have learned more than 1 ever

thought ncccssar)'. Mcr all, the ven'

moniker “plug-and-plav” should mean

Sometime this spring, Creative

Labs will be shipping the PCI ver-

sion of the 30 Buster (see

review on page 80). However, the

PCI version will use a different

chip, the Rendition Verity chip.

The Verite is likely to be a hot

prospect; the boys at id (the

Doom dudes) have picked the

Verity as the first supported

accelerator for their upcoming

new release, Quake. Number Nine

will also be shipping a Verite-

based board.

The folks at Hercules will also be

delivering 3-D gear soon, but

their card will be based on S3’s

new Virge chip. It's looking like

the 3-D market will be heating up

(hal I (loii'l have to know anything about

my sj-slem, right? just put the card in and

go, right? Sure.

A big pari of the problem is the PC

architecture il.scif, which has 16 hardware

intcrnipl.s, only a handful of which arc

available to peripheral cards. A hardware

internipt, or IRQ. is a circuit that, when

activated, “intcmipLs" the computer to tell

it about .some urgent bu.sine.s,s— w'hen

you pre.ss a key on the keyboard, for exam-

|)lc.

Another annoyance is that .some older

games are limited to certain IRQs for

by midsummer.

Also on the radar screen,

there’s a new specification for

CD-ROM discs and drives called

DVD (Digitally Versatile Disc).

And despite the dopey name,

DVD has backing from targe CD-

ROM drive players like Sony and

NEC, and will greatly increase

disc capacity and throughput.

Storage capacity can range from

4.7 to 17 GB, and throughput is

being initially rated at around 1.4

MB/sec. DVD will be compatible

with all current CD-ROM formats

(data and audio), and drives sup-

porting the larger capacities will

read lower capacity discs as well.

• TECHNOLOGY

DOS Games Will Bring A Plug & Play Device

To Its Knees

£ i Plug &

Play only

works with

Win 95 or

some other

PnP-capable

operating sys-

tem and only

with Windows

apps- 9 9

iiudio failures. For exumplc, a number of

games assume that your .sound card will

beat IRQ 9 oriow'cr.'lhe lazinc.ss of

game programmers is partly to blame, but

that laziness is reinforced by the de facto

S( )UND Bi .•vs'n^R .standard, which nonnal-

ly uses cither IRQ 5 or IRQ 7 (witli IRQ 9

relegaled to MIDI music .sjnthcsrs). Tliis

caused great headaches for cards such as

the CiWiS Ui;iR'VSOUNIT series, w'hich

would default to II^Q II.

THIS IS PROGRESS?

()k;iy,,so along eomc plug-and-play

(I’nB) cards for the PC. No s-witches to

.set, no I RQs to remember; these cards are

self-configuring. Fnd of problem! Er, not

(|uite. Picture this:

You rip open the hox for the new l^nP

A\VF-32 card from I .abs. You

know this card has wide support from the

game inditsln,; and in a pinch. \ou can

alwavs use it as a stock SoUNf) Bi.-vsiKR

card. When you bool into Window's 95,

the card configures itself, and you have

.sweet-sounding audio from Windows. Yni

are one happy camper.

Y)u pull down a DOS game CD, hoot

to the DOS prompt, po|) in the CD and

run the game. Uh-oh. No sound. Wtll.

)'Ou did just install a new' .sound card. You

run the games setup utiiih’.’lhe sound
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LOYD CASE

card autodctcct fails. You inanuaiK' .set

ever}’ IRQ you can think of, but still no

sound.

Scratching your head, you start up

Window's 95 again, bring up the dc\icc

manager and discover that your new Pnl’

audio card is set to IRQ 15. 1 lull?

You try to change it, only to get the

mcs,sage: “this parameter cannot be

changed.” You contemplate grabbing a

.shotgun and ending your computer's life

on the spot.

'Iliis actually happened to me. During

the process of getting the PnPAWE-52 to

work, 1 uncovered a number of interesting

facts;

lurst, ifyou have a I’nP BIOS in your

computer—most newer PC! mother-

boards. ^86 and Pentiums, do— tlicn you

need to root around in your BIOS setu])

]3rograiri. Usually, and I emphasize the

woid “usually,”
)
ou can uncover a section

of the BIOS setup program that allows

you to manually configure wliich IRQs

are allotted to PnP and which you can still

manually control. If you're clever about it,

you can assign only interrujits which are

acccs-siblc b\' all games In PnP. Piece of

cake, right?

Okay, now' what happens when you

have hm or even three IhiP cards?

Some BIOSes allow you to allocate

.specific IRQs to specific .slots, 'flicn you

can count the slots and plug the PnP card

into the right .slot. Of course, there arc

some BIOSes that give you little or no

manual control over the I RQ.

ICU WILL SEE YOU THROUGH

I ley, 1 thought this w'as supposed to be

easier, 1 hear you ciy'. Actually, it is, as long

If you've recently installed Windows 95.

and it's behaving poorly—such as a low

refresh rate and slow graphics perfor-

mance—it’s likely that Windows 95 only

installed the 16-bit version of the graph-

ics driver for your card. To install the

32-bit virtual device driver (known as a

as you remain in Wndows 95 or .some

other PnP-awarc operating sv'stcin and

only am Windows a|)|Dlications. 'llie

hitches are those pesky older DOS games

that we all love to play.

'llierc is a solution, howev'cr. It’s called

the “ISA configuration utiiit\’”or ICU for

short.

ifi Hey, I

thought this was

supposed to be

easier, I hear

you cry... The

hitches are

those pesky

older DOS games

that we all

love to play. if
'Pilose of vou have used s)'stcms w itli

EISA {cvtcndecl ISA) arcliitccturc .systems

will immediately recognize the ICU. It’s a

program lhat j’ou mn that allows you to

manually configure your .s}stcm. You can

assign resources to individual .slots and

cards, tell the system w'hat’s in each slot,

and so on. 'Iliesc programs arc usually

easier to u,sc than the more arcane setup

programs that configure BIOS .settings.

'I here is a minor catch: you have to load a

device driver in order to use these manu-

ally assigned PiiP settings. 'Pile good news

is that the driver only takes up 2 KB of

RAM.

VxD), insert your Windows 95 CD. Then

go to your desktop, click the right

mouse button and bring up the display

properties window. Click on the settings

lab, press the “Change” button under

“Display Type" and then click on have

disk, Now browse the directory on the

CD named “drivers." Under drivers is

another folder, “display.” Find your ven-

dor name and see if the driver will load,

It works pretty well, too. 'llic Gatewav'

P133X1 - system wc looked at in the

January' issue came bundled with a PnP

Ensoniq SoUNDSCAPir, card. Tlie P133XL

came with the device driver installed in

tlie Wndows 95 boot setu]5, so wlien we

went to the DOS prompt, wc had no

problems running DOS games, esiiecially

those games that directly sup]iorted the

SouNDSCAPt; board.

'I lie ICU is the only solution, by tlie

way, for those older computers vvliicli do

not liave a PnP BIOS. You can obtain

Intel's ICU on their BBS at (503) 264-

7999,

I'br added flexibility, some card makers

allow you to disable PnP and retain man-

ual control of the card settings from the

beginning. 'Iwo interesting examples are

tlie US. Robotics SPOKlS'l Kit 28.8 KB

PnP modem and the 3COM 3C509B

network card.'llic SPORT’Sri'R modem

actually lias a jumper that enables or dis-

ables PnP (Pnl’ is enabled by default.)

Tlie 3C509B ctliernet card has a software

installation program that lets you enable

or disable PnP.

TOMORROW AND TOMORROW...

Eventually, software will catch u|j witli

the new' hardvv'arc. Eventually, we’ll all be

niniiing Windows 95 on our Pentium Pro

Plus 900 Ml Iz systems in dazzling, liigli-

resolution true color with Dolby 'l l IX

quality .sound. Eventually.

Until all the software catelics up,

however, it’s wise to ami v'oursclf with

a little knowledge, so tliat when you try

to mil the original version of Doom

on your jxirc PnP system, you can get

it to work, out of tlie box. Now that’s

plug-and-]i!ay.%

(Note: the Matrox drivers are for the

older MGA line, not the Millenium.) If

the driver doesn’t load, or you don't see

your board’s driver on the Win95 install

CD, visit your vendor’s BBS or Web

page to see if they have an updated dri-

ver available. I’ll be talking more in a

future column about getting the right

graphics driver to max out your

Windows 95 performance. —L. Case
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CD-ROM game fhai fruly separates the tough

guys from the mondo weenies. Get One! (now)

Satisfaction Guaranteed*

7th LEUEL

Visit your retailer for a free demo or download the Arcade America promo from the Web (www.7thlevel.eom) in AOl, MSN,
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Stick It

In Tbur Ear
If You’re Still Using Those Featherweight Freebies That Came With Your

Computer, You Should Hear What You’ve Been Missing

By Ron Talbot

still rcnicinl)cr the first time I

c.\periencecl sound while |)la)ing

a computer game. I had been

steadfastly refusing to add a

sound card to my ihen-luilking

386-2(J. It was i^riniarily a game

rig and I w as feeling guilt}’ about

the amount ofmonev’lwas

spending on it. I was a hanl-core

RPC', gamer at the time and I

\iewcd sound as an expensi\’e ln.sniy. /\

friend had to practically tic me in a chair

to force me to listen to that lirst Ad I ,ih

card. Bvdawn the next morning 1 was

hooked.

C'.ames like I^KI) B.MtON, Wise

C()\i\L-\NnKl<and even the SSI gold box

games come alive with the simple addi-

tion of audio. Once you can both see and

hear the action in a game, it becomes es’cr

so eass’ to cotnplelcK' lose yourself in it.

'that wonderful stale of total absoq)tion,

the doldmms of reality forgotten, lures us

Miif(iii'tllls{t^Sttr((iSyslgii?

Y ou might be asking yourseif just how do these speaker

systems stand up to your typical home stereo system.

Why can’t I just run a cable to my amp and save myself

a fistful of dollars? Good question. Actually, this is how I

have functioned for the past six years. 1 have an average quality

amp and pretty good speakers. As i evaluated the featured units, 1

also evaluated my stereo system, and it did very well in all areas

except depth, owing to a lack of surround technology. The table in

this article shows how it fared relative to these other systems.

Basically, if you have a reasonable or better stereo system close to

your computer you might as well use it unless you want to harness

some of the nemr "S-D" technologies. But if you’ve decided that

you want a dedicated audio system for your gaming machine, then

figure out first how much you're willing to pay for good gaming

audio, check out the reviews below, and use the guidelines to also

evaluate the wide range of multimedia speakers out there.

AEROSPACE SPEAKERS AND SUB-

WOOFER

Tlicy’rc cute, llics’.shaiilc! be grccii, iiiu!

they hiss like ;i snake. Tliissy-stcm consists

of two small streamlined speakers liookcd

in-line to a .snl>\\oofcr. The speakers are

controlled by a cable remote for both

power and volume. ' I he sub-woofer has

power and volume controls mounted on

the front panel as woll as an overall vol-

ume control for the entire system. The

.speakers connect with a hard-w-irecl cable,

making replacement and positioning diffi-

cult. Since tliese two products arebouglil

separately, you are l)nrdcned w'itli two

power bricks, those large. hea\y pow er

.supplies tliat irritatingly co\ erh\o or more

outlets.

The Aerospace .system pnwides reason-

able quality gaming sound, witli e.speeially

high marks for the Ireeix’ .sub-woofer. The

back ox er and over again.

Good .sound adds

cnomiously to the ox er-

all enjoyment of any

game. \\T)y

s[>cnd thou-

sands of

dollars on

a fast

]Droee.ssor,

tons of

memoiv. and a

monitor fit for a

footijall .stadium, only

to add S2() tin can .speakers as an after-

thought? .A good game rig is a prettx’ hefty

in\’e.stment. but a good set of speakers

might well be the key ingredient to

enriching your gaming pleasure. In this

surxex’, we-Tl take a look at six sj^caker sx’s-

tems currentlvon the market, and i’ll gixe

you .some pointers on how to choose a

.system that’s right for you.

THE GAME'S THE THING!

I’m not an audiophile. I’m a gamer. So

rather Ilian dclxe into a ton of techno-

minutiae about frequency respon.se and

harmonic distortion. I'm going to focus on

how these .s-x•stems .sounded cranking out

some gaming audio. To tlial end. I li.s-

tened to each of these speaker systems

while playing Mkci i\VAnKI()K2 and

WiNt; CoMM'VNDKR III. My game rig has

a SoundBlaster 16 with an Andiowaxc

[Treamxxax’e MIDI daughterboard. 'lb

round out my evaluation. 1 also listened to

them playing CD-audio-ba.sed x'oeal and

inslmmental music tracks to see hoxv they

fared.
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SV-722S\V

g;ivc iin almost [jcrfcci blend of strong

iVlcch stomping bass without being obvi-

oiisK’ distracting. Hits would be a good

low -cost option if it w eren’t for the hiss.

'Ilie speakers, while pro\iding reasonable

sound generate noticeable hiss that could

be heard o\’cr the noise of ni)’ hard dri\’c.s.

'Iliis hiss, usually generated by the unit’s

power amplifier, is a ]3rett)' common [prob-

lem tliat can be extremely distracting,

S12y.95 list. Interact Acces-sorics, 1 hint

Valley, MD, (410) 785-5661, wxuv.interaet-

ALTEC-LANSING ACS500 WITH

DOLBY PRO-LOGIC

'

I bis impressive-looking unit consists of

two elegant 18-inch tall, B-way speaker

lowers coinplcincnted by your standard

under-the-dcsk sub-woofer, it features a

Dolby Pro-I ogic decoder, and has sepa-

rate controls for the speakers and the sub-

\voofcr, w ith one \’er\' irritating feature:

the power buttons are both \ei)- small and

hidden on the back of these units in hard-

to-reach locations. Cabling is .sound and

the overall craftsmanship is excellent.

Betw een /Mice’s reputation and the

Pro-1 /)gic. 1 was expecting to be blown

away, but w as suqjrisingK- disaj)poinlc(l.

'llic sub-w oofer was particnlarl)’ weak,

and at fvpical game volume levels it

sounded strangely fake and didn't blend

well with the .speakers, /\nd while it

fared imieli better playing traditional

mirsic, there was noticeable liLss,

Iliis unit might be a better fit

for doing audio produc-

tion work, but

given its steep

price, and

the review’s

focus on

give it a strong

recommenda-

tion.

S399.00 ii,sl, Allec-I Jnsing

rechnologics, Inc. Milford, PA,

fSnO) 648-6663, email:

75361.35I@CompiuScivc,eom

liiiiiiiiiiinDimiimti

CAMBRIDGE

SOUNDWORKS

A collection of .seeming

contradictions, the

SoundWorks consists

of your standard \J\{

.speaker plus .sub-

woofer configuration.

"^nic speakers arc amaz-

ingly small 3.5-inch

cubes. Tlie only other

s|)eakers I have seen

this small were for sale

for SIO at K-Mai't.

Believe me, these little guys produce

amazing .sound. ' I his is the .system of

choice for those ofyou w ho are ".spaee-

ehallengcd.” ' Iheres good cabling and

craftsmanship with a minor glilcli: the vol-

ume control is on the cable betw een the

computer and the sub-w oofer (by necessi-

ty). Unfortunately, this cable is not long

enough to reach desk level if both the

CPU and .sub-woofer are on the floor.

Strangely enough, SoundWorks gives

good blood-stirring game .sound, but

seemed flat and muddy w hen te.stcd vv ith

CD-audio music. /\ .solid choice for your

game rig. c,spccially ifvou’re in cramped

quarters.

S219.99 list, Cambridge SoundW'oiks,

Cambridge, MA, (800) I’CR-IIIKI,

ww'w.hifi.com.

LABTECH LCS-2612 SPEAKERS AND

SUB-WOOFER

Spatializer 3D lechnologv is this svs-

tein’s one strong point. Consisting of the

standard Ivvo speaker/siib-woofer configu-

ration, the satellites come with handv

brackets that allow Ihem to hang on each

side of vour monitor like elephant ears.

4he sub-woofer comes with convenient

front |)ancl

conirols.'lhc craftsmanship

was average and cabling was definitelv

siib-.standard with thin, hard-wired speak-

er wire.s.

I he .sound was unremarkable until vou

turned on the S[>atializer.'nie depth of

sound provided b\’ this feature is notice-

able. But dcsspite the impmved .sonic

image, the I ;ibtcchs had the loudest hiss

of any in this review. All in all, ! wasn't veiy

impressed. Be careful, these are quite

often standard equipment in bundled

computer ,sv•stems.

S119.99 ii.st, liibtech linteqirises, Inc.,

\ancoiner, W'A, (360) 896-2000,

www'.labfceli.com
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I'lvc s])Ciikcrs von Siiy? 1 lerc is how ilic\'

break clown; You have your traclilional IVL,

speakers, a eenler speaker that combines

both right and left signals, and tw o

speeial ‘snrronncl” soimci

s|)eakers that are positioned

behind the listener. 'lire

Pro-1 xigie decoder dislrib-

iites the appropriate .sig-

nals to each of the speak-

ers. 'Ilie cabling was excel-

lent, and setup was a no-

brainer.

'lire quality and depth of .sound

was excellent! One si nail [rrobleni: the

maniniotli .sub-woofer can really rock da

SW.OO list, SSI Pmdnets, Inc., Arcadia,

CA, (HOD) 845-4774.

NUREALITY VIVID3D SPEAKERS

Ah, the magic of teehnolog)'.’llieWid

si") system is a niaivcl. Using only two

speakers and SlUS surround teehnoiogs;

NiiRealitv creates a \ erx- convincing depth

of sound. Wdiilc placing h ll'X;! iWAliRiOli I

was continually amazed at how the .sound

.seemed to come directly from the monitor

(the speakers w-eie several feet avvaj')- But I

found nwself thinking, “if only it had a siib-

woofcr.”'nic speakers ])rodnce rea.sonable

SSI CINEPLEX SYSTEM 1500 HOME

THEATER

If only 1 had a tiust fund. 'lliis full-

fledged snrmnnd sound system includes

five speakers, a BIG sub-w oofer and an

amplifier/Dolb\’ Pro-1 xigic decoder box.

^7 HvtUpstflSIifl^

T
here are a lot of different speaker systems on the market,

so rather than trying to cover all these systems or pro-

claiming system X as the one to boy, I've covered a few

units, and here are my criteria for choosing a speaker sys-

tem for a game rig. Of couise, if you can get to a store where you

can listen to the units yourself, that’s the best litmus test, since your

ears are the best judge.

1 . Sub-woofers rule! I don’t know how I lived without one. A sub-

woofer adds a visceral quality to game sound that can't be

beat.

2. Surround/3-D/spatializing technology really works. Some imple-

mentations work better then others but in general it seems to be

worth the extra bucks.

3. If it hisses, take it back. Fine for serpents, not speakers.

4. If you live in a thin-walled apartment, be sure your sub-woofer

has a volume control. Eviction notices and irate neighbors tend

I

to ruin the quality of your gaming experience.

1

5. Look for thick, high-quality, replaceable cabling.

lion.se, but it has no \<iiiimc control. 'lliis biixs tones for normul music, but w c'rc

tiilkinggiimcs here.

could cam any aparlmcni dweller a quick Vm want to "fed" e\er\’ impact and explo-

cuction notice. I noticed this right off the sion. Notveiy realistic, but dam fun. Still,

bat because the sub-woofer is almost too for the price and 5-D effect, these well-

lond and, sigh, 1 do live in a aparimcnl. made .speakers arc vciy tempting. Wood

Finally, no hiss! 'llie sound quality w'as out- constniction, convenient controls, and

slanding, even during the tough piano test. good cabling round out this offering.

Ifvon ha\e the room and tolerant neigh- SI79.()I) list, NuRealily, inc., Santa /\na,

bors, go for it. CA, (800) 501-8086, wxwv.nurealih-.coin%
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Experience 3dai
demo: http://www.golcltree.com/

Purchase 1 -800 - 746-3772 - Get Demo

H Information :,.GqtoTREEl@AOL.COM
Min.Raq: 4S6/B6DX, MSD-OS verB-t-. CD-ROM. 100% Soundblaster 'Compatible, 8 Me.gs RAM.

^ Circle Reader-Service M73 '
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REVIEW • 3D BLASTER

Unexciting
Acceieration
Creative bbs’ 3D Blaster Accelerates Some Games On A 486,

But Don’t Expect Miractes

by Loyd Case

Price: $299 street price

(2MB version)

System Requirements:

DOS, Windows 3.1, or

Windows 95, 486 with

VLB. VGA graphics

card, 8 MB RAM
Manufacturer: Creative

Labs

Miipitas, CA

(800) 998-5227

Reader Service d: 322

1

996

should be the ycurlhiil

5-0 accelerators hit ihe

.streets in force. I•'inally. the

inckistr)' seems to be .set-

tling on two or tiiree real-

time, 3-D Application

Programming Interface

(,API) staiidartls, allowing

programmens towiite 3-D

games to an,Al’I rather

ilian to tlic registers of ever)' 3-D chip out

there. And the price points look about

right, too, with S2t)()-S3()(l being the target

for 3-19 accelerators with 2 MB of IIAM.

Creative Labs is one of the first compa-

nies to release a 3-D accelerator, the 3D

Bl .VS'I isR, which began .shipping late Iasi

vear. Based on a cost-reduced \ ersion of

3D L\!iS'GLiNTchi|)sct. the 3D

Bias'11:r is on!) availalile forVESA local

bus (VI for short). 'Ihe idea is to gi\e all

those 486s out there an end-of-life perfor-

mance kicker. I lowes cr. the .swift move to

aggrc.ssivelv-priced Pentium PCI sssteins

ha.sapparentl\' caught many people by

surprise, ineliiding the folks at Creathe.

The 3D Bi.'VSTI'.r has both Window's 3.1

and Windows 93 drisers, and w ill siip|)oii

Micro.softs DirectsD .API when it comes

out later this vear. 'I lie marketing mavens

at Creative state that w'hen ninning

games written to 3D BlAS'l'IiRs Creative

Craphics Librarv' API. the CLiN'P

engine's perfomianee is ec|uivalcnt to a

softwarc-unlv 5-D rendering engine run-

ning on a Pentium. Is it that good? Not

really. Mavbe the marketing folks at

Creative onlv have 60 Ml Iz Pentiums.

’

I he card is verv easv to .set up; after rip-

ping the lid off your .sv'.stem, v oii find an

available ,B .slot and

insert the card. Creative

decided to u.sea\'CA

pass-through, rather than

trying to use the infamous

VCAfeature conneelor, a

smart deefsion on their

part, lo use if, vou need to

nin a cable (provided in

the box) from s'oiir \''CA

adapter to Ihe 3D

Biastkr. 'ilien you con-

nect V our monitor cable to

another connector on the 3D card.

Software installation is simple, with onlv

one driver to install, althoiigii vou’ll have

to be careful to assign the proper IRQs.

5D Bias') KRs Ckiyi’chip brings a lot

to the parts; including hardware Z-buffer-

ing (for hidden surface ealculatious), and

perspective-corrected texture mapping in

hardware (to prevent texture w'aqiing). It

also anti-aliases lestiire maps (to reduce

the “ja^ies”), and even has transparency

blending and fog.

Agood software bundle rounds out the

mLx, and includes 3D Bl AS'l'KR-acceierat-

ed versions ofNASCAR R-vciNc.:, Magic

C.My’Ki'Pi.t.'s, l'i.iGnTUNLi.\irii';i'). i li-

OcrtANli and a good 3-D, first-]X-rson

shooter called RiiREt, MoON. all of which

arcLDOS titles. If you're ninning Window's

95. vou can play these games after reboot-

ing into DOB mode.

So how docs it play?'nic news is

mixed. N',ASC.'\R R\CINC fared the best,

although turning on all Ihe rendering fea-

tures created a pretty .severe drag on Ihe

frame rate. I''I.IG1 if UNl.l.Mi'il';ns frame

rate at 640x481) with most rendering fea-

BLASTER PACK The 3D Blaster comes with NASCAR

Racing, Magic Carpet Plus, Flight Unlimited and Hi-OaANE,

but it won't turn your 486 into a Pentium 133.

tores euablccl was unacceptable. 'Hie

w'orsi w'as ])robabiy I li-OciANt:; at high-

res, I li-CciANiv was sim[3ly unplayable.

Overall, if j'oii’re looking for a 3-D

accelerator for your N'DBus sjstem, 5D

BLVs'iiiR is the onl_v .sliow' in town,

blow ever, don’t expect miracles. A better

perfomianee kicker would still be a fast

I3;ntiimi upgrade. On the other liand, that

will .set )'ou back considerably more than

the 3D BIvNSIT'.r’s S299 price lag. 3D

Bl as'IKk’s support of the eventual

Dircct3D API will c.\1end the life of tliat

old 486 rig, but given the new CPU-hun-

gr)' games vv'c’re now seeing, the overall

experience mavslill fall short.Sj

^APPEAL: Gamers with Vesa local

bus machines looking for faster 3-D

performance.

^PROS: It’s the only game in town

for VLB 3-D accel-

eration.

CONS:
Performance is

still sluggish on

these games when
most graphic

options are on.



ProtectYour PC. FREE 60-page
Power Protection Handbook
Whiit Lire the myths ami musts of PC protection^ What arc the 1 0 most common
power protection mislakcsf The top tips for addtng reliability to your PC? Get
your FREE copy and find out!

YES! I'm interested in the Inrst UPS designed

for Windows 95. I’lease send my FllEE

handbook and Back-UPS Pro information. Microsoft

Windows' 95

Name 'i'irlc:

Company;

Street:

City; State: Zip;.

Phone/fax;

Bianilsof Ul’S used?

# servers/PCs to he protected?.

APe Dept. Rl
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IT’S NOT I F, IT’S WHEN

Windows* 95 andWindows NTWorkstation

put the power of a server on your PC.

New Back-UPS* Pro " will keep it there...

ea

«v

If you’re ubout to invest in a new

multi-tasking operating system

like Windows 95 or Windows NT
Workstation, experts say it may
be time to invest in APC
protection. Why? because bad

power is the largest single cause of

data loss, and on a multi-tasking system, your

vulnerability is multiplied. When full protection is as

affordable as a new mouse, it just doesn’t make

sense to leave your premium machine unprotected.

Back-UPS

Pro

6 5 0

Starting

at $239!

Includes

FREE
Plug &
Play

software!

You get Siifc lUitomatic shutdown
(whether you're there or not), poiver

ci'cnl recording for power <]Uidity

iinalysis, rciil-tiinc disphiy of UPS stutii

iiiid certified Windows 9.T Plug & Phi)

coinpiitihilily for eusy installation.

"...TO TAKE ADVANTAGE OF WINDOWS 95'S SvSTEAl ACENT AND DRIVESPACE U
GRACERJL SHUTDOWN IN THE EVENT Of AN EXTENDED POWER OUTAGE HAS BE

IMPORTANT. APC’S PtUG AND PtAV BaCK-UPS Pro 280... IS ONE SUCK PACKAi

B
“OKsmamom cm fustheb "(With Windows MJ..(JsEits’5iif«ti'WN(!

ENSURE RELIABLE SVSTEM MORE FILES OPEN AT ONCE AND HAVE MORE
PERFORMANCE BV CHOOSING A UPS DATA AT RISK THAN EVER BEFORE... A UPS IS

LICENSED TO BEAR THE DESIGNED QUICKLY BECOMING A MUST..."

FOR Windows 95 toGO...” CoMPUTERLir-e

Microsoft

“>tl»**J*-...SHOUtO BE STANDARD EQUIPMENT
ON EVERV DESKTOP... EFFECTIVE AFFORDABLE

DESIGNED TO LAST..."

PC Computing

"Don't take chances. Get the ultimate

PROTECTION... FROM APC" PCWORLD

Protect against the inevitable power hit with

new 13ack-UPS Pro, the one and only UPS “Designed

for Windows 95”, Automatic Voltage Regulation

(AVR) provides the edge you need for full protection

against extended brownouts or overvoltages without

draining the battery, while CcIlGuard intelligent

battery management extends battery life with fast

recharge and deep discharge protection. The units

even include built-in lOBasc-T network cable/phone

line surge protection for a bulletproof response to

anything Mother Nature or Murphy’s Law may send

in your direction. Plus they're even hacked by an up

to 525,000 guarantee against surge damage to your

eciiiipment (see details).

All in all, you can’r make a bad choice when
you choose the eompaiiy that protects more PC’s

than all other UPS vendors combined: APC.

J-or 6 iiiiitiiles ofruntime on a lypicnl 486

,

choose BU Pro 280PNP. For Pentitims or tnore

runtime, choose the B U Pro 420PNP or 6S0PNP.
Cull for cl Free demo Disk, hO-puge catalog, or

visit our Ptni/erPage' at hnp://u'ww.apcc.cont

SurgeArrest''^'’’ &
Protectnet’^'’

A C and diiuiliiic surge

suppressors.

Back-ups &
Back-ups pro

UPS for PC and
adranced worksl.ilions

Smart-UPS' &
Smart-UPS vis
Manageahle UPS for

Matrix-UPS’’^ &
Accessories

AIoi/((/i;r UPS for client/

Starting at $ 1 9 Starting at $ I 1 9 Starting at $299 Starting at $3499

AMERICAN POWER CONVERSION

800-800-4APC
Dept R1

40I-78S-27')7 fax / S00-447-FAXX PowerPax

'

I U Fairgrounds Rd.. W. Kingston Rl 02S92 U.SA
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TECHNOLOGY

REVIEW • KEC MULTISPIH 4X4

Test Driving

The New 4x4
The NEC 4x4 Isn’t The Fastest CD-ROM Drive,

But It Offers Convenience At A Good Price

by Dave Salvator

N

1'’,C’sMi)i:i'iSpin -4x415

buill more for coinforl

than for speed. With the

4x4, NMC has chosen to

concentrate on multiple

disc access, leltiny you

house four CDs simulta-

neously, 'lliat doesn’t

mean ev er)' game which

ships t)n more than one

CD will autoinalicalK' advance to the

next disc in the stack, hut it docs allow

easier access to multiple discs.

'Ihe 4x4 has hoih Wndows 3.1 and

FOUR IN ONE NEC’S 4X4 has the advantage of

housing four CDs in one unit, but unless a game

supports multiple CD-ROM drives, you'll still have

to shuffle discs.

Windows 95 drivers, and ships with its

own IDM controller.
’

I here are four but-

tons on the front panel to load and unload

discs, and a head-

phone jack with vol-

ume control. Unlike

some other NlvC

units, there are no

audio-CD transport

controls (play/stup)

for audio CDs.

'Ilic 4x4 is offered

at a good price, but

there are other units

in the same range

that arc much faster.

It’s much cheaper

than the Plextor 6X,

and a little cheaper

than Creative’s 6X drive. Mowever, since

Price; S279

Manufacturer: NEC

Technologies

Wood Dale, IL

(800) NEC-INFO

www.nec.com

Reader Service If: 323

Ihe 4x4 performed more like a 3X drive,

the unit loses on the .speed front.

\\4iieh means that the Mlii:nSriN's

main advantage is its 4-disc capacity.

Does this capabilih'come in handy for

multi-CD games ?\\'ell, that de])cnds.

Some games, like WiNc; C<iMMANni-;R

111, make a call during iniliali/aliou to

check for the prc,scnce of multiple CD-

ROM drives. IfWlNC; 111 finds more than

one CD-ROM drive, it checks whether

that additional drive contains a disc, and if

.so, reads its volume label. In this case, the

MlJt;nSPlN would be handy since it

switches discs on the flv w hen \'ou move

into a scene on the next disc. 1 low'cver,

game developers have to wTitc ihe code to

detect and use multiple CD-R( )i\'i driv es,

and not all of them do. Windows 95’s

CDF'S (CD Idle System) doesn’t rcallv-

have a provision for applications using

multi])le CDs either, so here again, it’s left

to the developer to write that code.

'Mie 4x4’s Wndovvs 95 driver presents

four separate drive letters,

each one representing a

physical disc. NKC is work-

ing on a new version of their

driv er that will pre,scnl a sin-

gle drive letter and offer a

task bar-based utility w'ith

infonnalionon the four

inserted discs that lets you

.select wl lich one In activate.

'file MlilfnSPiNs installation is well-

documented, though somewhat awk-ward.

It's not compictciv' plug-and-play, and

requires vou to install its driver manualiv;

then .scan for new hardware in Ihe

Contml Panel, wlierc Windows 95 recog-

nizes the controller. And while this proce-

dure is carefully explained in the docu-

mentation, it could be better automated.

In WinBench tests, the 4x4 was able to

achieve only 485 KB/scc throughput—

a

little better than 5X .speed. 'Ihis shortfall

maybe due in j)art to the 4x4’s IDIv con-

troller, which has to rely more on Ihe

CPU to push CD-ROM I/O along.

Civen that a lot of games arc still nin-

ning off of one CD-ROM. and .speed is

king, this unit is hard to recommend for

hard-core gaming since it didn’t achieve

4X .speeds in our tests. Some games will

take advantage of multiple drives if they’re

present, but there's no standard for multi-

CD-ROM ennfigs in cither DOS or

Windows 95. So it’s still up to each game

devclo]K'r to enable multiple CD-RON

1

drives when initializing. But if you like-

having ready acce.ss to multiple discs with-

out loading/unloading \our caddy, aiid arc

willing to trade some speed for the conve-

nience. Ihe $279 4x4 (includes controller)

mav he of intcre,sl.

^APKAL: For users who want

ready access to multiple CDs.

^PROS: Fairly easy setup, easy to

use. For games that support multi-CD-

ROM drives, the MuldSpih 4x4 makes

advancing to the next disc a little

easier.

^CONS: The unit doesn’t really deliv-

er 4X performance, and there are

much faster units

available. Some
games don't sup-

port multiple CD

drives, so you'll

still have to do

the CD shuffle.

1
Company Product InterfaceTransfer

Rate*(bvtes/sec)

Price

NEC MuitiSpin

4x4IDE

466,652 SZ79

1 Plextor 6Plex8C8l 927,164 S509

Creative labs Blaster CD

6XE1DE

952,223

I

'Based on Wing Commander 111 install.



Lie to your opponents

In other words,
THINK OF IT AS A TRAINING
PROGRAM FOR A CAREER
IN NATION BUILDING.

CONQUEST OF THE NEW WORLD
BEGINS APRIL 24, 1996.

For Gamers^"
CNP1

CHART YOUR COURSE FOR THE INTERPLAY WEB SITE (http;//www.interplay.coni) & DOWNLOAD THE INTERACTIVE DEMO.

©1996 Interplay Productions. Conquest of the New World and the Interplay logo are trademarks of Interplay productions. All rights reserved.
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TECHNOLOGY

REVIEW • PRO PLAY GOLF-THE HOME COURSE

Fore Play
ThrustMaster Builds The Golf Widow’s Ultimate Nightmare

by Denny Atkin Sr.

Price: S799.95

System Requirements:

IBM compatible 386 or

better, Win 3.1 or bet-

ter, 0.5 MB hard drive

space, 2MB RAM.

(Additional space and

SVGA required lor Links

386 soltware.)

# of Players: 1 to 4

Protection: None

Designer: ThrustMaster,

Inc.

Publisher:

ThrustMaster, Inc,

Portland, Oregon

(503) 639-3200

Reader Servicelt: 324

fi

olfc^s arc crazy. Golfers use

\’acations to play more golf.

'IheN read about golf and

watch othens pla)’ golf '1 hen

llicy talk about golf with fel-

low golf nuts. Doesn’t .sound

much different than the hp-

ica! computer gamer, docs

it? If you're a golfer r/nc/ a

gamer, you understand the

meaning of obse.ssion.

'IhnislMastcr has long catered to the

liardcorc gamer, with a scries of high-end

controllers for flight sim fans. Now the

company has turned its sights to the digi-

tal duffer with Pro Pl-w Gou'-T’i w.

\ lOMK GouiesK. a device that allows

golfers to p!a\- PC golf games using their

ow'u clubs.

PPG includes a ba,se platform u'ith

controller unit, a large golf mat, three

foam mbber golf balls, reflective tape

which you apply to the bottom of your

ciub.s, nibbcr tecs, and a hanging indoor

])itching net. Not being a real techie, I was

coiicemcd about my ability to properly set

u]) the system, but utilizing the included

\’idco and step-by-step instructions. 1 was

standing on the 18th tee at a s irtual Pebble

Beach, waggling my driver, only a few

minutes after unpacking the unit.

The golf mat is an artificial turf layered

over a foam ba,se. The balls are made of a

light foam rubber, l)ut they do give nice

.sound feedback w hen you slrike them.

FAST FEEDBACK

PPG isn't iust agame controller— it

also doubles as a swing ai laly/er. Using

iight .sensors embodied in the elcctronie

platform, it gives feedback on club iiead

.speed, the angle of the club face at

impact, clui) iieight above the surface,

point of ball impact, and direction of fol-

low-througii.

The anaKv.er display is easily \isible

OW'U elubs is eerlaiiily a

better w ay to play the

game than watching tlie

screen and tiying to click

tliemou.se at Iherighi

time. Not ouK’ is the con-

tml natural, butthe.swiug

analyzer function also

.shows on the screen, giv-

ing iirslant feedback. Viu

might find you’ll need to

quickly move clo.ser to the

.screen to follow the ball’s

flight, unless you hav e

S’ounger eyes than 1 do.

PUTTING AROUND PRO Play Golf lets hard-core duffers

hit the course anytime, rain or shine.

from sev enil feel away. e\’cn using my 9.5-

inch screen laptop. Along with a perfor-

mance gr.iph, il also gives tips on correel-

ing sw ing errors upon re(|ue.st.

WTien I first tried this function. I found

my swing averaged about 85 mph, and

llial I was swinging "inside-out,” pmduc-

inga iiook. By experimenting with a little

earlier break in nw wrists and moreeon-

centration in the follow-tlirough, I

increased my club head .speed to 95 mph,

and ball direelion improved dramaliealK'.

'Ihe next das, 1 transfened these ideas to

Tiialalin GountiyGlub’s course and hit

longer and straighter drives than I have

enjoved in months.

'llmLslMa.steralso bundles a modified

copy of Access Software’s 1 .INKS 386

which .suppoits the controller. Using your

REAL BALLS ARE

BEHER

'I'lie PPG system pro-

vides a \ cr\' real experi-

ence, only held back by

the fact that yon aren’t hit-

ting real balls.

('nirustiVlaster says it’s

possible to hit real balls, in

the [iroper ciwiroument.)

It gives both the novice

and experienced golfer iLseful swing feed-

back, and it’s a su])erior controller for

games such as I.lNkS 386, WTiile the price

mav seem a major investment, many

golfers don’t blink an eye at .spending as

much as $500 for a new jumbo titanium

driver.^

^APPEAL: Truly obsessed golfers

with some discretionary income.

>PROS: The device gives you serious

and helpful feedback on your golf

swings, in addition to bringing inter-

active games to life._

CONS: YouTI

need a fairly large

space to swing

the club, and a

hefty wad of cash

to drive this baby

home.

cc MARCH 1996



ntrodiicinff 3D Blaster
The Ultimate 3D Gamin{y Experience.

The
PC 3D

Standard.

iVIagic Cari^erPlus Kebel Moon' NASC^AR^ Plight Unlimited Hi-Octane'

IMfroil fcnris Wolf I

Tired of games that play in slow motion? Tired of pixels

the size of boulders? Tired of 8-bit cartoon colors?

Get 3D Blaster" from Creative Labs* It ^
will blast you with full color, hi-res, 3D

graphics that fly across your screen at light <

speed. What's more, it's bundled with five

killer 3D games designed for 3D Blaster.

Looliiiuy (tiii.ss 7n/mofo(yi« Hiill/m/

And don't worry. 3D Blaster was born to am on

Windows 95, Windows 3. 1 and DOS systems. And it's

Plug n Play compatible-so just plug and play.

Trcd of being left behind?

Then upgrade your 486 VL-bus PC with

3D Blaster, the standard in PC 3D. From

Creative Labs, the makers of Sound Blaster.

CREATIV

Circle Reader Service 1/78



CHIPS&BITS INC.

PO BOX 234 DEPT 10597

ROCHESTER, VT 05767

INT’L 802-767-3033 FAX 802-767-3382

‘OVERNIGHT SHIPPING in US $4 per onin'. Mall to Canada, PR, HI, AX, APO, FP0$4per older. Woildwldeaiiinall $8 per Item, Handling $2 per shipment. Hardware ordera may require additional shipping charges. Visa, MCand Discover accepted.

‘CYBERMAGE’
Step off the pages

of a Cyberpunk

comic book and

into a fantastic

world. You’re a

21st century

superhero entrust-

ed with the

unearthly dark-

light gem. To
master its powers,

you must dive

into battle against

the evils of

IMecrom. CD S44

‘WARCRAFT 2’

Return to the world

of Warcraft, where

the battle between

the evil ores and

the noble humans

rages on. With

powerful new

allies, terrifying new

creatures and inge-

nious new weap-

onry, the struggle

for the domination

of Azeroth contin-

ues over land, sea

and air. CDS46.-

’TOP GUN’ All

the thrills of this

fast action dog-

fighting adv.

story come to life

in this fun inter-

active product.

Begin with vivid

competition for

the Top Gun tro-

phy while experi-

encing all the

sights, sounds

and characters

of the original

movie. CD S45

•ANGEL
DEVOID: FACE
OF THE ENEMY’

You wake up from

reconstructive

surgery and see

your arch enemy’s

face... staring at

you from the mir-

ror. No longer the

hunter, you are

now the hunted.

Searing features,

and a cast of

professional
‘ actors. CD S44

IBM HARDWARE IBM HARDWARE IBM HARDWARE

DESCENT'
TT

‘DESCENT 2’ 30

new levels take the

player through mis-

sions on four sepa-

rate planets and

culminates inside

the enemies' moth-

ership. New ene-

mies include intelli-

gent robots that will

adjust to the play-

er's strategy, hunt

the player down

and suck up his

energy supply.

WIN 95 CD 546

POLICE QUEST
5; SWAT AS-

SAULT Serve as a

cop in the elite Los

Angeles Police

Department’s
famous D Platoon.

Learn about the tac-

tics. weapons and

equipment actually

used by SWAT offi-

cers. Test your

kncwledge and slflll

as you deal with

real life crisis situa-

tions. CD S50

IBM ADVENTURE IBM ADVENTURE

CD ROM HARDWARE
Digital Edge 3x Int CD $699

Mitsumi Quad Speed $215

NEC Mullispin 6xi $479

Plextor 4 Plex4x Int. 5279

Plextor 6 Plex6x Int. $429

Snd Blastr Value 4x $229

SBIstr Performance 4xS229

Teac 6x Int CO Drive $424

OTHER HARDWARE
Head-On Gme ModemS129

Modem Blaster 14.4K $169

Phone Blaster $189

INTERACTIVE
ENTERTAINMENT
Receive an episode of

Interactive Entertain-

ment CD ROM magazine

FREE with any in stock

sothware order. Offer sub-

ject to change or cancel-

lation without notice.

Valid from 2/1/96 to

3/31/96 or while supplies

last. Quantities limited.

SHIPPING
Place an order for an

out of stock software

Item and receive FREE
overnight shipping when
the product becomes
available. Handling $2
per shipment.

AUDIO HARDWARE CONTROLLERS tool Nights of Doom $19 lOlh Planet CD $44 Creature Shock CD $25

30 Blaster $335 American Laser Gun $43 4x Frenzy CD $48 7lh Guest 2; 11th HrCDS53 Critical Path CD $19

Adlib Gold Sound Card $69 Batter Up PC $52 Castle Wolfenstein CD $24 Alien Alloy CD $44 Crossfire CD $44

Adv Gravis U-snd ACE $79 CHF-16COIV1BATSTKS58 CRUSADER CD 348 Alien Alliance CD $48 Curse of Dragor CD $41

Adv Grav Max/Doom 2 $165 CHF-16FLIGHTSTK $36 DIZone 1 CD $24 Alien Odyssey CD $48 CyberMage CD $44

Audiophile Rel 30A SpkS189 CH FLIGHTSTCK PROS48 DIZone 2 CO $24 Alien Trilogy CD $46 Cyberia CD $37

Audiophile SW20A SW$139 CH Mach 3 Joystick $25 Death Day CD S14 Alien Virus CD $38 Cyberia 2 CD $48

Jazz J-351 Speakers $43 CH Pedals $41 Doom Ware 1 CD $25 Aliens CD $43 Cyberwar CD $48

Lablec CS-800 Speakrs$32 CH Pro Pedals $74 Doom 2 345 Alone in the Dark 3 CD $44 Daedalus Encounter CD $29

PC Symphony $29 CH PRO THROTTLE $75 Doom 2 CD $43 Archangel CD $24 Damnesia CD $36

Pro Audio Spectrum Pis $09 CH Throttle $60 Doom 2 WIN 95 CD $45 Are U’ Alraid of Dark CD$40 Damocles CD $35

SBIasler16MCD(ASP)$t72 CHVITL PILOT PRO $69 DUKENUKEM3D $35 AtmoslearCD $25 Dark Eye CD $39

Sound Blaster 16 Value $95 Grav Analog Pro/Dscnl $36 Duke Nukem 3D CD $49 Azrael’sTear CD $39 Dark Forces CD $47

S BLASTER 32 IDE $179 Gravis Firebird $58 Hexen or CD $49 Babylon 5 CD S2B Darker CD $31

Sound Bister Pro Value $74 GRAVIS GRIP $29 HyperBlade CD 345 Bad Day on Midway CD340 Darkseed 2 CD $45

Sound Blaster Value $57 Gravis PC Pad/Descent $27 Magic Carpet 2 CD $44 Bad Mojo CD $38 Day of the Tentacle CD $14

Snd Galaxy BX2WSpkr529 Gravis Phoenix/Dscent $83 Magic Carpel Plus CD $34 Beavis & Butthead CD $33 Death Gate CD $34

SGalaxy NX2&Speakr $49 Joyswitch $38 Mstr Levels, Doom CD $25 Big Red Adventure CD $40 DEATH TRAP DUNG’N $42

SGalaxy NXPR0 16 MMS99 Ltech WngMan Extreme 345 Maximum Roadkill CD $34 BioHazard Five CD $47 Depth Dwellers CD $29

SGIxyNXPR016/SCSIS139 MS Natural Keyboard S91 Nerves of Steel CD $22 Bioforge CD $33 DIABLO CD S44

Snd Galaxy NXPRO Kit $49 MS Sidewinder 3D Pro $56 Quarantine CO $25 Bioforge Plus CO $44 Dinonauts CD $29

Sound Man Wave $1t9 Notebook Gameport $42 Rise of the Triad CD $18 Black Diamond CD $44 Dlnotopia CD $46

SScape 16 Wavetable $149 Spaceball Avenger $99 Rise of the Triad Ext CD $27 Bloodnet CD $41 Discworld $35

SoundDfive 16 EZ ISAS109 Suncom F15 Eagle $118 Rise of Triad; Dark War $28 Bloodwings CD $24 Discworld CD $35

SoundDrive 16 SCSI $139 Suncom F15 Talon $75 Road Warrior CD $32 BrainDead 13 CD $38 Double Trouble CD $40

Turtle Beach Tropez $219 T-mstr Drivg System T1 $99 Ruins CO $44 Buccaneers CD $48 DRUID CD $40

Vivid 3D Pro $105 TM DRIVG SSTEM T2S108 Shadow Warrior CD $49 Bureau 13 CD $33 Dune CD $29

Vivid 3D Sound $55 T-MASTERF16TQS $108 Skull Cracker CD $41 Burn Cycle CD $34 Dust: Wired West CD $40

VIDEO HARDWARE T-MASTER FCS PRO $99 Space Hulk 2 CD 840 Cadillacs & Dino's CD $28 Ecsialica CD $35

Diamond Edge 3d 2200 $329 T-mstr FLCSys(F16) $108 Star Trk Generation CD $41 Calia 2095 CD $47 Elk Moon Murder CD $27

GmeWave 32 Pro ISA $199 T-mster FLCS Limited S499 System Shock CD $15 Carrier Strike $39 Entombed CD $29

Game View $99 TM FCS /F DEFENDER $58 Tek War CD $46 Castle Woltstein $25 Entomorph CD $35

GameZapper $47 T-MSTR GAME CARD $25 Tek War Special Ed CD $52 Champion ol Krynn CD' $16 Extractors CD $34

Matrox Millenium Acc $319 TM PINBALL SYSTEM $32 Terra Nova CD $41 Chewy Esc from F5 CD $44 FADE TO BLACK CD S47

Reel Magic Vid Upgrade $99 TM PRO PLAY GOLF S5S9 TWISTED METAL CD S40 Chronicles ol Sword CDS40 Fighting Fantasy CD $40

ShareVision PC 300 $629 T-mster Rudder System$98 Ultimate Doom 331 Chronomaster CD 347 Flash Traffic CD $39

ShareVIslon PC 3000$1339 T-msIr Weapn Syst Mk2 $88 Ultimate Doom CD S31 City 2000 CD $19 Flashback CD $35

SpeedStar ProSE VLB$179 T MASTR XLC $24 Ultimate Doom W95 CDS37 Commander Blood CD $39 Fight ol Amazon Queen $19

Speedstar Games Kit $169 TM XL CONTROLLER $24 Warhammer 40K CD $39 Conspiracy CD $30 Fortress ol Dr. Radiaki $15

SpeedstarGm Kit PCI $169 Total Control Virtual Ctrl S25 WITCHAVEN CD $39 Corridor 7 CD $29 Fourplay $19

Velocity Grph AccllratrS399 VFX 1 Virt Headgear $995 XS CD $37 Creation CD $52 Fox Hunt CD $47



ca" 800-699-4263
Chacki hBld4 wwks. Maney Orden undei $200 same as cash. COO $0. Detectives replaced wHh sane pfodael. Most Hems shipped same day. Shipping limes may vary. Prlee^vaiiabliity may change. Alt sales final. Call (or details.

•DAEDALUS
ENCOUNTER’
Spaceship sal-

vage expert Ari is

running from a

massive star that

fries passing

spaceships like

bugs hitting a

light. To make
things worse, her

salvage vehicle is

entangled in a

crippled space-

craft! 3D game
play. CDS29

'CRYSTAL
CALIBURN' A
truly great pinball

game is more
than great

graphics and

spectacular
sounds, more
than the latest

arcade features

like 3D ramps
and three multi-

ball play. It's one

that keeps you

coming back for

more! S29

THE COMPLETE ,

carrieS§kwar
rLnrcudli^ii'nHsl^lMto nun

'

\W

THE COMPLETE
CARRIERS AT
WAR' provides a

total picture of car-

rier combat no

other simulation

has matched for

both excitement

and historical

accuracy. It con-

tains C.A.W. 1

,

C.A.W. 2, the

Construction Kit,

the war scenarios

as weil as new
scenarios. CD $42

'CHRONOMAS-
TER' The game is

set against the

back drop of 6 man

made universes,

each obeying their

own iaws of

physics, where

magic and sdence

CO exist. Embark

on an odyssey

through worlds run

by cytorgs, pirates

and witches who

provide deadly

puzzles. CD $47

WIZARDRY
GOLD' The
upgraded and

enhanced ver-

sion of the best

role playing

game of all time

Crusaders of the

Dark Savant is

now available for

WIN 95. New
screen savers,

etc. And yes,

you can import

your existing

parties. CD $35

1
IBM ADVENTURE 11 IBM ADVENTURE |1 IBM ADVENTURE |1 IBM ADVENTURE |1 IBM ARCADE HimFrankenstein CD S46 Lgend ol Kyrandia 3 CD $25 Promised Land CD $41 Star Trek; Academy CD$46 3D ULTRA PINBALL $40

Freddy PtiarkasCD S32 Legends of Don Huang $44 Psychic Detective CD $44 Star Trek: Voyager CD $48 Alpha storm CD $37 UAMb UPPbK
Freelancer 2120 CD S41 Leisure St Larry Anih CD $47 Psychoiron CD $17 Starship Troopers CD 339 BC Racer CD $25 Spend the specilled amnunt on

FULL THROTTLE CD S45 Lion CD $39 Quantum Gate CD $19 SynnergisI CD $40 Batman Forever CD $44 an|r In slock software and

G-Nome CD S43 Loadstar CD $44 Quest for Glory 4 CD $18 Terminalor 2029 CD $29 Battle Beast: Dead On $44
Gabriel Knight 2 CD S55 Lost Eden CD $39 Re-Elect JFK CD $32 TERMINATOR:SHOCKS44 Chaos Engine CD $19
Gateway 2 S25 Lost Files of Sherlock 2 $44 Relentless CD $25 Terror o( the Deep CD $36 Corpse Killer CD $35 lime of order.

Gobliiins CD S19 Lst Mind of Dr Brain CDS36 Return to Zorl<:NemeslsS45 THE DIG CD $47 DefCon 5 CD $42 SPEND $60GrailOuest S17 Lost in Town CD $44 Riddle of Master Lu CD1346 The Prophecy $19 Dimension CD $37
HardJackCD $46 Maabjs CD $25 Riftwar Legacy $23 The Trial CD $44 Dragons Lair 2 CD 839
Harvester CD $46 Martian Chronicles CD $40 Ripper CD $48 Time Commando CD $45 Earthworm Jim CD $44 3.5, Conquered Kingdoms Seen
Heart of Darkness CD $55 Mirage CD $40 Rivers of Dawn CD $41 Time Gate CD $42 EndorFun CD $25 1 3.5, ESPN Sports Shorts CD,

Hell CD $45 Mission 9 CD $44 Robot City CD $32 Tom S Jerry $18 Extreme Pinball CD $29 F-1S Strike Eagle 2 3.5,

Hell Cab CD $19 Mission Critical CD $39 Robot Club CD $29 Tommy CD $48 FX Fighter CD $44
Hellraisor CD $52 Monstrous City CD $44 Sam & Max CD $16 Tong Nau CD $40 Full Tilt Pinball CD $24 of Engegement 5.25, Silent
Homicide CD $40 Morph Man CD $25 Sato City CD $40 Torin's Passage CD $50 Hammer Slammers CD $46 Service 2 3.5

1 Have No Mouth CD $45 Mortimer CD $42 Scroll CD $38 Total Distortion CD $44 Hive CD $43 ' SPEND $100
lce& Fire CD $46 Myst CD $48 Scrutiny CD $37 Touche CD $25 Hod] & Podj CD $25 Conquered Kingdoms 3.5, Dr.

In the First Degree CD $46 Necrobius CD $40 Sea Legends CD $34 Treasure Island CD $25 Judge Dredd CD $40 Floyds Oe^top Toys 3.5, Flight

Indestnjctibles CD $44 Nibelrung Rng Cycle CDS39 Secret Monkey Island 2:S2i Trouble Is my Biz CD $46 Last Bounty Hunter CD $37 Sim Toolkit 3.5, Macarthors

Indiana Jones 4 CD $15 Night Trap CD $25 Sentient CD $40 Under Pressure CD $28 Lobo CD $34
Indi Jones Desktop Adv St9 No World Order CD $24 Separation Anxiety CD $45 UNDER KILL'G MOONIS39 Lode Runner $19
Inherit the Earth CD $24 Noctropolis CD $27 Shadow Caster $18 Urban Decay CD $39 Looney Labyrinth Pnball $29 I

Spellcasllng 101 5.25, Storm
Into the Shadows CD $48 Nomad CD $36 Shadow of Comet CO $25 Virtuoso CD $39 Mario’s Gallery CD $25 Across Europe 5.25

Jack the Ripper CD $19 Normality CD $48 Shadows CD $40 Virus CD $37 Maximum Surge CD $35 SPEND $160
Jewel ol the Oracle CD S39 Odyssey CD $44 Shadows ol Cairn CD $39 Void Pirates CD $43 Mega Man X CD $44 Air Combat Pacific 1942 3.5,

Johnny Mnemonic CO S41 Offensive CD $34 Sham Shpade CD S35 Vortex CD $45 Metal & Lace $27 Alone In the Dark 3.S, Dioad

Jenny Quest $26 Operation Body Count $29 SHANNARA CD $39 Voyeur CD $46 Mickey Mania CD $37
Journey to Center EanhS25 Orion Conspiracy CD $40 Shivers CD $37 WalerworldCD $48 Monster Island CD $44
Journeyman Project 2 $46 Out of this World CD $31 Silverload CD $38 Welcome to Future CD $44 Monty Python Waste CD$48 Judgment Rites 3.5, Total

Jurassic Park $29 Pagemaster CD $44 Simon the Sorcerer $19 Wetlands CD $29 MORTAL KOMBAT3 $46 Control Virtual Controller,

Karma CD $40 Pandora Device CD $54 Simon t' Sorcerer 2 CD $35 Who Killed Sam Rupert $16 PINBALL ILLUSIONS $29
King's Quest 7 CD $25 Panic In the Park CD $35 . Skyborg: Vortex CD $44 Wolt:Hunt / Hunted CD $19 PINBALL WORLD CD S35
King's Ransom CD $32 Parasite CD $37 Slaughterhouse 5 CD $46 Woodruff 8 Schnibble $32 Primal Rage CD $47 SPEND $200
Kingdom Q' Magic CD $38 Phantasmagoria CD $53 Space Quest 6 CO $45 Wrath ol the Gods CD $36 Psycho Pinball CD $25
Knights Chase CD $42 Pitfall CD $43 Spee Ship Brainlock CD$49 XenoPhoge CD $46 REBEL ASSAULT 2 CD $47 Harpoon 2 3.5, Harpoon Classic

Krazy Ivan CD $40 Police Quest 5 CD $50 Spaceship Warlock CD $29 ZCD $48 Royal Flush Pinball CD $22 CO or WIN, Jutland CD, Links

Kronolog: Nazi ParadoxSl9 Power Dolls CD $30 Spawn CD $37 Zeddas:Srvanl of Sheol $34 Shell Shock CD $34 Pro 386 CO, Man Cobra Flight

L-Zone CD $40 Predator CD $44 SPYCRAFT CD $47 Zeram: Ult. Alien CD $34 Space Runner CD $42
Labyrinth olTime CD $20 Prince ol Persia Collect $19 Star Trek: Anniversary $26 Zombie Dino CD $30 Super Bubsy CD $33
Lawnmower Man 2 CD S44 Prisoner of Ice CD $42 Star Trek: Judgement $15 Zorro CD $39 Super Pushover CD $24
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'ANVIL OF
DAWN’ is an

inventive remark-

able first person

fantasy adventure.

Filled with sus-

penseful encoun-

ters, the player

controls one of five

champions that are

left in a world taken

over by the dark

armies of an evil

warlord. 100 inge-

nious characters!

WIN 95 CD S34

'CYBERIA 2’

After spending

five years in

cryogenic hiber-

nation, it's time

for you to get

some answers.

What happened

to you after

merging with the

Cyberia entity,

destroying FWA
CEO William

Devlin and then

crashing back to

Earth? CD $48

'BATTLEGROUND: GETTYSBURG’ Covers the crucial

3 days of July 1st, 2nd and 3rd 1863, where the very

future of a naton hangs in the balance. Full color re-

enactment video makes ttis strategy game! CDS42

'FUGHT SHOP’ is

the advanced air-

craft design and

flight adventure

editor, and is all

you need to create

and fly the uflimate

flight e^rience for

Microsoft Flight

Simulator. It

includes new excit-

ing ready to fly ar-

craft and has digi-

tized voices to

bring your experi-

ence to life! $36

‘CAPITALISM’
Great corporate

struggles can be

compared to the

Great Battles at

Gettysburg, Iwo

Jima, and the Gulf

in 1992. Now in

Capitalism, you

can demonstrate

you own battle

leadership in this

real lime game of

intrigue, competi-

tion, success and

failure, CD $42

IBM ROLEPLAYING : IBM SIMULATIONS IBM SIMULATIONS IBM SIMULATIONS IBM SIMULATIONS

SuperStFgrilr2w/Ctrl $36

Supreme Warrior CD $44

Take-A-Break Pnbll CD S39

Tetris Classic CD $19

Thexder2CD $40

Thunderstrike CD $44

Time Pockets CD $46

Total Domination CD $39

Tri-Tryst CD $24

WWF Arcade CD $45

WWF Raw CD $41

Worms CD $34

Zoop $26

INTERACTIVE
ENTERTAINMENT
Receive an episode of

Interactive Entertain-

ment CD ROM magazine

FREE with any in stock

software order. Offer sub-

ject to change or cancel-

lation without notice.

Valid from 2/1/96 to

3/31/96 or while supplies

last. Quantities limited.

FREE
SHIPPING
Place an order for an

out of stock software

itom and receive FREE
overnight shipping when
the product becomes
available. Handling $2

per shipment.

ADD of Three Worlds $26

Al-Oadim CD $25

Alien Legacy $36

Anvil of Dawn CD $34

Arena CD $33

Arena Deluxe CD $47

Betrayal at Antara CD $48

Cobra Mission $29

CyClones $39

Cyber Space CD $3B

CyberJudas CD $32

Dark Sun 1 or 2 CD ea $49

Death Keep CD $39

Death Knght of Krynn $1

5

Disciples of Steel CD $22

Dungeon Master 2 CD $36

ELDER SCROLL 2 CD $48

FORGOTTEN REALMS$44
Gateway Savage Frontr$16

Halls oMhe Dead CD $40

Hunters of Ralk CD $48

lsbar3CD $33

Kingdoms CD $40

Knights of Xentar $31

Lands of Lore 2 CD $46

Lords of Midnight CD $47

Mights MagicTrilogy $19

Ravenloft 2 CD $46

Realm of Arkania 3 CD $46

Ring of Medusa GId CD$23
Robinson Requiem CD $29

Shadow Caster CD $15

STAR TRAIL CD $36

Star Trek Deep Spce 9 $4t

Star Trk TNG: Unity CD $46

Stonekeep CD $50

Terracide CD $42

Thunderscape CD $44

Ultima 9: Ascension CDS52

Ultimate Fantasy CD $39

WIZARDRY GOLD CD $35

1943: Euro Air War CD $49

1st Encounters CD $32

A.T. F. (Adv Tact Fghlr) $40

A-10 Attack CD $42

A10 2: Silent Hunter CD$48

AH 64D Longbow CD $48

Absolute Zero CD $42

Aces Over Europe $22

Aces of the Deep 2 CD $48

Aces of I' Deep Mission $29

Aces of the Pacific CD $25

Across Desert 1941 CD $48

Across the Rhine CD $45

Air Cmbal Pacific 1942 $16

A.C.P. 1942 Gold CD $42

ACS Navy Fighters CD $47

ACS Navy Fighters Exp $25

ACS Navy Fighter Gold $48

Air Havoc Controller CD $33

Air Warrior 2 CD $40

Airpower CD $35

At Unser Jr Racing CD $33

Apacrie CD $45

Archimedean Dynasty $44

Armored Fist CD $28

Army Air Corps: '42 CD $48

ASSAULT RIGS CD $40

BTTLECRUISER3000 $45

Big Red Racing CD $41

Black Knight CD $38

Chaos Control CD $34

Chopper Strike CD $52

Comanche 2 CD $33

Combat Air Patrol CD $25

Combat Classics 2 319

Command CD $47

Confirmed Kill CD $42

Cyber Race CD $32

Cyberbykes CD $31

Cyberspeed CD $39

Cyclemania CD $34

D-Day.Op. Overlord CDS25
Dark Ride CD $49

Dawn Patrol 2 CD $42

Dawn PlroLHead I’Head $25

Dead End CD $44

Death Race CD $34

Delta V $19

DESCENT 2.0 CD $46

DESTRUCT'N DERBY $40

Dream Web CD $34

EARTHSIEGE2CD $48

Elite Plus $19

Evasive Action $28

F-16 Fghting Falcon CD $44

F-19CD $14

F15 Strike Eagle 3 CD $48

FA 10 Hornet CD $54

Falcon 4.0 CD $52

Falcon Gold CD $52

Fast Attack CD $44

Fighter Duel Pro 2 CD $34

Fighter Wing or CD $36

Fighting Falcon CD $47

Fleet Defender Gold CD $42

Flight Light CD $19

Flight Sim ToolKit $16

Flight Unlimited CO $48

Flying Aces CD $49

Flying Corps CD $44

Flying Nightmares 2 CD$42

Flying Tigers CD $42

Frontier Elite 2 $19

Fury Cubed CD $39

Great Naval Battles CD $42

GreyWolfCD $19

H.A.W.C.CD $35

Hi-Octane CD S44

INDY CAR RACING 2.0348

fndy Car Rce Compiled $25

Inferno CD $44

Interactive Sailing CD 545

Iron Angel CD $44

Iron Assault CO $39

Jet Fighter 3 $41

Jet Pack CD $36

Jet Ski Rage CD $39

Jump Jet $22

Last Dynasty CD $48

Lawn Mower Man CD $35

Locus CD $46

Ml Tank Platoon 2 CD $48

Mag Zone CD $30

Max Overkill Bundle CDS40

Max Overkill Mission 2 $29

Max Overkill Mlti-Play8rS48

Mech Commander CD $40

MECHWARRIOR 2 CD $46

MECHWARRIOR2EXPS26
MechWarrior 2 NatMech $15

Metal Lords CD $34

MetalTech: BDrome CD$21

MelalTech: ESiege CD $47

MetalTech: ESiege Exp $33

MtatTech: ESiege Spch $20

Microsoft Flight Sim 5.1 $48

Msolt Flight Sim 5.1 CDS53

MS Fight Sim FIgh ShopS36

Mig 29 Gold CD $49

Nascar Racing $39

Nascar Racng Trks CD $24

Net Racer CD $44

Phoenix Fighter CD $49

Power Boat Simulator 3 $46

Rapid Assault CD $28

Raven Project CD $39

Reach for the Skies $16

Real Weather Pilot $14

Red Baron Tnk Kller CD $26

Red Baron w/Mssn B[drS29

Red Ghost CD $42

Renegade CD $36

Renegade 2 CD $26

Retribulion CD $19

Roll Cage CD $34

SU-27 Flanker CD $46

Sail ‘95 $35

Sail Simulator $40

Sailing Simulators $52

Sailing Sim 3 Coasts ea $39

Savage CD 540

Screamer CD 841

Sea Wolf CD $15

Sensory Overload CD $42

Shock Wave CD $44

Silent Hunter CD $46

Silent Service 2 $16

Silent Steel CD $45

Sky Warriors CO $35

Slipstream 5000 CD S35

Space Academy CD $47

Spectre VR CD $29

Star Crusader CD $27

Star Cfusadr Msn/Spch $19

Star Rangers CD $44

Strike Commander CD $15

Stunt Driver CD $14

Sub Battle Sim 2 CD $39

Sub War 2050 Plus CD $19

Super Tnk Commander $40

SuperKaris CD $24

T-MEK CD $38

TFX CD $36

TFXEF2000CD $45

Tank CD $14

Tank Commander Net $46

Task Force Admirals Pk $29

Terminal Velocity $29

Terminal Velocity CD $36

THE DARKENING CD $54

The Need lor Speed CD $47

Tie Fighter $29

Tie Fighter Collector CD $47

Top Gun: Fire At Will CD $45
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‘THE LAST
BLITZKRIEG'
will put you in Ihe

heat of Hitler's

iast chance at

victory in the

West. Detailed

battles, new land

combat system,

operatiortal artifi-

cial intelligence,

six scenarios,

replay feature for

reliving battles,

network and mo-

dem play! CD S41

•SILENT
HUNTER’
Authentic W.W.II

film footage, cine-

matics, and narra-

fon throughout the

game will give the

player a historical

feel of what it was

like to command a

submarine during

the war in the

Pacific. Choose a

variety of American

submarines used

inW.W,ll, CD $46

'JOYSWITCH' Now you can jump from joystick to joy-

stick. game tc game with the speed and ease of turn-

ing a switch. No more reaching behind your computer

to swap joystick cables on the game port. $38

‘THE DIG’ A learn

of astronauts are

mysteriously
transported to an

alien world where

they uncover arti-

facts of an

ancient, yet

advanced civiliza-

tion. They must

sift through the

ruins and assem-

ble the neces-

sary technology

to take them
home. CD $47

•HEXEN’ While you

were battling the

evil forces of D'Sarl,

the other Serpent

Riders were busy

sowing the seeds of

destaiction in other

dimensions.
Hexen’s a wxld lit-

tered with the man-

gled corpses of

nonbelievers and

inhabited by the

undead followers

that executed

them. CO $49

‘MILE HIGH CLUB’ Eight of the best selling flight sims

ever created! Wing Commander, Wing Commander
Academy, MIG-29, Megafortress, The Heroes of the

357th,ATAC, JeFighter2and F-14Tomcat. CD$26

I
IBM SIMULATIONS

|1 IBM SPORTSn1 IBM STRATEGY |1 IBM STRATEGY |1 IBM STRATEGY |
Tower $42 FRONT PAGE FB ‘96 $48 1830: RR & Robbers $34 Deadline CD $38 Machiavelli t' Prince COS19
Trophy Bass CD $48 Front Pg Sprts Bsbil '96 $48 Advanced Civilization $39 Detroit CD $15 Maelst $23 yAMb UFFEH
U-Boat $34 Gone Fishin’ CD $25 Airbux 1.2 CD $19 Dominus CO $19 Marco Polo CD $37 spend Ihe specllled amount on

U-Boat 2 $36 Hardball 5 CD $40 Alexander CD $43 Dragon Force $16 Master of Antares CD $41 any In slock software and

Ullrabots CO $15 Hooves of Thunder CD $35 Allegiance CD $34 DUNE 2 $28 Master of Magic $25
Vetle CD $14 Inlernatnal Tennis Open $44 Arctic Baron CD $16 Dungeon Keeper CD $48 Master of Orion $25
Virtual Karls CD $41 J NIcklaus Muirfield CDt $40 Ares CD $42 Empire 2 CD $34 MSTER OF ORION CO $25 lime Dl order.

WARHAWKCD $40 Jordan In Flight CD $13 ASCENDANCY CD $44 Empire Builder CD $39 Metal Marines $27 SPEND $60Wrewolf/Comanche CD $48 Links Pentium CD $49 Awlul Green Things CD $35 Empire Deluxe $19 Metal Marines Mster Ed546
Whiplash CD $46 LINKS PRO 336 $16 Battle Bugs $37 Empire Deluxe MstrEd $22 Metal Storm CO $48
Wing Commander 3 CD $33 ML Personal Pro GoK $19 Battle Isle 2200 CD $19 Escalation CD $29 Millenia CD $42 3.5, Conquered Klngdons Seen
WING COMMANDER 4 $54 Madden Football 96 COS40 Battles in Time CD $35 Exploration CD $40 Navy Strike CD $42 1 3.S, ESPN sports ShorU CD,

W Commander Armada $15 Microsoft Baseball CD $51 Black Beard CD $34 Fantasy Empires $19 New Horizons CD $34
Wing Nuts CD $34 NBA Airborne '95 CD $40 Breach 3 CO $40 Fantasy Fietdom CD $46 Northlands CD $39
Wings of Glory CD $25 NBA Jam Tournament $44 Buzz Aldrin Race Space$29 Fight Commander 2 CD$38 Ocean Trader CD $44 of Engagement S.25, Silent
Wipe Out CD $40 NBA Live 95 CD $47 C.E.O. CD $43 Fort Apache $19 Operation Crusader CD $39 Service 2 3.S

Wolf Pack CD $15 NBA LIVE 96 CD $40 CAESAR 2 CD $47 Front Lines CD $39 OrionBurger CD $39 SPEND $100
Wrid Circuit GP 2 $41 NCAA Football CD $44 Capitalism CO $42 Gazlllionaire CD $14 Outpost S3B Conquered Kingdoms 3.5, Dr.

World Circuit 2 Net CD $42 NFL '95 $24 Castles 2 CD $25 Genghis Khan 2 $34 Outpost CD $44 Floyds Desktop Toys 3.5, RIgM

WrId Circuit GP2 MngerS41 NFL Coaches Club FB $14 Celtic Tales CD $34 Gettysburg:Trninq Point $15 Outpost Add On CD $33
Sim Toolkit 3.5, Macarthurs

X-Car Exp Racing CD $44 NFL Quarlerbk Club '96iS45 Citizens CD $42 Grandest Fleet CD $29 Outpost 2 CD $45
X-Wing $23 NFL Super Bowl CD $39 CIVILIZATION CD $24 Great Naval Btles 3 CO $41 PTO 2 CD $34
X-Wing Collector’s CD $24 NHL Hockey '96 CD $44 Civilization 2000 CO $42 Great Naval Biles 4 CD $43 Patrician CD $36 Spellcasting 101 5.25, Storm

X-Wing Mission Disk ea$l9 N Faldo Champion Goll'$34 Civilization Network CCi$47 Hammer ot Ihe Gods $28 PAX IMPERIA2CD $46 Across Europe S.2S

Yeager Air Combat CD $15 Old Time Baseball CD $48 Clash of Steel 319 Harpoon 2 Battle 4 CD $20 Perfect General $21 SPEND $160
Zone Raiders CD $41 PBA Bowling CD $32 CiockWerx CD $24 HercForce CD $48 Pirates Gold CD $19 Air Combat Pacific 1942 3.5,

IBM SPORTS 1
PGA Tour Golf 96 CD
OB Attack CD $35

Colonization

Colonization CD
$19

$19

ntHU iviibni & MAiiiu«ua

High Seas Trader CD $41

Pizza Tycoon or CD
Power House CD

$25

$26
Bowl CD, Royal Flush Pinball

RBI Baseball '96 CO $40 Colonization WIN CD $42 Incredible Mchine 2 CD $39 Power: The Game CD $29
3-Decalhlon CD $42 Rugby World Cup '95 $40 Colonization Gold CD $46 Into the Void CD $44 Project USA CD $25 Jodgmenl Rites 3.5, Total

3D Table Sports CD S26 Skins Game at Bighorn $37 Cmmand&Conquer CD $47 Jagged Alliance CD $46 Qin;Tomb Mid KinqdomS34 Control VIrlunI Controller,

APBA Baseball $24 Title Fight Pro Boxing $33 Cmmand/Conquer 2 CD $50 Jutland CO $29 Qwirks CD $19
APBA Baseball 3 CD $37 Tom Landry Football $24 Cmplete Carriers at War$42 Kingmaker $34 Railroad Tycoon CD $14 SPEND $200All Star Baseball CD $40 Troy Aikman Ftball CD $42 Conquer for Windows $19 Konquest CD $35 Railroad Tycoon 2 DIx $24
Blood Bowl CD $29 Ultimate Ftball '95 CD $25 Conquered Kingdoms 2338 Lemmings CD $25 Reunion CD $33
Brett Hull Hckey '95 CD $29 Unnecessary Rough '96$42 ConquererA.D. 1086 $44 Lemmings 2:The Tribes;$15 Rogarian Agenda CD $39 Harpoon 2 3.5, Harpoon Classic

ESPN 2 Extreme Gmes $34 VR Sports Golf CD $42 Conquest of New World$46 Lemmings 3D CD $40 Romance 3 Kingdoms 3 $39 CD ot WIN, Jutland CD, Links

ESPN Hockey CD $40 VR Sports Soccer CD $42 Corporate Colonies CD $35 Lemming Chronicle CD $35 ROMANCE 3 KGDOM 4 $39
Pro 386 CD, Mau Cobra Flight

FIFA Intrnt'l Soccer '96 $40 Virtual Golf CD $25 Crisis In the Kremlin $29 Lemmings Paintball CD $31 Sabre Team $25
Frank Thomas Baseball$44 Winter Sporls CD $28 Critic's Choice Collecin $25 Lords o( the Realm CD $39 Sabre Team CO $29
Front Page F0 Pro '95 $47 World Hockey 95 CD $24 DarklegionsCD $29 Lost Admiral 2 CD $39 Second Conflict $34
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‘NCAA CHAMPI-

ONSHIP BAS-

KETBALL’ cap-

tures all the color

and pageantry of

America’s #1 col-

lege sport. Pick

one of 64 Division

1 teams and take it

to the National

championship.

This is the only PC
basketball game
with an exclusive

artificial intellgence

tednology! CD S44

‘ULTIMATE
DOOM' Now you

can get the com-

plete original

megabit plus an

all new episode

that will blow you

away: Thy Flesh

Consumed.
These nine

never seen

before expert

levels will make

the first 27 seem

like a walk in the

parki CD S31

'WOODEN SHIPS

& IRON MEN'
Take command of

the mightiest

American, British,

French and

Spanish warships

deployed during

the American

Revolution and

Napoleon eras.

Choose from 17

historical ship to

ship and fleet sce-

narios or design

yourosvn! CDS39

‘TIE FIGHTER:
COLLECTORS
EDITION’ Through

their treachery on

Yavin, the alliance

of rebels and other

criminals has

threatened the very

foundation of the

Empire. As an

Imperial Navy

Starlighter pilot,

you will safeguard

imperiled lives

throughout the

Galaxy. CD $47

‘SPACE BUCKS'

Your txjddffig trans-

port company has

one ship and one

starport, and from

this humble begin-

ning an empire can

be built! Landing

rights on nearby

planets are up for

grabs. Be sure to

snag the' most prof-

itable start up trade

routes Of your 3

competitors will

race ahead. CO S4S

‘THRUSTMAS-
TER PRO PLAY
GOLF’ For the

first time, golfers

can now play or

practice with

their own clubs,

while playing 16

holes of Links

386 golf, or

viewing the

swing analyzer

software to

improve your

swing right at

home. $559

IBM STRATEGY IBM STRATEGY

Serf City; Life is Feudal S37

Settlers 2 CD $44

Shadow ot Emperor CD$44
Sim Ant CD $40

Sim Ant Windows $19

Sim City CD $47

Sim City CIssic Set 1&2 $14

Sim City 2000 $29

Sim City 2000 WIN $42

Sim City 2000 CD $53

Sim City 2000 Cllection $58

Sim City 2000 Cllct WIN $59

Sim City 2000 Seen 1 $14

INTERACTIVE
ENTERTAINMENT
Receive an episode of

Interactive Entertain'

ment CO ROM magazine

FREE with any in stock

software order. Offer sub-

ject to change or cancel-

lation without notice.

Valid from 2/1/96 to

3/31/96 or while supplies

last. Quantities limited.

SHIPPING
Place an order for an

out of stock software

item and receive FREE
overnight shipping when

the product becomes
available. Handling $2

per shipment.

Sim Earth CD $40

Sim LIta S29

Sim Town CD $33

SimIsleCD $35

SimTowarCD $31

Space Bucks CD $40

Space HulkCD $15

Space Marines CD $44

Space Miner CD $36

Spaceward Ho! 4 $24

Star Base CD $42

STAR CONTROL 3 CD $46

Star Reach CD $36

Starship $15

Subversion $19

Syndicate Plus CD $15

Syndicate Wars CD $45

Terminator 2 Chsswars $24

The Complete UMS $44

Theme Park CD $39

Tiny Troops CD $44

Transport Tycoon CD $24

Transport Tycoon DIx $42

Unnatural Selection CD $29

Virtual Corporation CD $38

Visions of Glory CD $39

WallsofRome $19

Warcrafl $39

WARCRAFT2CD S46

WRHAMMER: RAT CD $43

Warlords 2 $19

WARLORDS 2 DLX CO S41

Warlords 3 CD $42

Woodn Ship & iron Men $39

Worlds at War $19

Worlds o( War CD $48

X-Com; Tactical CD $41

X-Com: Terror Deep $39

X-Com; Apocolypse CO$42
X-Com: UFO Defense $24

Zig-Zag CD $29

1
IBM TRADITIONAL 11 IBM WAR 1

IBM HINT BOOKS 1
1

IBM HINT BOOKS
|

Any One For Cards CD $25 7lh Fleet CD $39 7th Guest 2: 11th Hour $16 Leisure Suit Larry 6 $10

Avatar CD $38 ALLIED GENERAL CD $43 AH64-D Longbow $18 Lemmings Chronicles $12

Avery Cardoza's Casino $24 BTLE OF THE BULGE $42 Aces of the Deep $16 Lords of Midnight $16

Avery Cardoza's Poker $24 Battle of Chickamauga $42 Across the Rhine $16 Magic Carpet 1 & 2 $18

Bobby Fischers Chess $26 BATTLEGRND EA CD $42 Alien Legacy $16 Magic the Gathering $10

Bridge Deluxe 2 CO $43 Bynd Squad Leader CD$45 Aliens $16 Master of Magic $16

Bridge Master Champ $39 Blue and the Grey $38 Alone in the Dark 3 $16 Marco Polo $12

Caesar Wrid of Gambig S37 CincPac; Midway $39 Ascendancy $16 Mechwarrior 2 $16

Card Plyrs Paradise CD$31 Civil War: 1861-64 CD $38 Blolorge $17 Menzoberranzan $12

Casino Deluxe CD $24 Custer's Last Command $32 Civilization Network $10 Metel Lords $16

Casino Gambler Kit $29 D-Day: A. Invades CD $39 Celtic Tales $16 Microsoft Flight Sim 5.1 $16

Chessmasler 5000 CD $44 Defend the Alamo $19 Colonization $16 Monty Python's Waste $12

Dealer's Choice Cllectn $25 Drumbeat CD $42 Command & Conquer $16 Noctropolis $12

Dragon Dice CD $44 FANTASY GENERAL $44 Conquer A.D. 1086 $16 PGA Tour Golf 96 $18

GameWizzard Pro $32 Fields of Glory $14 Crusader: No Remorse $18 Panzer General $16

Hoyie Classic Cards CD $40 Filth Fleet CD $39 Cybermage $18 Phantasmagoria $16

Hyper 3D Pinball CD $34 Flight Commander 2 $38 Dark Forces $16 Prisoner of Ice $16

Icebreaker CD $29 Gene Wars CD $44 Dark Sun 1 or 2 ea $12 Riddle of Master Lu $16

Incredible Mchine 2 or 3 $39 Great Naval Biles 4 CO $43 Doalh Gate se Riltwar Legacy $16

Jeopardy CD $29 Harpoon 3 CD $39 Descent $16 Rise of the Triad $19

MAGIC THE GATHER'GS41 Iron Cross 2 CD $39 Discworld $16 Roleplaying Companion $19

Mega Maze CD $28 Last Blitzkrieg CD $41 Doom 2 Survival $12 Romances Kingdoms 4 SI

6

MONOPOLY CD $40 Operation Europe CD $34 Dragon Lore $16 Simisle $16

Ms. Metaverse CD $32 Panthers in the Shadow $42 Dungeon Master 2 $16 Space Quests $16

Paparazzi CD $36 Panzer General $35 FIFA Intrntn'l Soccer 96$18 Spaceward Ho! $10

Prfect Player Poker CD $24 PERFECT GENERAL 2S30 Fade to Black 516 Star Trait $18

Pool Champion CD $33 Return to Falklands $28 Fantasy Role-Playing $16 Star Trek TNG; Unity $16

SHANGHAhGEART CDS26 Road from Sumter 2 $29 Fleet Defender $16 Star Trek: Judgement $12

Solilalre DIx CD $25 Rommel at El Alamein $36 Frankenstein $16 Stonekeep $16

Solitaires Journey 2 CD $35 Seventh Fleet $36 Full Throttle $16 Tek War $16

TV Guide Crsswrds CD $19 Sid Meir's Civil War CCiS58 Gene Wars $18 Terminal Velocity $16

Take Y'r Best Shot CD $20 Sons ot Liberty $15 Gobliiins2 $10 Terra Nova $16

Tang Chi CD $25 Stalingrad CD $39 Harpoon 2 $16 The Darkening $18

The Intinity Machine $39 Steel Panthers CD $39 Heart of Darkness $16 This Means War $16

USCF Chess CD $40 The Pure Wargame CD $29 Hero of Might & Magic S16 Thunderscape $16

Ultimate Backgammon $19 This Means War CD $24 Jagged Alliance $18 Total Distortion $16

Universal Neverlock $19 USS Ticonderoga CD $33 Jet Fighters $16 Warcraft; Ore & Humans $8

Vid Gme Solution 2 CC1 $19 Victory at Sea CD $42 Journeyman Project 2 $16 Warlords 2 Deluxe $16

Virtual Pool CD $40 WW2: 1939-1945 CD $40 Kingdom: Far Reaches; $12 Werewolf V. Comanche $16

Virtual Vegas 2 CD $24 War College CD $32 Klik& Play 1.0 $16 Wing Commander 4 $16

Wheel o( Fonune CD $31 Wargame Cnstruction 3 $39 Legend ot Kyrandia 3 $12 X-Com; Terror Deep $16



cal' NOW to Order 800-699-4263
Checks held 4 sreeks. Money Orders under $200 same as cash. COD $8. Detectives replaced with same product. Most Items shipped same day. Shipping times may vary. Price/availahllity may change. All sales (Inal. Call for details.

•PSYCHIC
DETECTIVE' In Ihe

role of Eric Fox, you

Invade the minds of

other characters to

gather clues. Use

your psychic

retnxognitive pow-

ers to gather dues

from the past.

Complex inter-

woven plot never

tells the same story

twicel All new
interactive movie

formal CD $44

‘CH PRODUCTS
F-16 FIGHTER
STICK’ Features

the most realistic

Falcon jet slick grip

ever! When used

in conjundion with

the Pro Throttle all

20 buttcxis become

programmable for

a total of 40 func-

tions at your finger-

tips, providing the

ultimate in hands

on combat flying. 3

year warranty! $75

‘HEROES OF
MIGHT AND
MAGIC You must

conquer the world

through the strate-

gic use of tesouroe

management
and battle savvy.

Features up to

three customiz-

able computer

controlled warlords,

stunning super

VGA graphics, and

dynamic sound.

WIN9S CDS34

‘SCREEN
T0Y2’ com-
bine Holiy-

WDod quality

on screen ani-

mation with a

wacky toy that

plugs into your

computer key-

board port. It’s

a whole new
way to play

that’s part toy, part cartoon, and all fun. The
multi position control handle in each toy lets

you blow up, flush down or zap your screen

at a moment’s notice. CD $34

IBM BUNDLES

Aces Collection CO S48

Aces over Europe, Aces

over Pacilic, Red Baron,

Tank Killer,A-10 Tnk Killer

Atari 2600 Action Pack $25

Boxing, Fidhing Derby,

HERO, Seaquesl,Chopper

Command, Freeway, Sky

Jinks, Cosmic Commuter,

Kadoom, Frostbite. Pitfall,

Spider Figliler, Crankpots,

Gramd Prix, River Raid

Attack Slack CD S28

Journeyman Project Turbo,

Novastorn.Doom 1 ,Chaos

Continuum, Spectre VR,

Lemmings Chron, Street

Fighter 2, Crystal Caliburn

Award Winning Wrgmes$38

Carrier Strike, Grigsby's

Pacilic War,Clash of Steel,

Grigsby War in Russia

Bullfrog Compllalion CDS22
Theme Park, Populas 1&2,

Power Monger, Syndicate,

Magic Carpet Demo
Comedy Collection CD S19

Bally Hoo, Bureaucracy.

Hollywood, Nord & Burl

Oelinitive Wrgames CD S28

Decisive Blls of ACW 1 -3,

Gold of America,Conquest

01 Japan, DDay Bttlefront,

Global Domination, When
2 Worlds War, Reach for t'

Stars, Biles of Napoleon &

26 Scenarios, Sward ol

Aragon,Warlords,Wrgame
Cunslruct Set 2 & 40 Sen

Fanlasy Collection CD $19

Gangster Bundle CD $23

IBM BUNDLES

EA Top Ten Pack 2 CD $29

PGA Tour Golf, Indy SOO,

Hero's ol 357th, Shadow-

caster, Kasparov's Gambit,

Starlight 2,7 Cities ol GId,

Grand Slam Brdge,Jordan

In Flight, Wing Cmndr Dlx

Jungle & Desert Strike $29

Masterpiece Collection $26

Mile High Club Bun CD $26

F-16 Falcin, FA-18 Hornet.

F-23 Black Widow, MiG 28

Fulcrum, F-14 Tomcat.

B-52 Megalortress

Mystery Collection CD $19

Casino Master, Software

Toolworks, Wrld Atlas V4,

Spflware T-work Presents

20th Cent.AImanack.Sprts

Cardshop, Great Naval

Battles, Earth Invasion,

Megaflux Runners.

Chessmasler 3000

PGA GollAMorld Tennis $19

Police Quest Anthology $48

Power HitsiBtllelech CD $19

Blech 1&2, MechWarrior

SSI's Fanlasy Fest CD $39

Stalongrad, Fantasy

Empires, Dungeon Hack.

Ultimate Adventures

SlarControl(1&2)CD $19

Strike CmndGr/Pflvaleer$43

Take Ten CD $32

Dagger AmonRa, Evasive

Action, Cookbook USA,

Might Magic 3, T Landry

Strat FB, CD Blaster,

Publisher's Paradise Lite,

Humans, Reader Rabbit,

Casino Pack 1

IBM BUNDLES

THE ARCHIVES CD $27

ULTIMATE COLLECT’N$27

Ultima 1 -6, Spce VR CIsc,

Jet Fght 2, Quantum Gate,

Space Warlock, Spear

Destiny, 2 CD’s {$15Val),

PC Gamer Subscription

Ultimate Family Games $24

Subscription CD-Rom
Today, 2 CD's (SIS Value)

War at Sea Bundle CD S25

Zool Bundle (1&2) CD $19

IBM BUDGET

Allied Forces $9

Battles of Destiny $12

Champions ol Krynn $12

Cyber Race $8

ESPN Sports Shorts S9

Falcon 3, Scenario 1 $12

Grandest Fleet 512

Hand of Fate $12

Mullenlum $6

Origamo $12

Power Hits: Sports $9

Precision Approach S9

Return ol the Phantom $12

Rules of Engagement $6

Seal Team $12

Shadow Sorcerer S9

Solilares Journey $12

Star Legions $10

Tales Magic: Prophecy $0

Ullrabots Sanction Earth $1

2

VVlclory Market Garden$12

VVictory Velikye Luki $12

VVictoryUtah Beach $12

War on the Lance S9

Warlords $6

World Circuit $12

PLAYSTATION

Playstation System $31

9

3-D Soccer $44

3-Decathlon $52

30 Baseball '95 $54

7th Guest 2: 11th Hour $52

Big Bass World Champ $52

Boxing 96 $52

Castlevanla:Bloodlettng $44

Dark Sun $52

Descent 2 $52

FIFA Inl'l Soccer 96 $52

Frank Thomas Bseball $52

Front Page FB or BsballS58

Hardball 5 $54

King's Field 2 $52

Madden NFL Ftball 96 $52

Magic Carpet $52

Minnesota Fats Pool $52

NBA 96 $52

NBA In The Zone $44

NFL Full Contact Ftball $44

NFL Game Day $52

NFL Quaherbk Club 96 $52

NHL Hockey 96 $54

Panzer General $52

Power Sports Soccer $54

RazorWing $54

Road Rash $54

Romance 3 Kingdom 4 SSB

SimTower $52

Solar Eclipse $54

Super Formation Sccer $52

Syndicate Wars $52

VR Baseball $56

VR Basketball $56

VR Pool $56

WarHawk:Red Mercury $54

Warhammer Fantasy $52

Werewolf: Apocalypse $66

Wing Commander 3 $52

X-COM: UFO Defense $52

'SHOCKVIfAVE
ASSAULT A vast

armada of Alien

warships unleash a

deadly assault on

the Earth. Taken

by surprise, Earth's

forces are cru^ied

and only a small

squadron of exp^
mental fighters

remain. The only

dnanx for survival

lies with you and a

band of crack fight-

er pilots. CD $44

'HEAD TO HEAD MODEM’ lets you talk to your

friends while playing modem games head to

head. Compatible with Hexen, Heretic. Doom,
Descent, One Must Fal! and many more! S129

1 3DO

Carrier; Fortress at Sea $52

Deadly Skies $52

Foes of Ali $52

NHL Hockey 96 $52

Need for Speed $52

PGA Tour 96 $54

Panzer General S42

Space Hulk:Vengeanc6 $52

Slar Fighter $54

Top Gun $54

Wing Commander 4 $56

SATURN

3D Basoball 95 $54

Center Ring Boxing $52

Dark Stalkers $54

Descent 2 $52

FIFA Internatn'l Soccer $52

NBA Action $52

NBA Jam Tournament $47

NFL Full Contact Ftball $44

NFL QuanrbckClub96 $52

PT0 2 $58

Prime Time NFL FB 96 $59

Rally $52

WWF Arcade $52

Wing Arms $45

CDl

71h Guest $52

Axis & Allies $44

Kingdom: Far Reach $39

Jeopardy $32

Lemmings $32

Myst $44

NFL Trivia Challenge $44

SlarXrek Generations $26

Third Degree $26

Voyeur 2 $52

Gnu
GAME OFFER
Spend the speclllBd amaunl on

any in stock software and
choose a (tee IBM same from

the corresponding list below.

Reqoetl musl be made at

lime of order,

SPEND $60
Airborne Ranger S.2S, Battles

ol Destiny 3.5, Bridge Olympiad

3.8, Conquered Kingdoms Seen
1 3.5. ESPN SporU Shorts CD,

F-15 Strike Engle 2 3.5,

Dunshlp 5.25, Origamo 3.5,

Precision Approach 3.5, Rules

of Engagement 5.25, Silent

Service 2 3.5

SPEND $100
Conquered Kingdoms 3.5, Dr.

Floyds Desktop Toys 3.5, Flight

Sim Toolkit 3.5, Macarthurs

War 3.5, Megatraveller Zhodani

5.26, Railroad Tycoao 3.S,

Relurn ol the Phantom 3.5,

Spelleasting 101 5.26, Slorm
Across Europe 5.25

SPEND $160
Air Combat Pacific 1842 3.5,

Alone in the Dark 3.5, Olood
Bowl CD, Royal Flosb Pinball

CD, Sail Simulator 3.5, Simoo

.the Soreeior 3.5, Star Trek

Judgment Riles 3.5, Total

Control Virtual Gontrollet,

Ultima Underworld 2 3.5, Walls

of Roma 3.5, Warlords 2 3.6

SPEND $200
I Casino Qambler Kit 3.5,

Complete UMS, Falcon 3.0 3.5,

Harpoon 2 3.5, Harpoon Classic

CD or WIN, Jutland CO, Links

Pro 3S6 CD, Mom Cobra Flight

Stick, Under a Killing Moon CD,

Universal Nevarlock



CHIPS&BITS INC.

PO BOX 234 DEPT 10599

ROCHESTER, VT 05767

INT’L 802-767-3033 FAX 802-767-3382

‘VI AGAINST
ROME’ The
Roman
Empire was
for many hun-

dreds of

years virtually

synonymous
with civiliza-

tion, Ihe won-
der of the
ancient world.

Yet at every
stage, from
birth to its

decline, It

faced a series

of cha-
llenges. S27

ANCIENT
4 Batlles ol me Arden World S21

4 More Btticsot Ancient WildS25

AloanderalTyre $18

Aleiander’s Genorsle $33

Ardent Empires $29

Ancient Empires Supp ee S10

Beiberlans S33

Bailies o< Alexander S33

Baltics ol the Ancient World 2 $25

Caesar: The Civil Wars $38

Emporor's First Battles $25

Imperalor $21

Poioponrosiar War $29

SPORt Bahles ol Rome $33

SPOR Modules S13-$16

VI AgairsI Romo $27

CIVIL WAR
1863;ATnoilcan Civil War $28

Across Five Aprils 2 $25

Anilotam Campaign $25

April's Harvest $24

Army ol the Heartland $36

Bloody Hoads South $27

Blue & Gray $25

Bobby Loc:Amrlcan Cvll Wr$37
Brother AgairsI Brother $33

Civil War Classics $23

Damn Ihe Torpedoes $2

1

Gettysburg $15

Glory $30

Hallowed Ground $42

Lee Takes Command $22

Marching through Georgia $21

Perryville $18

Roads lo Gettysburg $24

Sam Grant $42

SlorowallJackson's Way $27

Stonewall in the Valley $29

Thunder at Ihe Crossroads $27

War ol Iho Rebellion $23
RAILROADS

1830: RR'a & Robbers $20

1856 $37

1870 $38

Advanced Tracks to Tellurido$2t

Australian Rails $21

Empire Builder $25

Express $11

Oreiil Woslein Railway $36

Nippon Ralls $21

North Amoricsn Halls $21

Rail Baron $19

Rocky Mountain Rails $13

Tracks lo Teliurkda $42

FANTASY
Battle Masters $42

Dragon Dice $9

Dragon Lords $29

Dragon Masters $42

Dragon Quest $19

Dragonhunt $19

Hero Quest $29

Hero’s Quest Pack 1 or2ca $10

Iron Dragon $25

Magic Realm $23

Han O' War $42

Menwig's Mazo Game $10

Talisman, 3rd Edition $44

Tallsman-CIty of Advonluro$29

Talisman-Dragon’s Tower $25

Talisman-Dungeon of Doom $25

TheHobbllAdvonluro $29

Titan $23

Warhommor Fantasy $46

Whammer Fntasy Armies ea $16

Whammer Fantasy Cards oa $5

WH Fantasy /Arcane Magic $25

WH Fantasy /Battle Magic $28

WH Fantasy /Conquest $20

Worhammer Quest $47

WHQuost /Blank Event $4

WHQ /Catacombs ol Terror $29

V/HQ/EII Ranger $13

WHO /Imperial Noble Pack $13

WHO /Lair ol Ihe Ore Lords $29

WHQ /Pit Fighlor Pack $13

WHQ /Treasure Cords t-3oa $8

WHO /Troll Slayer St3

WHQ /Watdancor Pack $12

WHO /WatnorPriesl Pack $13

Xanlh $21

MODERN
Baitlolield Europe $22

FlighI Loader $21

Gull Strike $29

Gull Strike Modulo Kit 1 $8

Haipbon $25

Harpoon /South Atlantic War $10

Hamoon /Troubled Waters $9

Harpoon. Naval Review $14

IDF (Israeli Dolonce Force) $29

Main Bailie Tank $24

Modem Naval Batilos $16

Modem Naval Bids 2 or 3 oa $19

Nalo $15

Phantom Loader $25

Sinai Front $30

stands Die $50

Team Yankee $20

MEDIEVAL
Ago of Chivalry $25

Ago of Chivalry 2 $27

Black Prince $25

Crossbows & Canons 2 $33

Ironsides $28

The Crusades II $28

NAPOLEONIC
BatllelorDresden:l813 $25

Battles lor Empires $32

Battles lor Empires ScenariosS25

Baffles ol Waterloo $33

Borodino $29

Eagles o! Empire: Borodino $29

Emperors ol Europe $33

Empires in Arms $27

From Valmy to Waterloo $30

La Batallle d’aurslaedi $30

Napoleon at Leipzig $30

Napoleon's Bailies 2 $14

Napoleon's Battles Exp. Kit $12

Napoleon's Leipzig Cmpaign $25

Napoleon’s Peninsula Cmpon$22
Napoleon’s Wars Exp Sal ea $1

1

The Emperor Returns $28

Wellington's Victory $16

Wooden Ships & Iron Men $19
STRATEGY

Advanced Civilization

Blackboard

Civilizalion

Colonial Diplomacy

Coup
Deluxe Diplomacy

Diplomacy

Enemy In Sight

Feudal

History ol Ihe World

Kingmaker
Kremlin

Kremlin Module /Revolution $8

Lords ol Ihe Sierra Madro $34

Machiovelll $20

Maharaja $23

Material World $32

Now World $19

Pax Britannica $18

Republic ol Rome $29

Risk $27

Supremacy, 3rd Edition $42

Supremacy Acessories $5-$25

The New Acquire $25

Toutnameni Terrace $29

Viceroys $25

Wo tho People $29

SCIENCE FICTION

2038 $34

Alpha Omega $19

BattloToch 3rd Edition $19

BalileTech Compendium CD $33

Blood Borols $29

Blood Bowl $45

Blood Bowl/ Oealh Zone $29

Cosmic Encounter $29

Cosmic Ene /Simply Cosmic $18

Dragon Fire $21

Federation S Empire DIx S3S

Fcdoralion & Empire Expan. $9

Gateway to Iho Stars $22

Imporium, 2nd Edition $20

KIlIZono $21

Necromunda $44

Roadkill $19

Silent Danth:N6xt Millenium $42

Silent Doalh:NM Rulobook $15

Silent DoBihiNM Renegades $12

Space Marine $49

Space Marino Accessories:

Armies ol Imperium $25

Bottles $21

Titan Legions $49

Renegades $25

Warlords $25

Star Fleet Bailies $25

Star Fled Bills Adv Missions $25

Slar Floel Blls Acessories S7-S21

Slarlorce Terra $19

Starship Troopers $29

Stellar Conquest $19

Warhammer 40K $47

Waihammor 40K Bailies $16

Wmhammer40K Cards oa $5

Worhammer 40K Codex ea $16

WhmmerkOK /Epic Hive War $29

Whmmor 40K /Dtk Millennium $28

WORLD WAR 2

12 O'clock High $23

A Winter War $29

Aachen $23

Advanced Squad Loader $38

Adv Squad Loader Mod. S14-S37

Adv Squad Leader Modules $29

Advoncod Third Reich $38

Alrika $21

Alrika Korps $12

Ambush $27

Ambush Modules $12-317

Anzio $19

Arctic Storm $19

Ardennes $27

Army Group Canter $24

‘EARTODAWN
BARSAIVE'
Explore a land

lhat encom-
passes the high

mountain
realms of sav-

age tfoll raders,

lush green jun-

gles that hide

long forgotten

Cities, vast

plains filied vi^
strange and
deadly beasts,

arxl the life giv-

ing waters of

the mighty Ser-

pent River. S19

'MAGIC THE
GATHERING
STARTER

sy game of

epic propor-
tions. S7.95

BOARD GAMES

WORLD WAR 2

Avalanche: Sotomo $31

Axis & Allies $33

Axis & AlllesiPlasllc Mmles $25

Aj:isSAIIies:WW2Exp. $14

Axis & AlliesiWW 2 Exp. 2 $21

Axis & AlliesiV/W 2 Exp. 3 $37

Axis & Allies Max's Rules $10

Axis & AlliesiMid East CmbalSie
Axis4A11ies:WotldalWar SIS

Axis & AlllesiW at War Ed 2 $38

B-17 $18

Battle Ovor Britain $21

Battle lor Germany $12

Battle for Italy $38

Battle for Ihe Ardornos $26

Baltle Pi Britain $26

Battle ohho Bulge $16

Berlin '45 $17

Black Wednesday $32

Campaign to Stalingrad $29

Carrier $27

Carrier War $25

Carrier War /War Plan Ornge $16

Command at Sea 1 or 2 oa $41

Command at Sea AccssryS5-Sl2

Danger Zone $25

Eighth Air Force $25

Empire ol the Rising Sun $4t

EuroFont $29

For Whom Ihe Bell Tolls $54

G.D.'40:BattloforSWnno $30

Hitle/sWar $15

Hunters (torn Ihe Sky $33

LasI Battle lor Germany $29

LasIBIdesiEast'n Prussia '45 $21

Last Blitzkrieg $25

Legend Bgns Alnka Korps 41 $25

Legend Begins Expansion Kit $16

Leningrad $11

Loros: The Island Prize $35

London's Burning $29

Lultwalfe $23

Moscow 1941 $16

Norway: 1940 $30

OPJective: Schmidt $27

Operation Soalion $25

Oror Ihe Reich $30

Pacific War $37

Panzer Leader $23

Panzerblilz2 $25

Panzorkreg $26

Panzers East $29

BOARD GAMES

WORLD WAR 2

Poland '39 $14

Rod Parachutes $32

Road lo Berlin $53

Rommel at Bay $22

Rommel In the Desert $30

Russian Campaign $17

Russian Freni $21

Sands ol War $29

Second From $83

Spitfire $23

Squad Leader $23

Squad Loader Modules S19-$2S

Stalingrad Pocket 2 $26

Storm Over Arnhem Folio $12

Tactics 2 $12

Tarawa $22

Third Reich $19

Tunisia 533

Turning Point Stalingrad $19

Twilight War $17

Typhoon: Drive on Moscow $37

Ukraine:’43 $29

Up Front $19

Up Front Modules ea $12

Victory in Ihe Pacific $17

War in the Desert $65

World In Flames $49

World In Flames Expans $14- $21

CARD GAMES

Slarler /Booster Decks

Dixie: 1S61or 1862ea $9/

Heresy $9.'

Hybonan Gales $9/$3

IIIuminali:Now Wrfd Order S10/S2

Legend ol Ihe Five Rings $7/

Magic tho Gathering $7.50

Magic: Gather'g Boosters:

Chronicles. Fallen Empires,

HomolarPs, 4lh Edilipn oa /$1

Magic Gathering Binder $1

1

Middle Earth S9/S3

Overpower S9/$3

QuosIforthoGroil $7/

Roge $8/S3

Rage Booster: The Wyrm 53/

Rage Booster: Umbra $2/

SIm City Umlled Edition $8/

Slat Trek $7/53

Starship Command $23/

Vampire S9/$3

Wing Command S7/S3

Wyvem Unlimited Edition S&/$2



‘AD&D MON-
STROUS MAN-
UAL' Need a
monster? Look

inside, where
more than 300
new pieces ot

lull color art

show what the

monsters really

look like! This

book contains

more than 600
monsters indud-

ing all the

creatures
from the Mon-
strous Comp-
endium. $19

TALISMAN' is played In a mythical world of dragons
and sorcery. As a Warrior, Wizard, Elf or Dwarf you
are on a quest to retrieve the fabled Crown of

Command from its fearsome guardian. $44

AO&D 2ND EDtTtON RULES
Oundstrous Manual $19
Players Handbook Revised $18

AD&O Accesaorlos

Characlsr Record Sr^eets S9
CounlrySites S11

Dungeons of Mysloiy S1S
Encyclopedia Magics 1 or 2 $19
Encyclopedia Magloa 3 or 4 $18
Shaman $11

StronghoFds $15
Treasure Chest S11

AD&D Audio Aduonluros
First Quest $22
Karameikos S22
Red Steel Campaign Expan. S22
Track ol the Vampire $13

Birthright

SIrthrIgh Setting $2S
Blood Enemies SIS

Birthright Adventures
Sword & Crown S8

Birthright Sourcebooks
Endler Domain $7

Roesore Domain S7
Tuomen Domain S6

AD&O Boxed Sets

Councilof Wyrms $19
ADSO Player's Accosaorles

Rulebook Combal& Tactics $16
Rulebook Skills & Powers $16

Dungeon Master Decks
Advenlure Design Deck $15
Deck of Encounters lor 2 $16
Dock of Magical Items $16
Priest Spell Cards $16
Dungeon Master Accesaorlos
Arms 5 Equipment Guide $15
Ciealive Campaigning $12
Dungeon Masier Rulebook $16
Monster Mylhology Guide $12
Tome ol Magic $17

ark Sun Accossorlsa

Campaign Setting Revised $24
Complete Gladiator $13
Dark Sun Boxed Set $17
Dune Trader $10
Slave Tnbes $10
Valley ol Oust & Fire $10
Veiled Alliance $10

Dark Sun Adventures
Black Flames S13
Black Spine $16
Dragon's Crown Adventure $19
Forest Maker $13
RoadloUrik $12

Dark Sun Sourcebooks
City by the Sill Sea $19
CitystalB ol Tyr $10
Dragon Kings Hardbound $16
Elves ol Ainas Sto
Ivory Triangle Campgn Exp $16
Will & the Way $12
Forgotten Realms Accessory

Allas ol Frglln Realms Wrid $13
Gianlcrah $13
Forgotten Realms Adventure

Anauroch $10
Book ol Lairs $12
Dwarves Deep $8
Horde Campaign $12

Marco Volo: Oepaniiro SB
Marco Vote: Journey $6

Slorm Riders $8
The Black Courser SS
The Doom of Daggeidalc $6
The Sword ol the Dales $6
Waterdeep $7
Forgotten Realms Boxed Sets

City of Splendors $19
Elminsier's Ecologies $19
Forgotten Realms Campgn $22
Great Khan Gams Sit

Horda $15
Mazlica Prgal Realm Sotting $16
Menzoberranzan $22
Ruins ol Myth Drannor $16
Ruins ol Undemtounlaln $16
Ruins olUndermounlaIn 2 $19
Forgotten Realms Sourcebook
row ol the Underdark $13
Elves of Evermeot $13
Forgotlen Realm Adventures $16
Guide to Forgotten Realms $13
Pirates ol the Fallon Stars $13
Volo's Guide to Cotmyr $11

Volo's Guido to Sword Const $9
Volo's Guide to Watordoop $9

Void's Guide to the North $9

AD&D Sourcebooks
Guide to Dragonlahce WrId $15
Legends&Lore $16
Players Guide to Frgi Realm $13

flavenlott

Nightmare Lands $16
Ravenlott Campaign Selling $25
Ship of Horror Sg
The Gothic Earth Gazollear $16

Ravenloll Advonluros
RavenloR Boxed Set $15
Ravenlott SttngiForbidn Lore $16

Monstrous Compendiun
Birthright: Bookol MonslerSIS
Dark Sun: Terrors ol Desert $1

1

Plonoscape
Campaign Sotting $25
Planes ol Chaos Boxed Set $22
Pianos olConfltcl $25
'Complete' Playore Accessory
Barbarians Handbook $15
RghterManual $15
Ninja's Handbook $15
Paladin's Handbook Sl5
Priest's Handbook $15
Paionica $15
Ranger $15
Spacefaror $13

ARSMAGICA
A Winter Talo S9
Ars Magics. 3rd Edition $19
Modiovai Handbook $16
Midsummers NighI Dream $10
Mythic Europe $15
Mythic Places $9
PactolPasaquino $11

Twellth Night $10
Wizard's Gnmoirc $15

BLOOOSHADOWS
Bloodshadows $25

CASTLE FALKENSTEIN
Castle Falkonsioin Sitcouor $19
CommellFaut $12

Lost Note ol Leo Da Vinci $14

POLY DICE SET's
Opaque Set Assorted S3
Pearlescent Sel Assorted $6
Transparent Set Assorted SS
Twinkle Sot Assorted $6

GURPS
Bestiary $14

Bunnies & Burrows $14
China $14
Cllllhangors $11

Deathwish $7

Espionage $14
GURPS Rulebook $16
Hlg-Tech, 2nd Edition $14
lOU $15
Mag'icllemsS $14
ManialArts $13
Operation Endgame $14
Psionics $14
Supporting Cast $14
Timeline $14
Ultra-Tach, 2nd Edition $14
Updals, 2nd-3rd Edition SS

Vehicles $16

Circle Readei

GURPS Fantasy

Camolol $14
Conan $14

Farlasy Advonluros $14
FarInsyGomo Masters Pack $8
Grimoiro $14
Magic. 2nd Edition $14

FANTASY EARTH
Bookol Magic Si2
Fantasy Earth $12

MERP2
MERP2 Colleclore Edition $22

MERP2 Sollcovcr Edition $16
RIFTS

Rifle Limited Edition $2G
Rills $19
Sourcebook 1 S11
World Book.k on $13

ROLEMASTER
Arms Companion Si3
Arms. Claw Law 2nd Edition $10
Character Sheets Sio
SKYREALMS OF JORUNE

Skyroalms ol Jorunc $16
Sobayid Atlas $15
WARHAMMER FANTASY

Apocrypha Now! Sit

Tho Enemy Within Volume 1 $11

Warhammor Fantasy $19

HPG: HORROR

CALLOFCTHULHU
Blood Brothers 2 $16
Coiro Guidebook $10
Callol CIhuIhu.SIh Edition $16
Duo Documents $7
London Guidebook $10

Strange Aeons $11

Ye Bookol Monslros $10
Call ol Cihulhu Adventure

Cihulhj Cnsobook $15
Dreamlands, 2nd Edition $13
Dwellers In tho Shadow $16
Escape Irom Innsmouth $16
Fatal Exponmonts $14
Horror on tho Otioni Express $29
Mansions ol Madness $14

CHANGELING
Changeling $19
Changeling Screen $15
WORLD OF NECROSCOPE

Doadspoek Dossier 513
Demon's Dream Se
Sorcerers' Crib Sheet $13

Service HGI

GURPS HORROR
Blood Types $15
Cioaluros ol Iho Night $14
ClhuIhuPiink $16

Mage: The Ascension $16
Vampire Companion $16
Vampire: The Masquerade $16
Worowoll: The Apocalypse $16

VAMPIRE
Blood Nalivtiy $5
Storyteller's Handbook $15
Storyteller's Screen $10
Vampire $19
Vampire Players Guide $18

Vempfro Sourcebooks
Anarch Cookbook $13

Clan Books ea $10
Sabbat Slorylollcr's Hndbk $13
Tim Bradsireel Portfolio $16

WEREWOLF
Game Masters Screen $10
Werewolf, 2nd Edition $19

Werewolf Adventures
Under a Blood Red Moon $10
Valkonburg Foundation $10
WaysoltheWoli $10

Werewolf Sourcebook
Caerns: Places of Power $13

Children ol GoiaTribebook $10
Playor's Guido lo Werowoll $15
Rage Across Iho Amazon $13

RPG: SCIENCE FICnON

CYBERPUNK 2020
Cyborgeneralion $15
Cyberpunk 2020 $16
Cyborshools $6
Data Screen $10

EARTHOAWN
Ennhdnwn Companion $15
Earlhdawn $23

GURPS SCI-FI

Aliens $14
Atomic Horror S14
Cyberpunk $14
Cyberworld $14

Lensmen $14
Robots $14
W.ir Against the Chlorr $14

HEAVY GEAR
Game Masters Starter Kit 324
HoavyGoar $19
Terra Novo Sourcebook $19

MACROSS2
Macross 2 $11

Sourcebook 1 $9
Spacecraft 8, Deck Plans oe S9

MECHWARRIOR
Living Legends $10
Macliwarrior, 2nd Edilion $13
Mcchwarrior Companion $12

R08OTECH
Invjd Invasion $11

REFFieldGuide $13
Robolcch $11

Sentinels S14
ZonIraedI Breakout $9

STAR WARS
Star Wars Hardcover $19
Star Ware Sourcebook $16

Star Wars Adventures

BallloformcGoldonSun SlO
Blackleg $10
Cnsis on Cloud City $10
Mission lo Lianna $10
Scavenger Hunt SlO
Slriko Force: Shinlipoie $10
Supernova $13
Twin Stars ot Kira $13

Star Wars Sourcebooks
Dark Empires Sourcebook $10
Dark Force Rising $15
Gamomasler Handbook $15
Imperial Sourcebook $18
LasICommand $18
Miniatures Rules $15
Movie Trilogy $19
Rebel Alliance Sis
ThoJedi $19
Wanted by Cracken $13

Star Wars Supplements
Cioaluros ol the Galaxy $13
DarkSiryder $25
Dealhslar Companion $13
Fanlaslic Technology $13
Planets of tho Galaxy 3 $13

BOOKS ON TAPE

Dragon Chronicles, 1-3 ea $16
Morcia: Oragonlady $24

Necromancer $23
People ol the Fire $16

Queen ol the Damned $16
Star Trek TNG: Izmad $17
Slar Wars Dark Empire $17
Teklords $16
Tho Hobbit $23
Tho Vampire Lestal $16

cowsMBaz
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What

could have

been a good

mid-range

adventure

game is

marred by a

poor combat

system and

an insult to

women

gamers. 99

|)ing a war bclwecn the KK'cs and 'lh)lls,

and finding tlic stolen I lamincr in the

land ( if the Dwarfs, an long others.

I'h entnalk; tlie Sword is made whole

again, and )ak goes on to the final coii-

fronlalion wilhBrona.

Hie game’s interfaee is similar to that

in the |)rcvinns ones. As the cursor nins

over hoi spots, words appear on the

screen and sentences fomi. For instance,

putting the cursor over a tree might bring

op '! ^>ok at the tree." Clicking the mouse

would perform the action.

Using items works the same way. /\n

object can be held on the cursor and

mo\ ed around the screen to see what, if

anything, can be done with it. Additional

commands usiialI\’a|)|)earon the right

side of tlie main display, and these vaiy'

depending on the active item, ‘‘Climb’’

for example, might appear when the

acfi\e item is a tree, but not when it’s a

lisbing [)ole-

Faeb parly member has liis or her own

invento!}', which Jak can access at any

time. ( )bieet.s can be transferred among

the members, or used directly from llicir

inventor); in which ca.se, the use is

])hr,!.sed as a eommaiid: “Brendel, cho[)

down the tree with the axe.”

Walking around a town or similar place

.shows a standard one-.sercen vD view,

MARCH 1996 CC
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ll Surml ofSIiannaro. the

first of'leiT)' Brooks’

Shannara series of novels,

ShcaChmsford.alialf-l’Jf,

undergoes an aiduous trek

to recover the legendary

Sword, the onk weapon

that can defeat the inidcad

wiziird Brona. 'Ihe Sword

of Shannara is not the tradi-

tional w eapon for slicing and dicing;

rather, it is a revcaier of tnilh. Wliocvcr

holds the sn ord sees himself as he reallv

is, .shorn of all scif-illiision. Not an easy

thing for most people to face.

Shea Ls able in willistand this revela-

tion, and toiielies Brona (who does not

believe himself to be dead) with the

sword, putting an end to this e\il creature.

Of course, in faiitas); nothing is forever,

and Bmna lias returned 20 years later in

Si t/WNAlU, the third in Lxjgeiid’s ‘'ba.scd

on a fantasy book .scries.” I Inlikc

CniiipanionsofXanib and Death Cafe,

Si lvs'MR’N is more a sequel than an iida[>-

tationofalileraiy'work.

ELVEN DESCENDANTS

WALK WITH THE DEAD

Shea's son, Jak (whom yon direct

tlironglioiil the game), is chosen to wield

the sword and face Brona, as nnlv a

Gaped crusaders are back in

vogue, Not only can we expect

The Invulnerables from Bullfrog

this Spring, but Simtex (of

Master of Orion, Master of Magic

fame) should have Superheroes

(working title) ready by late

Summer. Maybe Pepe Moreno

could finally do a Batman game?

(Nah, too many people would

want to play it.)

Interactive Broadcasting is

descendant of the i'llven I louse of

Shannara can do the job properly. Fvents

begin w ith jak receiving a visit from the

ni}'sierious ITruid,Mlaiion, who tells him

about Brona and sends him off to the

kingdom of I ,eah. Along the way, Jak

meets Sheila, King \ lenion's daughter,

w'ho becomes the first of several compan-

ions for the I'oumcA'.

hi I eali, (hey save Mcnion's life, then

continue on to 'IvTsis, resting place of the

Sword, ’[yrsis is plagued with nightF visits

from the w alking dead, and the Swnal

vault is barred by a magical barrier. After

dealing w itli these problems, and picking

iipaiiotber companion, Brenclel the

Dwarf, Jak diseosers the Sword of

Shannara has been .shattered (no siiqirisc

to an) one who watched the game’s jiro-

logiie and saw' this happen).

Allanoii shows up again, and tells )ak

the Sw'ord must be reforgecl. So off he

goes to tlie lands of tlie I'ih cs, ’Irolfs.

Dwarfs and C'-iiomes. In each, be must

find botii a certain magic item and a

member ol lhal particular race w'hoean

use it, then convince tliat person to join

tile party. Only when the ])owersof these

items are iinoked in unison can the

Sw'nrtllie repaired.

Naturally, each land pre.seiit.s certain

clifficnities to overcome, including siop-

deveioping a new game for

America Online called Explorer.

If you’ve ever been a fan of

Verne’s Phlneas Fogg or Doyle's

Professor Challenger, this may be

your chance to assume the role

of explorer and compete against

your fellow (or sister) adventur-

ers. The design team promises

that this won’t be just a Source

OF THE Nile game presented in an

online environment.



ADVENTURE/RPG

SCORPIA

LEGEND-ARY SCENERY From the Hildebrant-esque characters to the panaoramic overview maps and the pastoral forest scenes, the art

style does a good job of evoking the feel of Brooks’ novels, and is a good adaptation of the existing Legend engine.

Price: $59.95

System Requirements:m 486-33 or better

processor, 4MB RAM,

VESA compatible SVGA

graphics, 2x CD-ROM,

mouse; supports

Sound Blaster family,

Ensoniq, Gravis

Ultrasound, Roland and

most other sound

cards.

Protection: None (CD

must be in drive)

Designers: Lori and

Corey Cole

Publisher: Legend

Entertainment Company

Chantilly, VA

(800) 658-8891

Reader Service d: 325

whicli cimngc.s as jak lV Co. 1 !Io\c

arouiicl.1 raveling in lliu oiitdi)or.s. tlio clis-

pla\’ .switches to ovciiicad, .si lowing llic

immediate \'icinil}’ and small icons for the

parts.

Wilderness lra\el is dangerous, as mon-

slcrs lurk evenw here. I Isiially. you can .sec

them !)cfore lhe\ arc loo close, and the

criilcrscan bcasokied with a little care. Il

is gcncralK' best to walk .slow ly outdoors

.so \ou don’t end up rushing into unpleas-

ant situations.

Wliilc this is an adventure game, il

docs have a combat svstein of sorts, and

ses cr.i! monster encounters are unasoid-

able. IVe.sumably, ihiswas pul into pre-

sent the game from .seeming loo static,

and to make il more exciting.

The parts- usually goes first, and jak can

give orders to the others in flic group. 'this

is along the lines of the I li;i i.\l \-style of

"attack strongest," ‘'aiiack weakest."

‘attack the leader.” “defend \ ourself." and

.so on. If no s[]ecial ordci-sare given, each

person chooses a target at random.

Monsters airpcar at the top of the

screen in separ.ite boxes, and Ihe party at

the bottom. Below each box is the "hil

point line” show ing the current health of

the Cl iller or character. It starts as green,

becomes yellow forinjuiy.aiul red for

se\ere injiirx'. When the bar disappears

entirek', the person or monster is out of

the fighting.

Partv members won't die if they fall in

combat (unless e\er)-one docs), but they

won't be in great .shape aftemards.’niis is

another rcuson lo avoid unnecessary

combat, along w ith the fact that figiiling

gains sou nolliing, as llierc is no experi-

ence or treasure lo Ire oiilained after a liat-

tle.

! dkl not nineh care for lliis .system, and

would hase preferred being aide to

choo.se .specific targets for each parts-

member. |ak liimself is no great fighter,

and didn't appear to improsc oser time.

'Ilie others arc belter, liul esen .so. figliting

seemed a drawn-out cx|)ericnce more

tlian an exciting one. Also. 1 noticed that

on occasion, a monster’s bar s\-ou!d be

down to nothing, set it still fought on.

which did not improsc matters any.

Conversation is an important part of

llie game, and handled by clicking on a

person, ihen choosing from a menu of

things lo.sav. In some circumstances,

careful m.inipiilation of the consersalion

is the onlv w as- lo accomplish certain

goals, .so clo.se attention is necc.ssaiy when

talking to people. One nice feature (that

more games need) is the ability lo base all

spoken lines show up also as text, .so per-

sons with hearing pmblems or unsup|3ort-

cd sound cards arc not Icit out.

I'br the most part, the pu/ales in

Si l-\\NAK\arcnol seiy difficult. Often, if

a solution looks oinious. that’s w hat it is:

llie obvious .solution. 'Ihis could give vet-

eran gamers .some trouble, becau.se it’s

often the blatant answer that gels over-

looked (as hap]rened lo me on a couple of

occasions).

CraphiealK. the game is good although

not spectacular, and the \-oice acting is

adequale. Si I.\\\,\K\ was shaping up as .i

decent mid-range advcnluie, w-hen I

In the 7th & 8(h hours of 11th Hour,

you may have trouble finding objects.

Try the Library, the Picture Gallery, or

Brian Dutton's Room. From the end of

Hour 8— "A man-horse on the fly

sounds like a wounded bull's eye,"—you

aren’t actually looking for a centaur

that is often the fate of hemes and hcro-

ine.s. Wlial happens is: Sheila is mortally

wounded, but lingering on, and |ak— to

save her .soul— miust kill her on the spot

and perform a certain ritual, 'llie only

woman in the entire game, and she not

onK’dies, but goes out a helpless lump.

I’ve hcaixl that game dc.signers arc

wondering how flies- can get nioie

women jilaving games: if they keep pre-

.senting us with garbage like this, il isn’t

going to happen any time soon. Far too

many products lhc.se davs haie exclusive-

ly male heroes doing this, that, and the

other; women arc either nonexistent or

mere adjuncts, at be.st.

It is all the more suqirising .since this

game was designed by Corey and Lori

Chile, from whom w e expect much better.

If they w ere tning lo show- tlie old “a

hero’s road is a tough one, and somelinies

hard filings have to be done, etc.,” they

have failed utterk-, and onk- presented a

slap in Ihe face lo women gamers eveiy-

wherc.

In anv ca.se, if you can get by Ih.il point,

and also endure Ihe silly combat.

Si I.anN.MU overall is an average ackenlurc

game, suitable more to the ca.sual or

novice gamer, and Shannara fans. Velcrai i

adventurers are likelv lo whip through this

one with lillle lrouble.%

here, but rather a winged man-bull, an

old Assyrian petroglyph which had reli-

gious significance in ancient

Mesopotamia.—A, Dembo

When in doubt, make sure you’ve

examined all of Stauf's art. Not only

does the old man have excellent taste,

but quite a few of the "objects" men-

tioned in the game are actually repre-

sented on canvas.—A. Dembo



M UJORLO IS yOURS 10 COHMRNO...

TUU tiun int LUHPUHHMUn
toforum's Virtual. Corporation, the first totally

ifoice-controlled (keyboard optional) CD-ROM

jome for Windows® '95, takes you into a cold-

^e trarrsported into the not-too-distant future where

/ou ore given the opportunity of becoming

^resident of Pogodyne Systems—the most power-

ul Internet corporotion in the world. Starting on the

owest rung of the corporate ladder, you begin an

exhilarating race to the top of the corporation

vhere you will experience the thrill of office politics

aken to an extreme.

'he road to becoming master of your own des-

iny rests upon your ability to form alliances

vithin the heart of the Virtual Corporation,

to one is secure. Nothing is as it seems. Intrigue,

elotionships, espionage and constant surveillance

— . ore but a few of the elements you

must learn to master in order to make it to the

Presidency. Microforum's Virtual Corporation pro-

vides sensational interactivity through the use of

the latest voice-recognition technology. No voice

training is required—simply talk to the various

characters in the game by using the microphone

provided for you.

* The next generation in voice-operated, CD-ROM
•

* Simulated, real-time interoctivity with live actors

> Stunning 3D virtual environments, graphics & animation

* Actual interactive games within the game itself!

* Challenging and intriguing story scenario

> Free high quality microphone included with game

AN EXHIIIRATINC CORPORATE RACE TO THE TOP!

:ui/i
CeRP©RATI®N

FOR MORE INFO ABOUT MICROFORUM OR TO OROER DIRECT,

CAIL 1-800-685-3863 Tel: (A16) 656-9594 Fk (416) 656-0548

INTERNET : hftp://microforum.coni
Email: mQil@microfofum.com
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ZORK PLACED miLLions

unoER Its spell...

THE SPELL is YET

TO BE BROKEH.

First came the classic Zork text adventure series.

Then the award-winning best-seller. Return to Zork.

Now the newest addition to the Zork universe beckons

you to journey to the darkest corners of the Great

Underground Empire... Explore five fantastically

DETAILED, 3-D REALMS AS YOUR SENSES DEVOUR STUNNING

GRAPHICS AND SOUND THAT SET A NEW STANDARD IN

COMPUTER ADVENTURES.

Zork Nemesis. Dare enter the forbidden lands.

• Dozens of innovative puzzles in over 40 hours of

IMMERSIVE GAMEPLAY

• Z-visioN Surround Technology allows realistic

360” MOVEMENT

• Over 14 Hollywood actors in an hour of dramatic

LlVE-ACnON VIDEO

• Hypnotic ambient music and special effects create a

SEAMLESS VIRTUAL REALITY EXPERIENCE

Available on DOS and Windows® 95 CD-ROM

Uncover THE mystery at http://www.activision.com

AcliVisioH.
Circle Reader Service #97

AcUviiisn. Zor1< and fialum (a Zork are regialered trademarks and Zork Nemesis isa Uademarkof Adryiston. Irrc.

O m6Acltvtstan. Inc. Windows is a registered trademark of MicrosoHCarporalion. All rights reserved.
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SCORPIOH'S TALE

Howlin’ Wolf
Our Resident Schattenjaeger Has Ways To Untangle Your Werewolf’s Fur

T

his month, we peer into the

cl;iik mists surroiiiicling

GMiRiia. Knight Zi'Hii'

Bi-'AStWiti ilN. All right, lets

howl! Chapter I. We start

with Gabe at the tannhonsc.

'lake a good look around and

elick on cver)Tliing. Check

the outdoors carefully for evi-

dence of wolf activity (oh yes,

one's been around, and he’s big). You

should have a cou])le of interesting items

bv' the time v'ou’rc ready for Munich.

Naturally, Gabe wants to become

acciuainted with his law yer, and prni^ably

has something to mail, too. Then it's off to

the zoo for .some inv estigating about the

missing wolves. 'I homas isn’t helpful, but

yon do get to hear about Mr. Klingmann.

! Ic has some interesting information

regarding wolves, but wen’t let Gabe in to

sec the |Xick at the zoo. We can do some-

thing about that, however. 'Ibe tape

recorder has .several handy features.

After seeing the w'olve.s, you’ll probably

want some lal) work done; Gabo’s infor-

mation man can assist with that. Then it’s

r

THE GABRIEL TAPES One of the tougher puzzles in the game requires you to splice the

tape at the Huber estates.

HURLY-GERDE Irt Chapter 4, if the game crashes when talking to Gerde, try rein-

I

stalling and running under DOS.

a good idea to look over the receipt, espe-

ciali}’ the back (vv'bich is back-w-ards). It’s

also hel])fii! to know what it says before

messing around in private hunt clubs. A

lilllc documentation, and we’re done with

Gabe for now.

Chapter 2. Now we’re

with Grace at Schloss letter.

She’s here to do re.search, but

Gerde (the housekeeper),

while pleasant, isn’t very' help-

ful. So Grace will have lo do it

the hard way for awhile. Mead

to town and talk with eveiy-

onc you can, starting with

I Icrr I luber at the Goldcner

l-ow'C (sony', he just won’t tell

Grace w'hcre Ckibe is banging

out), and working around

from there.

So. there was a werewolf

trial in Rittersberg awhile

back, ch? 'I be Scluillenjcieger

library back at Ibe castle proba-

bly has .some info on it. 'Ibo

bad Gerdc’s being tough about

the ke)'. Nkiybe we can do something

there, e.s])ecially now that the workman is

gone and you can investigate tlic fireplace

more closely.

You vvoikt come aerrjss a more obvious

switch for a seciet ])assagcway (lieii).

Wlicrc does it lead? Well, go in and find

out! Don’t vv oriy', it’s safe. /\nd before long,

you’ll be snooping amongst the volumes

in the library: Oops! Gerde just w'alkcd in

(how embarrassing!). After the rather

volatile scene that follows, Gerde ’s not

feeling too friendly, but at least Grace has

llic Rin of the library' from now on. Make

use of that, grabbing (and reading!) every'-

thingyoucan. Mxcept stuff on l .udwig II.

'lliat’s harder, because Grace’s Gcnnan is

a bit weak. But maybe she Imovv's some-

one w'ho can help. A fellow academic, for

instance.

Now let’s go find out about that were-

wolf trial. Ouch! Draw'u, quartered, and

burned at the stake; they sure didn’t mess

around with werewolves in the old days,

eh?'rhcrc may be merre to learn yet; look

through the dungeon window for iiispira-

CC MARCH 1996



BECAUSE IT TAKES MORE THAN
DRIUiniG SKILLS TO WIN.

Windows CD-ROM.
Compatible with
Windows 95.

Licensed 6/ FOCA la Fuji Televisidn ©1995 Spectrum HoloByte, Inc. All tights loservet) SntcmuM HotcRtiE is a regisleted Hademark

and Gnwin Pa.c Ms.wer is a Iradetnark ol Specltum HoldByle, Inc All other iradematks aie the propeity ol llicii lespeclive holders.

\[Spectrum
J ^ Holo^te
http://www.holobyte,com

F
ormula One Grand Prix racing. It's one of the most

competitive sports in the vi/orld. To w;in,

you need more than a great driver.

It takes technology, tactics and money.

As a Grand Prix manager, you control
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Hon if >011 need it. After that, yoii'i! proba-

bly want to do .something with all lliLs

re.search (Grace wasn't doing it for herself,

after all).

Cfliapter 3. We’re back with Ckibe now,

starting the da\’ at llie fannhoiise. Check

the paper, there’s been another wolf

killing, right in the city this time (daiing,

isn’t he?). 'Ihen it’s off for a busy day in

N Innieh. 'Ihc lawyer is a good place to

begin, and you’ll probabh' want to chat

wilh Baron \i)n Clower (he clkl give yon

his card).

'Ihere’s no one but Xa\er. the secrcfar\’

at the I hint Club, .so this is a good time to

snoo|} around in the back hall. I linni.

what could be behind lliat locked door? I

bet Xavei'has the keys, and I also bet he

wouldn’t hand Ihem over, A div ersion is

I lecessarv here. ' I his is tricky. Cl leek onl

the shops at Marienplalz, and see what’s

available. Then jon’ll need an inconspic-

nous place to |)nt the item. After yon get

KEEP YOUR DAY JOB Before dressing for the performance, take a good

1 around—slowly.

the kevand unlock the door, remember

the key must be returned! 1 hnm. interest-

ing little ritual room down here, isn’t it?

'lake a good look around, but be ()nick,

because \hn /ell will show up .soon and

kick \ ()U out of there.

Say. isn’t that the .scene of the w olf

killing lip the block (.so close to the clnb,

hmmin). Inspector 1 eher won't give

Cahriel the time of dav, but we can get his

alleiiiion. If Ihcre’s one thing co[)s hate

more than ordinary busybodies, it’spublic-

ity of llio unfavorable kind. 1 ley, it gets

you into the police station, and a chat

w ith Leber, so it’s not all bad.

Be sure to check oi it the map before

leaving the police slalion. /•Xnother visit to

the lawyer and the Baron wouldn’t hurt,

either. 'Ihen Cabe can .spend the evening

relaxing at the hunt club, and wondering

how he can hear the conversation

between Klingmann and Vbn /ell. It

would be ju-st a little too blatant, even for

Cabe, to just plunk a tape recorder tbere.

,\ bit ofcamouflage is neccssaty, and that

takes care of this day.

Chapter 4. Time for Crace, who has a

biKsv day planned, at Ihc castle again.look

over lire library before leaving, just in case,

I Imniin, no Cerde dowirstairs; wonder

where she is? We’ll find her eventualK'.

Off to town. Do the usual rounds (skip

the town hall), .starting w ith the inn. Nfrs,

Smith is for real, amazing as it seems, and

she’s important. Continuing

on, we find Cerde in the

crv'pt, and oh my! Grace did

pill her foot (both feet) in it.

Cerde never cared a thing

for Cabe (.smart lady').

I lowev'cr, now Grace has to

make up with her. l'']ovvcrs

will do; yon should know

where lo find them. At la.st,

Crace has the car key's and

can go traveling.

At Neuseliw'an.slein, play

the tour tape in every room

(including the entry). Click

on every po.ssible object for

a clo.se-up. Click on tlve

close-up if i30,s.siblc. If tlie

)0k
, ,

r .,

tour tape appears tor an item,

plavthc tape. In the bed-

room. move the cursor to the

right for an “exit" that turns you around to

see the stove with the 'Ih'sfcin tiud Isolde

figures (this is all too ca.sy to miss). Clieck

the map w hen you leave the castle; if

Neuschw anslein still blinks, go back and

do it again.

At the 1 Aidwig Museum, do much the

same (there is no tour tape, fortunately).

In this case, make sure Grace reads every-

thing aloud, be it a letter, wall plaque, or

vvbalever. Get a close-up of tbc clerk,

then move the cursor towards the u[)])er

left for an exit loan exhibit room in the

back (this is easy lo miss, and is of critical

importance), 'lalk to the clerk twice

before leaving. If the 1 .udwig Mirsenm

blinks after you leave, go back and do it

again.

At the Wagner Micseuin, follow Ihc

same diill. 'Hiis is easier, as there are no

sneak-v rooms to find, and exhibits are

fewer (but still im]H)i1ant), Cbat vv ith

Georg before leaving. 'I he W'agner

Museum will blink, as this is where the

chapter ends later.

So vou’re done with the inusenin lour.

Grace probably wants to talk lo Mrs.

Smith, and there’s a foliovv-up to yesler-

dav’s phone call that needs to be made.

'Ihat .sets up a meeting with I lerr

Dallineier, vv ho knows a lot about L,udwig

ll, and that I .udwig's diaiv isn’t available

for inspection. I Ic also knows a bit about

the Black W'olf.

Back to the castle for more phone calls

(don’t wanna see this phone bill!), and a

chat with Cerde. 'I'liis is a good time lo

mail .sometliing, and Iben work on Mrs.

Smith’s suggestion of gelling in touch

wilh I,udwig yourself. Check aiouiid the

vicinity of the church.

After the little “.seance,” head back lo

the castle. Your score should be 360 at this

point, ai id after entering and leaving the

castle, Ihc fax should be wailing at the

post office.

Chapter 5. Cabe again. Naturally, he

wants Ihc tape from last night, and seeing

the lawvcris also high on his lisl.'lhe

police .station is the only other available

location, .so bavc another chat with I leiT

l^'bcr. He’ll be more cooperalive ifyoii

show him .something, and that will open a

new area. I )om is not a nice person, but

y
ou have to pay him to get anyxvhere here,

ll sure clears up a few things, eh? As for

the tiger cage, w ell, that’s a hiingiy cal;

need I say more?

Now it’s time for lhat little hunting Iri])

in the great onldooi's. Speaking of which,

it's a good idea lo explore- the lodge envi-

rons thoroughly, and a map of the woods

will come in handy later tonight. Achat

wilh everyone available also helps.

Klingmann will need a little ])ersnasion,

but I'm sure you have his w eakness

CC MARCH 1996
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lagged. Von Zell isn’l annincl, so this is the

right time to snoop in his room (cheek

Preiss’ room),

'

1 hen )’ou can \’isit the cave again (you

did find it earlier. )'e.s?) and confirm yoiir

.suspicions, rather unpleasantly, 'niere’s

one rather ob\'ion.s person )'on can talk to

about this, so do that...and then it’s time

for the midnight werewolf luint. You have

to drive it to tl ie ravine. Only the Pitter

talisman works here, .so he ready with that

as yon make )'oiir w a\^ throiigl i the woods.

You’ll probahly die once or twice during

the attempt, but if you're careful, it

shouldn’t take you too long to do this.

Cliaptcrfi. Ihc most involved. 1 lere

you will run both Cabc and Grace at dif-

ferent times, starting with Cfrace in

Rittensberg, Our boy is there, too. in tlic

dungeon. The only safe place, in case he

turns into a werewolf (midnight hunts are

not without their drawbacks).

'Ilic first part of lhi.s chapter has Grace

relriev ing the parts of the lost Wagner

opera. Tlirce are in Neuschwanstcin. and

one in Altotting, as \ ou know from the

ojrcning movie. Do check around tow-n

before leaving, though, and don’t forget

the birdie.

At Neuschwanstcin, the first opera sec-

tion can be obtained by using something

from Altotting (such vandalism!). 'Ibc .sec-

ond section requires onK' patience, and

the third can be gotten with, so to speak, a

flight of fancy in the side hall. 'Ihe peni-

tent offerings at Altotting probabK’

reminded you of something, but v’ou'll

need permission first. 'Iben
)
ou can go

there w ith your own offering. Before

doing anvihing with it, check out the

chapel first. Wbat happens after the heart

is donated is a hint on w hat Grace needs

to do, and after that, we segue to opening

night of the opera. Grace has a lot to do

AOL (new!!); Scorpia’s Lair (keyword: Scorpia).

Delphi: GameSIG (Groups and Clubs menu).

GEnie: Games RoundTable (type: Scorpia)

U.S. Mail (with a self-addressed, stamped

envelope if you live in the U.S.)

Scorpia, PO Box 338,

Grade Station,

New York, NY 10028

here, too. Walking around and !)ecoming

familiar with the opera house helps, 'ihcrc

are some things in the office she needs.

Gabe is there, too (nt>t in great shape).

We'll be getting to him later on. in the

meantime, visit the collar (you may want

to ma|) this) to find the prop mom (impor-

tant place). 1 iOok in backstage (important

item here). 'I'alk to everv'one )’nu can.

Kxiiminc items iu the inventor}', and find

the s|X)tlightroom,

You also must make sure that the two

special guests for this evening are seated

in the right place. \M)en all Ls done, the

usher will alert Grace that there ’re onl\’

five minutes to opening the doors. I’ime

to bring Gabe downstairs and dre,ss for ihc

perfonnancc. After the chat with Leber,

it's wise to ensure the quari}' is in place,

and then also ensure that he can’t gel out.

With that done, w e .switch to Gabe in the

prop room. As you might expect, he has to

get out of there. Not loo haid, ifyou look

around carefullv iu back and click here

and there.

Backstage, he has to pick up some-

thing. from about the same place Grace

did. 'Ihis item is not easv' to see, so move

Ihe cursor slowly to Ihe right. 'Ihen into

the drc.ssing room he goes. Yep, Gabe is

gonna perform in Ihe opera (jusl as well

it’s a non-singing part!).

LUi oh. someone's coming. Better not

let him sec vou; let's cloud things np a bit

and get out of sight. 'Ihen that backstage

item will come in real handy. Ihis moves

us into the opera itself. Jusl sit there and

enjoy the performance, because when it

ends, the wolf hunt begins.

Gabe and his quarrv' w ill be in the

ba.sement, both a,s w'olvcs.'lhc goal is to

drive the other werewolf into the furnace

room, by shutting the room doors in the

correct w-ay. '^Ihis is the only solution; if

Gabe fights w'olf-lo-wolf, he will die. If the

other werewolf gets awa}', Cabc also dies.

So it's the furnace room or nothing.

'Ihc immediate task is to close the

doors on the left side, blocking access to

the cas}- exits. 'Ihen it becomes harder, as

vou have to shut the doors .so as t( i make a

single path to the furnace room, without

leaving the quany an exit, or forcing him

into a dead end. Remember, once a door

is shut, it can’t be opened again.

In Ihe furnace room is I Icrr Ixbcrand

Grace. Y)u can .switch bchveen Grace

and Gabe here, and that is neces.saiy.

Something must be done and onK' Grace

can do that. But onlv Gabe can lake the

action that w ill kill Ihe Black Whlf. Time it

careful!}'.

Whew! ' I hat .should be enough of

wolvas, Whgner.and Ludwig II to last us

all a long, long time. And w e're just about

out of lime here, as 1 sec bv’ Ihe invisible

clock on Ihe wall. Until next limc.happv’

adventuring!^
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Murphy
Strikes Again
Film Noir Meets B-Movie Sci-Fi In This Under A Killing Moon Sequel

by Denny Atkin

iSNEAK
_JPREVIEW
GAME sill L IN DEVELOPMENT

Is been 100 yciirs since Vie

i\ laltcse ihicoii. bill nobndy fold

'lex i\iur|:!iy. Never seen wilboul

his fedoni. Ia;iichc(nil, iiiid pack of

I ,nck-\ Slrikes, Mui'|3h\’'s a dctec-

live w ho fancies himself a PI in

the mold of Spade or Marlowe.

VVifii his non-stop wisegin' banter

and kickcd-into-il problem-solv-

ing, though, he comes across

more like Jim Carrey on downers.

\ h- encounter w ith \ Inqrhy started on

a dark and fo^’ da\', when Cmlcman

dropped a !‘'cd-l'L\ on my desk. "Miiqrhy’s

back,” he said. “Belter cheek this out,” I

opened llie lea-stained einelope and

found, not a im-sterioiis maniia folder, but

four gold CDs with “'[lie P.indora

Direcli\e" hand-scrawled on them along

with a eiyptic letter saying that 'lex

Miii'jjhvwas on the tniil of the govern-

ment’s bi^est.secret of the 2llfh centnr)’.

“N lust be cither the Ro.swell Incident, or

the two mil Bill C, spent on hush foot-

ma.ssages for Arkansas highway patrol-

men.” I told Coleman.

'Til let you knowwhat I

find out.
”

I broke out my files

on Miiridiy.'lhis digi-

tized gumshoe had

c|uileahistor\'. Back in

‘S9. his e.xidoits were

chronicled in MicvN

STRIsi rtS. a ground-

breaking adventure

game which was one of

the first PC products to

use both VGA and digi-

tized .sounds—and

which remains to my knowledge the only

adventure to toss in a llight simulator for

good measure. Seems N Inrphy rcaj)-

peared in'riii:M,\Rii.\Ni\li;M{)R\NDliM,

an enjoyable little yarn that didn't really

break much new' ground. I iNHiaiA

Ki],1.!N<.; Moon, relcused back in ‘94,

brought Muqrhv and the gang back to the

bleeding edge of acK cntnre gaming.

/Mthongh much of the Inpe centered

around Access having awakened Margot

Kickler and Brian Keith from a big .sleep in

order to star in the game, the real thrills

came from the >0 universe Murphy had

been dropped into. 'Ihis time atuund. !ie

sav ed the world by wandering through

rendered rooms that looked about as good

as the ones in Ti IK 7n i CuKS'f, but with

more freedom of movement than DOO.\I.

.Add in cinematic .seciiiences. known (if a

bit tired) actors, and a nnsterv’ that

reached all the way into earth orbit and

you had one of the best adventure games

of the decade. Ihc ex|)ericnce was damp-

ened onh'bya script that packed more

com than an low'a harvest festival.

CRUISING CHANDLER

I'd done mv homework. It was time to

tail Muq)h and see what he was up to this

time. I popped the first di,se into my tmsty

Dell. Not the most romantic device, but

it’s damned hard to [)la)' Sid Meier games

on an l.lnderwood ]X)rlable. A letterboxed

opening video popped up, selling the

scene. It was the mid-40’s (the mid-2040s.

that i.s), and Tex N hiiphy’s luck was mn-

ningils usual course. Beautiful nevv,sstand

owner Chelsee Bando's babj’ blues were

.seducing '^Icx into .settling down, but her

lips were threatening to move to Phoenix.

Eviction was the fricndlie.sl thing on the

landlord’s mind, 'lex needed a case, and

.soon. As luck w'ould hav'c it, his old-style

gumshoe appeaniuec attracted the atten-

tion of one Cordon lutzpatiick, who was

looking for a lost friend.

A simple missing persons ca.se and an

easy $4,(K)(), right? Not with ’lex Muiphy’s

luck. It turned out the persona non local-

able was one Thomas Malloy, a chief

rc.seareher at the .-Air Ihrce installation in

Ro.swell, New Mexico, And it didn’t look

CC MARCH 1996
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like lie (I jusi gone for ;i ride on ;i beautiful

weather balloon.

'Ibe .search started in familiar territor)'.

'liirns out Malloy had been a resident in

the 'lex’s own building, the inappropriately

named Ril/. It looked like piecing this

case together was going to make anyone

wiio followed Miir|5h\' around on the

Kim.inc; Moon acKentnre feel right at

home— the initial iin e.stigation, at least,

was going to invoK e talking to the locals

on (diandlcrAiemie, trying to find peo-

ple w lin'd .seen Matlo\; knew' where he’d

gone and what he was up lo.'lhat

involved talking to a lot of familiar faces:

Chelsee at the newsstand. Rook at the

pawn sho]), Clint the one-eyed choco-

holic. and old dependable 1 oiiie at the

Brew Slew.

LlnforlniialcK’. when 'lex Murphy puts

two and two together, the result is often a

lot bi^erthan four. . Vs he worked to track

down Malloy, he also got iinoh ed with

tracking down death threats against a cur-

s'aceous exotic dancer, and evading

National Security .•\genc\' operatives

w ho'd taken an unhealthy interest in his

investigation— unhealthy to'lex,!liat Ls,

who w'as close to joining the collection of

dead bodies that w'as piling up faster than

pancakes at the II lOR.

'Ihen. there w-as the Ro.swell connec-

tion. Malloy, it ajipearcd, was a linguist,

ta.sked with translating alien runes. With

the NS.'\ on his tail, he'd sent out a scries

of pu/yle hoses to Iriisled friends and rela-

tives. boxes that would have to be pieced

together to solve this nn stety' of cosmic

proportions, ll w'as up to Muri^hytofind

out win ,so many people were w'illing to

kill for t!ie .secret contained in these

Pandora boxes.

THE STUFF THAT DREAMS

ARE MADE OF

I followed Muqdiy through to the con-

clusion, hut I wouldn’t want to .spoil the

fun by spilling the beans, 'liirns out there

w'cre at least tliree paths to take, leading to

six possible endings. Nice— a detective

sloiyyou could relive without know'ing

what was going to hap])en on the second

pass. Iwen I laimnell and Chandler

couldn’t pull that one off.

'Ihe fiiril half of the nn-stery took place

in terrilorv’ familiar to anyone w ho played

Kil.t.lNC. Moon; a posf-WVV Ml San

h'rancisco neighborhood populated by a

mix of humans and mutants. Dc.spilc the

familiar digs, though, the neighborhood

.seemed nicer, 'liirns out the lech hoys at

Acce.ss had fiddled with the code and

cleaned things up (|uite a hit. Objects in

moms no longer lurried to face you as you

moved through rooms, as if drawn to your

magnetic pensonalitv. More fine-tuning

was evident in that many ohjecLs kept

their detail even when \ iewed up close,

instead of hliirringaway like the room

tends to do after a long visit w ith detective

Jim Beam. The comfort of familiar sur-

roundings faded soon enough, though, as

1 journej’cd with Mnqdiy to Roswell, a

secret installation, and an /Vice labyrinth

pu/y,ling enough to give Indiana Jones

himself a headache. All told, there were

over 70 virinal rooms to explore, hcautiful-

1\- rendered in cri.sp SVGA with a dark,

iilm noirlook.

Of course, finding objects and solving

puzzles is only part of a Pi's job. Dicing

for info is another. Interacting with the

v'arinus dramaiis |)crsonaeonce again

inv olved a jarring .shift from the first per-

son to the third— instead of exploring

rooms through Muii}!!)’^ eye,s, 1 was

watching him from acro.ss the mom and

MARCH 1996

guiding him through conv ersations by

choosing a tone of response from three

possibilities. Wliile the perspeetive shift

was jairing, at least Ihe acting w-asn’t.

Kevin McCarihyand Northern

l.'',Npo.sure's Baip' C/orhin seemed to be

taking their acting jobs seriously, a wel-

come improv ement over the campy

Russell N leans and hi/iirre Margot Kidder

performances in KII.UNG MtK)N.1’anv'a

Roberts also turned in a good perfor-

mance, albict looking more a Joan Collins

dopplegangerthana former Charlie’s

Angel or Bond girl here. Some of the act-

ing improvement may hav e been attribul-

ahlc to the direction ofy\drian Carr.

Although his more impressive film credits

involve editing rather than direction (his

directing credits include the Mighty

A loiphin' Power Rangeix series), he did

pull a belter perfonnance from the actors

involved than in the preceding cvberflick.

In Kii,i.in(; Moon, designer Chris Jones

put in an awkward perfonnance as

Mur|)h); 'Ihis lime, the perfonnance was

fine, with only a good percentage of his

jokes eliciting gmans.

THE LONG GOODBYE

Satisfied with my investigation, I

drop])cd the discs on Coleman’s desk,

“l/roks like another Acce.ss winner,'’ I told

him. "'nie engine's the .same, and the

.scenery’s familiar, hut the new story

should keep gamers happy." I fold him

about the online hint section that would

trade .solutions for points, and the new

play level for ex])erienced gamers Hial

doe,sn’l offer hints, hut doubles the point

po.ssihililies and offers “a unique rcvvaid at

the end of the game.”

“There’s even a novelizalion available

from Prima," I added, “It's an amusing— it

avv k-ward— rcad.Nni don't often find the

protagonist looking for objects in adven-

iurc-game style in most books, and there-

arc .so many positive cigarette references

vou’d think the guy was on the take fmm

RJ. Reynolds. Still, it's a good guide it you

gel stuck in the i)lot.'’

Another case closed, I de.served a

break. Down to John’s Grill for a cup of

joe? Nall, I decided to grab my clubs and

hit the l,inks,%



DO YOU EVER WISH YOU WERE 60 FEET TALL

HAD CANNONS FOR ARMS, GUIDED ^4
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AROUND AND KICK ROBOT BUTT?
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Your wish has been granted: EarthSiege 2. You'll get more than 50 missions, true 3-D texture-mapped terrain and incredible new burn-your-

eyebrows-off pyrotechnics. The controls and cockpit interface are easy to use and infinitely customizable. And get a load of this: when you get tired

of stomping Here butt on the ground, our new flight sim feature called the Razor lets you rain death from above. Cool? Yeah, we thought so too.
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REVIEW • DRUID: DAEMONS OF THE MIND

Price: $59.95

System Requirements:

486DX/33 or Detter

(4860X2/66 or better

recommended), 4 MB
RAM (SMB recom-

mended), SVGA graph-

ics, 12 MB hard drive

space, 2 x CD-ROM (4X

recommended), mouse;

most sound cards sup-

ported (16-bil sound

card recommended).

Protection: None (CD

must be in drive)

Designer: Matt Stott

(lead designer)

Publisher: Sir-Tech

Software

Ogdensburg, NY

(800) 447-1230

Reader Service ft: 327

Sir-Tech’s

Step Child
Druid Fails To Live Up To Its Forebears

by Petra Schlunk

ill! it a blessing or aciiv.sc,

but cvcr\' new role-playing

and adv enture game fmm

Sir-Tech will inevitably be

compared with their siie-

ees,sful VVizadi)' .series. an

adventure game wilh minor

role-plaving elements,

Dltl.:in:DAK\IONS()l'TIII';

Mini^ might get a double

helping of “Does it measure up?" from

Sir- lech fans, As “’llie Man With No

Name," you play an unnamed druid

brought to the w orld of Navan by three

other druids to assist them in finding their

missing biolhcr. Each druid niles an

island, which vou must visit in your (|ue.st

to find clues about tiie disappearance,

THE DIRECT APPROACH

Essentiallv, gameplav in Diu ill ) follows

a linear eour.se. 'ton begin the game with-

out o[)lion,s for No Names character or

control over his statistics, I le will ae(|uire

experience poinls, gain levels, improve liis

health (body points), and magic power

(mind points) as he progresses through the

game. Viiu start out on an island called the

Common Ground, whicli accommodates

a jail, an arena for building up No Name’s

physical slalislics, a libra ly, a site contain-

ing Stonehenge-like mcgalitlrs, and a

temporarily restricted area, I ic vv ill spend

some time here studying, improving his

abilities, and gathering infonnalion before

travelling to the nexT island.

You must solve most of the pu/ztes on

each island before No Name can aeejuire

the “Ogham" keystones he needs to con-

tinue his journey. 'ITicse nine-inscribed

stones fit into the megaliths found on

each Lsland. I le can’t continue his journev'

until he])roperlv rotates each stone to

match the correct svinbol in these druidic

stnictures.

Vou view No Name’s progress from a

three-quarter overhead perspective as he

travels from area to area looking for items

to U.SC. peo])le to meet, and creatures to

fight. DiUiin sports a nicely designed

mouse-driven interface, wbieh features an

arrow-.shaped cursor. 'ITe cursor changes

color when it ])asses over .something that

No Name can touch or use and turns into

an exit sign if an area leads to .somew here

cl.se.Ym can pick up and identifi- an

object bv dragging and clicking it on an

icon of No Name’s face in the Main

Meutt .screen. Similarly, you can use an

object by clicking it on other objects or

jDCople.

Almost even’ item in the game fonns-

part of a pu/Me. No Name can talk to

other characters, give them items, or fight

them, although you can't order him to

fight a friendlvor hannless character. Vou

can read conversations at your leLsurc by

clicking the texl on the screen, wilh high-

lighted h\])ertexl kevavords j-irovicling

additional infonnalion. Conversations

rarelv involve game-affecting choices and

are priniarilv a means of learning new

infomiation.

A DASH OF HACK-'N'-SLASH

Combat plays a .small, but vital role in

the game, 'lliroughout No Name’s travels,

he meets various hostile humans and

monsters that block his path. Suqjrisinglv;

they all seem to be roughly his equal in

tenns ofstienglh and endurance, 'llie.se

hostile beings provide valuable e.xiicrience

points, and .should be dealt with whenever

encountered. Dniid’s real-time combat

ssstem includes blocking, fleeing, and dif-

ferent attack angle strategies, llic.sc can
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be either hopelessly clifficull or childislily

simple—depending on w lielhcr you

learn the right IrieLs for fighting (see side-

bar). Monstcr-s hit fast and hard; onee they

start hurling No Name, it’s all over. Be

SfllvaglngMatlnDiiuD

W ithout knowledge ot the right moves, real-

time combat in Druid can drive even the

most tenacious gamer crazy. Here are

some combat tips to keep your druid fight-

ing strong.

Atwai« save before you fight!

The more experience your druid has, the better. For

practice, take advantage of one of the few places in the

game where monsters regenerate; on the road to the

Archives. After killing the monster guarding this road,

leave the area and return to fight it again. You can keep

this up until you are satisfied (or until you get bored silly).

Whoever lands the first hit during hand-to-hand combat

will most likely win the battle. A successful hit makes the

target lose their balance and delays retaliation. Repeated

hits will keep your opponent off balance and protect No

Name from most attacks.

To ensure the first hit is landed by No Name, click

directly on your opponent (to walk up to him) and keep

clicking as fast as you can to keep hitting him. The best

places to hit your opponent are usually on the front of the

legs. However, some battles will require experimentation

to determine which mouse-click will connect with the

monster. The right place to direct your hits depends on

the direction the monster is facing and whether it is

standing on an incline or on level ground.

Improve your odds by keeping No Name fully healed

and with enough mind points to fight properly. Cast some

destructive spells on your foe before closing in for the kill.

Remember that there are a few opponents whom you

cannot kill including the jailer and some of the guards in

the restricted area, do not waste your time fighting them.

warned that you will lose some battles.

|)riiiiarily because there is anolbcr way to

get pa,st tlic.se ])arliciilar opponents.

If you have problems w itb the combat

.sy'stem, you may find DkhiiVs magic .sys-

tem more useful than I did. Spells come

in handy for healing No Name before bat-

tle and for "softening up" his targets

befoie he attacks liiem. C’reatnrcs will not

attack yon until you step into their

"spaee,” so you can loh ,s|)ell.s at them to

your heart's content. No Name should

east more .spells if he has trouble with with

a ])artieular opponent. Nrii can either find

.s|x;lls in the manual, or in books and

la])e.slrie.s ihmngbout the game. Elements

(water, air, fire, and earth) make up of a

maioritvof the spells. ’Ilic magic system is

simple and intuitive; rigbl-clicking w ill

bring up No Name’s magic amulet, fea-

turing four gems to cast element-based

spells as well as a central gem for “mind

power" spells. Clicking on the elements

and the mind gem in lire correct older

w'ill invoke a spell, which then can llicn

be targeted appropriately.

Although combat and magic make up

substantial gaineplay, OlUillVs substance

lies in the the irn/y.lcs and .story line. ' Hie

plot is by no means lucid, but a strong cur-

rent of intrigue miming tbrongb tbcstoiy-

line warrants continued play DruuYs

piiz/,le.s iinolve finding objecLs, using

them ,sen,sibK'. and gising them to interest-

ed parties, f Inlike many adventure games,

pu/ylcs actually contribute to the plot and

do not come off as siiperfliions lo game-

pla\’.

DON'T BLINK; YOU MIGHT MISS IT

l.ike some of Sir-’lccli’s Wizardry'

games, ORUin offers nuillipleeiiilings

depending on eboiecs you make late in

ibegame. Unfoilunalety, ibese endings

are all clisapixiinlinglyshorl and nninler-

esling. Ill fact, the whole game is on Ihe

short side, something that even a niceslo-

lyline and lovely graphics ean’l redeem.

Ifyon piekiipniuiin bccau.se you are

looking for a challenging role-playing

game on par w ilb the venerable

\\T/aiu;)KY and Riv\i m.s < ii' Aiik,\\i,\

games, vou will be disa|>pointed. DiU iin is

short, pretty, and moderately eballcnging,

but nnins])iring eombal .set|uence,s and

the disappointing .sound offset an other-

wise great interface.^

^APPEAL: Those intimidated by the

richer environment of Wizardry and

Realms of Arkania may find this easier

to get into (and out of).

^PROS: Simple, intuitive magic sys-

tem; decent storyline with numerous,

plot-driven puzzles, multiple endings.

>CONS: Painful pixel-hunting

required to find many of the game's

objects, plus an

execrable combat

system sap the

energy from the

story. Having only

three save game
spots is also a

detriment.

CC MARCH 1996



'finally, aqam that's mrth^of the. film license. Tereilmton

Future shock ulllmake Dark Forces seem positivelv hnei

-K-tOME

the mre ti>la^ Future Shock the more Itcoitimes to

amate me. Its really cjuite incrediUe, I'dexpectit to run mp
sloulp considering the amountofgraphic detailandamountof

on-screen poip^ons, hutitscreams!" —HEV/TYFE^/^fj^^

"ifpou don'theiieve our statement, that Termlitatori Future

Shock heralds a ne'e a(ie ofSP^ames. surpassing all the

existing ones, then trpoutthe demo...

Butpou mre mrnear —SCORE

"Look forEethesdaSofteorks to have

compe titors running scaredin the near

future... ' —Computer^ane Revieti

putaoMi

that^ml

Actual IBM screens shown

‘he Terminator © 1984 Cinema '84. A Greenberg Brothers Partnership. All Rights Reserved.
"he Terminator’" TM designates a trademark of Cinema '84. A Greenberg Brothers Partnership.
!"Gine, Future Shock’", Bad Dog’" and Bethesda Softwoi1<s’" are trademarks of Media
technology Limited. Copyright ©1995 Media Technology Limited. All Rights Reserved. Circle Reader Service #50 Phone 301 926-8300 • FAX 301 926-8010
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m.A Collection

Of Screams

Price: S69.95

System Requirements:

IBM compatible,

486DX/33 or better

processor, 15 MB hard

drive space, 8 MB
RAM, 2X CD ROM,

SVGA graphics, Sound

Blaster or compatible

sound card

Protection: None

Publisher:

Cyberdreams

Calabasas, CA

(818) 222-9348

Reader Service 328

Only The Story Transforms User-Friendly Into User-Nightmare In This

Masterful Adaptation

UNWANTED WINDOWS The TV sets, a recurring Ellison theme, let

Ellen peek into other characters’ adventures. It's either that, or face

the yellow she so detests.

by Allen L. Greenberg

iiring tlicinost bitter 'ii,s\s.

tlicin" chl\^ of llic cold war,

there was an itch at the

backofoiireollcetivc

ininds: would the coiiipiit-

ers, which wc \\'cre devel-

oping to help organize and

[)i()tcet our li\'c,s, somehow

lunion us and lake far

moreanihority than they

were ever}' intended lo ha\e? Such a

computer might be buried deep in anoth-

er hemisphere, or be as close as the bank

aroimd the corner. Arguably the greatest

litcran- realization of llio.se fears is a l%7

short ston' b\’ I larlan idlLson entitled I

Henv No Mouth And I A liw/ Scrcuiii. 'Iliis

l ingo award-winning terror, lias ing been

reprinted numerous times in various col-

lections, has finally appeared as a brillianl

piece of inleraclive fiction. In eoopenilion

with the aiillior, Cyberdreams lias leecnt-

ly released 1 1 Iw'i' No Moin 1

1

And I

Mus'rSciUv\M.

Wdiile the background of both the

game and the ston- are the same, the ke\-

events of each ha\ e \er\' little in cominon.

Three giant compulers have liecn built for

militan piiqinses by the Russians, (he

Chinc.se and the Americans. ’

I he com-

puters da:w on their ouii resources lo

grow and espand unlil lliey inlenicted and

nearly covered the planel. AA7 was ihe

name of the resullanl machine, al firsl

scA'ing as an aero.stic for Allied

Mastcrcomputer. I llliinalely, however, it

was dearIvAM, as in “I think llmcToiv I-"

AM's mo.st prominent feature is ils haired,

and lo satish' this emotion, the computer

has captured five humans to be kepi witli-

mice, almost lo the point of death, while

keeping them cver-hopeful that a piece of

cheese is lust around the next comer, ll is

a horrific roller-coaster ride which comes

to a shocking conclusion. In tliegame,

u Those disgust-

ed with the games

designed from

Bradbury's and

Asimov's works will

find I Have No Mouth

immeasurably more

satisfying. 77
liowcver.AM decides lo lake his group of

humans on a different patli. imeh of (he

humans suffers from a private, inner-hell

wliichAM lakes great pleasure in exter-

nalizing: a hidden .secrel, guilt or experi-

ence that lies buried just beneath tlie sur-

face of each prisoner’s conscious thought,

forgotten after 109 years of computerized

torture.

Kaeh character, in turn, is los.sed into

an artificially created mysterv’ w'orld and

proniksed that they will find something

there of iTcmcndoiis personal s’alue. In

reality, each of the w orlds is haunted by

each prisoner's nightmare, hrom AM’s

point of \iew', there is no reason why each

subject should not beha\’c according lo ils

established nature, thus fallings ictim lo its

ow n hell. Your job is to guide each charac-

ter through his or her own adventure,

avoiding the most simple and tempting

.solutions. WllAM follow through on any

of his promises? VVliat is there to be

gained or lost by even tr}'ing to confront

such nightmaies and rcsi^ond ap]3ro[)riate-

ly? ' I here is a .secret and even a pur])ose to

it all should each of the five come thnnigh

.successfully.

I IT.\\ K No Motrn l i.s, therefore, a five-

j)art acK enture ss bich max' be tackled in

CG
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It was a hcautijui. night in New York, except, of course, for the scfca

Afier the requisite digital 911 and dispatch routine, the scene hecomes

familiar. Another mutilated body. Another homicide invesUgation. A.nom

crime without any clues, rl locked door mystery with overtones f ihs i

Jhe landlady, mayhe to avoid thinhirg about the body of the woman, sice

bloody carpet wondering if the stains are ever going to come m-it.

The RIPPEJi has struck again.

nirna

I:

>

i1
'1

% I..

Tf A

f t.

jr over in the corner, looking on in mute horror, stands the crime reporter Quinlan.

-f^Some are harder to take than others, even tvhen you have been in the business for

a while. Some you know are going to keep you waking up screaming in the middle of the

night for the rest of your life, no matter how much work.the shrinkers and their high tech

probe toys do. You want to think it isn’t happening. You look away and look back expecting

the body to be gone, the police to have been shadows and the whole thing to have been

a nightmare. But no matter how much you work on it, the result is stiU the same: you keep

seeing the face of your girlfriend superimposed over the body on the floor, . .



This is the setup

for RIPPER, a new
game of interactive

horror from Take

2. The player,

taking the role of

Quinlan—a crime

reporter—suddenly

finds himself

caught up in the

most bizarre of

possible plots: in

the 2 1 St Century it

would appear that

Jack the RIPPER is

stalking the streets

of New York.

Seemingly unstop-

pable, he leaves no
clues, can get to

anyone and leaves

behind scenes just

as sick and twisted

as the originals.

Worse, with the

police seemingly

incapable—or

unwilling—to solve

the crime, it is up
to you to stop the

psychotic of the

century, or go mad
trying.

RIPPER is a fliU

motion video tour-

de-force. Over $4
million in the

making, with a star

"V'/Hh ::y in

dild yidnllK

one of the

of iiie yen!

Pi
' Hi-rn"-

Studded cast, more
than 35 interactive

puzzles and combat

sequences, a profes-

sional production

crew and innovative

storytelling tech-

nology, th? final

product is a six CD
set with over three

hours of digitally

enhanced full

motion video and

one of the deepest

plots ever seen in

an electronic inter-

active story. 30+
man-years of pro-

duction time went

to making RIPPER
the standard against

which all others

>

f,%'-
-

win be measured.

And Take 2 relies

not only on their

talents to bring

RIPPER to life, but

bring out some of

the biggest names

in Hollywood to

complete the effort.

Christopher

Walken, Burgess

Meredith, Karen

Allen, John Rhys-

Davies, Jimmy
Walker, Tawnee
Welch and David

Patrick Kelly all

lend their consider-

able acting abilities

to the project. Add
a soundtrack

featuring Blue

Oyster Cult and

you have a stunning

blend of talent and
vision that makes

RIPPER one of the

most complete and

engaging interactive

experi^jes ever

created.***

In this special

supplement, we are

going to coyer

evefy*detail of

RIPPER. From tKe

initial design to the

month of shooting

in a New York

studio to the details

of the program-

ming no stone will

be left imturned.

So read on to get

the ultimate inside

look at the creation

of pitre horror

from the ground

up.

Circle Reader Service #154



As befits a game with being a singular.

over 30 man-years in psychotic event drop to

the development, the zero when Quinlan

RIPPER storyline is as starts getting letters

complex as a fractal from the perpetrator.

image: the deeper you The letters lend an

go, the more compli- even more bizarre

cated it gets. twist to the senseless

The game starts in killing. The murder is

2046 with a murder copying the pattern of

hideous enough to the most famous serial

make even jaded New killer in history: Jack

Yorkers take notice. the RIPPER.

'k
'

11

bad enough for Jake, and stop the evil. But

detective Vince hunting a psychotic

Magnotta murderer does have its

(Christopher Walken) inherent dangers, and

moves Jake up to the Quinlan must not only

prime suspect for the clear himself, but also

murders. After all, the avoid becoming the

crimes sure sell digital RIPPERs next victim,

papers, don’t they? Solving the murders

It becomes obvious isn’t going to be easy,

that Quinlan must even armed with this

find out the identity of much information. It

the RIPPER himself turns out to be impos-

The body of the As the murders and

female victim has been letters continue, the

eviscerated with danger comes home to

surgical precision and Quinlan, in the form

her internal organs of a letter from the

spread over the crime RIPPER naming

scene. As Jake Quinlan, Catherine Powell,

a crime reporter for Quinlan’s co-worker

the Virtual Herald, and girl friend, as the

the player is in the next victim,

thick of it from the Despite the warning,

beginning. the RIPPER still

But the chances of this manages to get to

Powell, but doesn’t get

to finish his job.

Powell is alive, but in a

deep coma.

As if things weren’t

sible to discover the

answer to such simple

questions as the

weapon the RIPPER is

using, much less how

he can attack and kill

his victims and leave

no trace except

macabre remains.



What strange conncc- will be a fight to the

tion do twin brothers death. It is up to the

Covington and player to make sure

Hamilton WofFord that the death involved

(Burgess Meredith) is that of the RIPPER
have to the unfolding and not Quinlan,

drama? How can a Using their innovative

killer leave no traces in act sequencing and

a futuristic world of game engine technolo-

advanced criminology?
gy, Take 2 ensures that

The questions and solving RIPPER will

byzantine twists keep be a non-stop thrill-

piling up as Quinlan packed journey into

moves deeper into th^.
, horror. Unlike some "

,

mystery. games, there is no

Before things are over, break in the action of

Quinlan will have to RIPpER to pull a

track the killer and the player out of the reali-

clues all over New ty of the game.

York, and all over Movement is seamless,

cyberspace, to bring and by using their on
together the pieces he

needs to finally end

the madness once and

for all.

The final scenes,

played out in a cyber-

space reconstruction of

the historical

ripper's stomping

grounds, Whitechapel,

the fly video reselling,
sections of the g.ime,

puzzles are fitlly
^ ^^^ole new

integrated with the

rendered backgrounds, ^ith an all star cast to
not separate scenes. bring the script to life

RIPPER also nmkes featuring

the horror last by Oyster Cult,
Riving four different RIppER promises to
ending sequences in be not only a good
which the identity of but a good work
the RIPPER changes.

interactive fiction

To do this, Take 2 has

used their act arrange-

ment to give an ovenill por those with a mind
background common ,be macabre,
to all the murders first. RippER will be the

Then, in the later acts, interactive event
the clues leading to the ^pe year,

murder are presented.

So the different end-

ings aren’t just “tacked

on” but instead

integrate perfectly

with the preceding

Circle Reader Service ff-154



Ambition was a key

word from the begin-

ing of the RIPPbR
design process.

“What we wanted to

do was to make a full

motion interactive

game with a real plot.

We wanted to achieve

a game with the depth

of a novel. A game "for

thinking adults,”

says F.J.^Lennon, Vice

President of
Development.
However, to achieve

this goal took much
^

more work than
"

expect^^^'

Take 2
needed

to utilize

game.

While
linear plots make a

game easier to write,

they detract from the

gaming experience

because characters

cannot wander freely

and act spontaneously.

But the problem is

that events must occur

in some order. When
scripting a scene for

actors, you must know
what has happened up

to that point.

To solve the problem,

Take 2 broke the game
down into acts. Each
act contains a number
of puzzles that the

player can solve in a

varying order. But the

players must solve

the puzzles in order

to proceed to the

, mext act.

With the matter of
linearity solved, the

designers still had a

tou^ road ahead of
th^.

^ While the veterans in

Take 2 have designed

numerous interactive

games, working with

live actors and the

requirements of
the video medi-
um requires

time to feel

comfortable.

“We learned

with previous

titles that live

actors take

much more
care. You can

have these huge

blocks of dialog that

look fine in a text

game, but if an actor

tries to say them they

i

'ust don’t work. With
=MV in RIPPER it

was even more pro-

noimced. A lot of the

information gets

conveyed by looks and
acting talent as

opposed to the actual

spoken lines,’’says I^an
Brant, Take 2’s CEO.
The team also worked
to integrate elements

of the actual historical

RIPPER crimes into

their cyberpunk recre-

ation. For instance, the

real Jack sent letters to

newspapers boasting of
his crimes, and the

Ripper does the same
in the game. “He
would start every letter

with “from Hell”

and would refer to the

newspaper columnist

as “boss”. We used

three months design-

ing RIPPER. Next,

the video was shot,

and the programming
team integrated the

video with the game
engine they had been

developing.

“We spent a lot of

time figuring out how
people really move

—

calculatir^ how many
frames of video actual-

ly equaled a distance

walked in the real

world and using a

formula to integrate

that into our engine.

That way, the move-
ment looked like it

does in the real world,”

says Chris Short,

ripper’s Production

Manager.

The production team
also closely examined

the mechanics of
human movement to

see how a person’s eyes

and head track. Then
they built this into

their engine so that

when a person turns

a corner, for example,

the camera angle

changes to simulate the

way people move their

head and eyes in that

situation.

A great deal of
attention focused on
ensuring that slower

these elements in our

letters,”

says Lennon.
The writing and pro-

gramming te^ spent

computers can still get

the full effect of RIP-
PER.
“"We designed an

approximation curve



for the video speed of
the machine to run
smoothly on a 486-50
with a double speed

CD-ROM instead of
just on Pentium
systems,” Short
explains.

These touches give

RIPPER incredibly

smooth and realistic

movement that no
other FMV game has

ever had. “It has taken

a lot of work,”

says Take 2 President

Mark Seremet. “But
when your goal is to

redefine the level of
the interactive ^ame,
you know it isn’t going

to be easy.”

In contrast to a tradi-

tional stage with props
and backdrops, the

RIPPER set is totally

barren. A bank of
powerfi^l''workstations

sit along one wall

mann^o^ Take 2
artists. This combina-
tion of human talent

and computer power
produces all the

backgrounds and
settings for each scene

on the fly.

Here’s how: The walls

of the set are painted
a special pigment,

called Chroma Blue.

The color is then
coded into the special-

ized software and
hardware; awwhere the

computers find that

color in a video

stream, they replace it

with computer
graphics. Thus the

actors appear as live

video, but everything

else in a scene is the

computer overlay.

Whfle this might seem
more difficult for the

talent, Walken and his

fellow actors maintain

that the differences are

fairly small. The Take
2 staff, however,

endured a greuling

work schedule.

“When you only have

some of the big name
actors for a couple of
days, each day can run
up to 20 hours. It's

grueling,” says Mike
Snyder, one of Take
2's Senior Artists.

Although this is their

first complete full

motion snoot, Take 2
paid to ensure it was
done right.

These guys know
what they are doing.

We didn t want to go
the route we have seen

in some other games
where the designers

tried to run everything

themselves. It is worth
it to pay the money to

get the professionals.

These people know
what it takes to pro-

duce perfect results,”

says President Mark
Seremet.

Working with profes-

sionals does have

another up side

—

getting to meet and
work with big name
stars.

“Walken was
incredible. The
man can act

anything.

Because

of a (
short

prep time,

he was read-

ing his lines off a

Tweprompter and it

soimded like he lived

the part,” says John
Antinori, one of Take
2’s Senior Writers.

“And David Patrick

Kelly. The guy is just

as intense in real life

as he is acting. In

between shots he

would walk in these

tight circles in the

back corner, muttering
to himself, to keep his

intensity up. Of
course, 1 was kind of
afraid to go near

him,” Lennon
laughs. “Burgess

Meredith was
also great. The
guy IS 70-

something,

still out there

shooting for 12
hours, the

longest he
worked at a

stretch since

“Rocky”, but he
kept in there,”

says Jack

Snyder,

i

Senior Artist.

While the shooting

was expensive and A
f
rueling for the TakeV
team, it no doubt

produced the excellent

results they expected:

the finished footage

for the game is

comparable to a movie
or high quality

television show.

It might be hard to

get a game that has

the impact of a feature

film, but Take 2 is

certainly giving it a

shot.
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HAVE NO MOUTH AND i MUST SCREAM • REVIEW

order and combined willi a special

sixth endgame which can only be

allcinjMcd aflerlhe first five have reached

a salisfaetoiy' eonciiision. One of llie lor-

tnrees is Corrister, a darkly sober individ-

ual who holds himself responsible for his

beloved wife’s instilulionalizafion. I le has

attempted suicide many times, only to be

rescued b\' /\M. /'jiothcr is Benin', a for-

I ner soldier who led an allegedly satisMng

career. AM has twisted botii his mind and

his body on \ arioas occasions. 'led fancies

himself a young, handsome stud, de.ser\’-

ing of .special treatment. W}iilc/\iVlba.s,

for some rca,son, resisted destroying the

youth's good looks, he torlures'led with

aceiKsalions of fraudiilence, threatening to

tell the others about led’s less than spee-

taeular life.

I^llen is the only female of the group,

and a \ ery talented computer teebnieian.

She cut short her own career at one point,

and never ie\ ea!ed w'hy,AM finds it easy

to torture the woman by keeping her in a

coffin-like pri,son with shades of the color

yellow, hinaliy, there is Nimdok. I !e is a

well-educated man and a jewish snn'ivor

ol the Nazi concentration camps, fie

remembers \ ery little of his past, although

AM seems to enjoy exposing small pieces

of it w hich, for some reason, causes

Nimdok great agony.

iirsists upon. As a lesult, 'Ihose dis-

giLsted with the games designed

horn Bradbury's and Asimov’s works

will find I IIavk No Mouth

in imeasurably more safislying. (And

I larlan will be thrilled that our

lidilor-in-Chicfmayeat hiswods

suggesting that Ellison was .such a

“l .uddite” that he wouldn’t ha\e

any more to do with the project

than the miniscule two weeks to

w'hieh he had originally agreed.)

1 larlan’s voice may also be heard, at

the risk of .shattering .sub-standard

sound cards, as the voice ofAM,

with just a tip o’ the hat to 'llie

Wizard Of(h.

'Ihe remaining east puts in a sat-

isfying perfonnance, and the sound

effects and music score are also

quite effective. 'Hie graphics are

slightly gritty, as one might expect

deep in the bow els of the com[)ul-

er, though perha])s a bit stiff in •

places, (himeplay is mouse-con-

trolled. using characters, objects

and locations on the gniphic screen

in addition to a small collection of

\erbs.

Wdiile gameplay in 1 1 1.\\ I', No
Motrin Anu I iVlusTScitlvNM may

be standard, e\ ery o\er-used plot-

device has been

Benny makes It very obvious

that he doesn’t care for certain

charity-dependent people. Spend a

lot of time with them anyway, and

possibly help them out.

Ellen is more afraid of her sur-

roundings than she is willing to

admit. Don’t give up on the grail:

It’s far more important than Ellen

guesses. Out of sight, out of mind.

Gorrister is sailing aboard a Zep-

pelin, and not quite sure why. He

should search the craft from one

end to the other to find something

which belongs to him. Then, it's

time to land.

Nimdok has lost his memory of

his experiences in the concentra-

tion camp. Listen to everyone, they

know a lot about you. However,

hide certain items you find which

might damage your reputation.

SPEAKER FOR THE DEAD Benny comes face to face with

his past, as his victims call to him from the grave.

"REFORMED" LUDDITE

I Inrkin KllLson’s fiiigeqiriiils arc to be

found nearly everywhere on 1 1 1.-W'i; No
Moirni Ano I Mu.s'i ScrJv'lM, indicative

of the level of creative control I larlan

refre-sbiiigly

removed, niere

arc no arcade

sequences, no insipid

prophc.sies, no cr()s,s-

eountry' I'edcral

Express missions and.

most importantly, there

are no mazc.s.Tlie

game judges you

strongly on the morali-

ty' ofyour actions. We

arc dealing with gen-

uine emolions such as

pain and hate, rather

than some cartoon car-

icature of them. It is a good idea to invest

.some thought before speaking in a con-

versation, and those players with a bit of

cultural and historical knowledge will

probably be at a slight advantage. 1 1 IavI'.

Ted claims to be in love, but is he

really? Make sure honor and chivalry

are not forgotten.

No MoimiAND I Mus'I'Sckkam isa

demanding game, w'bich rewards as

much a.s it demands,

^APPEAL: Not the best to try as a

first adventure, though anyone who
likes depth of storytelling should con-

sider this game. Even without copious

gore, some of the material may be too

intense for children.

^PROS: Outstanding story which

breaks free from every over-used

Ellison.

CONS: The

often stiff graph- aiai
ics are inadequate A
to convey the liSi X
depths of the kIBE
story. s
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REVIEW • THE IITH HOUR

This Old House
The Sequel To The 7th Guest Strikes f^ritously Close To Midnight

Price: $69.95

System Requirements:

486-66 or better

processor {Pentium

strongly recommend-

ed). Win 95 or DOS
5.0, 8 MB RAM. SVGA

graphics, 4 MB hard

drive space, 2x CD-

ROM, any major sound

card, mouse.

Protection: None

Designer: Trilobyle

Publisher; Virgin

interactive

Entertainment

Irvine, CA

(800) 874-4607, (714)

833-8710

Reader Service §: 329

by Arinn Dembo

vm low n lias cl Iniunicd

liiuisc. Ouncratioiisofkids

pass on runiors about what

goes on inside, donbic-daring

their friends to go explore it—

just once! Parents issue warn-

ings ahont broken glas,s, nrsty

nails, and .squalling derelicts,

hill fear isahvaysa belter

deterrent lhan coniinon .sense.

In llni 1 lot lit, 'Ihe abandoned, dcca)’ing

Slanf mansion is back and .scarier than

ever: the place lhal es erx' kid dreads to

pass on the .street. As the game begins, a

Risli ofbrnlal mnrders in the town nearin’

Riises the qneslion ofwhether there could

he a link to the old Slanf place’s infamous

and horrible past.

7n I OliKST veterans .should have no

trouble finding their w'ay around the

house using the .same first-penson per-

speclise and mouse-driven interface.

1 iowever, you now exirlore the hou.se

through the eyes of a grown man, well

o\er sk feet tall, ik'sidcs an additional

secret room, and the removal of the top

floor from 7ti I G( 'I'.s'i's explosive climax,

Slanf mansion’s floor plan remains the

same.

As in 7ri i Gi ilvSl', you must .solve puz-

zles lo unlock and exi^lorc the various

rooms. But now, Ihe moms contain

dozens of beaulifnily rendered objects

and paintings instead of bare w alls. Of

course, they .sen’c a pnqjose; 'liilobytc

added a fren.snre hunt to the game.

Players iiiiisl .soK’c riddles a.s.sociated with

each item in the house. Upon soKinga

riddle, [dayers learn what object to access

ne.xl. 'lonchiiig the correct object rewards

yon with either a film or animation clip

w'hich reveals pai1 of ihe stoi’y' and moves

you one slq) closer lo victory'.

'

I he riddles add li
)
gameplay, but some-

times needlessly increase Ihli I lOlIR's dif-

ficnllvles'cl. Oeeassionally, ineleganl and

illogiealk’ constructed word prolrlcms will

hnrv an answer under .several layers of

awkward meta])hor.s. Porfunalcly. the

game provides the player with a handy

hint s\’.stem called a "game book,” a hand-

held PG lhal provides hints and maps and

displays Ihe game’s film .sequences. 'Ihc

gameliook keeps gameplay flow'ingby

smoothly iiicoqioiafing the hint sy.stem

into the interface— a good feature in any

game and c.speeialh’ nece.ssary in a hoiror

game, where frustration can cancel out

sirspeiise.

AND NOW, THE REST OF THE STORY

'IHlohyte produced an incredibly slick

title. Peww'ill find fanll with Ill'll 1 louiks

beautiful SVGA graphics, e.xccplional

.sound, and lop notch animation. 'Ihe

flawle.sslv rendered chrome would be

enough for many gamers.

1 h i I Hour's problems fall into two cat-

egories: demanding .system requirements

and lackluster .script. ’Ihe fomicr issue

bears only minor mention; I I'll 1 1 loUR

gels cranky if you don’t have a state-of-

the-art sy.siem. I Inlike similar titles, the

game’s recommendalion fora Pentium

with af least S MB i>f IV\M cannot be

taken lightly. Il w'ill have trouble running

on anylliing le.ss than a diSbxbh with 8

MB. a double-speed GD-IIOM and a

receni 2 MB graphic card. 'Ihe older your

ec|uipuient, the more likely the game will

lock up or iiol run al all.

Despile being more iiwolved and

adult-oricnled than 7n I GURSi; weak-

ne.sse.s in the script hamper ll’lt 1 1 loUR.

Garl Denning, anchorman for'fVs ''Case

Un,solved," ventures into Ihe mansion to

find his producer and ex-lover, Robin

Morales, Robin rceenlly disappeared

while re.searehinga story on the mansion.

In the course of hi.s .search, Carl must

.solve clues about her disappearance. 'Ihe

game disj^las-s his diseoscries througli film

clips which play on the game book. Wdiilc

it’s satisfying and entertaining to watch

the,se long cinemalie .sc(|ucnccs after you

guide Carl Ihrough piecing together a

clue, players will find his real molivation

suspect.

Not lo nit-pick, bul our hero is a bit of a

baslard. ' I he game establishes only an

anemic conneciion between Carl’s

strength of character and his simple lo

find Robin. You will c|uesfion his scaiples

during the finale, where one cmcial

choice decides her fate. 1 won’t S|X)ii the

ending, but none of tl le three possible

conclusions correspond w'cll to Carl’s

original goal. Sympathizing with him may

not he easy, bul at lea.st he is noble

enough lo re.scue her from Staufs Roach

Motel.

continue on page 133
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After you

introducing Big Red Bacii^
„Lsive air

pedal to the metal, ge
±est where pot holes

resemble swimming ^ road do not apply-

root cliirB...the rules or the

„ -i-t screen, modem and network plaj •

• Spirt screen,
vehicles on 18

i.
•

L T" "ill*=! 1-800-695-Gimi.

Stow SOME GBEV MATTCR TODAY.

_ — 1 /lOTn/donisrf
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ADVENTURE/RPG

REVIEW • CONGO

Price: $59.95

Syslem Requirements:

486-66 or better PC

processor, 8 MB RAM,

SVGA graphics

(LocalBus), 1 MB hard

drive space, Windows

3,1 or Win 95. 2 x CD-

ROM, Sound Blaster

and compatibles,

mouse.

Protection; None (CD

must be in drive)

Designer: lllumina

Productions

Publisher: Viacom New
Media

New York, NY

(800) 469-2539, (708)

520-4440

Reader Service it: 330

Rainforests

Revisited

by Charles Ardai

omc NL-urs ;i"o, Ijcforc lie

was llie liirassic-scnlc imilti-

iiiillionairc lie is today,

Michael Cricliton dalibled

in computer game design.

'Ihc result wasAMV.dN.a

graphic adventiiie for ihc

Caiinrnodnrehd aiioiita

team of rc.searclier,s in the

South American jungle who

ha\ c been mysteriously assaulted and Ihc

o])erative—YOU—who is .sent from the

home office to investigate. By the lime he

designed AM/\Z()N, Criehlon had already

written Congo: the novel, but C’ongo; 'Ibe

Movie was not yet a glimmer in some-

one's eye. and CciN'CO: Ihe Game of the

Movie wasn't even the glimmer of a glim-

mer.

So, was AM/\/.on ripping off CoNCX)

llicn, or is CONGO ripping olfAM/\/0N

now? Perhaps Ibis is appears to be a meta-

physical (|ncstion akin to, "Was I a man

dreaming I was a butterfly or am I now a

bulterflv dreaming that 1 am a man?"

Sure, other successful pop artists re-use

material (Sting comes to mind), but I

think the question aetuallv speaks to the

problem at the heart of Congo.

LUSH FORESTS

'Hie game is spectacular to look at,

packed to its eiebrows w ilh visual sparkle

and effects that make \ou gurgle with

deliglU. h'or example, it's Ihe first game 1

know tliat uses moqihing effectively—

and that’s just on the main menu! But

under the sparkle, is there anything to

chew on?

Ver\- little that wasn’t there back in 1984

is the answer. It’s a different jungle; you’re

"Chak"; you link to the communications

satellite with your"'lravieom workstation"

instead ofyour“NSRT field computer”;

but you're still poking through oversized

fronds, dodging poisoned darts, eluding

snakes and apes and other beasties, and

generally canv’ing on like a teebno-.saia’y

vension of Indiana jones.

Wdiat’s wrong with that? Nothing, espe-

cially when you consider that essentially

zero [lereenl of today’s gamers have ever

even heard ofAM/\zon, much less played

it. (If thev’ve heard ol the Commodore

64. !’m happy.) But 1 can’t help wondering

why it is that originality is in .such short

supply among game de.signers these dasx.

Am.\Z()N wasn’t exaclK’ fresh material

even a dozen years ago. and it’s no fresher

today. It’s hard to find fault with the storj-

lelling of a writer as successful as Michael

Crielrton, but I’ll tell you, it would be nice

if with all his money be could buy hinrself

a new plot once in a while.

FROM ZAIRE TO ETERNITY

Congg’s basic stor\' will be familiar if

you saw the movie in the theater or on

video, or even if you only saw the trailer

for Ihe movie. (If you didn’t even .see tliat,

it's conveniently provided for you on llie

CD-ROM.) It seems that there exists a

super-high grade of diamond that can be

u-sed to make either great weapons or

great communications desices, and this

diauKrnd can only be found in the

untamed iiingles ofZairc. One team of

jungle-tamers .sent outby'lhivieom, a

greedy mnltinationa! eoqjoration (if that’s

not redundant), has been lost, llie folloss-

up team appears to have been waylaid as

well, povsibly by uncommonly large and

hostile apes. Now, it’s up to you to bring

them— the team, the diamonds, not the

apes— back alive.

Doing so requires you to diddle with

the ino.sl basic sorts of adventure game

pu/y.les (and 1 don’t just mean mazes,

continue on page 132

Michael Crichton Plunders His Own Plot Devices For Viacom

Newmedia’s Com

hunting e.xceplionally pure

diamonds instead of emer-

alds; thel'kigar Rice

Burroughs-ish lost city is

called "Zinj” instead of

the mini-movies

in the comer of the

comm device to the

lushness of the rushing

jungle rivet; Congo is

slick, cinematic,,.and

very predictable.





ADVENTURE/RPG

REVIEW • CONGO

continued from page 130

llKHigh a maze is, alas, part of llie pack-

age). Didn’t you have to find your way

acR),s,s a gorge at tlie start of Sierra’s semi-

nal \Vl7Alli);\ND'niK PlDNCKSS? Didn’t

you have to raft a ri\ cr in Infocom’s Zc)!tK

I? Well, here you’ll liave to do it again.

Granted, the text-only rafting in ZoilK

!

laekeci the in-your-face frisson of

CoNC:o’s virtual rcality-slyle goggle dis-

play, which ids you sec the oncoming

rapids, the rocks that will ca)).sizc yen if

you’re not careful, and all the plants whijv

ping by your face. Wl/AW) AND 'l l Ih;

I’KiNCi’.ss offered line draw ings where

CoNCiO offers a realistic slone-and-.soil

chasm,

I admit that 1 found myself so caught

up in Ihc emiionmenl that 1 didn’t even

mind the typically au'kward movement

.scheme. Oou click left and right to turn in

place, then forward to w-alk’lhis means

that going back one step rcc|uircs three

moves.) i iiter, w'hen the gee-w'hiz gadgets

'Ifavicom packed into my workstation—

a

radiation .scanner, a photo-enhancer, a

cool ma])pingand tracking .sj'stem—

came into )5lay, I got into the spirit of the

thing, studying the fictitious workstation

interface as intently as if thereafter I’d be

working on the thing from nine to fise

cs'cryday.

But my willing suspension of disbelief

was sorely te.stcd the hokey familiarity of

the game’s events, 'I here’s a .snake on a

branch overhead! 'there’s a booby-

trapped door with ancient carvings on it!

’ Ihcrc’s a .sa.ssy female scientist w'ho

mouths off about having a “cowbov'" like

you a.ssignc(l to cov'cr her backside, but

then calls for help when the uber-gorillas

attack! It’s all professionally done, but it’s

painl-by-numbers: this ])atch red, that

patch blue; tliis patch gorilla,s. tliat patch

boob)' tnps,

CONGO—LINE

By the time you get to the end of this

game, there is no question that your

iidrcualinew'ill be flowing. As our giddier

film critics like to say, CONCO is a roller-

coa,stcr ride. I’ll even escalate the praise;

it’s one hell of a good-looking roller-coast-

er ride.

But we’ve all ridden this ride before

and know its dips and turns too well. It’s

hard to get too excited about what’s basi-

cally a fre,sh coat of paint.%

^APPEAL: Mainly for fans of the

film or novel, or those who don’t mind

a rehash of familiar adventure

themes.

^PROS: Slick production values and

lots of animation bring the jungle and

its menaces to life.

^CONS: We know the menaces too

well to be scared

by them, the puz-

zles too well to be

challenged by

them, and the

story too well to

be wholly sucked

In.

PHOOUenONSLTD

Wliat's next?

''I couldn'thave
done it

without me."



THE IITH HOUR • REVIEW

continued Irom page 128

L]\'cn llic best conclusion \vf)ii’t rewiird

yolir efforts to sol\c llie pii/yles. yVIding

insult to injiini’, 'inlobjic’s snciikv pro-

grainniers inndc if impossible to siivc your

game [nst [>rior to tlic fatal choice! At best,

\ou can sa\c one pii/y.!c and one riddle

before the end. Also, the final pnz/le

becomes progressively more clifficnlt each

lime you go back and attempt to choo,se a

different ending.

Iv\[)erieiieed gamers will find these

"plol protection" devices annosing. Yon

get the feeling that 'lrilf)bvte used them as

a nise to distract players from llTI 1 1 loiiKs

weak ending, but it onh’ makes things

worse. It also smacks of pimishment—

Abu made the WTong choice, now you’ll

pay for a .second chance.’’ This is rude to

do to someone who just invested sixty dol-

lars and a minimum of 20-31) hours in

your product. If you don’t want us to

cheek out all three endings, just give us

one!

CASE UNSOLVED

A lc.ss-lhun-.sa(ist\ing conclu-

sion won't trouble the majorityof

the game-buying public. Il'll I

I lotiK is light on gameplavand

hea\y on 1 lollusood influences

and adult themes— ifyou aren’t

interested in that combination,

you might want to pass it up. On

the other hand, gamers who

enjoy pu/yles. riddles and light

boaal games will delight in Hill

1 1( lUlt’s elegant jircsentation of

such games as Reversi, Connect hour and

Rente. Camers who enjt)y high-budget

interactive fiction will not be disappoinicd

by the production vulucs, and ortually

anyone will enjoy the SVGA graphics and

superb animation.

Gamers who value gameplay more

than fla.sh— or who think that pn/y.ics

shni lid bas e to do with the plot

of an adventure game— will have to think

twice before re-visiting this old house.%

BORED GAMES The clevei; but often irrelevant puzzles of

11th Hour may interfere with your sense of immersion in

the game.

^APPEAL: If you loved 7th Guest,

this game looks and sounds better.

^PROS; SVGA graphics, great music,

good full-motion video.

myvote
for besi^ame of

the show...

Computer Came Review

Circle Reader Service #90
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JEFF JAMES* ACTION

Action

gamers need

no longer

feel like the

forgotten

orphans of

the computer

gaming

industry. 99

being an "also ran" wlicn compared to llic

iiiassi\'c carlriclgc market are long over.

Tire PC market is bursting at tlic’ .scams,

with thoirsancls of new computer gamers

being added to the fold weekly. According

to data ecrilected b}' the Software

Piibli.sher's Association (littp://\vwv.s|)a.

org) sales of IK" cniertainment softw~arc

have been ab.solntcK’ booming over the

past 12 months, making the market simpK’

to(r lucrative for cartridge game de\ elo))-

cr.s to overlook.

WINDOWS 95 = GAMES!

Love it or hale it, Windows 95 is .selling

like suntan lotion at a nudist colonv. It

may be less than the perfect operating sys-

tem for gaming, but it is still a colossal

step in the right direction. Aid the power-

ful tools included in the Windows 95

Came Softu'are Development Kit (SDK)

make games easier to develop and su|>-

port, reducing the eomersion costs of

porting arcade and console games to the

PC. 'llie first Windows 95-specific game

relcasc.s may have beeii a bit lackluster,

but rest a.ssured— bij^cr and better

games are in the wings. Nassayers can

gruni)) about \Wu 95 all they w-ant, but it

won’t change the fact that the game

indirstiy’ is going for Bill’s babv in a big

wa\-.

f you’re an avid fan of

arcade games. \ou’\'e

undoubtedly noticed that

the PC gaming market is

often found lacking w'hcn

it comes to traditional

action-arcade games.

Aside from the notable

e.Nce|)tion ofDoom and its

ubiquitous entourage of

"me-too!’' clone.s, action gaming on the

PC has been forced to take a backseat to

other game genres. Plight sim.s, strateg}'

games and wargames eonsistenth- grab

the headlines and garner the most co\ er-

age. But while PCs may indeed nile the

roo.st when it comes to the.se genres, coin-

operated arcade machines and next gen-

eration gamceoasoles reign supreme

when it comes to action in the tradition of

S’liii' i-ri' Fici rn;ii, Viriiia Racing and

Mokiai. Ko.\ia\l'. Sega’s coin-op N'lRll'A

l-'tCl DKR 2 soundly pummels the PC ver-

sions of l-X h'lGi mat and Savac;!''.

W/\iiitiORS, while arcadc-to-PC conver-

sions {)f Mokial Ko.mhai' 3 and Primal

ll\GI'; conic up short when compared to

their Sony PlayStation counteqiarts.

I'brtunateK; this .sorr)' state ofPC

in addition to adding Crystal

Dynamix' Gex to their gaming

stable, Microsoft has joined

forces with a number of other

noteworthy action game develop-

ers. Terminal Reality (developer

of FuryS and Terminal Velocity)

and Rainbow America (The Hive)

have also signed agreements

with Microsoft to produce games

for Windows 95.

Sega’s newly formed SegaPC

division is gearing up to port

action gaming is about to change in a big

way. 0\’CT tiic next s'car or so, PC owners

will w1tne.ss a flood of arcadc-c]iia!ity fight-

ing games, shoot-enwips and platform

games to rival the best offciings at llie

arcade or on competing console

machines. I f you’re the t)ix- ofgamer \sho

longs for qualit)- PC conversions ofgames

like 'iV;KKi-;N and VtRTTjA l‘'ici riiaq you

w on’t have to wait much longer.

Cartridge game developers .see the recent

.surge in PC gaming through greenback-

colored gkisses, and coin-op mannfaelur-

CR are beginning to realize that the PC

market holds a large number ofgame-

hungry action fans.

'Ihere are a number of rea.sons behind

the impending boom in action gaming,

but four central issues seem to be driving

gmwTh; the iiiCTeasing.sizc of the PC

gaming market; the arrival of a game-

friendh' o|icrating sxstem in W'indows 95;

the asccndanci’ ofCD-ROM as the pri-

mary means of distributinn; and the

advent of accelerated 3-D gmphics cards

for the PC.

BIGGER IS BEHER

'Ihe davs of llie PC gaming market

several popular Genesis and

Saturn games to the PC during

1996. Look for Panzer Dragoon

first, followed by an impressive

list of high-powered ports from

the Sega Saturn.

Need game cheats? if you do,

your next stop on the Internet

should be the Games Cheats &

Info List, written by Lam Chi-

fung (cflam@hk.super.net). This

is a huge list of game cheats and

hints, filled with all sorts of

The WhyAnd The How Of The PC Market’s

Arcade Action Explosion

MARCH 1996 CC



JEFF JAMES

meaty game info and useful information. The Game

Cheats & Info List can be found at any of the following

ftp sites:

ftp;//ftp.gmd.de/if-archive/solutions/non-lF/cheatlam,txt

ftp://wcl-l,bham.ac.ul</pub/djh/faqs/cheat.list

http://www.panix,com/~viper/

http;//www.xmission.com/~rstulce/index.htm

Thanks to Kevin Rank of Boise. ID, for this handy info.

If the on-screen adversaries in

Activision's Earthworm Jim (for

Windows 95) have you eating topsoil

on a regular basis, there’s nothing like

a good batch of cheat codes to even

the odds. Here are a collection of key-

words to help you give Professor

Monkey-for-a-Head and Queen S!ug-

for-a-Butt a righteous bootkick in their

collective keisters. To activate any of

the cheat codes listed, simply type

them in during play,

batman—Transforms Jim into a white

pencil sketch.

iddqd—Displays a picture of the EWJ

programmers and prints “Nice try! This

isn't Doom.”

idkfa—Displays a picture of the EWJ

beta testers.

itsawontferiul—Gives Jim an extra life,

onandonandon—Gives player the maxi-

mum number of continues,

popquizhotshot—Maxes out normal

gun with 1000 shots,

slaughterhouse—Allows you to jump

to any of the five first levels.

CD-ROM: A PUBLISHER'S BEST

FRIEND

Nowtliiii ihc PC gamin" inckistiy has

adopted CD-llOM as the de facto stan-

dard for entertainment software distribu-

tion, man)' cartridge-based game devel-

opers .sec the market as “safe” to port iheir

wares to. Came developers in tlie coiwole

cam]) liavc historically been leer)' of the

PC market, certain that they would watch

tlieir hard-earned profits diy up in a pira-

cv-pmne market based on ea.sily repro-

ducible flopp)' disks.

Since tbo.sofhvare

sliippeclon mo.sl Cd'is is

usually large enough to

make illegal copying

impractical, tlielhreal of

software pirac)’ has been

greatly reduced, I'iielor in

the lower cost and grcaler

reliability oflhcCn

medium, and game devel-

opers have yet more rea-

sons to .su])port the bur-

geoning PC C:n-KCM

cntertainmenl market.

Sonyl’Ias'Stalion, Sega

Saturn and 300 machine

as aiiable. N loving complex

texture maps about the

screen in 16-bit color a! 30

frames per second is easy for

the PSXand the Saturn, I)ul

it can bring even the fastest

Pentium to its knees.

I low cver, with the

impending arrival of dedicated gra[)hie

accelerator cards from Creative 1 ;rl)s,

VIRTUA REALITY Can gamers expect to play

console-quality action games like Virtua Fighter

on the PC? You bet.

HARDWARE HEAVEN

IfyouVces'ereorn-

paredB.MTT.l'.AltKW

Tost ilNT)t';.\ on the Sony

Pla)'Siation to the leading

beat ‘cm ups on the I’C,

([C<Oc:ii'iT:i<an(i

M()R');\i.K()Mn.\i'3, to be

specific) )'ou1l agree that

high-end console

machines have a head-

lock on tile fighting game

market. Mn,st of llial .siipc-

rioriiv is largely duelotlie

advanced gra])hic.s hard-

ware standard on ever)'

Diamond and Idiilips, the PC can filial!)'

blast hits witli tlie best of tlie console

crowd, just as the r enerablc Amiga com-

puter pro\ ed near!)' a decade ago, having

a dedicaled grapliics co-pmccs.sor

to mill leh pixels and bitplanes

translates into faster aniniation,

more colors, liigbcr resolution

and —big slioek— better games.

'leanied with Micro.soft’s

Direcl3l') piograinming specs, this

iiifiiLX of accelerated video caids

will allow game developers to pro-

duce breakthrough games w ith

millions of colors, multiple bil-

pkiiies and silk)' smooth anima-

tion.

VlR'tlJA l-’iCi I TI'.R BI'.MIX is currently being

bundled w ith [diamond Multimedia’s

(hH])://«v\w.diam()iu]nim.com/)

Diamond Pdge 3D graphics card. Sons'

released DRS'lWicrnoN'OtiRiW for tlie

PC and PlayStation almost siimillaneoii.s-

ly, ss'illi I’C seisions of VVaRI IAWK, CR'V^'

IV\N and olher titles onlynionihs awa);

Atari reccntl) formed Atari liitcraclis'c, a

new dis'ision with the sole puq)o,se of pro-

ducing games for the PC and other plat-

fonns, leading off ss'ith a PC s ersion of

Ti;Mi’l''.S’'r2()0(). Iwcn Micro.soft is

wading into the fray, joining forces

with console game dc\ clo])ci'

Cviystal ITsiiamics to bring the

best-selling Grx to Wnclows 93.

So there you have it— PC'

action gamers will no longer liavc

to feel like the neglected sle])eliil-

dren of the computer gaming

indiistn. The first few releases of

this tidal wave ofaeiion games

nia)' fall .short of expcclation.s, hut

the long-term outlook for the PC

aetion gamer is a bright one. 'tiiu’ll

undoubtedly hear some noi.se from crit-

ics, pro[)hesiy.ing tlial ihc arrival ofgames

like ViRiTiA Via nT'.R Kl’MiXon iItc pc: is

a sure-fire sign that tlie PC: market is one

HAWKEYE Look for a PC version of Warhawk,

a best-selling Sony PlayStation title, to hit the

shelves soon.

THE FUTURE

Ail of these factors arc creating a stning

inducement for action game developers

to dive into llie PC: gaming markcT, and

they’re ahead)' Hocking to the PC: in

droves. Sega’s ScgaPC: division

(littp:/A\v\w.segaoa.com/) has re!ea.sed

PC ports of Pexx)'! I IK Doi.Pl IIN,

T'o\ic\i'Ai,i.l'Yand CoMix ZoNr;, while

a drop-dead gorgeous PC v ersion of

step away from mass-market medioerily.

Cranted, .some of these new action

games will be more marketing Inpe than

plav'able snbslanee (the same holds true

for many games on the strategy front as

well), l)ul one fact is clean llic 1X3

gaming eniwd has reached “market

maturitv”, and there is more lhan

enough room to aceominodafe fans

of all game geiires.%



The Game '

^
‘

Where Youme the'^Sa.ngerecI

Species.
satellite using the

innovative Travicgm'SvorkstMion ..

CONGO: THE MOVIEmpesfcent into Zinj; the adventure:'

begins where the movie left off.
'

_Get ready for this heart-stopping jungle adventure that drops..ypii

head-long into the heart of the African Congo. On this all-new expedi-

tion, yoh'lt^battle mutant adversaries-.with your high-tech weapons and

/"solve ntind-bending puzzlei as you search for dianionds hidden deep

witlihi the Lost City of Zinj. An.gx^erienCe’so reaV you'll be lost in

the jungle rafever!'-
'

rtrst-person action-

adveitture experfence.

' 'Dazzling spe/

cial effects and

cinematic 3Dj

graphics:

/ rtigh-action

'
. ,

sequences and

a multitude of

' adversaries.

Immerse your-

self in over 100 puzzles

and 100 locations.

Immerse yourself in 30 graphics

.IffiSlSSSlSa

For more information call (800) 469-2539
or visit your local software retailer.

:

: ''

Call (800) 771-3772 for

V information on Game ratings.'

Use futuristic high-tech weapons in your
search for the legendary diamonds

tiso Coming November '95

on Videocassette

CONGO THE MOVIE TM & © 1995 Paramaunt Plctiiros. All Rights

Reserved, Game design & software code © 1995 Viacom

International Inc. All Rights Reserved.
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ACTION

REVIEW • CYBERHACE

The Hero And
TheHonw

Price: $69.95

System Requirements:

IBM Compatible 486

DX2-66 (Pentium 60

recommended), 8 MB
RAM, 2x CD-ROM.

mouse; supports

Sound Blaster compati-

ble sound cards;

Pentium 90, 16 MB
RAM, SVGA graphics

card required tor 640 x

480 mode.

ff of Players: 1

Protection; None

Designer: D.W. Bradley

Publisher: Origin

Austin, TX

(512) 335-5200

Reader Service H: 331

Cybermage Delivers Excellent 3-D Action, But Hero

Worship Is Held To A Minimum

by Martin E. Cirulis

(

oinputcrgiimcs ;irc

iidinir.ibly ciipublc of bun-

dling genres from sports to

fiiiitiisy role-playing, but

there is one small branch of

popular North /Xmeriean

culture that seems to contin-

ually .slip through the fingers

of de,signcrs: comic-book

superheroes. Wdicther it is

the dismal ex])eriments in computerized

comics pcrfomicd e\er\' two or three

\ ears, or the superhero RPC's that never

seem to make it off the drawing tx)ard,

there appears to be some great difficulty

in translating the tough-gu\’S-in-tighls

concept to the ol' chip machine. In fact,

•siiperhem computer games have only

achieved a modicum of Micce,ss when

thc\' pastiche the fonn, as in last sear’s

Shi’I'RI Ikro I ,ivu;ui'; oi' I loitoKi'N.

In a brave attempt to break out of this

trend of banalits'fif delivers' .schedules arc

to be beliesed), 1V96 will be the )'ear this

industrs' lakes a real slab at

producing “.scriou.s" comic

book com|)uler games. At

lea.sl three major compa-

nies will have titles rcvols'-

ing around men and

women with [rowers

be) ond that ofpuny mor-

tals. Always one to set the

trend instead of follow it,

Origin is first out of the

chute with their cyber-

punk-esque OlitiRMAC:!-;;

OarkI itAwakI'Ninc:

which asks the musical

que,sliou, “Do you have

w hat it takes to be a

Su[K;rl lero?!”

Well, maybe yon do and

maybe you don’t, but
j
can’t

really .say that there is much in

Oi1tl’:RMAC.I'', that made me fee!

like 1 was wearing lycra (or

whatever superhero clothing is

made from) tights.

SECRET ORIGINS, OF A

SORT...

Your first clue you won’t be joining the

lustice 1 eague any time soon is your

place of birth— or rebirth, as it is.’lherc’s

no rocket in a Kansas cornfield, no glow-

ing ring of emerald [rower King around,

and you definitely are not rm Paradise

Island. Instead, you stumble out of a heal-

ing tube w ith little memory' and a body

filled with strange new abilities. You .so(rn

realize that you arc a test subject rescued

from the hallow ed halls of death by a mys-

terious cat-hybrid scientist, who has fiiscd

SNIFF THE GLOVE Your mystical “mang’' powers

I

increase and diversify as you gain energy, providing

I
you with an arsenal at your fingertips.

DROIDS IN THE HOOD: You can fight hoods and assess

personal stats at the same time with CyberMage’s handy,

repositionable Video Display Units (VDUs).

ycru w'ith the exotic DarkLighl gem by

stuffing it into your forehead. Clad in

futiirislic battle armor and warned by a

dwarv'cn lab tech, you must escape the

com|rromised base and flee into the sew-

ers.

h’rom the Sewers you make your w'ay

into the Slums, accpiainting yourself with

both a strange decaying Idarth and your

weird new powers, which jjrimarily

im olvc absorbing the .spirits of the newly

deceased as an energy source (am 1 the

onlv one wbo finds lhi.s concept a little

ickv?) and spewing them back out in the

f( )ri n of \aiioi is long-range energy' attacks.

Yes. it .sounds a bit less wholesome than

gaining su[)er-,s[Deed by being bathed in

random lightening-eharged chemicals—

but w hat the hey, the 9()’s.seem to favor

nihilistic heroes,

'Ihe world of the mid-21,sl century you

find yourself trying to save is a fairly

cliched Cy'ber[xink realm; the coqrora-

lions have done away w ith all those pesky

congres,smcn and .senators they’ve been

renting and have taken over Ihe world

themselves, thus throwing things into a

near-anarchic state. 'the major baddie of

the situation is a ,su[)er-eharacter named.

CG MARCH 1996
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KOCADOTo order, call l-8ao-258-MEGA

Minimum Requirements: 0/S -DOS 5.0, Ram -4MB. Video -VGA,
•'

''

CD-ROM - 2x, Hard Disk - 5M6, Sound • Sound Blaster & MID), Input - Mouse
Catch us on Hie Web:
http://www,megatecti-5oftware-com

® 1 995 Megatech & Design, Inc,,

Torrance. CA 90501 • All rights reserved

13 _

Ibl'JMliillIhllliliUi'ililili ilMlllii^il;lllliliD

Ri^[TP![lfiF

/iTriilTTri
j [

ii
[

JTTiTTnT]
1 M n 111

ii

K'l



NO LEAPING ZONE Don't expect to be

imbued with awesome powers—despite

stunning SVGA graphics, CyberMage is

basicaily just another Doom clone.

not so subtly, Ncfioni, iiiitl woiikln’l voii

kiiowil? I [(.'s^ol iigtim just likcvours

fu.scd into his own forchL'iid, anil he’s

iiuu-!i bcllcral using it tlian \oii are.

"EAT MY JUSTICE!!!"

Wliile I eoiiid go into a lot of the

details of lliemeehaniesofC^’rni'RMACl-;

(C>M). it might be inereifni (and fa.stcr) to

break the news to you as .soon as |)ossible.

W'liile stunning in .S\'( '.A inode, (!M is

basically just.Another Doom Cdone.and

those ofyou especting some kind of

interface breakthrough (hat would cleli\-

er a lirsl-person Cli lAMl’K )NS-esqne expe-

rience are going to besoreK cli.sappoini-

ed.'niongh there are attempts to model

lls ing. both in a vehicle .aid on \'uur own,

the only motion that made me feel at all

,su|ier-pow'ere(l w-as the jumping. While

your v ertical jump i.sn'f great (no leaping

tall buildings in a single bound here). I

must admit liial leaping from rooftip to

rooftop made me feel like The Tick and I

had to resist veiling “Siroon!" even’ time I

fell amongst thesnqjiised foe.

( )ther than this small perk. Ihongh,

you verv ijiiickly become a heavilv-

anoedgoon w ho must blast vourwav

through the usual kinds of terniin in

search of the usual kev s, heal-ups,

ammo, and w ea])ons. The "lev els" them-

selves are also well thonght-onl. although

I never got (he feeling I was moving

through a "real” environment. And

whenever the aelion moved inside I

.seemed to be doing far moie ''Ihp tiie

secret .swileh, go downstairs, get ihe kev,

open door, kill guards" than I ever

Ihoughi I would in this game.

’Ilieoutdoor.setsareamhitiou.s. and

there is a nice .sense of other events going

DEADHEAD:
Bad to the Bone.

In the war of the Gearheads, this

guy's M.O. is dead simple: Scare the

other toys silly.

Hey, no problem. One glimpse

of that fiendish skull,

bulging, bloodshot eyes,

cracked cranium and clatter-

ing jaw and wiiat would you

do-introduce him to your sister?
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So WHAT’S-YOUR

favorite
NEW FEATURE?

I have to confess: ^
My favorite is the automatic

CD-Player. Whenever I pop in a

music CD now, Windows'^ just

plays it. I don’t have to fuss around

with launching a program to do it.

The CD Player does allow me to

program the running order and

kip tracks I don’t want to hear.

And the system remembers

it every time.

Uattl^ma'^U-Rmbefieiiethatmtaomsgsha^nstemloinmidale,

not to be iiriiRA!^ iqi tMWt^ IHbiiaMis 95;MdUv ItMKw*AirHw
aeampielietm^af^iaaaitoWkiikiwg9S,incorpai:^igalaekai

simctuie wAii iliusliaalans and a guided tour, plus a Windows Fixer

tedniques and lips farmalwigtMniiowB as do stuff itdoesAwantlodol

Ziff-Davis Press books are avaiiabie at fine bookstores,

or caii 1-800-688-0448, exL 372.

Microsoft, Windows, and the Windows logo are regislered Itademarks of Microsoft Corporation.
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CARNAGE CON CARNE Vehicular com-

bat has a devastating effect on the

competition.

on without you. Unfortiinnlcly, the only

tiling people in this world seem to do is

fight, w;iit to something to you. or

w;iil to say .something to von and then

fight. One of the rare technical problems

in this game is that while the people you

encounter look great, there is a ses erel)’

limited number oflooks” available— the

difference between the street tough w ho

wants to kill s ou and tlie one who neecLs

to impart some crucial infonnation is that

one .shoots and the other talks. 'Ibis does-

n't stiike me as a veiy efficient wav of

making friends in the big cit):

As a first-person combat engine. CM
works great. It liandles eom[)lc.x firefights

involving multiple combatants stretching

over multiple levels rcalisticalK' and

.smuothk; even on a doddering 486-66

{it’ll take more ifyou want SVC.A graph-

ics, of course).

BUT WOULD KAL-EL APPROVE?

is a slick, enjoyable

action game, but 1 must confess to being

disa])poiiited on two important fronts;

content and shle.

\Miile this game is more complex than

your usual Doo.\i-elonc. it is still not in

the league of a classic SI' adventure

game like SHOCK. 'Ihe designer,

D.W. Bradley, is most famous for the

Wi/AiUiKV .scries, and I don't think he

stretched far enough fmm his roots in this

title. r\s I’ve .said, the plot is intere.sting.

hut since there is no intcracth'c portion to

the conversations, all \'ou are real!)’ doing

is living long enough to get somewhere to

trigger a tape recording from an SN-'CA

animatroii- 'Ihere is far too much combat

and door-opening for this game to take its

place beside more subtle ( )rigiii

action/adventure games.

2APWT:
HE'S A REAL LIVE M^IRE.

Feeling rundown? L-OSt your zip? Then maybe
you've been zapped. Zapbot gets a big

charge out of draining energy

ither Gearheads.

So, unless you

want an over-

dose of shock

therapy, get out

of his way.

i PHILIPS
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9^ANT\SY

fantasy strategy game

that faithfully re-creates the easy-to-use interface, superior art and com-

bat that made the award-winning Panzer Qeneral” so wildly popular!

Battle the Shadowlord and his minions across five continents as any

1-80II-S01-PLAY «itli VisaMO (Horth America ealfl. For Game Rating into, call v800-771'3772

A MINDSCAPE* COMPANY FANTASY GENERAL and PANZER GENERAL are Irademarks of Strategic Simulations. Inc.01995 Strategic Simulations. Inc. All rigtils reserved.

Circle Reader Service #209



I'br me. Ihoiigli, the bluest flaw of tliis

game was its utter failure to live up to the

style it had chosen; the adveuliires of a

comic book hero. Both (hcmalicallyand

leehnieally, there is little here If) make me

feel like a .superhero. Hie first bad move

was giving the plaver a whole arsenal of

weapons to tisc. Anv got))) eaii fire a plas-

ma rifle, but when was the last lime vou

.siiw Batman packing heat?

Wljile it might be a philosophical

dei)ate whether this game is about simply

slaughtering tosur\ivc instead of “hero-

ism,” the “super” part of the concept is

undeniably w eak Bradley has crealed a

set of supeipow er.s that come off like

spells, and. while aBsorf^ing the essence

of the dead is an interesting, albeit dark

twist, 1 never fell as if I was doing an\-

ihing except gathering dnngct)n-liack

niana for myow-n benefit. Sure, I defeal-

ed liic bad guy, but since be wus after me

first, it was hardly a heroic act.

I'iven the .scLs lhein.sclve.s undermine

(he whole comic book premise. Hie

w hole hire of basing super-pow ers is the

fantasy of absolute control of \ oiir envi-

ronment; tossing cars, bowling troops

os’crwilh a ligiifpo,st,sinasliingtliroiigb

walls. But the poor nihilistic C^lHi ltMAC!';

can’t even knock a tree out of his w-ay or

set upholslciy on fire. Hie shallcring

stained glass of I kxi-iN con\ c)’s a belter

sense of power than anvihing I eneoiin-

tered in ibis game.

u;k is an excellent single-

player. first-person sbooler, on a piir willi

l''(>Ra':s. Hie stooiinc lakes

enough twists to make vou forget the

eliclied setup. On the other hand, if \ ()u

(mlywanl to know if “you liavewiiat it

lakes to be a .superhem?” you won't be

liiidiiig any airswers here.%

^APPEAL: For 3-D action fans,

CyberMage is a no-brainer. Comic book
fans looking for some real superhero

action might be a bit disappointed

though.

kPROS: A great looking first-person

combat game with a good story.

kCONS: A long

way to go for a

DooM-clone, and

there is nothing

but lip-service paid

to the comic book

style it covets.

DISASTEROID:
Loves to kick asteroid.

Whenever Gearheads battle, Diaasteroid

is always laser hot. So, if you need

someone to hack holes in your

opponent's defenses,

Disasteroid's

the guy.

war of wind-up toys i PHILIPS
£1996 Philips Media, Inc.

Circle Reader Service #143

Please write to: Computer Gaming World,

P.O. Box 57167, Boulder, CO 80322-7167.

Include your mailing label from a recent

issue or call 1
-800 -827-4450 for faster

service. Please allow up to 60 days for

change of address to take place.



ACTION

REVIEW • THE TERHIHATOR: FUTURE SHOCK

Altered States
At Play In Purgatofy With Bethesda’s New Mission-Oriented

Doom Alternative

by Peter Olafson

Price; S69.95

System Requirements:

IBM compatible 486 or

better. 8 MB RAM, VGA
graphics, 20 MB hard

drive space, 2x CD-

ROM drive, joystick or

mouse; supports most

sound cards.

Protection; None (CD

must be in drive to

play)

Designer; Kaare

Siesing

Publisher: Bethesda

Softworks

Gaithersburg, MD
(301) 963-2002

Reader Service §: 333

I

> ONE FOR THE GIPPER: Completing Future Shock’s mission objec-

tives requires following orders and using your head. Of course, an

itchy trigger finger always helps.

I

clicln’t just plii\ 'l'!il';’[Y',K\!IN.'\l'{)lt;

l‘'LriliRKSllOCK, Iwusllicrcin il,

'llircc or four inission-s iiilo ihis

^]xt'l;^clllar 3-1^ iiclioii game

from Betlie.sda Soih\ ork,s, you’re

sent off to disable an enemy base,

'Ibe trick is; \ ou haw to fintl il

fir.sl. Along the way, \f)u‘ll come

upon a liigh ridge, Y()ii can climb

Ihe ,slope to the lop and peer

down into the bleak no-man’s land below,

At that moment, 1 wusn'l silling in front of

a computer at 3 a,m. with a two-liter bot-

tle of I Yiet Coke tucked belween my

knees, I w as there, puking my head ov er

that ridge just enough to .see without

being seen, turning mv head slowly in

search of e\ e!i a flicker of enemy mo\'e-

inent. In ni iRi; Si lOCK had sucked me

through llic screen, and, powcrlc.ss to

resist, I found tliat a rare and a wonderful

place to bc-

WHAT'S MY MISSION NOW?

'Ibis second entn’ in Bethesda’s line of

Ti:k\1INA!()R action games is .simply the

most iuimersi\’c 3-D shooter to surtace to

dale and the best thing to happen to 3-0

gaming since OctOM. 'Ihe first game,

llWll’ACh',. was all burnished good looks

and almost no substance. Forget it, 'Ibis

one looks as

though someone

had dropped a

bomb on it— in

fact, that's exactly

what has hap-

pened— and stay-

ing alive and doing

your jol) is a posi-

tive art.

Ibu’re the

I Inman

Resistance’s newest

reemil in itswar

against the

SkyNet-controlled

I'oboLs occup)ing

])ost-apocal)psc

1 x)s Aigcles.

leader John

Connor and lies

.surrogates will dis-

patch von on 17

haiTowing mis-

sions— a stnictiire

borrowed from

Rethesda's earlier

TKIl\llN,\TOR.'rbal could mean blowing

up a base, killing a traitor, performing a

whole seric.s of tasks or simply reaching a

destination. Clberc’s a time-travel slor)-

line here tiiat gr.idually coalesces out of

the results of your missions, but I won’t

.spoil it for voii, except to sa)’ the ending is

veiy satisfving,)

Isilherway. that invok es exploring a

range ofwidc-o]X'n 3-D environments

where }’OU can do more or le.ss what you

w ant, when von want. (A lot of the fun

here is simple exploration.) Wbethcr

escaping an apparent dead-end in a w are-

house, findingsour way out ol analri-

umed building or climbing a,shaft Irom

the depths of a sewer, thcie’s no .sense ol

restraint, no feeling of the game imposing

on you. The only ei’ident limits are those

of your character's jilnsical person and

tho.se of the pin sieal world. (Well, most

mission areas dn bas e an impassable bor-

der—whether unclimbable mins or a

radiation zone loo hot to handle.)

'Ibal world is gritty, rcalLstie. and lit-

tered w'ilh bodies and body parts— cien a

trench full of bones— and c.'samples f;f

general chaos: blasted buildings, col-

lapsed sections of freeway, abandoned

sebicles and even a derailed train. You can

explore all manner of non-e,ssential build-

ings in .search of supplies: com enience

stores, apartments and office buildings.

But be w arned: Y'ou’rc not the first visitor.

VIRTUAL VERTIGO

'Ibanks to the utter inluiti\’cncs.s of the

controls, icni'll nasigate through them

with ease, I plaved with the keyboard han-

dling mmement and the mouse handling

direction and ihev went together like

pecans and pic. It's fluid in movement,

sensible in practice and almo,st bewitch-

ing in its effects, Caaisidcr; one of the

mid-game mtssions rctiuiresyou to plant

satchel charges next lo three satellite dish-

es. Ibevre located atop high metal towers

and reached by a series of narrow ramps

and catwalks.

'Ibree-quarlers of the way ip the first(

MASTER BLASTER: Use heavy artillery with discretion. Shooting

robots at too dose a range will get you a hot shrapnel shower.



GeT a Gea^'V^ea^ sTa^’T wiTV^ a iSen'OoMff

"V^ere’s V\ov/! »v>ai\ io TV^is cafi aoJ v/e’U se»^<S yo>j a

oo Windows or '('^ac.

Df ciiJJ; j-£jyLi-‘2'ij2-'3J3'J

ADOR£SS_

CITY

E-MAIl. ADDRESS

Do you IT TTDO you own a cU'KUm anver ha^ Yes

Would you like: Windows® Macintosh®

Would you like: CD-ROM demo Ql Floppy demo

Cearheads demo for the PC requires at least a

A66DX/33MHZ CPU running Windows 3.1 or Win 95
with SMB free RAM and sM8 hard disk space.

Cearheads demo for the Macintosh requires at least a

680A0/25MHI or PowerPC'* CPU, System 7.1 or better

with SMB free RAM and 3MB hard disk space-

offer expires s/so/sS

Offrt vQfd where prohibited.

O1995 Philips Media, Inc. PHILIPS
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'WTT^carheads: /•

War is fun

A fast-paced, wacked-ouli,

wind-up toybox full of fun.

Say hello to DisasteroJd,

Zapbot, Deadhead,

Kangaruffian and company.

You’ll pick a team for

speed, power and
maneuverability. Then
launch them against

an opponent or

your computer.

environments, each with increas-

ing levels of diffi.cul.ty. You'd

better have a strategy and
think fast. 'Cause the one who
ends up with the most toys wins.

Gearheads. For grownups
who still like to fight over toys.

For V'hndows and Mac CD-ROM.

TO order call : 1-800-8B3*3767, Visit our Web Site at http;//www.phillpsmedia.com/niedia/games

a furioii.s war of wind-iip toys

PHILIPS
®1996 Phlilps Media. Inc.

Circle Reader Service if143



ACTION

REVIEW • THE TERMINATOR: FUTURE SHOCK

tower, I iniicic a inislakc. 1 used Ihc mouse

to look clown— almost slraiglil clown—

and for a db^cying moment, an aeidic knot

formed in niv stomach and the world

seemed to tilt chaotically beneath me. It

wa.sn’l the motion sickness ofwhich

I^GOM players sometimes eom|)lain. If

was simple fear of heights.

Or, more' to the point, it was fear of

heights /nJi/c'c'(//;5
'OC'oi»pu/t’rgc/;iic'. I’ve

never felt ainihing like it before. Once

again, for one blissful, sickening moment,

1 was there.

You're not simply walking around the

whole time, cither, 'lliat might get tire-

some. In a handful of mis.sions, you pilot

either a captured I luntcr/Killer aircraft or

a jeep, 'llie I l/K,sccjnences are 5-D shoot-

em-ups rather cool to the touch, but the

jeep .sequences have a joyful rugged

chaos all their own. Vni can drive like a

lunatic, hoping to beat the odds with

sheer .speed, or progre.s,s in baby steps,

shooting at ever)' shadow'. (It’se.speeially

fun to be able to fire in one direction

while moving in another.)

Mind, it’s great, but it isn't perfect.

Rrn IRK Si KX:k is the first game that uses

Rethe.sdas new' "Xngine” game

engine—

D

agc ii'Jd 'm .1 . and XC.AR w'cre

espcctcd to follow it by a few' months—

F uture Shock's engine, splendid as it may be, does misfire

on occasion, Some examples:

A distant object that you can see in dark silhouette on the

periphery on your vision disappears entirely when you pivot and

look straight at it.

A dear visual line-of-sight between gun muzzle and intend-

ed target, and the ability to tag your target with the crosshairs,

does not necessarily mean you can hit said target when firing

at a downward angle from a raised area. (Your ammo may still

detonate against the edge of that raised area.)

Even with an unobstructed, horizontal LOS, you may miss

an enemy entirely at reasonably close range, due to a lag in the

screen update. This appears to be the result of a lag in the on-

screen update of enemy positions; I was shooting where they

weren’t. In such cases, the game performs sudden position

updates, and the enemy simply zaps to a new location nearby,

Crashes to DOS often happen with several enemies on

screen. This could be a conflict with some internal ceiling for

simultaneous operations.

Graphical problems: robots sometimes poked parts of their

bodies through intact walls, and could be killed through them.

The ground graphics occasionally break up, as does the sound

of any weapon.

Duel the game hiis some bump)' .spots.

i''or in.slance. on those \diide-based

missions, you’re eluiinecl to your .scat until

\ou reach your clestiiialion. I would have

preferred a more open-ended approach to

tnwd, a la CMtl-iRiM/UR':, that allowed the

player to hop in and out of tlicse craft at

will as the .situation required. (If ainihing,

it would ha\'e added to strateg)-; s'ou’d not

only have lo .sur\'i\e, but protect your ride

as well.)

The aiitomap— effectively a textured

version of the 's-D one used in

Dl'i-SCl'iNT- i.s more handsome than use-

ful in this fonn. If you lose your bearings

indoors, you may find you can’t shrink the

map enough ff)r it to be a useful lool in

finding your way out again. 'Ihc outdoor

helicopter-view .snapshot of Ihc immedi-

alc area is of no pnictical use.

A FAILURE TO COMMUNICATE

Ai 1(1 w'l lile Connor radios you to urge

you on to your tasks, alas, he never tells

you if you’ve blow'n a critical dement of a

inLssion —say, by using a sateliel diavgc in

the w'roiig.spol. That’s a real pmblem, i'br

exam])le, the lllh mis,sion is a ihree-parl

affair: race through a .section of city lo

destroy a convoy: blow the bridge it

meant lo cross; and disable the factory' to

which it w'as headed. I knocked out the

convoy (or so I tliought), took down the

bridge and the factory' and w'ailcd for the

mission lo end.

/\nd wailed. 'Ihc mission didn’t end. I

finally rea!i/ed that I hadn’t de,slroyed the

entire convoy. Unfortunately, having

already blown the bridge, there was no

wav to go back and finish Ihc job. Tikes.

Once 1 figured that out. 1 restarted the

scenario...and found that tiiis time. I’d

been provided w itli only one satclicl

charge instead of the two that were

rec|iiircd. Tikes twice.

ibilunatelv, I bad one save from late in

the prev'ious mis-sion, and when I played it

through and moved on to the 11th mission

again, the game proiierly set me up with

two satchel charges. But that was ton

do.se a call. Without that save, I’d have

had to restart.

But ! kepi going, and not just because 1

bad lo keep going to write ibis review. I

loved l‘’irn ilih; Si IOCK dearly, for all its

faults, and I’m genuinely sorry it’s over. (I

want data disks, and I w'ant tliciii now'.) I

usually' don’t play a completed game a

second time, bul I’m looking forward to

revisiting tliis one irsing Virtual lO’s 1-

Glasses to peer over that bill into that

bleak no man’s land. Il may lake a while to

find, bill ril know il when I see it.

After all. I was tlicre.%

^APPEAL: Anyone who enjoys Doom,

but wants something new.

^PROS: Compelling, unrestrained,

you-are-there 3-D gameplay with a wide

range of missions

and three types of

transport.

CONS: It’s got

some oddities,

inconsistencies

and bugs, bugs,

bugs.

jfik. CG MARCH 1996



In a moment of utter you p(O.Y^_
O.J'J-

Braindead about the latest hardware and

you lose and your big opportunity to develop the next

Cut off from any you discover there’s

just one position in the computer game industry you can land.

you think,

to that conference.

Register for the Computer Game Developers’ Conference, March 30-April 2, 1996, Santa Clara, CA

Prevent a slow descent into game developer hell. Come to

the premier conFerence of the year, put on by game develop-

ers For game developers.

You'll spend Four low-stress days networking with people

who know how to make great games— and great job oFFers.

Check out all the new hardware and tools. Learn how to zip

past toasty old Formulas to create truly original games. And
oF course, suck down mounds oF Free Food and drinks.

Our 150 classes go deep on design trends, tons oF technical

stuFF, the dreaded business side and 17 billion other topics.

This thing sells out, so register at COMPUTER
once by phone at 1.800.441.8826, send GiiME
us E-mail at cgdc®mFi. com, or launch DEVELOPERS
your most reliable carrier pigeon. Then CONFERENCES^
visit our web site at http:/Vwww.mFi.com/sdconFs For instant

gratiFication. Then again, you could just blow it oFF...



ACTION

REVIEW • ZONE RAIDERS

Price: S59.95

System Requirements;

486DX2 50 or higher

(Pentium recommend-

ed). 8 MB RAM, VGA
graphics (SVGA recom-

mended), 10 MB hard

drive space; 2x CD-

ROM drive: supports

Sound Blaster and

compatibles.

ff of Players: 1-4

Designer: Image

Space, Inc.

Publisher: Virgin

Interactive

Irvine, CA

(800) 874-4607

http://www.vie.com

Reader Service H: 333

Cardboard
Car Wars
Zone Raiders Provides An Interesting,

If Uninspired Auto-Destruction

your vehicle moves in two

dimensions inslendof

tliree, and you arc

restrained bv guardrails

instead oftiiiinel walls,

the game design is \ irlu-

allyidenticaMiiu must

guide vonr v ehicle into a maze of road-

wavs, retrieve certain objeets by driving

KILLER CLASSICS 'fixing up” old cars takes on new

meaning in Zone Raiders, where you can add heavy

weaponry to your classic Olds.

Experience

by Martin E. Cirulis

verv' year, some faraw ay gam-

ing current gcncratc.s a w'ave

lhat throws game publishers

cvenwhere into a '‘ue’ve got

to catcii this trend” Wtjx. 1995

w as the vearofDoom clones,

'lliis is the \ ear of the Car

War; everv bodyand their dog

.seems to be dev eloping an

action game vv here v on drive

around blowing things up real good.

\^rgin Interactive’s entry is a straightfor-

ward ])iece of vehicular mavhem called

ZONI', llMDims, and it completely lives up

to the game classification notice on the

side of ihe box; '3-D Driving/Shooter.”

l.lnforlniiately for gamers, it docs very' lit-

tle to suqrass this de,scription.

ASPHALT ATROCITIES

Kv en the most brisic game has a

premise, atrd for ZONE RMl)!':ies it’s a ‘90s

spitr on an "SOs movie, ^blr’rc a w'acky,

freedom figliting Road kind of

guv, trvirrg to save the people from a tech-

nocratic IvTJirnv in a post-holocaust land-

scape. 'lb accomplish this, you slap

together ;r frrnky, laser-amied hov creraft

ba.sed on a cla.ssic 20th-centiiry automo-

bile, declare yoitrsclf a Zone I^iidcr and

proceed to take it to those tcchrrocratic

linlrcitds,

COOL, BUT NOT CLEVER

Wtilc 1 Irate to dcscrihe games in

Icnrrs of their predecessors, ZR is dcriva-

live cirottgh that it necessitates this kind of

treatmer rt. (basically what we have here is

Di':sc:MNToir asphalt. Other than the fact

over ihem, and then get out. all withirr the

allotted time, 'lake loo long to do the job

and ihesccrrrilv.svxtem releit,ses a flyitrg

''Bos.s”-elass robot ibat hirtrts von dow n

aird blows yoitr doors off

Players begin wilh an old jalopy of a

bovercraft, bril can hade itp after a few

.suecessfirl missions lo three other, nrore

intercstirrg-looking vehicles. The irsiral

variety of pvrolechnic wea])oirs and vehi-

cle repair,s/aitgmerrla(ioirs are available, iir

Irrie arcade fashioir. bv’ driving over tlrem

as (hey lie strc'wn along lire roadways.

Combat is a sint])le itraller of pointing

your ear toward your tar get and letting an

auto-targeting sv,slcm lake care of lire pre-

cision airnitrg, 1 ,ikc driviirg rr tarrk fnrrn

Kodak, all voir do is point atrd .shoot.

'lire actnal driving part ofZR is enjoy-

able. though the fact yott ate in a hover-

craft detracts somew hat from the viscera!

part of lhec.\i5crieitce— tro,sc|ttealing

tires, no screeching brakes. On the other

hand, .some care has beetr (akeit to model

a semi-reaii-stic ettvinarirretrl, aird ihe way

the cars Irairdle in jttmps rard slides trrrrkcs

voir feel, al times, like lire strrrof.some

Iriglr-leclt Dukcsofl lazaret le-nrake.

GETTING WHAT YOU PAID FOR

Zone Rmders is a competent, if soirte-

vvirat uninspired design. 'Ihe tttissiotrs are

fairlv intcrcstirrg. but rtrost w ill find too

few for their game-dolktr. 'Ihe graphics

arc good atrd, while I thirrk nrore lime

could hav e been spcirt on lire appearance

of yorir vehicle, some of the city-scapes

;tnd exotic clovcr-leats are iirtpressive

itrdeed.

Ifyort are looking fora straight-forwaicl

arcade ‘‘3-D Driving/Shooter" tbitt will

give you fast action on an tt])pcr-end TSb

wilbortt bothering yoit with lillle delails

like variety or plairsibilitv, llren 'ZoNt:

R'ViDi'.iis will be a treat for yon. Birt if this

doc.sn’i describe c-Xitcfly what yon are

lookitrg for, von should probablv' leave this

one in the ttscd-car lot. There’s lillle nrore

here than meets the eye.%

^APPEAL: Dedicated Car-Wars fans

will enjoy Zone Raiders, but those out-

side the genre might want to wait for

something meatier to come along.

^PROS: A good networkable arcade

game with some enjoyable driving char-

acteristics.

^COHS: Probably

too basic for the

non-cartridge

gamer and a little

short in the game-

play department.
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ACTION

REVIEW • HARATHOH 2: DURAHDAL

i lii'iiiiawi.iif Gunner’s
High
Marathon 2 Improves On Last Year’s 3-D Shoot 'em Up Success

Price: $79.95

System Requirements:

68040 or higher

Macintosh, 4 MB RAM.

CD-ROM drive, 8-bit

color monitor (13" rec-

ommended), System 7

or later.

# of Players: 1-8

Designer: Jason Jones

Publisher: Bungie

Chicago, IL

(312) 563-6200

Reader Service if: 334

by Christopher Breen

I

clon’i know about \'oii, but wben-

c\'cr I sit liuncbccl tn cr a box of

greasypnpconi in niy scvcii-clnl-

lar niovie-theatcr seal and the

firsl presiew’s title tonlains Ihc

wortls,“/\gaiii," "’Kvo”or

“The Kcliiriiof," I get a

sinking feding- Althongb

sonic might dismiss lias

ihc lir.sl .symptoms of cot-

ton-sced oil poisoning, IVc list'd

with the condition long enough to

recognize it plainly— .scy/oc/o/j/h)-

hia. 'Ibat's right, Ihc wno/.incss

that resiilLs from watching a

reha.sb of the previous sca.sons

blockbuster.

It is with this feeling that 1

unpacked, with .some trepidation,

Bungie Softwares iVlAIU'l'l K iN 2;

Duiwdai., the follow-up to last

years runaway hit for the

Macintosh. I lere it was, the same

damnable triangular box design —albeit

in canary' yellow instead of blue— that \ir-

tuallv guarantees the top fla]) will rip

when you open it, the .same knonl in the

manual, and the same red seal indicating

tliat the game has been accelerated for

Power Macintosh. Could my gut be right?

Was this just more of the same old. .same-

old?

Mardly.

MarAI'I ion 2: DuiWNnAl, is more than

a simple rehashing of one of biyS’s finest

Mae gamas. I^ilhei'. N'Iakaii ion 2 takes

the original M.AKAI I ion’s frantic gameplay

and solid storyline and adds drop-dead

gorgeous, high-rc.solution full-screen

graphics, 16-bil active stereo-panning

.sound, several new netyyork scenarios and

battlefields, a yvidcr varict)- of beasties, and

the opportunity to practice \ourback-

.stroke (many of the scenarios require that

vou ]3lav under water, or lava, or sewage),

bar from treading over the same old

ground. MaICMI ION 2 blazes new trails.

lection of processors, you’y e been trans-

ported across the reaches of .s]iace to the

planet 1 .h’oyvon. ^bur mission: Destroy

the Pfiior garrison and unravel the .secrets

of the planet’s ancient civilization. Of

conr.se what this really

means is dash about, stock-

pile ammunition and ever-

more-]3o\\'erful weapons,

heal your worn ids and Kill!

Kill! Kill!

BUGGY SOFTWARE Marathon 2’s full-screen view helps set a

more sinister tone as you battle the bug-like Pfor on their home

planet.

once again raising the slandard of 3-D

action games on the Macintosh.

IT WAS 17 YEARS AGO TODAY

A full decade later, vou still can't forget

the c.xliilaraling whoosh of a single

SPi\'Kll-X17 nickel, or ihe maniacal plea-

sure of y\ iping out a ne,sl of the bug-like

Pflior, wbo'd mdely taken up residence on

the starship Marathonmina. Your only

regret is that Dmandal, the rogue com-

puter rasponsible for reckle.ssly beaming

you about the Marathon lo do bailie wilb

the otberyvorlders, managed lo pack up

his .superior intellect and oil out of ihe

area yvith onlv a fainl promise of a second

date.

Durandal has now made good on (hat

promise. Shanghaied bylhisbrainvcol-

THE SOUND OF

MAYHEM

/dlhough MakAII ion 2

introduces a host of new

enemies, a couple of new

weapons (sawed-off shot-

gun,s!), and an updated ])lot

line, the real showstopper

is the game's sound and

graphie.s. Marati ION I’s

liaunting background

music is gone, replaced by eerily authen-

tic natural sounds like bubbling lava, lap-

ping yvatcr, and howling wind. As with the

other sound effects in the game, these

pan across the stereo field as y our orienta-

tion changes. If a pool is to yonr right, for

example, you'll hear water .sounds mostly

from the right speaker. Although the origi-

nal version used stereo .sound, it wa.sn’t so

convincing tliat you could track an enciiiy

by sound alone. With Maiuu lON 2, you

can.

Bungie has also improved Ihe game’s

interface and eon.se([nently widened the

field of vision by jrlacing tbe gauges at Ihe

bottom of the .screen and remo\ing the

side panels. 'Ilie new panonimie. letter-

box perspective removes the tunnel-vision

so common in 3-D games and ]Dre.sents a

/ifT.



It’s a first. L'lilimited Internet access for the

flat rate of $19,95 per month from a major

national access provider... no other charges.

Call now for your free software and we'll give

yon 14 days to u,se Pipeline USA

absolutely free.

leading publications have applauded Pipeline

.softw'are for being the easiest available.

You will. too.

|EJiNixw5

l-PEL.IN-E
a PSINet Company

1 -800-805-9840
http://www.usa.pipeline.com

ippiC beyond the first 14 free days. Valid major credit card required. Phone diaries may apply.
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view realistic enough that on more than one uceasioii 1

found m\-sclf craning niv neck to peer around a comer,

'ihis, coupled with (he games beautiful tcxture-inapped,

16-hil graphics and dynamic lighting, makes MaiWII ION 2

\ cn’ easv on the e\’c.s.

KILL, SPACEMAN! FASTER! FASTER!

MakVI'I ion 2 also differs from the first iteration of the

game in temis ofgamcj)la\'-

'Ib begin with, this version is le.ss puzzlc-oricutcd than

its predecessor. Although the original Mmvxii ION

hummed with action, it also rec|uired a fair bit of cogita-

tion to escape the different levels— switches always

seemed jusi out of reach and doors were always closing a

si^lit-sceond too sooii. Duil'XNlA'M , doesn’t coinpletel)'

forego brainwork, but mayhem is the game’s main focus.

’

lliLs doesn't mean, how ever, (hat s(ratcg\' plays no part.

Not onlv do your enemies seem .smarter— .some of them

aetnallvnin away when you start shooting— but there are

also raging intcr|X‘rsonal conflicts among the baddies. yVs

in D(X),\(. one of the bc.st .strategies for getting out of a

stiekv situation Ls to anger one of the les.s-mannerly crea-

^AH, FRESH AIR Unlike the original Marathon, Duranqal allows you

I
outside for a breath of clean, fresh alien air.

tures and duck out of sight while he takes his hostility out

on his nearest and deare,st.

From a pacing standpoint (he games arc also quite dif-

ferent. Pia\ing at the Nonnai level {there are the irsiial five

(lifficnitv le\els, ranging from Kindergarten to 'li)tal

Carnage), i\'L\KS(l ION I’s Ics-el of \iolcncc gcntl\- rises as

Ihe game progresses. 'Ibis sequel follows this .same pat-

tern, until you hit (he late teens of the 28 levels, al w hieh

poini all hell breaks loose. One minute you’re leisurely

blasting .sew'age-sucking bipeds, the next you’re .scurry-ing

aroui id like an ant on a iiot griddle, frantically gathering

.shotgun shells and randomly unleashing both baiTcIs on

the surrounding hordes. I expect that more than one play-

er will choose Ihis moment to quit the game in fnistralion,

open Ihe Preferences dialog box and change the euiTcnl
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skill level to something requiring a little less adrenaline.

NET SCRAPE

As great ;is Mar-xm ION 2 may he as a .single-|)layer

game, it can’t hold a candle to the frantic, blood-|Ximping

tliril! when it is played over the nelu'ork. In networking

mode you and seven of your huddics can still play the

Ever)' Man I'br I limsclf Scenario found in the original

MaR'XH ion, but MmwI'I ion 2 introduces such childlike

w COME HELL OR HIGH WATER Sock it to the Pfhor by

I
land and by sea.

diversions as King of the I lill/lag.and Kill the Guy With

the Bail (in this case the “ball” is a human skull). In addi-

tion, if you’re havang a tough time beating the ,single-play-

ci- game on your own, )'ou’re welcome to fomi a network

team and play the game cooperatively. But steep is the

price you must pay for network play. I'br satisfactory

gamcpla)', ever)' ])la)'er should be sitting at a Pow'cr

Macintosh connected to an Kthemet-based L'\N, And

although the game includes a feature that enables you to

scream at one another over the net using PlainTalk micro-

phones, conference calling ovcrspcakeqDhonc is still the

communication method of choice.

THE END OF THE COMPLIMENT

Marah ion 1 was no slouch, but Marxi'I ion 2 is, in

nearly everyway a vast improvement. Yes, ifyou |)referred

the original’s more cerebral elcmciiLs over its shoot-’em-up

chamis you may long for a few more puzzles. And those

who aren’t read)' for an all-

out assault may feel over-

whelmed in the latter halfof

the .single-player game. But

no one, uo one, will be disap-

pointed by the game’s

improved look and feel or the

added-valuc network play.

Bungie has produced a

remarkable, refreshing sequel

and has once again captured

first place in the Macintosh

action Marathon.^

^APPEAL: Any Macintosh gamer, par-

ticularly those looking for 3-D shoot

‘em up action.

^PROS: Gorgeous graphics and rich

sound accompanied by frantic game
play. If you can’t play this game over

the office's Mac network, consider

quitting your job.

^CONS: Those

who enjoyed

Marathon 1 for its

puzzles may be dis-

appointed by M2's

focus on action.

MARCH 1996 CG Circle Reader Service #246



REVIEW • EARTHWORM JIM

Worm Vbrfare
Earthworm Jim Takes A Bite Out Of Platform Game Stereotypes

by George Jones

Price: 549 95

System Requirements:

IBM Compatible 486-

33. Windows 95, 8 MB
RAM. 2x CO-ROM,

mouse: supnorfs

Windows 95 compatihie

sound cards:

# of Players: 1

PfOter.tinn: Nf'ne

Designer; .Shiny

Entertainment

Publisher: Activision

Los Angeles. CA

(310) 473-9200

ffesr/er Service fl: 335

O

ne dayyoii’rc;ic{>niinon

carth-catiiigw’onn, the

next ancvil-ballling..sa\c-

ihc-priiK'css, cosmic

superhero. Such i,s the life

ofKarihw'ornijiin.'lhis

giiy, cr, wonn i,sa9()s

james Bond kind of

.superhero who bungee-

jiimps, liitchcs rides on

rodents and in nndenvater glass bubbles,

and of course, gets the girl in the end, life

as a wonn is rarely this inticli fun.

ihankfiilly kAlfil IWORM JlM, the

Window's 95-based platfonii game is just

as much fun.ihis title, much like the

main character (w-ho has his own

Saturday morning cartoon and line of

action figures), oo/es character, from the

fun, lush gniphies to the hilarious .sound

bites thronglioul the game. And .some of

the most aniroyingplatfonn game traits

have, for the most part, been avoided.

WORM HOOK

In an age when crappy platfonn games

are a dime a dozen, Activision has gra-

ciou-sly spoiled us PC gamers by porting

yet another lo]>notch ]5latform scroller. A

little le.ss challenging than Pni Al.l.

M,\nK\'’s iVLW/Vs' AdvkmurI';,

I'ARM IWORM )iM is still Oil par, with rich

graphics and some ingenious pacing.

Wliercas most platfonn-stvic games

require your hero to keep moving through

one horizontal level after another, Tom

'lanakii and Douglas'lenNapel’s level

designs as’oid such monotony. Plenty of

the 20 lev els in )!M are of the traditional

varicK’, but scattered along the way arc

lots of mini-games, such as space races,

and bungee jumping. ' I he Andy Asteroids

‘'intermissions,” which rcc|uire you to race

through an a,sleroid field, become a bit

tedious bv the fifth or sixth mn-through,

but for the nuxsl part, these .short interme-

diate lev els serve as a

great way of breaking up

and pacing the game.

Aid even the noniial

levels are creative, 'ibu'l!

traverse junkvaRis and

c.\plnre underwater envi-

rons, 'ibu'll even play

.some parts of the game

without your tnisty |)ias-

nia-firing haltle suit. And,

in a radical deparlure

from Ihe ])laffonn genre,

you don't have to fight a super-pow-ered

boss at Ihe end of each level.

INSTRUMENTS OF DESTRUCTION

Your suit, of course, is what makes it all

happen, 1 he top left of your .screen .show's

how much power your armor has left.

'Ihe bottom of the screen .shows how

many plasma shots arc stored up, a.s well

as any special weapons you've aquired.

'Ihc controls are simple. One button

jumps, one button fires your energv’

weapon and a third button cracks your

w'hip (PriFAi.i.ll/MUlVenvy?).

One beef I had with the contniLs is that

when vou accumulate special weapons,

vou have no choice over when to use

them. Say, for example, vou pickup tlie

Mega Plasma . a one-.shot dcstrov-all

w eapon. 'Ihe next time you open fire on

l!ie enemy, you have to use it— you can’t

.sav e it for vnur .showdown with an end

boss. But Since Big Bos.se.s arc rare, this is

not a liuge pniblcm.

Gamers can choose from ea.sy; inter-

mediate and advanced difficultv’ levels,

and the game is easily configurable

through the same nifh’ Properties Box as

in Pi llvM.l. I LvlUtV. Aother niftv' feature is

that the game iccorIs your progress, so

each time you play you can start off on

the level where you left off (or died).

Oe.spitc a few minor shortcomings and

the negative label that .some stuffy PG

gamers immediately brand all platfonn

games with, PArii iwoitxt JlM is a hoot

and a holler. Put anyone in front of it, and

with Ihe exception of the grumpie.sl uon-

action gamer amund, they’ll lov'c it. No, it

won’t have you obsessing over hovv' to

defeat Queen Slug-l'br-A-Butt. But you’ll

have a marv'cioiis time the whole w'ay.

I’m glad Activision decided to port this

title to Windows 95. Newcomers to coin-

[juier games vv'iil ap[)reciate how cas)' it is

to get into, while veteran action gamers

will appreciate the diversity in the action,

l-lcrc's hoping the next major port of a

console title Is as much fun. 1 ley

Nintendo, hovv about DoNKtA' K(iNc:

Coiixntt?

Checkout Icffjcmws action column for

a list oflimuwxmt jisi cheais.%

^APPEAL: Action gamers, particularly

fans of the platform genre, will love

Earthworm Jim.

>PROS: Easy to learn, fun to play,

great graphics, and entertaining sound

bites. Best of all, the game has lots of

character and variety—unusual for

“platform-type”

scrolling games.

CONS: Some
minor control prob-

lems, including the

inability to save

speciai weapons

for later use.
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Sure, there was life on the Internet

before TotalAccess for Macintosh.

It just sucked

Easy, award winning plug-and-play software
includes Netscape Navigator.

"

Cheap, fast, uncensored access to the Internet.

It’s that simple.

The coolest, easiest Internet access on the planet.

$ 19.95 per month. Flat rate. Unlimited usage. Free 2 meg Web home page.
Call now for yotir free TotalAccess software with Netscape Navigator.™

1-800-395-8425

KanhLink Network, Inc.
31-| l.os Fciiz HIvct, .Suite 203, I-o.s Anj-eles. CA. 90039 Fa.\ (213) 644-9510
Ink) via einail: inlo@eaiililink.nel. live human via email: sales@earthlink.nei

ISDN. I'lanie kekiy, 'l l and oilierkelay, 'l l and oilier irrofe.s.sional Internet access scmces.
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REVIEW • SCREAHER

Hot Wheels
Screamer Brings Colorful Arcade Racing To The PC,

But You'll Need A fast Machine To Catch It

Price: S59.99

System Requirements;

IBM Compatible 486

DX2-66 (Pentium 90

recommended), 8 MB
RAM (16 MB recom-

mended), DOS 5 or

greater. SVGA (with 2

MB RAM recommend-

ed), CD-ROM; supports

Sound Blaster compati-

ble sound cards,

ff of Players: 1-8 (net-

work required)

Protection: None

Designer: Graffiti

Publisher: Virgin

Interactive

Irvine, CA

(714) 833-8710

http://www,vie.com

Reader Service #; 336

by Scott A. May

r

orycaivs, personal eoiiipnlcrs

have oiili)aeed pliig-ancl-play

gaming consoles In speed and

sopliislicalion. Rut the advent

of “nc.Nl generation” s\slenis

like tlic Sony PlayStation and

Sega Saturn has quickly nar-

rowed the teehnolog\’ gap.

Nowadaj-s, e\ en with the

oirsel ofWuKlowsOsaiid

more action games than we’ve e\ er seen

before, PC action enthusiasts still find

themsek es glancing with en\y at .some of

the hot new console titles heing released.

One particular aeiioii genre has singu-

larly fallen .short when measured against

its “purer" siblings, 'Ibis eategor\’ is coin-

op stvle arcade racing, and besides

Ivlectronic Aits’l’t IK Nkko k’oit S!'i''.r:iy

mo.st other titles ha\ e been incapable of

preniding the requisite thrills, chilis and

spills on gamers’ de.skto])s. \'irgin

Interactive’s answer to the call is

Scit!’'.\Ml';i<, a two-fisted dming game that,

given enough memoiy museie and CIPLI

horsepower, cer-

tainly lives up to its

NO HOLDS

BARRED

Straight out of

the box,

St:Ki’:\Mi:Kis a

simple, no-hold.s-

barred.single-pla)-

er arcade racer,

similar in chanieter

to .such be.st-selling

console titles as

RtiX’.i'; llNOlsRand ViR'iv.vi.lUciNc;,

Choo.se from six w ide-bodied, low-to-the-

ground inachine.s, each available w ith

either automatic or manual transmission.

The evict configuration of each car, as

evidenced b\’ their names, is strictly

arcade generic; Shadow. Tiger, i lanimer,

Ibsing Sun, Panther andTinkee. Isachcar

is raled for top speed, grip (how it handles

eorucr.s) and aeceleration.

cant drive 55 Screamer boasts high-resolution, high-speed arcade racing fun.

WRECK CITY Treacherous city courses offer ample opportunity for

undesired vertical motion.

’llireecour.se.s arc available in a

Nonnal, or single-race, game; Palm'lirwii,

I iike Valiev and l.indburg, where you’ll

compete against nine other computer-

controlled drivers in a 3-, 5-, 10- or 25-lap

nice. ’Three .skill levels— Rookie, /Vmateur

and Pro— allow you to substantially

increase the tenacih' of the "other guys" as

vour own driving jirowess improves. Keep

in mind you’re not only competing to win

the race, but also to finisb it. An on-scrcen

tinier counts dow'ii the seconds until you

reach ihe next checkpoint, where vou’re

given additional time. Tail to reset the

clock and the race abrujitly ends.

The championshi)) game tests )our

meltie a bit more; )ou inirst finish in the

fop three on each course in order to

pmgre.ss to the next race. Siicee.ss in

championship mode is also ihe only wav'

you'll get to see Sc:iUv\\il',ld.s other three

courses (not available in a Nonna! game),

T'iuish all six coui'ses, and you’ll start over

again, at a substantially higher skill level.

Ifv'our eves arc still in thcir.socket,s,

pioceed to Ihe final stage; Bullet 1 eague.

I leie you’ll mu Ihe entire gauntlet again,

this time competing against only one car.

'Ihe Bullet.

One advantage Sc:Kiv\MKkiias over its
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iircaclt' and console brethren is ihaf, diir-

iiiglliceoiir.se ofaCliani|)ioiisiii|)

Season, yon can sa\’c and reload your

games.

SCREAMER 2000

But wait— tlicrcs more. No,

Sc:ni’;\\ll';R can't cut thaiugh .steel cans as

easily as if slices tomatoes. But it does

have three special modes that offer .several

entertaining variations on the standard

raeing fonnat. Time Attack, as the name

implie.s, is a .solo race against your best la])

time on the track of your choice. Oiiring

each lap a gho.st image of v’our car w ill

appear on the track before _vou. Use this as

a visual reference toyoureurrenl lap

lime— if you trail the ghost car, von ’re

seconds behind vour best lap time; ifyou

pass, v'ou’re on track to set a new course

record. I Infortunatcly, you’ll need at least

!2 MB of RAM to enjov this special

option, since yourprcvioiis lap (the ghost

car) is stored in memorv; ’lliose with onlv

tS M B of IIA\ 1 can still race, but won’t see

l!ic ghost car.

Antither racing option. Cone Carnage,

prompts you to ram a series ofcone barri-

ers specially placed around the (rack.

lAich cone you hit adds another second to

the checkpoint timer. 'Ihc alternate ver-

sion of this race. Slalom, donands that

you do [irst the oppo.sitc. Imstcad of strik-

ing cones, you must maneuver betw een

(hem to earn extra time. Miss a "gate" and

the checkpoint clock keeps ticking.

TOTAL RACING NETWORK

ScrI’AMI’.R's big bonus is network piav,

.supporting up to seven nodes of .simulta-

neous liead-to-hcad racing. It's a kick, to

be sure, for several rcasoas. 'Ihe com[)ut-

er-conlrolled racers rarclv' make mistakes,

particularly at upper skill levels. 'Ihis

means they’re usually le.ss compelling

opponenl.s. I lumans, on the other hand,

aie a different .stoiy; racing against your

own kind inev'itably and inherently fires

each driver’s competitive spirit, 'ton can’t

damage your car, but each bum]), spin-

out. guard rail grind and wreck, comically

executed as an end-over-end tumirle.

pirshes you to the back of the pack. 'Ihe

computer usually avoids such collisions.

but human nature being what it is, net-

work [)lay t)flen [jrovokes more w'i[)eouts

than the opening lap of the Indy 500.

SPEEDY COMPROMISES

’llic graphievs are arcade cjualilv. po,st-

dated perhaps a v’ear or two. lAich course

winds through all manner

of terrain, including free-

ways, cilv’ streets and

mountain passes, dipping

and vveav'ing around build-

ings, tunnelsand high-

banked mral curve,s.'nie

designers heap on plentv’ of

peripheral chrome and glit-

ter, in the guise of heli-

copters and jets zooming

overhead, active windmills

and rotating billboards. All

arc rendered in colorful 3-

0 texture maps. If nothing

else, SCRI'AMKK captures

the stunning look and feel

of the classic coin-op

machines.

Four user-.sc!cclable driving views aiiovv

)()u to v'iew the action whichever wriv vou

vv'ant it; full-.screen (a hood-mounted

camera), behind the dashboard, chase

view and extended chase view.

Despite nmning in DOS 32-bil ])R)-

tccted mode. Scmv\\ii'',Rexliibit,s the Ivpi-

cai problems games do when plaved at

the minimnni sv'stcm rcqnirement.s. You'll

need at least 12 MB of RAM to experience

the game’s polished SVGA graphic.s, but

don’t e-xpect to enjoy high-res nnle,ss

you’ve got a Pentiuin. I ligh-icsoiution

animation ains extremely elioppy on a

4S6 DX2-66, hut smoothes out ou a 90

^ II Iz Pentium. 'Ilie alternative— the ouh

option for .svstems w ith onlv-8 MB
RAN I— is to nm (he game in standard

VGA mode. I lore the graphics arc

cinmkv; but still look j)rellv’ good. It’s a

worthy compromise. Other factors, .such

as a quad-speed CD-ROM drive and

local bus video card, also help to ease the

hardware burden.

'I he game docs offer decent si ipport

for spccialt}’ driving tools, including

'nirustma.ster’s new Kormnla '12 steering

wheel and floor peddles. ( )lherw ise, a

good analog jovstick .suffices. Fven simple

keyboard controls ])erfomi adequately.

THE HOME STRETCH

Plaving ScRh'.VMi'.R is a gas, given its

arcade limitations. Ricing purists, of

course, won't w ant to touch it with a 1(1-

AIR ScRMMER doesn’t have realistic car models, but that

you from driving 150 mph or leaving the ground when you

foot tailpipe, given its profound lack of

real-world dynamics. About the only nod

to realism is Ihe ability to powcrslidc

around particularly light corners.

But it isn’t meant to be real. SCRlvUiKlt

is pretty much a no-braincr. targeting little

more than \’ourgut instincts and need

forspced..Aiid I mean this in a positive

.sense. Vour console friends still aren’t

likely to he jealous, hut at lea.st now \’our

PC can rev on Ihe red line, almost with

thebcstof‘cm.%

^APPEAL: Arcade racing fans, or

those looking for quick fix racing,

should check out Screamer. Purists

should stay away.

^PROS: Colorful arcade-style eye

candy for the PC, with racing options

galore, including an 8-person network

play. Championship mode and multiple

skill levels boost long-term gameplay.

^CONS: You’ll need a powerhouse sys-

tem to enjoy the SVGA graphics,

smooth animation

and advanced

game options. Lack a

of real-world con- ^
ventions will 'v
instantly put off ^H|^H .a
racing purists.
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CDIDEDV

SPV

THRILLER

Rll IBmm Full-matiDn uideo. it's gat the look and Feel, the charaEters am
plot. dF a Feature Film. And it's got gou. Jack Fremont - TU trivia geek luith ar

emptg Fridge. IIdiii gnur days dF simply matching the screen are nuer. Vcu've

got tn Dbserue. Think. Decide. Ret. Rnd match your hack - every moment, ever

move. Vou've got E4 hours to save the morld. get the girl, and return the tun.

Horn it ends — and there are ID possibilities — is entirely up to you.

Sd don't Just sit there.. ms ¥Dus tnnuE.
CspcDin DiRital Studiaa B 3 UIbIdr In gsBOClBtlon oiith EuDlutiDnary PubliBhing inc. presant FDH HURT.

See it at http://uiuiui.capcflinBnt.catn

E CRPCDH ca L10 19SB E CRPCDH U.B.R.. IRC. RLL RIDKIB REBERUED. FOR HURT If a trfdiairH Sf CRPCOII CP.. LTD. CRPCfllt If f rffllftfrfd trfdfBfrh oF CRPCDn CD.. LTO. naclRlDfh If a r

iridfBfrk dP Rpplf Camputir. me. PlfuBtatlan: tRf Plfustatian ipga, and tna PB lago f ra tradfanrha or aeny Cosputar EntartalnBant. IRC. BfBf and Baaa Saturn ara tradaairlia dP

ERTERPRIBES. LTD. Rll rlBlitB raaarvad. Far anii InFaraatlon on tna ESRB ratina and laaal dlatlaisar cantaet Ua Entartainaanl Bonaara RaUns Bnard at BOa-FFl-EBRa.
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TERRY COLEHAN • CLASSICS b PUZZLES

TakeThe

.

Last Trick
QQP’s legacy of winning card games
than Card Players Paradise

t It's no

Card Player's

Paradise with

QQP gone

from the

industry. 19

and includes plcnt)' of variants. Pinoclilc

and Bezique (a forcninncr of Pinochle)

arc just different enough tliat they test

)'Our abiiit)’ to learn new bidding st}’lcs;

players loo accuslonieci to the comfort-

able parameters of Bridge will simple.

Ca,sino is the weakest link of the four

games, as it at first seemingly defies logic,

then becomes too predictable as the pat-

tern emerges.

'1 he graphics are actually a step hack

from the crispness of BitIDCt: Oi.t'Ml’iAl'),

de.spitc the increased ii,se of digitized

screens featuring "geographically educa-

tional” card-playing locations frcjin

around the world— they .stnick me as lit-

tle more than fancy clip art (and tnith bc

told, I’d rather view lands in SiD Mwkk’S

ClviLi7.\noN). One welcome change in

Pakxdisk is that while the Al still cheats,

at least it isn’t as brazen as in the higher

levels of BtUlXtl'. OmiPiAt), which never

missed an oppoiliinity to snag s our lone

King. On the other hand, this game will

never compete with really good Al, such

as in the best Bridge and Chess games—

but then, where else can you go to pla)’ a

good game of l^umnn?

As with Bmixti ; ( )i tl’lAlX jou get to

compete in a "World 'lintr” with the bc,st

amatcurand pmfessional opponents the

computer can throw at you. After paving

entry fees, you enter ev ents and win coins

dmit it—

we’ve all

[)laycd silly

little games

like Solitaire

on our com-

puters, usu-

ally the

incessantly

repetitive

version that comes w ith Windows. No

game will ever match the tactile feel of

flipping and .shufUing cards (and for many

users, this isn’t a pmblcm), but

Soi.nAlRlv’sj()t)ltNl'y comes darned close

to re-creating the experience, without

w earing out \onr favorite poker deck.

Over lUU diffcieni kinds of Solitaire, from

mind-numbinglysimplLstic to agonizingly

challenging, arc combined with various

quests” to fomi the most unique slant of

a elas.sic game ever designed for the eom-

])utcr. Bc.sl of all, the game is rcadilv avail-

able in bargain bins— I 've seen it for as lit-

tle as ten bucks.

Problem is, all of QQP’s clever card

games will soon find their way to discount

heav en, as the companv has been gutted,

suniving in name onlv. I’orwhv, we can

The "John Madden of Chess”

is featured in Maurice Ashley

Teaches Chess by Davidson and

Associates. The National Master

(who has wins over several top

international chess stars) shows

how his unique style, punctuated

by fresh and lively commentary,

(July speculate; perha|DS the parent com-

pany, American I iiser (kimes, sim|)ly

decided to channel all of its resources into

their line ofgames for girls, called 1 IKR

lNTF.R'\cn\i':. If so, the irony is that card

games, especially good ones such as

QQP designs, arc among the games most

played by females of all ages.

All ofwhich makes the release of

QQP’s newest card game irackage, CARf)

Pi.A’ilvR.S IAradISI':. billenswcet. It’s obvi-

ous from the spartan packaging that this

was a low'-budget project, which belies

(he modest advances in documentation

and layout— there’s even an index, almost

unheard of from QQP. Moreov er, while

the explanations of niles have the .seem-

ingly inevitable QQP holes, the co|)ious

examples of play arc lucid enough to help

you learn (he more exotic games includ-

ed.

ACE HIGH OR LOW?

'Ihe real winner here is Rummv 50(1:

easy to learn, hard to master, it brings back

memories of endless Rummy games

plav’cd on long winter nights. Quick, nat-

ural and fluid. Rummv is quite good

either versus the computer nr via modem,

can make you a better player

regardless of your playing level.

You Don’t Know Jack has

become such a big hit for

Berkeley Systems that they are

releasing an add-on pack of addi-

tional questions for a street price

of around $15.
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MIND-MELD Even the decent computer opponents

can’t save Card Players Paradise from the Land Of

Lost Tricks,

ft i i i—
iiml laiitcnis— more on this Lifer— lo acKaiice. 'i\])iaii

ofQQPs “canipaigii games,” this is eiijcnabic at first. But

after t!ie first couple of times, it fades, unlike, say, the

eminently replayable SoLi'lAIldr'.s JoinrNia, \\1iy, for

example, do vou win lanterns In w ander through a city

ma/e, here e\er\- bit as infuriating as any needless maze

from an adxentiire game? W'ouldu’t a simple 'ibp 10 rank-

ing or medal-winning system. a.s in Bkiix'.I ', OnAtPlAD,

have worked belter?

In the end, CARf) PlAYKRS PARAniSK is a microeo,sm

for QQP: some annening bugs. (\]dos and tepid knout

make \'ou think it was mshed through development;

wor.se, the game, despite some fine moments (such as

Rummv), really lacks that remarkable mix of play-balance

and sheer jo)' of gaming w'liich once delined QQP prod-

ucts. If this is the slate to which Bruce Williams and Co.

are lo be redneed, ])erhaps its belter that they move on. It

.\meriean 1 ;i.ser Carnes has any sense. the\1l release an

SVGA W indows yS \ersion of S( il.riAIRi'l's )( )i iRMA'. and

maybe include Bridge GKinpiad and Kummy on the

same CD. That would certainly be a more fittiiig legacy

for QQP than Carh IT.\\i:ks Dkskrt— I mean

P.\R\ni.Sh;. ofeonrse.%

Boy. are the computer oppo-

nents aggressive in Card Players

Paradise! Playing it too close to

the vest in Rummy can leave

you behind in a hurry. But don’t

despair; just play more tricks as

three and four-of-a kind, which

wiil frustrate your silicon oppo-

nents—who prefer (like my late

great-aunt Dora Mae) to play

long "melds" of a series

(2. 3.4, 5,6 of hearts, for exam-

ple), As the Al gets closer to

going out, it tends to discard

high cards. Patience usually

rewards you with a high spread

of aces or face cards.

An alternative method to win-

ning in Rummy can be to sim-

ply hold cards, only placing

them when you have two or

three runs. The advantage is

that your opponent has nothing

to play off of, but if you get

caught with all those cards!... I

would use this strategy against

a human only via modem, and

only if I were way behind.
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^i'ADrrjO'l

FoETTMcJ
AN OLD WORLD Ti

A NEW WORLi

‘95 HARVARD CUP L
,

COMPUTER CHAMPION,
oiitscoreti Chessmaster 4000,nw'

M-Chess Pro & Socrates f

Designed

for Windows 95

Most powerful

chess engine

analyzes 3 times

more moves

Extensive library of over 740

Fischer games, plus 46,000 j

historical chess games

TECHNICAL REQUIREMENTS;
466 DX33 I'ecommended, 4 MB RAM.
Mouse. 256 ColorVGA Graphics Card

DOWNLOADABLE DEMO AVAILABLE ON OUR WEBSITE!

http://www.imotion.com

l•MoTlON, Inc.
626 Santa Monica Blvd., Box 4 1 7, Santa Monica, CA 9040

1
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REVIEW • ENDORFUH

1
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r miKs'

Price: S29.95

System Requirements:

IBM 486-66 or better

processor, Win 3.1 or

Win 95, 8 MB RAM.

SVGA graphics, 2,5 MB
hard drive space, 2 x

CD-ROM, Windows

compatible sound card,

mouse.

Protection: None

Designer: Onesong

Partners. Inc.

Publisher: Time

Warner Interactive

Burbank. CA

(800) 482-3766

Reader Service 337

Don’t Be Square
I’m Good Enough, I’m Smart Enough, And Doggone It, Edople Like Me

by Charles Ardal

I

’m suqjrisccl llnil

more com])iilcr

games don’t turn

out like

KNlX)KiaiN,

given that most

of them come

from California.

It’s also a good

thing; 1 can’t l)c

lire only one who finds

New Age philosophy

hard to swallow. I')aily

affinnations and com-

puter games mixalioiit

as well as Beef

Wellington and Jell-C.

Ifh'.rno Riil)ik{ofthe

cube) and SNLs self-help guni, Stuart

Smalley, designed a game together, they

might come ii]) witli a similar product.

Wdiile you maneuver a multicolored cube

around the playing grid, IsNnORh'UN bar-

rages you with “motivational” messages

.spelled out on the screen, muttered over

the soundtrack, and inserted subliminally

into the music. Wliether IsNIxiRiaiN

included pearls of wisdom siieh as “
1 am

free of dependency” and “1 love ms'self

the way 1 am” to encourage or to distract

players remains open to speculation.

You can axe the subliminal messages by

turning off the music, suffering no great

lo,ss cither wa\’. You’re stuck with es’cr)-

thing else.

Wdiat does all this mushs’self-lo\ e ha\ e

to do with a Rubik-style [Mi/yle game?

Nothing, But ifyou want to play the

game, you better get used to it.

PUT THE BEST FACE ON IT

You move the cube around the grid by

turning it end over end in the four basic

compa.s.s directions. Rach time you turn

the cube, a different color appears on the

exposed face. After starting a given level.

colored sc|uarcs begin to randomly popu-

late the mostly l}are grid. You must direct

your cube so that the lop face show,s the

same color as an occupied scjuare.

Succes-sfully landing on a colored “block”

w ill remove it from the gnd and allow' you

to continue your progress.

Play continues until the timer runs out,

the eoloied blocks trap your cube into an

ii iesca|)ablc position, or you clear all

blocks from the screen. Depending on

w'hich of the three variations you choose,

you can score points for remo\ing blocks,

clearing a grid c|uickly, or length of play-

time.

Although simple. RndorI'IJN doesn’t

have the Inqjer-simpticih' of the best puz-

zle games, likeT'iciKiS. But it Irecomes

addictive. Wdiat starts out awk\s'ard quick-

ly becomes intuiti\’e. Once \'OU can mo\'c

without consciously calculating the

scs|uence of tunrs necessaiy' to land on a

given block, roaming amund the grid

becomes quite enjo)"ab!c.

SOUND OFF

linjoyable, that is, until a level ends,

and we’re back in fniitcake land. 'Tour

body functions perfectly,’’

the computer tells me.

Oil, )-eah? 1 have a cold.

‘Tour bod\’ heals itself."

“Bite me,” 1 say reach-

ing fora Kleenc.\.

“1 create joyous cre-

ation,” it whispers sublimi-

nally. “! forgis'c myself 1

am divinely guided. 1 cre-

ate miracles.”

1 think not. Wdiat it cre-

ates is the tjueasy sensa-

tion ofbeing indoctrinated

by thccmncliiest of all

granola factions.

“lam divinely guided?"

“1 choose life?” 1 low

would the well-meaning souls behind

Endorfun feel if their right-wing counter-

parts marketed a game containing .sublim-

inal messages such as “I accept Jesus as

my personal savior,” “1 choose right-lo-

life,” or “1 draw' piide from the su[)remacy

ofmy race?”

“Oh, but that’s different," they’d cry.

Sure, just like your left shoe is different

from your right. 'Ihc shoe would just be

on the other foot.

Game designers .should .slick to design-

ing games; If there is an appropriate place

for this fccl-good dogma, it’s not here.%

^APPEAL: If you insist on light

games with a “message,” this might

be your cup of herbal tea.

FPROS: Simple to play, and it grows

on you once you master the basic

moves.

^COHS: Psychedelic background art,

bongos on the

soundtrack, levels

named “Kaima"

and “Flower

Crystai”...all this

and subliminal

messages, too!
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From your Catalog Superstor
for Games and Accessories!!

8mb SIMM $
(2x32) 72-pln

^

Call The PC Zone for

^
our complete line of

memory upgrades.

Baywateh
Companion ” #41
Bring the cisi from

llie .show to yoiii’ compiilor

screen with screensavers ;uk1

nearly an lioiir of live-action

video tiii)s, Byi'on I’reiss

Wft26092

A'-

MechWarrior
Expansion Pack

_ Strap into iO exclusive

BattleMecIi chassis, employ

additional weapons s^^tems,

:md launch into o\’er a

dozen new' missions!

AcUvision 0^27857
DII2J7J3 MechWarrior 2 S44.98

Robot City
* Solve a murder mystery on

a distiuil phuiet w'here an

experiment Inis inn amok,

someone h:is been killed,

andj’o// lU'e die suspect.

Bvron Preiss W#88668

Phantasmagoria
ilie most frighteningly lieliev-

able adventure g;uiie ever

created! Includes featiire-

fiini acloi's and the most

film footage ever included

in any game.

LSieira 1)1125216

Mile High Club/
Phoenix Joystick
Bundle
You’re in for die flight of your

life! Get eiglu top flight simii-

,.'d httoi-s, plus a jet-sriie joy-

{ slick widi built-in

and indder

UU \ control. Velocity/

Miuiced Gravis #30861
II252^7 Mik-lliiiliCliih $19-98

I’liofiiixloyMick $94.98

#30323

Get 2 FREE titles and
Save $$ on more titles!
If you purchase this CD-ROM drive:
Receive U.S. Adiis 6 FREE! #28891
Receive World Adas 6 FREEl #28892
Get Al IJnser, Jr, Araide Racing for $9-98! #26085
Get Grolier 1996 Encyclopedia for $14.98! #26072

Launch CD-ROM
with any purchase!

Tlie pi'emiere

interactive

enteitainment

CD-ROM!

Liunch brings

new music,

movies, comjiuler games and iuiima-

tion to life using die latest in multime-

dia technology. See for yourself!

Call The PC Zone!
1-800-419-9663

CALL FOR A

24 hours a day, 7 days a week!
Most orders ship

the seme day!
(hihl cjnb uiv nil du;{»] unit iheonlcr e Juppcd MiM [rodiicF.'iiip ihe sanir tin

!nr uimijju Jilnny hdofjsshipfniwtinighiaJTIbrtlKErS'pouncisanJSI for

uidi akblfonil pound or \ti It'S ^ntxind Cil! ix immilionnl dipping rjic-. IVising
anil luikllin}; $-1 |a.t onliT. Rrumti sibioa id a nraoddng foe. Pniffi mi produa a^ai)-

alulin .-iibiio bi dunge nodee ^x?dab and promobons mat he toutal lo Mod
cm land. .Vil nr^vn^' foir nrvn..

0 IVX' .MiillJii' Zcinij. iiiMiuuunsi All nglus n»
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Match Play
Scrawny Set Will Garner More Respect Than Enjoyment

by Charles Ardai

Price: $34.95

System Requirements:

PC compatible 386 or

better, Windows 3.1 or

Win ‘95, VGA graphics,

2 MB hard drive space,

mouse; supports

Sound Blaster and

compatibles-

# of Players: 1-10 (hot-

seat and modem)

Designer: Mercury

Software

Publisher: Set

Enterprises, Inc.

15402 E, Verbena Drive

Fountain Hills, AZ
85268

(No telephone orders)

Reader Service if: 338

B

eware ihc scrawny guy in

the pool hall, the one with

coke-bottle lenses, .sloping

shoulders, and hands that

took like they’v'C nev c]' held

a cue. Same thing

here: beware Sl'f.

I^nrclv has a ganie

looked scrawnier.

'Ihe.sclf-pubii,shed

brainchild of a one-time geneti-

cist, Sprr has ‘'amateur” written all

o\’er it. Tlie screen shots and logo

on the box are out of focus. 'Hie

game’s soundtrack is a mishmasli

of audio clip art: a New Age fan-

fare when you start the game, an

exuberant 'Yeah!" when you do

sometliing right, a gurgling

“/Viargh!" when \'ou do some-

thing WTong. 'Hie screen lay out is

remarkably plain, even for a com-

pufcri7X‘d card game, 'ibe w hole

thing looks as sturdy as a wet

piiiata, and roughly as much fun.

shapes, striped shapes, and open shapes.

It’s difficult holding all four characteris-

tics in your licad at once, especially when

you can’t make a set out of two cards that

match and a third that doesn't. You may

Sl'tl' is really, really hard. Unless you

enjoy delecting quadravariable patterns at

a glance, you’ll get frustrated. And 1 sus-

pect, even logicians and the mathemati-

cally inclined will respect St-jr more than

ComputePlayer 1

READY...SET...

riow hard can a game be

when it loob so fliiusy— c-spe-

cially w'hen it only has one nile? Well,

here the nile is that you have to select sets

of three cards out of twelve showni on the

screen, such that each of the cards’ four

characteristics— color, shape, number,

and shading— either match or don't

match.

‘‘Match’’ means that a gis en character-

istic is the same on all three cards: for

iastance. that all the cards feature green

shape.s, rather than red or purple .sha[K;,s;

nr that all the cards feature ovals, rather

than diamonds or sc|ui^les. “Don’t

match" means that a given characteristic

is different on each canl: for instance, that

the cards feature one shape, two shaiDcs,

and three shapes, respectively, or solid

POLYAGONY Challenging but unfriendly, this game seems aimed more toward the Mensa “set"

than the puzzle/classic gamer

find three cards that arc all the .same color

and all have three shapes, but notice too

late that hvo of the cards feature dia-

monds while the third features ovals. As

they,say..Aiargli.

Making matters worse, the computer is

watching over your .shoulder, picking out

ll le sets for you as a timer licks aw'ay. Obri

ma\ also have a human opponent, either

hot seat nr linked in by modem, racing

with \ou to find the sets.) Stare for too

long at anv one arrangement of cards and

vou feel youropportunih' slipping away.

You can’t afford to panic, since that’s when

the cards .start dancing before your eyes

and you start picking false sets, one after

another, losing a point for each mistake.

they enjoy it. Persmially, I left feeling like

something of a wet piiiata. I'br those who

cherish that feeling, SKI proddes it in

siJades.S

^APPEAL: Only for die-hard fans of

the puzzle pages in Scientific

American.

^PROS: A tough symbol-matching

card game with enough play varia-

tions and subtlety

to earn your

respect.

CONS: Difficult

and visually plain,

lacks the spark to

make it much fun.
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(figure 1)

f
'THE HEFTY ONE
ABOVE WILL GIVE YOU THE REAL

ARCADE EXPERIENCE AT HOME—AND A QUICK TRIP

^
TO THE CHIROPRACTOR. THE SLEEK, LIGHTWEIGHT MODEL BELOW—

_
FULL TILTI PINBALL—ALSO DELIVERS THE 3-D, MULTI-BALL PINBALL ACTION YOU

CRAVE, while saving your back (and a pocketful of quarters). With Full Tiltl, new

for Windows® 95, you're bringing home three different tables—all with real ball

movement, real sounds, and really cool zipper flippers. So pick up Full Tilt!,

' '

real, tournament-style pinball made easy, (Weight belt not required.)

Featuring Space Cadet

as seen in the Microsoft® PlusI

companion for Windows® 95

Avoilobie For Windows 95. Coming For Macintosh, © 1995 Moxis, Inc. All rights reserved. Full Till! is o Irodemark
and Moxis is o registered trademark oF Maxis, Inc. All other trademorks or registered Irodemorks are the property oF
their respective owners. For product or ordering inFormotion, contact your local retailer or coll 800-33-MAXIS. Visit

the Maxis Web Page at hllp://www,maxis.eom.
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.^SHI^’ve explored new dirtienslons?’'''ffliilS*ii^6ve the detail, but gamers

riddles, outfought master will be hooked by its strategic depth and

gpiilfilt on computerized battlefields, limitless possibilities. You’ll even learn a few

Now ^t ready to go against the ultimate tricks to take to the lake,

foe; a cagey, stubborn, 61b. lake bass. So get hooked on Trophy Bass today.

You don't need to be a fisherman to See your local software retailer or to order

enjoy the challenge and excitement of pro direct, 24 hours a day, seven days a week,

sport bass fishing with Sierra's great new call 1-800-757-7707. Visit us at: http://

simulation. Trophy Bass'” www.sierra.com, AOL, or CompuServe.

Endorsed by

Bass Anglers

Sportsman

Society



GEORGE JONES • SPORTS

fii NBA

Live '96

boasts the

same revolu-

tionary

graphics

engine used

in the latest

release of

NHL

Hockey m m

NBA Kicks
in 1996
Electronic Arts Makes The Best Hoops Game,

NBA Live 95, Even Better

In the non-interactive demo of

Front Page Sports Baseball ‘96,

a photograph of one of the stadi-

ums includes a billboard with an

advertisement for "Front Page

Sports Basketball ‘97." Sierra

[neither confirmed nor denied this

[project, but we were able to

squeeze them into saying “if we

did do another FPS title, it would

be basketball."

Mindscape’s NCAA Football title

has been bumped into the late

1996 time-frame. The develop-

ment team "really wants to get it

right," so they’re going back to

the drawing board to ensure this

promising college football title,

which will include most major

NCAA football programs, meets

its potential.

On the subject of football, John

Madden Football for the PC, by

EA Sports, has also been moved

back, to the April time-frame.

Electronic Arts is also close to

releasing a course disk for PGA

Tour ‘96. The New course disk

takes you to the Links at Spanish

Bay. Check for it in the early

spring.

baskctb;ill

game w’c

could

It should

conic a,s no

siiqirisclhat

even as NBA

LiVKhitlhc

best seller

charts (phe-

nomenal for a

sports game),

Klectmnic

y\rts w'as

ahead)’ draw-

ing lip a

sequel. I'br

fans of [‘^ Sports games, tiiis conies as

even lc,ss of a suq^iTse (how many years

has John Madden been in cvoliilion

now— four, five?). Bill this sequel is a far

cr)’ from your slandard “iipdale the play-

ers’ stats, and tweak the code" update.

NBA Ijvi'. ‘96, as those Manwich com-

mercials used lo .say, is something meatier.

YOU SAY YOU WANT A

REVOLUTION?

NBA I
'96 hoasls the same res’olu-

lionar)’ graphics engine used in the latest

release of NHL I h K:KI'ri’. ’Ihis means a

three-diincnsional court, w ith multiple

\ iews from five ditfereiit camera angles,

'lini can e\en play from an on-thc-court

he sight of

a grown

manciying

ain't pretty.

Or even a

grown-up

little boy.

Bui I con-

fc.ss lo tears

of ioy

when KA Sjxirts’ conversion ofNBA 1 ,l\T'.

‘95 to the PC plalfomi hit m\’ hands last

spring. Kor too man\’ years, basketball

games on tlic PC had been a \ ast waste-

land. NBA Li\t; ‘95 was the \ irtual

promised land. Great grajihics and a

game))la\’ model that felt more like bas-

ketball than an\’ game I've ever played

made this title a runaway smash.

I ,ike the initial release (and subsequent

sequels) of its hockey counlcrixirt, NHL
HockI'T, NBA I .ivr; had its fair share of

problems— faulty Al and fairly usele,ss

high-rc.solution mode arc two examj

But the action was so refreshingly enjoy-

able that it was easy to overlook these

flaws. Being able to Play ’^llie Game is

w'hat it’s all about, and here, finally, wns a

MARCH 1996
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GEORGE JOKES

pcrspcdivc (nol easily, Ihniigli). You

bwitcli pers|)etlives on Ihc fly by hitting

kcNS 1 llirough 5 alop your kc)'boarc]. To

sAvileh between Sky Cam 1. 11 and III you

hit
“2’'

multiple times. Some perspectives,

rnueh like in 1 loCKlX are better suited for

gameplay— I still lia\'en’t figured out

which I’m most comfortable with— while

others arc more a]Dpropriatc for reliving

those high-flsing, '‘best-of’ moments.

Besides looking good, one other bonus

of the new camera angles is that, for the

NB.A Li\t: veteran, it takes a little longer

to ma.stcr the action, increasing the lifes-

pan of the game.

C )thcr graphical dements besides the

on-court perspcctisc ha\c cliangcd as

well, iluee dilferent re.solution modes

{320 X 200, 6-tO X 320, 640 x 480) ate

included, although you’ll need a Pentium

for the highest re.solution, which is gor-

geous. As of the prerelease version wc

|)layetl, however, the players were suq^ris-

ingly block)' in the more close-up view's—

much more so than their I locKtY coun-

terparls. But their animations arc amazing

(not that the)' weren’t amazing before).

Tip-ins, spin dribbles and several other

new mo\'es will blow gamers aw'a\'.

BASELINE DRIVE

NBA l-IM'l’s action, of course, remains

to|) notch. lv\ Sports listened hard to fans

PlantTrees forAmerica

Trec.s provide food, shelter, and

nesting sites for songbirds

Trees increase property

values, and make our

homes and neighborhoods

more livable.

Trees help con.servc

energy. They cool our

homes and entire cities in

the summer, and slow cold

winter winds. Shade trees

and windbreaks can cut

home utility bills 15-35%.

Trees clear the air we breathe.

'I'hey provide life-giving oxygen while

they remove particulates from the air and

reduce atmospheric carbon dioxide.

America needs more trees

The United States has lost a third of its

forest cover in the last 200 years.

Our towns should liave twice as many
street trees as tliey have today.

We need more trees around our homes
and throughout our communities. We

the Arbor Day Foundation.

Your trees will be shipped
postpaid at liic right time for

planting in your area, February

through May in the spring or

October through mid December

in the fall.The six to twelve inch

trees arc guaranteed to grow, or

they will be replaced free.

To become a member
and to receive your free

trees, send a $10 member-
ship contribu-

tion to Ten Blue
Spruces, National
Arbor Day Founda-
tion, 100 Arbor
Avenue, Nebraska
City, NE 68410.

Join today, and plant your Trees

for America!

The National
yArborDayFoundation

need more trees to protect our farm fields

and our rivers and streams. To provide

wood for our homes and a thousand

products we use every day.

10 Free Trees

Ten Colorado blue spruces, or other

conifers selected to grow in your area

will be given to each person who joins
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of ihc ‘95 version and have made this ver-

sion even more intuitive, easy to use and

fun.

'Hie gameplay is basically the same—

you control the man with the ball. One

button pa,s.ses, one button shoots, and the

turbo button makes _vou g<j real fast. Ne\s'

features include Quick Pla\s, which allow

you to call offensi\ e and defensise pla_\s

on the fly, rather than waiting for a dead

ball. You can even succc.ssfull\ call for

intentional fouls now.

NBA.COM (http://www.nba.com) is a

marvelous site put together by the

National Basketball Association. It con-

tains profiles for every team in the

league, AVI files of your favorite players

in action, and full season and career

’

I he Artificial I ntelligei lee, one ofNDA
1 -ivi'. ‘95's weakest spots, has also been

im[)roved significant!)'. lAicl-of-gamc

breakdowns, like diibbling the ball for a

full 20 seconds before shooting when

down or taking lay-ups when down three,

ha\e been eliminated for the nio.st part.

And FA Sports is promfsing a much moie

challenging game of computer hoops,

'ihe game did .seem harder than before,

but its too early to tell whether that’s

becau.se of the new graphical engine or

an impros’cd Al.

Gravis Grip support has been built in.

statistics on most players in the

league.

Rotisserie league fans should check

out the SmallWorld site

(http://www.smallworld.com/), a fanta-

sy leaguer's dream come true. This

site has fantasy sports leagues for

most major league sports as well as

hockey.

This means that up lofour plaversean

play simiilla!ie(>u,sl)', each with yourown

joystick, with the Oavis Grip module.

Other cnlianecmcnls iucludea new

free llirow model (the cro\scl comes into

pia)’), shot .summaiy diagr.im,s, power

dunks, the abilily lo erealc eirslom ])la)’ers

and animated plav diagrams, and the

Vancouver and 'ibronlo expansion teams.

BACK TO BACK

Wlh NBA I .IV'K being the onl\' game in

town, it would have been enlircK’ loo easy

for the folks al lv\ Sports to rest on their

hiiirels, make a few minor tw eaks to the

game engine and call it a da); This aggres-

sive pursuit of cxcelience is commend-

able, and illustrates why, when il comes lo

computer (and \’ideo) sports games,

liic)’'re the last woixl.

1
pla) cd an 82-game .season in N13, \

Lim: ‘95 faster than humanlv pos,siblc last

.sca.son, I xioks like Hi be pkn ing through

c\'cn faster this year. ‘t

You WAKE UP FROM A DREAM-A
VERY BAD DREAM-TO FIND

YOURSELF IN A TRAILER WHERE

NOTHING SEEMS TO WORK QUITE

RIGHT, One thing you know

FOR SURE, A COLLECTION— - AGENCY HAS HIRED A THUG TO

j J EXACT PAYMENT FROM YOU, AND YOUR RICH UNCLE

I \ PROSPERO has MYSTERIOUSLY INVITED YOU UP TO HIS
MASSIVE ESTATE, BUT CAN YOU REACH HIM AND GET

THE MONEY YOU NEED IN TIME?

Travel through nine stunning environments and
INTERACT WITH INTERESTING-OKAY OBNOXIOUS-

CHARACTERS on your way to winning YOUR

j

INHERITANCE IN CHAOS-THE INTERACTIVE FANTASY

Jiij ..Xi ADVENTURE GAME BASED ON CHAOS THEORY,

^ c H A 0

:A
I

I

s

I

r
\

...THINK YOU'RE UP TO THE CHALLENGED

ml HarperCollins |7»tenictzpe]

http://www.chaoscdrom.com

Available for Windows® and Macintosh® at a retailer near you or by calling 1-800-424-6234

Circle Reader Service #98
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SHIP BASKETBALL ON PC C

BEHER PERFECT YOUR
MOUES, ’CAUSE THERE ARE

63 NCAA CHALLENGERS

WHO WANNA GO, TOO.

ro THE DANCE?

L^>4WRV.niun>

V'AATuuJ’nejr

,L<rail TuUfllt}

analyang slats, developing game strategies, and

recruiting prospects, you gel into the action, too.

OPTIONS MAKE THE DAME MORE REALISTIC.

Coaches pace the sidelines when the score’s tight, i"'[\ You can choose between exhibitions, reg^ sea-

son games, or tournament play—from 2-min. to 20-

min. halves. And control tempo, pick the rules, and

decide who’s a walk-on and who’s an All-American.

Pl?S>Game I— MSCTMLU

It’s a college dream come true.

It’s about adrenaline. Bragging

rights. And wall-to-wall basketball.

Welcome to tlie niiwana of college

hoops. Tire Big Dance.

Tlie NCAA Basketball

Tournament.

It’s 64 of tlie top

Division 1 teams in tlie counhy. Playing

in tlieir own colors. In tlieir own arenas.

With all the excitement of tlie college

crowds and rivalries built-in.

And artificial intelligence so

advanced, your players’ skills actually

improve as they go from true freshmen

to savvy seniors.

Consider tliis your official invitation.

An “at-lai'ge” bid to the celebration they

call Mai'ch Madness".

Lace up your high-tops, Cinderella.

’Cause you’re going to the dance.

Entertainment

DOWNLOAD A FREE DEMO OFF OUO
WEB SITE AT HnP://WWW.IM.GTE.COM

©1995 GTE Vaniuge lotoiporated, All Rijhti Reserved. Hie GIE logo is o registeied tiode-

motk of GIE Cr^otiori. The NCAAond tiie NCM logo ote icgisterd Itodemoils of the

Nafional Collegiote Athletic Association and used under kense bi GTE Inleioctive Medo.

SEE YOUR LOCAL RETAILER OR ORDER DIRECT BY CALLIHC

800GTE-T0DAYCircle Reader Service U244
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REVIEW • FROHT PACE SPORTS FOOTBALL PRO '96

Winner And Still

Champion
Frontpage Sports Football Pro ‘96 Continues Its Dominance,

But Age Is Taking Its Toll

Price: S59.95

System Requirements:

486 66MHz (Pentium

recommended), 8 MB
RAM (16 MB recom-

mended), SVGA graph-

ics, 10 MB hard drive

space: 2x CD-ROM
drive; supports Sound

Blaster and compati-

bles.

# o1 Players: 1-2

Designer: Oynamix

Publisher: Sierra

Bellevue, Washington

(800) 757-7707

http://www.sierra.com

Reader Service #: 339

Dennis McCauley

O

ack in tlie din's when (he

New York 'lankee.s' domi-

nance of the diamond was

ahsolutc, a sports pundit

uTOte that rooting for this

team was like cheering for

U.S. Steel. Iliat’s because,

muchlikcacoqwrate

giant, the methodical men

in blue pin stripes steam-

rolled the opposition year after year, 'lliat,

of eoursc, was long ago. A .similar situation

c'xists today in tlie realm of pro football,

and I’m not talking about the San

I’rancisco 49crs (certainly not anymore)

or the Dallas Cowboys, but l‘'R(Wl' Pac:I'.

Si’OlU'S Foo-fBAl.!. Pro ‘96, a title that has

nin circles around its competition e\'er\’

fail since its release in 1992.

'lliis year, iinfortunalch’, nothing’s

changed. No other gridiron offering has

risen to Poo’iMLl, Pro’s challenge, and

the 1996 version still leads the pack. I say

unfortunately because competition is a

good thing— there’s no bi^er incentive

than one or two competitors nipping at

vour heels.

kel./\ndthe c|uality

of this )
car’s s'crsion

will come as no sur-

prise to gamers who

enjoj ed last year’s

version, which

earned five stars on

these very' pages

and has been Sports

Game of lire Year

for 3 yeaR mnning.

But here’s a tough

c|uesfion; ifyou’ve

already got the '95

edition, do you really need '96?

WHAT'S OLD IS NEW

Like its older siblings, Pro

'96 offers gameplay options .such as exlii-

bition games and single .season or career

league play. Players can choose to act as

coach, general manager, or both. Or you

can grab the joystick and hit the field—

and s'our o|j|)oi lei its— yourself.

Oil a disap])oinling note, modem play

once again dkhr’t make the cut. 'Iliat’s too

KICKING IT FPSFP's kicking games are a little skewed; there are way

too many missed field goals and punt return touchdowns, and no kickoff

return touchdowns.

SACK ATTACK! High-resolution graphics mean you can really

feel the hits in Front Page Sports Football Pro ‘96.

bad; mosi of l'’PSk’P’s changes are evolu-

lionaiy, ralhcr than revolutionary, and a

well-done modem option would have rat-

tled more than a few cages on the sports

gaming scene. If you want online football

action, it’ll have to be UNNKCt:ss.\RY

Routa INI’SS ‘96 or the Imagination

Network’s version of l-’RON'i' Pac:I'; Si’OR'iS

lUKnBALI.PRCT.

If you ])layed FPSFP ‘95, you’ve seen

the bulk of what '96 has to offer. 'Hie

interface, league management tools, play

editor, coaching profiles and game-

play remain largely unclianged.W'liile

Sierra touts improved artificial intelli-

gence routines for quarterbacks and

offensive linemen, veteran jMayers will

mostly notice improvement in the

graphics, and uh, well, the graphics,

‘or a more realistic look, (he FRONT

’aGK Sl’OR'l’S team utilized motion

capture tcchnologs' to digitize the

movement of real players, 'llic result?

FoaiRM.!. Pro ‘96 is the best-looking

football game yet to emerge fnrm the

tunnel.

Of course, footballs take crazy
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Throw in full

^rnera views

local retailer or

call 24 hours:

1-800-695-GAME

(U^. and Canada).

ACTUAL GAME SCREENS: Experience real race cars arouni real tracks against rent drivers!

Licensed by FOCA to Fuji Television. 01995 Spectrum HoIoByte. Inc. All rights reserved. . .

Spectrum HoloByfe is a registered trademark of Spectrum HoloByte, Inc. All other trademarks are the property of their respective holders.

Circle Reader Service ff 157 -
'

Call 1-800-771-3772 for

information on Game Ratings.
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bounces, ;n id so, appiircnlK; tlo

football giinic aninicitions. Bail

carriers on occasion ap])cav clow'n

by contact inside the five-yard

line, but somehow still manage to

score a touchdowTi. /\nd occa-

sionally a rumble recover)' by a

team will be completely disre-

garded. I thought the replacement

officials were in the NBA...

In general, though, the on-

screen action in KoO'tiiAi.i, is

quite consistent with play results,

and has the fast-paced look of real

NFL action.

new' viewing angles v’on’ve created.

Coaches can sav'e and .sw ap high-

light films, and the game also pro-

vides a screen ca()tiire utilitv which

saves the images in BMP fonnat.

T
aking the Swami cap off of

Chris Berman’s (of ESPN

fame) head and putting it on

the dome of Front Page

Sports Football Pro '96 proves one

thing: neither is any good at predicting

what will happen over the course of a

real NFL season. One mark of a good

simuiation is how authentically it

replays seasons. Here FPSFP ‘96 did a

reasonably fair job, Two huge surprises

were the Carolina Panthers (!) making

the piayoffs, and Tampa Bays’ surpris-

ing pl^ff run—they made it in with an

8-8 wildcard record and managed to

upset the Dallas Cowboys in the second

round of the playoff. San Francisco

cruised into the Super Bcwl by blowing

out Tampa B^, and Miami did the

same by crushing the l^nsas City

Chiefs. 49er fans might get some con-

dolence in the Front Page Sports Super

Bowl. Miami couldn't hold onto a 6-0

halftime lead (blame a crucial third

down pass interference call in the

fourth quarter) and lost to the 49er's,

7-6.

The Green Bay Packers? Didn't even

make the playoffs. Guess Brett i^vre

can’t light up the league every year

STRONGER THAN A 300-P0UND

LINEMAN

I'br some however, the l''()(yiR.\I.I, PRO

season may get off to a rocky .start. Some

users liavc reported soiukI pi<)l)lcms, like

missing crowd noisas and .sound effects.

Otliers have been plagued bv mouse diffi-

culties. And after completing iny first .sim-

ulated Super Bow'l, the program asked if I

wanted to see the championship anima-

tion. 1 siiid yes, but the

game said no, crashing

back to DOS and tak-

ing Super Bowl results

and statistics with it. To

their credit. Sierra has

quickly released a patcli

that addresses a num-

ber of issues. Still, this is

a disappointing opening

drive for a game system

that has .set the standani

for football sims in

recent )'ears.

ZOOM LENS The CAMS system allows unlimited camera

angles on the action, but also reveals some flaws in the

high-res visuals.

more realistic resnils, but can lake ten

minutes or more per game, making a sea-

sonal replav' a |)n)jecl for a long weekend

(on a Penliiii n-66, an lioiir per week wus

tlie nonn).

Tlie game’s trade Al seems miicb

improved over last year. No longer will

computer opponents swap their slarling

halfback for your backup punier. Trades

are still on a one-for-one basis, so if you

were planning on swinging Ihat block-

busler mnltiplaver deal, you’re out of luck.

COMMISSIONER,

COMMISSIONER

1-lappily.FPSFP’s

league pla)'.still works

just fine. Carnes can be

played or simulated,

with sinuned games

available in two flavors.

Fast sims zip by in a

hearlbcal, but their

speed is purchased at a

price of .statistical accii-

rac)’. Slower sims \ield

CAREER PLANS

h’C)OTlL\l.l. Pro vets know' that career

leagues fonn the heart of the game’s .sy's-

Icm, and this aspect remains a w'inner.

Pick your franchise and put your draft

strateg)' to work, carefully building a

d)inist)' (you hope). Send your plav'crs to

camp, alloeaiiug Iraining time to dev'clup

the skills that you think arc the kev'S lo vic-

tor)'. Make trades, sign free agents, and

put no-taleni stiffs on the waiver wire.

Tlicn play your season schedule, and get

ready to do il all over again, replacing

retired pla) crs and combing through the

rookies and retreads available in the col-

lege and supplemental drafts, foist year’s

problems with the draft ptxil appear lo

have been rectified, with a sufficient num-

ber of players available to flesh out rosters

and make up for player attrition,

CAMS (Camera Angle Management

Svstem) still allows you to enjoy k’PSFP

'96’s marvelous graphics and aiiiinations.

'Hie ultimate in viewing systems, CAMS
allow's eoaclies near-infinite flcxihilily in

watching games. You can zoom, pan and

tilt to your heart’s content, .saving effective

END ZONE PUSH

\Vluil does Sierra need lo do if

they want lo .slav’ ahead of the pack

with future ver.sion.s?Tliat’s open lo

debate, but the aforementioned

modem play is a must, along wilh

perhaps a salar)' cap feature that

would impact team management

much as it does in the real NFL,.

After years of rougl ling up tlie con ipcli-

tion, l''00TR'\i.i, PR(1 cciTainl)' can’t he

considered a diamond in the rough.

Although it’s a tried and true game .svstem

that ha,sonce again beendre.sscdup in

fancy new clothes, an assorlmcnt ol bugs

makes this year's version more like a

flawed Icn-carat diamoiid. \Miiie some

might take Sierra lo task for standing pat

wilh the game’s ba,sics, il’s hard to argue

with a track record as convincing as this

series’.

'llic bottom line is ibis: It you’re con-

sidering Front PacI’; Sports Foothm.i.

Pro '%, don’t expect loo many differ-

ences from last year, aside from the e.\ec[>-

tional graphics. Owners of the 95 edition

will have to decide whclher the improv ed

look is worth the investmenl. First time

bnv ers or owners of older editions, how-

ever. should look MO further than

l'’oaii{A[.t. Pro ‘96. Warts and all, its still

the best of the bunch, by far, %

^APPEAL: For rookies to football

sims, FPSFP ‘96 is a no brainer; vet-

erans might want to think twice—is

the new, admittedly gorgeous, facelift

worth the money?

^PROS: Brilliant graphics, incredible

player animations, game and league

management systems that are tried

and true.

^CONS: Assorted installation diffi-

culties, mouse
control bugs, tem-

peramental game
sounds, not much
other than cos-

metics to distin-

guish it from last

year’s model.
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Price: S69.95

System Requirements:

486DX-66, 8 MB RAM,

2x CD-ROM, local bus

video card and 16 MB
RAM recommended,

SVGA graphics, joy-

stick; supports Sound

Blaster compatible

sound cards

Players; 1 or 2

(modem play not sup-

ported)

Protection; None (CD

must be in drive)

Designer: Gene Smith

Publisher: Accolade

San Jose, CA

(800) 245-7744

Reader Serwce; H340

REVIEW • UNNECESSARY ROUGHNESS '96

Back In The
Running
Unnecessary Roughness ‘96 Rebounds From A Rough 1995 Season,

But Still Has Room For Improvement

by Jim Gindin

I

list season, "Uniicccssarv’

I^Highncss," or maybe c\ cn

"Bnitality" would have been an

appropriate lieadline for this

review. Back then, as sonic of

yon migiil (painfully) remember,

Ac'colade iinicaslied a pretty, but

exlrcmely bu^' action-oriented

football game just in time for the

1994 Christmas shop-a-thon.

1996, Accolade promised, would be a

comeback season for this pigskin title,

/\nd riglil they are.

Oh sure, UR ‘96 still has a lot of

Haws and lacks some polish. There

are misspelled words {Unnecessaiy

Roughness is even spelled wrong

on one penally screen) and the

instant replay interface is as easy to

understand as the control panel of a

DC- 10. The entire passing game is

now chiefly an exercise in futility,

and there are frequent mistakes in

how statistics arc calculated and

credited.

But somehow, despite a host of

problems. UR ‘96 entertains,

cliieny because of its excellent

implementation of the NFL ground

attack. I’ve had great fun putting

together a playbook of my favorite

traps, sweeps and pitches. If Fm
lucky enough to stay away from

injuries and the defense isn’t par-

ticularly strong, I can gain up to

500 rushing yards on about 80 or

90 carries per contest. Okay, so it’s

not exactly realistic. But it feels

realistic, and more importantly, it’s

fun.

GROUND TO A

PULP

Maybe the

reason I

enjoyed run-

ning the ball is

because it is

possibly the

only intuitive

portion of the

game. Or

maybe

because it’s so

darn easy.

Racking up

obscene rushing numbers is possi-

ble, in part, because the defensive

AI is not trained to recognize play-

calling. Even if you’ve run a sweep

on first down 25 consecutive limes,

the computer isn’t any more likely

to cal! a 5-2 stack defense. It sticks

to the selected playbook’s previ-

ously allocated percentages

assigned to each play based on

down, quarter, yardage and score,

and is completely unable to make

such intuitive adjustments. Even if

the correct defense is selected, UR
“96 still doesn’t stand a much

greater chance of stopping the play,

unfortunately, as long as you’re

controlling the ball carrier.

Computer-controlled teams, on

the other hand, can’t use the run

offense as effectively; the ball car-

rier never deviates from the

assigned play path. Even if that

means running smack into the safe-

ty blitz.

1ST DEGREE OFFENSE

The computer teams don’t just

roll over and lose, however. Their

running game, as inflexible as it is,

is not exactly shabby, and the com-

puter quarterbacks can pass, pass,

pass. In some games, these little

digital signal-callers are inhuman.

Just when you think you’re about

to pound one of them into the turf,

they fioat a perfect 15-yard com-

pletion to the tight end, and there’s

not much you can do about it. In

general, they’re that good.

In the last incarnation of

UNNnctissARY Roughness, a safety

blitz proved devastating. It would

completely shut down the run, gar-

ner frequent sacks, and if the quar-

terback did manage to get rid of the

ball, you could always switch con-

trol to a defensive back and fiatten

the receiver, an action that only

occasionally resulted in a pass

interference call.
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PiRi.€^’5— Believe /t orM>t/

A two thousand vear old mvsterv

riddled with dai^er.

Arc you part detective, part thrill-seeking adventurer? You’d

better be! Join Robert Ripley, famed explorer and collector of the

bizarre, to solve one of the most intriguing true-life mysteries of

the ancient world.

Thrust into the year 1936. you uncover a secret plot to rule the

world using an age-old talisman of mystic power. Now, it's up to

you to stop the sinister plan of an evil nemesis. But time is running

bolical death traps and solve mystifying puzzles! Can you survive

up to 60 hours of incredible globe hopping adventure packed with

intrigue and danger?

Explore more than 200 breathtaking and historically detailed

environments. Interact with over 'lO live video characters. Super

VGA graphics, a richly textured soundtrack, and breakthrough

technology deliver captivating realism like never before... Believe It

•I 'J I III mom' -

out! Race to exotic locations, gathering clues or Not!^ Don't miss out on the adventure of a lifetime! Take the

to unlock a 2,000 year old riddle. Defy dia- challenge of this revolutionary gaming experience home!

Available for PC CD-ROM.
Coming soon for Macintosh.

Visit us on-line @
http://www.sanctuafy.com and

find out how you can get a demo
of The Riddle of Master Lu

“...one of those seemingly rare adventure games that manages
to merge both graphics and story..." — Strategy Plus

“Exotic locales, cliff-hanging situations, fast-paced story-

telling. fascinating characters, diabolical puzzles. The Riddle

of Master Lu seems to have it all. " — PC Corner

m
SANCTUARY
WOODS

iTwnl. Inc. Suc'uisr IVo(W9laDiQgltlQrcitllrailoninik and TtirRvRCVMurrnliiDnd Iho Snncluniy Woodi

Circle Reader Service #152
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combat than
Falcon 3.0/’

Avenger, L.A., CA
lignay@lK.netcom.com

'EdceOnTlieBest

Entetljatnmoni

FlightMaster'^ Profile:

• Nationally ranked flight-

sim veteran

• More than 2,000

flight hours logged

• Placed 2nd in Intercept's

National Head-to-Head

Falcon Tourney

Circle Reader Service #240
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TWO IF BY AIR... Beautiful high-resolu-

tion graphics and multiple camera

angles don't make passing the ball any

easier in UR '96.

UR ‘96 addresses this by

decreasing your ability to switch

quickly to a pass defender.

Blocking schemes require less

accuracy as well; your blitzer gets

held up at the line more often,

sometimes bouncing a few pixels

right or left so the block holds,

even though it looks absurd. The

quarterback knows how to let the

pass go just before the sack, too.

In this case, less control makes the

game more competitive. But the

inereased advantage given to

offense makes playing defense a

little less fun—and the scores a lit-

tle higher than normal.

If the computer team simply

passed on every down, it would be

hard to beat. It will, however, stick

to the percentages in the playbook,

and call some runs—even on third

down in crucial situations. Then

your blitzing safety wreaks havoc,

because in UR ‘96 the secondary

rules the roost. Defensive linemen

tackle about as well as medicine

balls—all they do is bounce off

ball carriers. The linebackers are a

little belter, with the top ones as

good as anyone. But the safeties

and cornerbacks dominate. Not

even O.J.’s lawyers could get you

out of their grasp.

Both you and the computer can

lake advantage of the "Oomph”

buiton, a nifty new feature.

Depending on how you set it,

pressing this button causes the ball

carrier to dive, spin or hurdle. This

is a nice addition that creates some

memorable replays.



VISUALS

Graphically. UR ‘96 gets mixed

reviews. It providc.s a smooth,

quality picture with generous and

realistic looking players, with

cleai'ly visible uniform numbers.

Unlike its predecessor, you can see

tackles and certain types of move-

ment. However, the frame rate is

still pretty low. When a pass reach-

es a receiver, the ball simply disap-

pears into the crowd. If the ball

J
ust a.s we did with Front Page

j

Sports Football Pro ‘96 (see !

previous review), we decided to
|

test UR ‘96's psychic pigskin abili-
I

lies by running a simulated season
'

on autoplay. An hour later (com-
1

pai'ed to FPSFP’s weekend), we had
}

the results, I

No surprises initially—Dallas
j

dominated Uie league with a 15-1
I

record. San Francisco, meanwhile
|

stumbled to a 12-4 Finish. DetroiL on
j

the otlicr hand, finished a strong 13- 1

3. Dark horse surprises were the
|

Btlccaneel^ at 1 1 -5 and making the !

playolTs. and ilie Arizona Cardinals
|

at 1 1 -5. Gieen Bay. once again, did-
j

n'l even make the playoffs.
j

In the AFC, Kansas City .suong-
j

armed the league with a 13-3 record,
|

while New England and Indianapolis
'

posted 1 1 -5 I'ecords. Steelcr fans will
|

be Sony to know that in the offen-
'

sively-minded UR ‘96 league, tlieir
[

Pittsburgh team didn’t even qualify !

for the po.st season,
j

Once the playoffs started, howev- !

er, conventional wi.sdom went out
|

the dooi; DeUxiit coasted into the
j

Supei- Bowl by beating San
|

Francisco (48-15) and Dallas (31-
j

20). On the AFC side of the play-
j

offs, it was all New England—they !

blew out Denver and squeaked by
}

the heavily-favored Chiefs (13-12),
'

Ilic Super Bowl was a shoot-out.
|

Both teams traded knockout punches !

ibr four quarters, but in the end
j

Drew Bledsoe's (38-62, 402 yard,s, 4 !

IDs) 42 yard bomb to Vincent
j

Brisby with three minutes left in the I

game set New England on the patli
[

to their 39-32 vietoiy. Bany Sanders 1

was held to only 89 ytads rushing on
|

24 carries, and Scott Mitchell’s 320 !

yards passing were overshadowed
j

by three costly interceptions. I

GOOD NEWS.

YOUR NEW CAR?

mmA
NEW*Car*AsSF. SSMENT* PRO (J RAM*

FlightMaster» Profile:

• 11 years of flight-sim

experience

• More than 3,500 total

flight hours logged on

25+ different sims

• Designer of cockpit

simulators

Circle Reader Service #240



Oiehapi, Harrisburg, PA

alilp@aol.CDm

TirfteOiiTlieBest

Enterteinmcnt

"The best sim
I’ve ever seen,

it’s just like

being there.”

FlightMaster'^ Profile:

•11 years real flight

experience

• Desert Storm

combat duty

• National director of

Falcon 3.0 head-to-head

network tournament

Circle Reader Service #240

PlantTrees forAmerica

T ivo.s provide food, shelter, and nest-

inn lor .songbirds.

Trees increase property values, and

make our liiimes and neighborlioods

more livable.

frees help conserve energy. They
cool our bonie.s and entire cities in the

summer, ami .slow cold winter winds.

.Shade trees anti windbreaks can cut

liomc utility bills lS-35%.

Trees clear the air we breathe. They
provUle life-giving oxygen while they

remove |5arlicuiatcs from the air and

reduce aimospberie carbon dioxide.

America needs more trees

The United States has lost a third of

its forest cover in the last 201) years.

Our towns sliould have twice as

many street trees as they have today.

We need more trees around our

liomes and througliout our communi-
ties. We need more trees to protect our

farm Helds and our rivers and streams.

'I'o provide wood for our homes and a

thousand products we use every day.

10 Free Trees

Ten Colorado blue spruces, or other

conifers selected to grow in your area

will he given to each person who joins

the Arbor Day foundation.

Your trees will he shipped postpaid

at the riglil time for planting in your

area, febriiary through May in the

spring or October through mid
December in the rall. l'he six to twelve

inch trees are guuianteeil to grow, or

they will be replaced free.

To become a meinf>er and to

receive your free trees, send a $10

membership contribution to Ten
Blue Spruces, National Arbor Day
roiindation. 100 Arbor Avenue,
Nebraska City, Nf 6H iI0.

.Join today, and plant your Trees

for America!

/^VThe Natioiiid

vSvArborDay FouncUition

A mm
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PLAYING BOOKIE UR ‘96 boasts a

friendly, easy-to-use playbook that’s

completely customizable.

bounces tirouiid like a leenagcr at a

Courtney Love concert, you know

if is incomplete. If the game paus-

es and the word '‘Interception”

appears on top of one of the

defenders, well. ..If neither hap-

pens, congratulations!—you've

completed a pass.

Not that you’ll be experiencing

this thrill all too often. Passing at

the game’s toughe.st levels is about

as entertaining as the usual Super

Bowl blowout. When you pop into

passing mode, the three primary

receivers arc depicted in little win-

dows at the top of the screen,

Forget about determining wlieiher

the players are open.—the resolu-

tion doesn’t allow for that—^,just

pass the ball and hope for the best.

Making things even harder, on the

toughest level, you even have to

move the receiver to meet the pass.

I tried this a hundred times before

I completed one. and I was so

thrilled with my accomplishment I

didn’t even mind throwing another

50 straight incomplelions.

NOT SO BAD AT NUMBERS

UR ‘96’s slalistical model is

much improved over last year’s

vcr.sion. whicli featured 4,000-yard

rushers and way loo much passing

yardage. Rushing attempts arc held

down by a fatigue system iliat

heavily penalizes those who dare

send Barry Sanders on 15 consecu-

tive sweeps. You can still rack up

the running yardage, of course, but

you have to spread the ball around

a bit more. Computer quarterbacks

are another story, however and can



still abuse the system if given the

chance. They're hard to tackle, and

thus never injured or much

fatigued.

It’s also literally impossible to

return a kick or punt for a touch-

down. or even gain more than 20

yards a return. And the kicking

game is a bit funny. With Green

Bay's Chris Jacke, for example, I

never missed 59-yard field goal

attempts as long as I gauged the

cross wind correctly. But I never

hit a 61-yarder.

UR ‘96 also provides some lim-

ited league function. You need to

play using 30-team leagues and a

17-wcek schedule, but you can

sign free agents when players are

injured, edit players, and create

teams from scratch. There’s even a

salary cap that, like its real-life

coimierpari, affects nothing. Front

PAG ii Sk)RT.s fans will be disap-

pointed at the lack of career

leagues.

The play editing and creation

module is flexible, fairly powerful

and enjoyable,

FROM OUT-HOUSE TO CONTENDER

In all. this is a nice-looking

game that provides an entertaining

simulation of the NFL's rushing

game, and not a whole lot more.

It’s a decent, albeit weak competi-

tor of the Front Page Sports

series. If Accolade can find a way

to increase the frame rale and make

passing fun, or even doable, again.

Unnecessary Roughness ‘96

could be the base for a great series

of action-oriented football games.%

^TARGET AUDIENCE: For foot-

ball fans who want to play the game,

UR ‘96 is your only choice. Sim fans

will want to check elsewhere.

^PROS: Nice-looking SVGA graphics

and a fantastic

running game.

CONS: Difficult

passing, graphical

idiosyncrasies and

some out-of-tune

Al.

Please write to: Computer Gaming World,

P.O. Box 57167, Boulder, CO 80322-7167.

Include your mailing label from a recent

issue or call 1
-800 -827-4450 for faster

service. Please allow up to 60 days for

change of address to take place.

FlightMaster- Profile:

•Air force vet with 15 years

of real flight experience

•Combat flight-sim

credentials of 13 years

and more than 1,000 hours

• Degree in aerospace

engineering

Circle Reader Service #240



SPORTS

REVIEW • WAYNE GRETZKY AND THE NHLPA ALL-STARS

i lii'iiiiiJiiiji.iif

mm,' The Grating One
Time Warner’s Fast-Paced Version Of Wayne Gretzky FIockey Offers

More Chiils Than Thrills

by Gordon Goble

t's 1996, and the Great One lias

seen fit to rc-enter the world of

computerized hockey (after three

classic Bethesda titles) through

Time Warner’s offering, Wa'i’N!'!

GiiE'iziCi'AND'riiti NMLPA Ail-

S'lARS. here, and v\'h\' now?

\\yi, to be honest, I'm not really

sure. Besides being an almost

embarrassing homage to His

Greatness, Giti'Ti’/io' HOCKD' is nowhere

near a great game. In fact, it’s downright

mediocre.

FACE-OFF

DECISIONS,

DECISIONS

Once you hit the

ice, you'll soon find

that “Simulation” vs.

“Arcade” merely

detennincs whether

the officials blow the

wliLstleon infrac-

tions. Gamepki)'

ilselfdoesn't

change, contrarsMo

the box claim that

the “simulation

mode is .serious

PUCK OFF Grfrky's got the best face-off mechanism in the

game; unfortunately, the rest of the graphics are severely out of

proportion.

Price: $49.99

System Requirements;

486 DX-50 IBM PC

compatible, 4 MB RAM
(8 recommended), 10

MB hard disk space,

SVGA card, 2x CD-

ROM drive; supports

Sound Blaster compati-

ble sound cards.

# of Players; 1-2

Protection: None

Designer: Peter

Adams, Mitzi McGilvray

Publisher: Time

Warner Interactive

Hollyv/ood, CA

(800) 482-3766

Reader Service H: 341

Although the game's introduction has

all the flair of Grandma tickling the ivories

of the local church Wurlit'/cr, ClUCI’/KY—

thankfully— docs get better before it gets

w'orsc. A number of options arc at your

disposal, from mode of play (regular .sea-

son, playoffs, tournament, and |)ractice) to

a mstcr section where trades can be made

and teams constructed from scratch.

Standard gamepla)' preferences such as

fighting, face-offs, ability Icsels, period

length (2 to 20 minutes), penalties, and

simulation s's. arcade gainqilay arc all

included.

Practice mode is a particularly nice

touch. Here, facc-offs (which are better

depicted here than in any other hockey

game), passing and shootout strategies

may be rehearsed ad inpiutum.

Unfortunately, Glll':i7K^' is up agaiast a

bit of a stumbling block in that it is

licensed by the NHL Player's Association

but not the NHL. 'llrercfore, players like

Bondra and Juneau arc on a team from

Washington, but tlrat team is not the

Capitals. Considering the other products

out there that have dual licensing (like

N1 11., Hocki-t96), this hockey sim suffers

even more in com]rari.son.

hockey." ’

1 he “Style of Play" option, a

choice between aggrc.ssivc, defensive and

rough, is a nice idea but it doesn’t make

much difference.

On the ice, a panning rinkside irerspcc-

livc immediately shows you GRi'r/.K\'’s

out-of-s)iic .scale modeling. Pul it this

way: ifau Lric Lindros doubled in size

overnight and .suddenly populated ever)’

team, the scale would be about right.

But the real problem here is the severe-

ly out-of-whack game speed. Everx-thing

happens way too fast. During one particu-

lari)’ confusing ten-second outburst, 1 shot

the puck from one end of the riirk to the

other, where four gu)'s bashed iirto each

other in the corner; I was able to fi:ce the

puck, [jass for a cjuicksbot atteiopt, get

tlie rebound, and attempt another shot.

Then about six guys creamed each other

in front of the net and the opposition

moved down the ice, w'hcrc they attempt-

ed a .shot of their nw'n. Yowzers.

If didn't hcl]) that the aecompansing

audio came acmss like an old Nintendo

Entcriainmeut S)'stem game. It also didn’t

help when the announcer referred to Russ

Courtnall and Al Macinnis as “Russell”

and "Allen.’’ Nor did it further tlic game’s

realism when he continually referred to

“Offside" as “Offsides.”

DO WHAT YOU GOHA

But when Kevin Stevens and Sylvain

Turgeon w'cre as.scssed fighting penalties

txvice in just over a single niiinile, I knew

what 1 had to do.

Shutting off one-half of my brain (it’s a

gift, oka)'?), 1 became the irrimal hockc)'

man, Slickiis Krectus. I crashed and

bashed and .shot and scored, and you

know' what? 1 had some fun. Tlien 1

plavcd a bit more, said “Uuurgh. uurgh.

uurgh,” just like that guy on Home

Impnnemcnt. 'llien I quit, and haven’t

felt mean enough to ))la\' again. To be

hone.st, I’m not .sure if 1 ever will. %

FAM>EAL: Smash ‘em-bash ‘em

hockey fans might like Wayne Gretzky,

but those looking for a little more

realism will be sorely frustrated.

^PROS: Fast-paced action, real

NHLPA players.

FCOHS: Fast-

paced action is

unrealistic, lack of

real NHL teams,

and severely out-

of-proportion

graphics and

gamepiay.
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SPORTS

REVIEW • POOL CHAHPlOH

Price: $59.95

System Requirements:

IBM compatible 486

DX2-66, 8 MB RAM,

Windows 3.1 or higher,

SVGA, 2x CD-ROM,

mouse: supports

Sound Blaster compati-

ble sound cards.

# of Players: 1-2

Protection: None

Designer: Bitmasters

Publisher; Mindscape

Novato. CA

(415) 879-9900

Reader Service; #342

Pool Party
Pool Champion Adds A New Wrinkle To PC Pool

by Scott May

S

ome sports simuhiiions arc

so caught up in icalLsni that

they forget one important

ingredient; fun. Nothing will

(lainpen a “light” game’s

cnjo)inenl value more than

a difficult learning cuia'C and

tons of required practice,

n his is what makes

Mind.scape’s 1\k)L

Champion' so refreshing— it’s a tantaliz-

ing blend of real-w'orld d)i lamics and

arcade sensibilities. 'Ihe end re,sult is a

game that begs to be |)layed "just one

more time.”

’Ihough many people consider pool a

mere parlor room diversion, dedicated

pla)'ers know it as a tnic sport, requiring a

great deal of skill and strateg)'. POOL

Ci iAiMPION caters to both crowds— tliosc

in the mood for fast, fun recreation, as

well as those looking for a serious simula-

tion that may help impmve their real-life

game.

THE HUSTLER

Trom Pooi. Cl UMPION's main menu

you can practice alone or compete

against a friend or computer opponent.

You can also embark on the game’s under-

lying adventure theme, which, dcsjjite its

nidimcnlary nature, is something I’ve

never .seen in a billiards simulation. Your

goal is to cam enougli money, hustling

both friends and strangers, to fly to Las

Vegas to compete in the National Nine

Ball Toumament. You need $250 for air-

fare, plus another $120 to enter the tour-

nament.

You start with $50 in your pocket and

the liustler’s gleam in your eye. Your com-

petitors' skill is dclcnnined by your loca-

tion— your basement, Dave's Chopper

Bar,Jim-Bob’s Bar&' Grill, Matt’s Billiards

and ultimately, D)s Vegas. 'Ihe kitty varies

from $1 to .$200, depending on your skill

level and who you’re playing. Lach game

affects
y
our ranking and .statistics, auto-

matically updated during your adventure.

Statistics include games compicted, break

and shot percentages, games won,

scratches, and your overall prowess as a

potential pool shark.

Depending on your opponent and

location, available game variations

include Isight Ball, Nine Ball, ’leu Ball,

Fifteen Ball, 14,1 Continuous and

Botatiou. 1lie

last two games

are particularly

challenging

and perhaps

not in the usual

repertoire of

most casual

pool players.

’lire manu-

al, though

tersely written,

offers detailed

instmetions on

the object,

mles, setu|)

and penalties

ofeach game.

E-xcept in

adventure mode, all game variations and

locations arc available during one- or two-

player competition.

POOL SHARK

screen switches to a 3-D close-up of the

table, show'll from the player’s point of

Mew. An inset gauge— similar to those

used in most goifsimulations— lets you

detemiinc the pow'cr and accuracy' of

your shot. You can also change the eleva-

tion of the cue and the point of contact on

the cue ball in order to shoot tight from

the rail or from behind other balls. As your

skill increases, you can also master

ads'anced technic|ues such as draw's

(backspin), follows (topspin), side-spins

and difficult Mas.se shots. Unfortunately,

unlike Inleqiiay’s VtKTUAL Pool, there’s

no tutorial in the game, so you'll have to

learn the.se techniques on your own.

t

HANDS-ON EXPERIENCE After lining up your shot, get a 3-D per-

spective of the table; the top left display allows precise control of your

cue's power, elevation and striking position.

'Ilic mechanics of actual gameplay are

ingeniously simple. Starting from an over-

head view' of the full table, y'ou must first

choose the target ball and, in some varia-

tions, call the pocket. Beginners can turn

on tlie optional aiming lines, which show'

the direction of the cue ball and its poten-

tial impact on, and subsequent path of the

target ball. Click the right mouse button

to toggle the ball numbers on and off

Once you’ve .set up your shot, the

THE DRAW

Tile graphics throughout are well

draw'll and colorful. Ball action is smooth-

ly animated and extremely realistic,

enhanced with the appropriate digitized

sound effects. If you need to set the mood

to get into the game, y'ou can afso turn on

optional crow d chatter, background music

and computerized taunts: "If it w'as agaiast

the law' to be iiad, this guy w'ould he under

cc MARCH 1996





SPORTS

REVIEW • POOL CHAMPION

])crs()ii;ililic,s nnigiiig frnin

(Iwc'cl) lo (Ininkiii'd lo llirl

to f.isl-talkcr. As in the rail

woikl.you never know

\vlio'sliiisllingwlioniiiniil

iheiniliiil biaik, so keep

one eye on the table and

l!ie oilier on yonr wallet.

Misecilaneous expenses

ineiirred di]ring\'oiirpooi

sliarkingadvenlnres

inelnde bining opponents

driiik.s (presnniabK’lo help

wise the slakes and impair

their ]X'rfonnance), piir-

ANGLE OF ATTACK An overhead view of the table, with optional aiming diasiiigyoiir own cue stick

lines, lets you plot the best strategy to run the balls and win big bucks, (to improve \oiir perfor-

mance) and taking lessons

from ])ro.s (such lessons

onK'co.sl yon money and raise your skill

level; they don’t actually leach \ on any-

thing).

EIGHT BALL IN THE CORNER

Pool. Cl LWII’ION’S clo.sesl PC eom-

a jail," brags one .seedy competitor. As

usual, the best way to shut them up is lo

mil the table, take their cash and tlniinb

vour nose as you bead for the door.

'lour .stiffly computer-rendered oppo-

nents feature limited rohotic motion and

pelitor isln(cr])lay’sVlirn.iAl,Pooi,,a

technically brilliant title .so mcliculoiis in

its execution, it occasionally miscalculates

the sport’s .spirit of sheer fun and lively

competition. Pool , Cl lAMi’K )N, on the

other hand is more than just a game, but a

bona fide adventnre.%

^AI^EAL: Pool sharks or pool

hacks looking for simple billiards fun

with a little depth.

^PROS: Adheres to real-world table

action without complicated play

mechanics. Wide assorbnent of game
variations, coupled with an innovative

adventure theme, results in long-term

play value.

>CONS: Superfluous digitized speech

could have been used to better effect,

and the “Adventure Game” is not

much more than a

glorified tourna-

ment. No online

tutorial for bare

beginners. No
head-to-head

modem or network

play.

Originally developed for

military air combat simulators,

the ThunderSeat uses the

sound output from your

favorite sound card to

generate realistic, vibratory

sensations. YOii’il not only see

and hear butFEELyour
simulations literally reach out

and touch you-- though

“shake, rattle and roll” more

accurately describes what

you’ll feel in a ThunderSeat!

Prices starting at $159.99

For, a Face CATALOeUC CALL

#6o • 8-THUNDER

17835 Sky Park Circle • Suite C

Irvine, CA 92714-6106

714 • 851-1230 FAX: 714 •851-1185



A New Combat Experience

from the Creators of Ultima Underworld

and System Sheck™

http://www.lglass'.

A Looking Glass
Technologies
Production

©1996 Looking Glass Technologies,
Terro Novo, Looking Glass and the

i

marks of Looking Glass Technologie
I & II and System Shock are trodem
All rights reserved.
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to access the most

omputing feSOUTCe in

the United States.You
chieve direct contact with industry leaders.

Q You will be granted trial rights to over

.7,000 pieces of software.

Do you know the password?

Ifvyou want the power to tap into the ultimate

computer information online super-source, remember

this word: ZDNET. It's your password and passport to all

the experts, reviews, articles, buying advice, tech support,

freeware and shareware you could wish for. It's your key to

an information resource beyond your wildest dreams. A

resource that can make the difference in the success of

your next purchase or the usability of your next program.

If you want to know it, and it's about computers and it's

knowable, it's on ZD Net/CompuServe Edition.

Now you can GO ZDNET—FREE!
Just call our toll-free number, 1-800-895-4596 and

ask for the "ZD Net Private Offer" today. We'll send you a

FREE ZD Net and CompuServe sign-up kit worth one FREE

month of ZD Net membership—plus one FREE month of

CompuServe membership and 10 FREE hours to explore ZD

Net and CompuServe. ALL FREE. RISK FREE. You've never

accessed anything Like this before!
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I Industry news SO HOT it hasn't made it to press.

Cover-to-cover text from 125 magazines ON-SCREEN.

I Shared community with our worldwide network of

nearly 300,000 computer-elite members.

B Comprehensive technical support documents from

leading manufacturers and software publishers.

B The best buyer's and price advice in the world.

B The greatest collection of pre-screened shareware

in the universe.

B The only "online teaching university" for computer

users and pros alike.

B Exclusive freeware developed only for our members.

The ultimate computing

resource online. CompuServe® Edition
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SIMULATION/SPACE

ou rc loaded

for bear, and

tlierc’s noth-

ing to .shoot

al/Hiatwa-s

the dilemma

that iLsed to

be faced b\'

gamers who

wanted to fly

against hninan opponents in their favorite

flight sim.s. Unless yon were Inckveiiough

to kno\s- a nearbs' flight sim fan, vou were

generally forced to locate distant oppo-

nents using online networks-. 'Ibis meant

heft\- long-distance or online-access

eltargcs. Kcsmais/\iR Warrior (sec last

montlis cokimii) ga\ c pilots a central

place to find .skilled ojjponcnts, and with

recent online .sen icc price dro|).s. it’s now

cheaper to play than eallinga hcad-to-

head opponent on a long-dLstancc line.

List year a group of fonner .-Mr

Warrior players banded together and

decided to give Ke.sinai some competi-

tion, working to create an online sim that

addressed some of AiK WAitRiOR’s limita-

tions. 'Ihe company. lnteraeti\e

Creations, Inc. (ICI) crealed .some killer

flight models and miiltipkncr code and

inilialK’ leanieci with Domark, w ho pro-

\’idcd an updated version of Ihe [’’light

Simuiator'lbolkil graphics engine. 'file 5̂

re.sul(ing pnidiicl, CoM-lRMl'iD Kil.i,, went

online in a beta form in niid-IWS. Wdiilc

in beta, anyone with access to the

Internet could pla\’ llie game for free, tak-

ing up a W'orld W'ar II fighter against

opponents from all o\er tlie w orld. As

you’d guess, il got ven’ popular— and veiy

crowded— in no time at all.

BREAKING UP IS HARD TO DO

Lite last \car, ICI tenninated its agree-

ment with Domark and teamed instead

will] Cniphic Simulations, one of the pre-

miere fliglit sim producers for Ihe

Mac'into.sh. 'Ihe simulation wus renamed

W'\R1MRD.S (Domark still plans to bring out

its own multiplayer .sim irsing the

COM''IK.MKD K)i.i, moniker), and

res amped to use a PC version of Crapliie

Simulations’ high-res graphics engine.

'Ihe early betas had a complex enough

aerial combat between P-40

Warhawks. Watch

http://www.vr1.com for news on

this sim.

Meanwhile, ICI isn’t sitting still

with its release of Warbirds 1.0.

Next on tap is a Windows 95

version that will support

SLIP/PPP logons, which should

make getting online with the sim

much easier for folks who aren’t

Internet wizards. Following that

will be a multiplayer, online

space combat simulation which

will feature inertia and other

unique features.

ilighl model to impress even jaded sim

fans, bill (liedaled l'’.S'['gra]Dliie.s just

weren’t impressisc. 'Ihe new graphics

engine niiwcs the iniagerv' from (he ser-

viceable to the im])re.s.si\e; -186 irsers can

lly in sinooih bdOx-fSI) re.soliition, while

Pentium owners can experience a silkv

ll)2-(x768view.

few weeks before this was written.

Wakrirhs reached version 1.0, and ICI

liiriK'd on Ihe billing clock, 'Phis cinesn't

mean tluit ICI is finished developing the

game— many planned fealiires.suc'h as

canier task force groups, still aren't

inslailcd. Ihit llicre’s ])lenly there now to

make for a playable gai ne, and new fea-

tures arc being added almosl weekiv.

lii\\',\RHiRn.S. llie|)laver is a pilot for

one of four countries (designated A. IhC.

and D. bill more commonlv referred lobv

color, siicb asCreen or Piiiple). In nor-

mal day-to-day play, the primarv objective

is to capture leirilor)’, Plav ers for each

team .stage attacks on encniv airba.se,s;

once a base’s defenses are destroveci, a

pilot lands and claims il for his eountiy,

I he organization and size of such raids

varies immensel)'. Sometimes vou’ll log

on to find lOor D planes mixing il up in

dogfights, taking off and joining Ihe fniy

on a one-on-one basis. On other evenings

you may lind a group of Poqvles putting

Warbirds'

flight model-

ing is realis-

tic enough to

give even

seasoned sim

pilots a run

for their

money. 19
The online air combat arena is

getting crowded. Joining Air

Warrior for Windows and

Warbirds in the fray is ACES;

The Battle for Air Superiority,

from Gemsoft and VR-I, Inc.

While the former two sims are

aimed primarily at the hard-core

sim fan, ACES will be targeted at

the casual, beginner pilot.

Gemsoft describes it as “a sit-

and-shoot experience with a very

short learning curve.” Although

it's based on the abysmal Fighter

Wing simulation engine, an early

version on display at Winter CES

did a passable job of simulating
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SmULATION/SPACE

DEHNY ATKIH

(ogctlier a iiiiissivc raid, w'itli a clo/cn

fighters escorting a group of Irombers. Yon

can join a sc|uadron, or attack as a solo

pilot. 'Ihis is part of the fun of

DAWN PATROL A B-17 taxis out for an early-morning attack; night time

in Warbirds lasts only a few minutes.

WARliiitnS— players can make it w hatev-

er kind ofgame they choo.se.

A wonderful example of this happened

just before Warbirds went final. A group of

pla)'crs decided that instead of Irsing to

.shoot each other down, the\’'d .stage an air

race. Rules were drawn up, an a[)|)ropriate

patch of terrain was chosen, and the races

were on. But perhajjs mo.st impressive is

that ICI responded to this unpredicted

use for its sim by adding a new' airstri[) to

its scener\- called Reno, which features a

rectangular racing course and marker

pylons.

THE PROP DEPARTMENT

As of mid-]anuar)', W-MiitiiiDS sported

the follow'ing WAVII-era aircraft: I'MLI-l

Corsair, A6MI Zero, B-17C Idying

hbrires,s, P-38) Lightning, P-

3yD Aircobra, P-51D

Mustang, IAV-190-4, Bf-

l()9C.and Spitfire Mk. IX.

Also in the works are the 1’61<'

Hellcat, I A-5,Mc-ll()C,

Hurricane, 11.2, B-25

Mitchell, and SBD

Daimtle.ss, with more to fol-

low.

W'\RRIIU‘)S’ flight modeling

is realistic enough to give

even seasoned sim pilots a

nin for their money. 'Ibrt|ue

])nlls your ]jlane to the side

when you gun the engine;

pulling too fast into a lum

causes an accelerated stall;

and deadK' .spins arc ca.sy to enter in

planes like the Corsair. Ybu'll realK' want a

defend the ship when you hold down the

fire button); ICl eventually plans to allow

mulli]5!c crew' members to man the vari-

ous positions, i'or now, you fly lo the tar-

get from the pilot’s position, then jump

into the bombardiers compartment and

U.SC a nicel) -modeled Norden bombsight

lo take out the target.

Looking for more informalion

to help you get started in

Warbirds? Check out the fol-

lowing pages on the World Wide Web:

Warbirds FAQ http://www.cris.eom/~

french/ckfaq.html

^BK's Warbirds Rumor Page http://stout. entertain.

com/crawford/giint.html I
Hatchlings Beginner’s

Guide to Warbirds http://www,access.di9ex.nel/

~holland/ckspl3,html

^Warbirds Scenarios http;//world.std.com/~

msmiller/CK/OoK.html 1
If you have tips or cheats you'd like to share with other sim Ians,

email them to datkin@zd.com.

full set of flight controls (stick, throlllc,

and mdder pedals) to fly this sim; fum-

bling for the rudder and Ihrollle keys as

YOU attempt to recover fnrm a spin—

while a Zero bears down on you— is too

much for mo.st to handle. Most of the

flight models are still being tweaked, and

some planes fly more realistically than

others. 'Ihe P-38 is the mount of choice

for beginners, since it's difficult lo spin

and the tw'in engines nullify any torque

effccTs. Clhcrc’s also a beginner’s arena

with a simplified flight model, hill il

remains largel) unused.)

The B-17 is cuiTently a single-pilot air-

craft (com])nlcr-controllcd gunners

CAMPAIGN YEAR

Along with the always-niiining arena

battle, Warhikds will also i)la\’ ho.sl In

periodic historical canqjaigns. Ihe first of

ihe.se, an allied raid o\er Keil, Germans’,

was scheduled to he played out in late

lannars'. 'Ihis campaign was slated to fea-

ture 50 l’-51D Mnslangs escorting 18 B-17

bombers against a force of -fO Me-K)9 and

lAV-190 fighters. Next np in April is the

Solomons ‘43 scenario, w hich will pit a

force of /\mcriean 1 Iclleats, Corsairs,

1 .ightnings, Arcobras, and Danntle.sses

against an ec|nal-sizcd )a])ane.se force of

Zeros and Vais.

Kach campaign fcalnres

eiislom terrain that can he

downloaded from ICI'sweb

page. Like W.SKitiKlls ilsclf.

the dosMiloads are free;

you’re onis’ charged for lime

spent flsing online. 'Ihe files

you'll need to get started

aren’t that big— about

BOOK for Ihe Warririxs exe-

cutable and the latest

update, plus another

megabyte or so for basic art

files. 'Ib get the full, art pack-

age, Ibough, s oil’d better plan on tying up

your phone line for a while; the 640x480

art package isahout 4 MB in size, while

the 1024x768 pacbigc approaches 9 MB.

Ifvou received the CGW Lxlra CD-

ROM witli this issue,

'ou’re in luck

—

you'll liiid Warbirds

.Don the clisc.^t

II accesseil

't ysu to ny

T finiisolo lo ppoctlce youp oi

any Ollier alrcralt In Ilia stiles iiiitll you log on. For

more inlormallon on the sim, point your wob browser

lo http://www,lclgaines,com, emailgunjamiTrsrls.coia,

or see Ihe WAssisgs direclory on this Issue's CD-RDM.



Fifty years ago, air combat decided the

fate of the world. Now it’s your turn. With

Fighter Duel for PC CD-
,

•.

ROM. The most realistic -{

dogfight simulator in his-
, .

.
•

..
,*

tory. Through amazing

high-resolution graphics,
'

-

'
'

you’ll experience real-world physics and flight

modeling as you pitot Messerschmitts,

Spitfires, Mustangs, Corsairs and Zeros.

There’s even a rookie mode for beginners.

survive seven

^
scenarios? Over-

'^3.
,.,f,

come eight bandits at

once? Or outgun that

." second modem pilot?

Without losing your lunch... Or your life?

Fighter Duel.The way it is, is the way it was.

Photo-realislic, fully funclional

Insirument panel.

IBtlUMU

Dogfight the deadly Zero or 12
oiher classic WWII war birds.

Scan the skies with multiple

cockpit views.

Take on human opponents
two'player modem duels.

For more Information cell 1-800-340-7888.

Visit our Web Site at hltpr/Avww.philipsmedla.com/media/games
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STRATEGY • SU-27 FLANKER

Flanker Attack
Strap Into The Su-27And Fly CG’s Heart-Pounding Training Mission

by Robin G. Kim

S

i!-271'’iANKi':Krroin SSI

[lacks enough rciilisni lo

challenge ev en the \’eleran

sini pilot. So, eoiiirade,

\vc’\e cle\eio])ecl this train-

ing program to help famil-

iarize vou w ith the intrica-

cies and peculiarities of the

aircraft and its systems.

We’ll .start with a training

mission (be warned, it is not a “milk mn"),

and follow uji with .some general tijis that

should help bring yon back from all your

missions as a hero of the stale.

if you’re reads’, then, komrade, load

upthc ironliand.mis file, w hich you'll find

in the \SU27 dirccioiy on this issues

CGW Extra CD-ROM, or in the

SU27M1SS.'Z1P file available at CC’s web

site at http://wxvw.zdnet.eom/'gaming. If

\’OU want to see if your instructors practice

w hat they preach, you can also see a film

of this officer pel forming the same mis-

sion by viewing ironhand.trk, included in

the same director)'.

LOCKED ON Sometimes it's easier to shift the missile seeker’s field of view onto the

target than to point the whole plane in the right direction.

BIG STICK The Kh-29T has a huge warhead {five times heavier than the AGM-

I

65B Maverick’s) so using it on ground vehicles is really overkill, but there's no

I

smaller missile you can carry.

IRON HAND

Today’s target is Simferopol airbase. In

a coordinated attack, Sii-2ds w ill take out

the ninway while Sii-25s hit other facili-

ties. A pair of MiG-29s will provide fighter

escort. Your job is to lead a section of Su-

27s on an “Iron 1 land" strike to neutralize

the base’s air defenses. This

quick run-through will help

prepare you for the mission

v’ou’vc been assigned.

Tlic flight plan calls for a

.stealthy ingress, below the

enemy’s early w arning radar.

You’re lucky the Ukrainians

have no ,A\\7\CS in the area,

because ihc)' can detect

planes almost down lo the

deck OurAWACS will be

flying, so leave your radar off

and rely on the information

that is datalinked to your air-

craft-

At the initial point, pop uj)

to let nearby SAM radars

paint you. Now is a good

time to cut your wingman

loose to hunt on his ovoi.

WTien your threat warning display fDNT))

shows a search radar pinging you, select

Kli-3ip antiradialion mi.ssile.s. Riint rough-

ly at the radar source, then hold down the

Tab key so that you’ll lock onto the radar

as soon as it begins tracking you. Wail for

the .shoot cue on the ITUD, release Tab,

and hold down the trigger until the inLssile

leaves the rail.

Now you’ll need to maneuver lo defeat

the tliat’s surely' on its way: Chaff is

an effective decoy ifyou can ])ut the

threat at your four- or eight-o’clock posi-

tion. Active jamming reduces the acquisi-

tion range ofeneniy radars, but is re!ati\’e-

ly ineffective at spoofing missiles, which is

what's needed here.

Now' that you've alerted the enemy to

your [presence, interecjjtors w'ill scramble

from Simferopol and Saki to the north-

west —you have no time lo lose. Tiim

back toward the airfield and sw'itch to Kli-

29T'' tclc\ision-guidcd missiles. Using the

missile seeker’s ^ew displayed on the mul-

tifunction dis])lay (MFD), it’s hard to spot

\ ehicle-sized targets unless you know

where to look You could dri\ e right in,

slewing the seeker around, hoping you

CC MARCH 1996
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SIMULATION/SPACE

STRATEGY • SU-27 FLANKER

spot tlic sliort range defenses l>eforc they

bliist you, but this may require more pass-

es than you ha\e time for. It’s better to do

a quick scan of tire area wiili air-to-ground

radar first. In scan mode, vehicles appear

as twinkling dots, 1lic distance the radar

can scan varies with altitude, so make sure

you’re liigh enough— detection range is

roughly 20 times your height above

gn.mnd lev el. ' I he Kh-ZOTs seeker has the

same limitation, which means it will only

work when pointed three or more degrees

below the hori/.i>n,

Memori/e the location relative to the

airstrip of each potential target, orienting

vonrself using both the Mh'D view and

the radar scan diamond in the I lUD. then

turn off the radar to aim vour Kli-2‘/ I's.

Center a target in the MKD, lock, launch,

and then move on to the next target.

Seconds count, so w ork fast.

Once you’ve fired your niis.sile.s, dive

for the deck and head for home, if you

notice any /V\A or SAM launchers llial

sun'ived your attack, either because j'ou

I

f you’re looking for more missions to fly and have

World Wide Web access, check out Michael Joseph’s

outstanding “Unofficial Su-27 Flanker Home Page” at

http://nwlink.com/~mikej/su27.html. The site fea-

tures a growing archive of pl^r-designed missions and

films, but its centeipiece will be a branching mission-

based campaign scenario that Mike and his team are

developing. The lack of a buiit-in campaign mode is a

common gripe among Su-27 Flanker players, so the com-

pletion of this scenario is eagerly anticipated.

didn’t see tiicni nr your missiles fuilcd to

connect, you might ri.sk another pass to

help ensure the .safely of your coinrade.s.

After )ou’ve cleared out, go ahead and

call your wiiigmau back into formation

for the flight home. Remember to check

the AWACS information periodically to

eirsiire you’re not being pursued.

FLANKER IN DETAIL

As vou fly other missions, you may

notice that the Sli-27 Im.vnkkr manual

doesn’t cover every goiy detail, leaving

.some things for you to puzzle out for

jourself. 1 lore we will clarify some of the

more confusing aspects of the simulation.

Rallislic weapons, .such as unguided

nrckets and dumb bombs, have undocu-

mented release restrieiious that may leave

V’ou wonderiug why you don’t get a shoot

cue. K)rrockeLs, you must pitch down at

least three degrees to fire. Bombs can’t be

largeled at greater than four degrees of

upward pitch, and w ill not release if your

true airspeed exceeds 1070 kilometers per

hour.

The R-77 missile is nicknamed the

.•\\ 1 R'VW Iski because of it’s similarity to

the.AIM-120AMRAAM. Them is one big

difference between them, however.

I Intike the AMRAAN I, which can operate

autonomously from launch to intercept,

the R-77 requires radio command guid-

ance to get near the target. That means

until it’s within the IS km range of its

onboard radar, you must maintain your

own radar lock or the mRstlewilLscTf-

clestruel. It is possible lo guide the R-77

through this initial stage irsing just the

isOS, i)r)l without accurate range infor-

matiorr yorrr missile rnav’ fall short. After

yoir judge that the R-77 has switched on

its radar, turning off vour radar and using

the h’.OS in search mode lets vou track

v our missile lo .see if it’s likely lo hit.

Countermeasirres deploved bv air tar-

gets can have w eird effects on your serrsor

displays. If your radar is locked onto a tar-

get, and suddeulv’ the nitmerieal target

infornraliotr (lisap[)ears even thoirgh the

blip remains, you have been jammed and

are probably locked onto a chaff cloud.

Brcrtk the lock artd voir’il see the target’s

bli]) split in Iwo.The chaff’s blip will even-

tually disrrpperrr'; before then you can

reaccjtrin.: by gue.ssing which blip is the

real itireraft. Raise conlacTs also appear

when a target you’re scanning with the

elect ro-optieal ,sy.stem (ROS) dispeiwes

flaies.hiil Ihev won’t eau.se vou to lose

lock.

The tips and tactics described here

should help you become more effective

in your missions, and evoke a greater

appreciation for the w ealth of realism

designed into Si i-271'Ta\'KI’'.IL Watch

your six— the homeland is counting on

your for its defense.
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THE ORIGINAL TIE FIGHTER' WON INDOSTRV AWARDS
AND THE PRAISES OF GAMERS AND CRITICS. ALIKE.

BUT THAT WASN'T GOOD ENOUGH FOR

SOME PEOPLE, NOW WAS it?



ACCESS
THROUGH
INTERNET
FOR ONLY

$200

per hour

Kingdom of Drakicar

Empire Builder

P
lay with thousands of gamers on the

Information Super Highway and lose

yourself in the graphic adventures

and traditional games offered on the

Multi-Player Games Network.

MPG-NET gives you something you just

can’t find on a floppy disk. . .another

human mind. Whether you like fantasy

role-playing, 3D action, war simulation or

card games, MPG-NET offers games

24 hours a day, seven days a week with

players from all over the globe.

PLAY Games
WORLDWIDE On



Now, MPG-NET goes all graphicl

No more text menus. No headaches

trying to log on. It’s never been

easier to be on-line!

Here’s what else you’ll find:

• Electronic Bulletin Boards tilled

with the latest adventure reports and

discussions hy gamers from all over

the world!

• Download files from our database

and read the latest In gaming news,

updates and stories from ofher

members. It's as easy as visiting

your hometown library!

• The Persona Creation Room-lets you

generate a face to match your on-line

personality!

• Conierence Rooms-have real-time

• More games than you've ever seen

before!

MPG-NET can be accessed with a local

phone call from over 600 cities in the

USA and 40 nations worldwide. All you

need is a modem, a phone line and a

computer to join the fun! Call our 800

number from 9am to 8pm Eastern time

on weekdays to receive our free starter kit.

'NmS<Al

Conference Table

L 1994 MPG-NET, Inc. Multi-player

Games Network and MPG-NET are

service marks of MPG-NET, Inc. The
Kingdom of Orakkar Is a trademark of

OrakkarCorp. Empire Builder is a

trademark of Mayfair Games, Inc.

Operation Market-Garden and Star

Cruiser are trademarks of GDW
Games, Inc. Flefquest and Warlords
of the Apocalypse are trademarks of

the Dreamers Guild. All other brand
and product names are trademarks or
registered trademarks of their

respective holders.

Circle Reader Service i‘135

Your Multi-Player Games Network^

1 -800-GET-GAME

• Electronic Mall-send and receive

messages with all your friends and
'

plan when to meet and play your
'

favorite game!
i MPG‘Net News

conversations with people all over the

world and see more than just their

words, you'll get a chance to see what

they look Ilka!

MPG-NET-twenty four hours a day,

seven days a week, bringing you games

that will take you out of this world!

Call now: 1 -800-GET-GAME.
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soon to;

cf The Three feinqilcms

r
t's the Second Han Dynasty

and China is on the verge of

collapse. Infighting among the

court famihes and the emer-

gence of powerful warlords

dominates the landscape. The

straggle for power has brought

,, aneraknownastheThree

Kingdoms, complete with con-

stant warfare among China's most

courageous and skillful heroes.

Discuss war strategy with up to

y
’ 538 different officers, including

ja, 108 inspired by the player’s

^ imagination >

Defeat enemies using powerful ^
new weapons including automat- fe j'

iefiting crossbows, battering

rams & catapults

«
Play one of 38 exciting rulers, eight

of whom you can create yourself

y: Set enemy units, ships or cities

ablaze using a variety of FIRE

commands f-

Full motion video

enhances special

events & commands

(not available for Super

NES&IBMCD)

As Governor, You
Must Rule With a

Strong Hand.

Secret Consultations

Bring Valued

iNFORftlATION.

New HELP feature gives you

valuable command information with-

out having to turn to the manual

One to eight player excitement

Order your cavalry

INTO BATTLE.

PRCMRf To Be ROMANClDf

supiHHmm



ALAN ENRICH • STRATMY/WAR6AMCS

Iflcrubrilliiiiit

I

bill failed

UlefcMsc of

I'hince,

Napoleon’s

finest veter-

ans, iiis Old

Guard,

assembled

on a briglil

April morning in llie eourlyaid at

I'bnlaiiiebleati. forced lo abdieale,

Napoleon was allowed to bid his personal

farewell to these brave men. “Soldiers

of my Old C.iiard, after 211 years 1 have

come to say good bje. f ranee has

fallen," began the old Kmperor's brief

help create slratcgy'gamcs that will build

bridges between our veteran war and

strategy gai ning commimit}' (ofwhich 1

remain a proud, long-standing member)

and the larger, elusive mass market.

Isvcn a,s I rest my gaming pen to fake

u|r a hobby sword, 1 have been chided by

many about what I can look forward to

from77?c' Press— how'rliffcrcnt it will be

to receh’e reviews, ratlicr than write them.

and teaifnl addiews.

i watched that scene from the film

Walerho again, while somberly searching

for the words to wiife this column. After

20 years as a game critic, 1, loo, ha\'e

come to say "good bye.” Although my ctr-

cumstanee.s are far happier than e.sile to

MIha. I must leave the pages of Computer

Cciiiiing World as a resiewer of strategy

games and a columnist.

THE GOOD NEWS

That’s the had new,s.Tlie good news is

llial I’m leaving my (JC\y blinker to join

llie fight ill the Irenche.s, I'm joining the

fine team al lnler|Dlay Procluetions where

I’ll be doing my bit for the w'ar effort lo

leaving my

CGW bunker

to join the

fight in the

trenches. if
The ammo continues to roll out

of Arsenal Publishing.Their latest

announcement concerns Pacific

Tide: The Rise and Fall of the

Japanese Empire 1941-45, Also in

the works from Arsenal is TacOps

II and a WWII North Africa ver-

sion of Panzers East (being done

with the help of Game Designers

Workshop’s Frank Chadwick).

It's sad to say, but QQP has

closed Its, doors. Apparently, its

parent company, American Laser

Technology, made the decision.

Although QQP seemed to be turn-

ing around its fiscal problems

thanks to hits like The Perfect

General II, it wasn’t enough to

keep American Laser from taking

aim. QQP founder Bruce Williams

and his right-hand man Steve

Cohen will probably return to gam-

ing once the dust settles on the

closing of QQP.

Deadly Games has finally

released Operation Drumbeat, the

sequel to their U-boat game, for

the Macintosh.

Alan Emrich, Bob Murphy and

Richard Barter will be working on

three scenario disks for Empire 2

to be published by Novastar; The

Waterloo Campaign (10 scenarios),

Napoleonic Bahles {approximately

12 scenarios), and Civil War

Bahles.

What’s in a name? Ask the peo-

ple at MicroProse's marketing

department. The new title for the

Master of Antares game we pre-

viewed in the January issue is

now Master of Orion II; The Battle

FOR Antares. So, it’s MOO 2 to

you, too. As of the New Year,

however, this game still has not

gone into a full beta stage,

Interactive Broadcasting, the on-

line game developer best known

for Federation II (available on

GEnie, AOL and more) is still at

work on their massive Barbarossa

wargame and has started work on

a global stock market game. For

the first time, gamers will not be

limited to either the real ticker or

a simulated ticker of one stock

market, but will be able to play

several markets around the clock,

using real ticker feeds.
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ALAN ENRICHCOMPUTER
FULL COUNT

BASEBALL
I BM-PC

The most realistic and accurate

strategy/simulation computer baseball

gome on the market today!

Hey baseball fans! Arc you looking for a

baseball conipuler game that plays fast and

easy, gives accurate results, and has lots of

managerial options? Then look no further!

With Full Count you can manage any one

of last year's 28 teams, or one of the 200

great past teams included with the game

that go all the way back lolOOl. You can

replay last year's season or draft your own

team of superstars. The possibilities are

only limited by your imagination.

Each team carries up to 45 man rosters.

Each hitter and pitcher will perform just as

he did in real life.

You can instantly view or print any teams'

compiled statistics with just a couple of key

strokes. Individual box scores can be

printed, viewed on screen, or saved to disk

and recalled later.

You can play head to head, versus the

computer manager, or let the computer

manage both teams.

With the scheduler program, you can play

all or part of last year’s season or set up

your own dream league, generate a

schedule, and play the entire schedule.

You can manage the teams you want while

letting the computer manage the rest.

Full Count's standings and lettgue leaders

program will give you complete

standings and leaders in minutes and

is very easy to use.

If managing is what you like, you can’t

beat Full Count for choices and flexibility.

You can select line-ups, starters, and

relievers. You can bunt, steal, hit and

run, and much more.

Past seasons available all (he way

back to 1871.

ORDERTODAY!
Mail check or money order

for $39.95 .

You may call in and order willi VISA or

Master Card. Please add $4.00 for

shipping and handling.

For more information, call or write

for a free brochure.

1 -800 -477-7032

Other games also available:

TKOPro Boxing • 3 in 1 Football •

Courtside College Basketball • Basketball

• the Pro Came • Haltrick Pro Hockey •

Pam|)age Wrestling

P.O. BOX 100594 • NASHVILLE, TN 37224

'lhat Is true, bill liitcqjiay’s won’t be the

first games I've done (I ha\’c a few board

game credits alrcaiK’) and I believe in

honest enlieism. .\ltliough Napoleon

once remarked that "liw hostile newspa-

pers are more to be feared tliaii a thoii-

sand bavoiiets," I’m w illing to step into

the arena anil face them,

PERCEIVED BIAS

Since 1 am going to be developing

computer games, I cainio longer coiilin-

iie this column with (XBF nor icview'

other companies’ games. This magazine

has ncs'cr allowed aelis e game designers

to review ])vodi lets in a genre that com-

petes with their own. I do hope, though,

to rcliini loC’CWwilh an occasional

strateg\7anal\-sis piece or a guest eoni-

ineiilan', as game designers/prodneers

Itave done here in the past. I w ill also eon-

iinne to write (books and arliele.s) and

w ork on board and card game [jroiects in

niy“free” time.

Wliiie 1 will no doubt be online ie.ss

than 1 used to be. I would like to lake this

oppoitnnih- to thank (he special friends

I’ve made there. Many of you I've met.

some I’ve had over for gaming and \'iet-

uals, and all of you I ap|Dreeiaie more than

von know. De-spite the rotten fmit from

the 1 ,ie-vine, the failed 'iK'sl, and sense-

less flamers, son'll still find me in eybei-

spaee from time to lime, w here I hope to

continue to expand my circle of friends

and share ideas with yon,

SO REMEMBER ME

“’ihongh 1 lin e von all, I cannot

embrace sou all." Napoleon eoneluileil

his farewell to the Old Onard.and kissed

the militan’ banner that ihes haci the\’ ral-

lied to through numerous battles and

cam])aigns.''\\’itli this kiss, remember me.

Oood bvc mv soldiers. Oooil bye my

sons."

Here are various cheat codes for

Warcraft II. Type them as shown and

press enter while playing the game.

Glittering Prizes-Lot’s o1 gold, lumber

and oil!

it is a good day to die-Invincibllity.

noglues-Disable magical traps.

valdez-Gain 5000 oil.

showpath-Shows you the map.

Make it so-Builds fast.

hatchet-Allows a peasant to take less

whacks at trees.

Cheats submitted by

Nick Navarro

Ft. Leavenworth, KS,

Allied General:

Airpower is the key to a successful

campaign as the Americans. Buy strate-

gic bombers and use them as auxiliary

units. They are more or less impervious

to ground (ire. and should be used to

carpet bomb enemy units you plan to

attack later in that turn. A good attack

can suppress up to half of a Tiger's

strength, making them manageable tar-

gets for Shermans and MIOs.

Use a combination of air defense and

fighters as the Russians to defeat the

Luftwaffe, Wei! positioned AD units can

erode those Me109s and FW190s to the

point where your interceptors can do

some damage, if the weather is bad, try

to trap German aircraft over areas

where air defense units are available—or

trap them and then move the AD units

under them in the hopes that the weath-

er wilt clear next turn.

Heroes of Might and Magic

The cost of defending three or four cas-

tles can be prohibitive in the middle

stages of the game. To circumvent this

problem, leave very weak armies in your

castles, but keep substantia! cash

reserve and plenty of recruits. When the

enemy attacks, buy an adequate defen-

sive force at the point of attack. If the

invaders bypass the now defended cas-

tle, ride out and meet them in the field.

Allied General and Heroes tips from

CGW writer Tim Carter.

Circle Reader Service #251
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INTERACTIVE MAGIC PRESENTS

® Capitalism... "is good enough to make a

convert out of Karl Marx himself.”

Editor's Choice Raiard
- PC Gamer

© "... the ultimate business sim..."

V 1/3 out of5 stars
- CO-ROM Today

© "Capitalism... succeeds in

generating the excitement...

and is fun to play."

- Strategy Plus

Capitalism Is the ultimate

business sIm - combining all

the excitement and Intrigue

of building a fast paced
International business. If you
like real-time strategy games,
you'll lave the constantly
changing, dynamic challenges
of CRPITRLI5M... THE RERL
STRRTEGY GRME OF MONEY,
POLUER RNO UJERLTH.

developed by Checkout the CAPITALISM DEMO
FTP:\\www.Enlight.com

On CompuServe, GO GAMBPUB (Library 17)

For more information call (919) 461-0722

INTERACTIVE MAGIC PO Box 13491 Research Triangle Park, NC 27709

INTERACTIVE

MAGIC
Circle Reader Serwce 1/107



STRATCGY/WARGAMES

REVIEW • WARCRAFT II: TIDES OF DARKNESS

More Ores
And Humans
Join The Fray Over Air, Land and Sea

by Martin E. Cirulis

Price; S54.95

System Requirements:

IBM compatible 486/33

or better, 8 MB RAM,

SVGA graphics, hard

drive, 2x CD-ROM
drive: supports most

major sound cards

II of Players: 1-8

Protection: None

Designer; Ron Millar

Publisher: Blizzard

Entertainment

Irvine, CA

(800) 953-SNOW

Reader Service #: 343

T

his winter has been lousy for

weather, Ixit prelty good for

computer game seciiiels.

The latest game lo test the

trend is Blizzard’s follow-up

to their smash head-to-hcad

faiilasy w'argame,

\V/\RCR\Fr. 'lire original was

such a tighl, enjoyable little

game that you might tliinh

W,MtCR\P’r2: OK LTVRKNI'SS, with

such a tough act to follow, would have no

choice but to enter the dreaiy land of

’More of the Same" lhal we’ve already

seen vs’ilh such sec|uels as X-COM:

Ti'.RROR From Till' DKK,i>orI')(X)M2.

h'ortiinatcly for us, the kids at Blizzard

have spent some time rummaging

through the closet of “Bigger, Better and

Prettier” and produced a sequel that is

both familiar and novel at the same lime.

ORC AND BEINGS

I'br those of you who played tlie

humans in W,\RCR'\KI' and successfuly

saved the noble land of/\z,croth, I have

some bad iicv\^s...)ou did-

n’t. It seems the Orci-sh

hordes were just resting a

bit, and the moment you

turned off your computer,

thev lushed from their

dimensional portal lo vic-

tory', llic once-proud

humans of Azeroth have

been forced to flee aenrss

file sea to a new' land,

1 xji'daeron, in ho]Dcs of

findings allies and a

home.

lorclacron provides

the classic assortment ot

AHOY, YE SCURVY HUMANS Warcrar 2 has brought the fight for Azeroth to the skies

and sea, with aerial and naval units.

upstanding, right-thinking classic fantasy

races: Elves, l.Dwarves and C’.nomes arc

the other inhabitants of this new land.

Ihey arc as unamn.sed by the invading

Ores as )'ou arc, and can generally be

counted on to lend you a hand in your

upcoming fight for freedom. Of course,

the Ores arc not without new resources as

they continue to spill across the world.

Wdiile acquiring naval technolog)', the

Ores have made the acc|naintances of the

usual goons f>f fantasy, nameK' the

Goblins and 'Prolls.

\Vliat this new' body politic means lo

players, be they Munian or Ore, is lhal not

only arc you showered with a host of new

units, but the cam|3aigns iheinselves are

much more interesting, with .scenarios

now' ranging Irom all-out bloodfcsts to

diplomatic re.scuc missions.

"I GOT AXE FOR YOU" The humorous little Ores are back,

and this time they've brought bloodthirsty Trolls, Ogres and

sneaky Goblins with them.

BROADSIDES AND ORC-SHOT

VVarciui'I' 2 is a DOS-based game

that works w'cll in a Windows 95 environ-

ment, and is es.scnlially the same engine

as the original, but tuned up a noteli in

ce MARCH 1996



F-16C/ISL0CK 50
BACK TO BAGHDAD™

gppWe same /IbC Block

pMI provide you with

High resolution texture-

mapped graphics
The most accurate :

weapons modeling in a
i:

.
combat simulator -

ready for the chaiieriigte?

Night missions

FAAC =•=— SPOT IMAGE CORPORATION
_JNCORPORArEp

wD o| rQ k| sJ hA oI p
Rondorl/yare

M I L I T A K Y S I M U L A T I 0 K S INC.
5910 N.E. 82nd Avenue, Vancouver WA. 98662 PHONE (360)254-2000 FAX (360)254-1746

World Wide Web: HTTP://www.niilitary-sim.com
Circle Reader Service #129



STRATE6Y/WARGAMES

REVIEW • WARCRAFT II: TIDES OF DARKHESS

tcniis of gmphic appCiil, uscr-fiiauliiiK'ss,

and nchx ork capabilih:

dlic interface is simple point-and-click

mouse work, but since llie game nins in

real-time mode prospectiv e gcrierals

sliould cither have quick mouse skills or

be ])rcj)ared to turn the game’s S[)ccd way

dnwai, as large battles iec|iiirc a fair

amount of micro-management. (,)f

course, the transition to crisp SVC'.A has

made unit identification not only easier,

but a real pleasure. Blizzard lias done an

excellent job of creating heanlifiil anima-

tions for each unit, w hich are intricate and

entertaining, but don’t slow the game

down even on a -fSh/bb.

'niere are tw o long campaigns, one

track for the Humans and one for the

Ores. Campaigns consist of a series of

linked .scenarios, which involve either

building up a base of operations and

destroying vour opponent's base, or

achieving a "quest,” in which you are

given a set number of units and must per-

form some sort of task before }^)u tire

deslroved. Base battles involve balancing

the cost of militaiy units versus building

up yourvillagc infiastructure. In keeping

Nfl-flrthgiiiWiiiiafflnZ

F
or me, the best part of Warcraft 2 is its multi-

player capability. With slots for up to eight play-

ers and very aggressive computer opponents,

you can choose anything from simple head-to-

head modem struggles to big IPX-network confrontations

filled with alliances and betrayals. The multiplayer suite is

extremely easy to use. and the only tricky part is making

sure each player clicks on the confirmation box beside

their name before starting the game.

The game comes with numerous buiit-in scenarios

designed for two, four; six or eight players, and many of

them have maps that highlight land, sea or air combat.

Once you set which players are going to be humans and

which will be played by the computer, you can go on your

way with the standard settings, or change options such

as limited sighting range or even the use of cheat codes.

Players- joining the game get to see which options are

being set, but can only change their alliances or race

before the game starts.

Creative gamers should really try designing their own

battle maps for network play. Tinkering with the attributes

of various units can allow for a huge number of possible

scenarios. The process of creating and playing scenarios

with your friends will give Warcraft 2 a long life on your

hard drive, and it’s a great learning process for you bud-

ding game designers out there.

THE FIGHT JUST GOT BETTER Warcraft 2 has beautiful

SVGA graphics, more features, more units, great multi-

player capabilities, and retains the fun qualities of the

original.

willi tile original

\V.mcR.\l-'l',liichiinible but

ii.scful pc;i.s;inl laborers are

still the key loiiny long-

tenn battle-stralcgv'. 'llicrc

is nowanDcIclitional

resource. Oil. whicb must

be retrieved in build up

your navy.

V)ur new allies hav'e

broiiglil new units, and with

llieni eome whole new tac-

tical venues. Apart from

coo! things like demolition

(earns, Elvcn lingers, ’Ifoll

Berserkers, and a pum]X'd-

iip magic s\-stem. the big nev

WAllCRVKl' 2 has got to be the expansion

of the war over the water and into the

skies. Since the plavfield is large enough

now to have viable seas and large islands,

plavers \v ill often find themselves having

to Iniild actual navies in order to protect

theimelves and then press the attack. You

can novvconslnict Destroyers, Battleships

and even .siihmersibles like Gnomish

Subs and Goblin VVar-Tnrtlcs. Tlie Air

War is not as complex, but players can

scout the land with rccon aircraft and lay

waste to it with Gryjjhons and Dragons.

'Ihe tweaks, improvements and details

that have been added to W/\RCIUl'f2 arc

too numerous to cover in detail, but you

can safclv assume that almost everv-thing

has been changed for the better. Even

the unit behaviors are a little more realis-

tic; units are far more capable of taking

care of themselves w hile you are bus)'

elsewhere, and ambushes are not quite as

easy to set. This is still a simple, straight-

foivvarcl wargamc, but it lias been skillful-

ly taken to the nexi level of detail and

complaxity, without losing any of the

playability.

THE RIGHT TOOLS FOR THE JOB

Another great snnirisc in this game is

the scenario design kit. Wliilc it is primari-

ly for the creation of maps for both single

and net plav’, vou can do far more than

just fiddle witli the landscape. All unit and

building values can be changed, allowing

vou to create v our own customized fanta-

s)' battles, based on v’our own preconce]>

tions-'lliiiik that the Ore plavcr should be

plaving more like a horde? 'lake aw-ay his

more advanced units and make his gninfs

cheap and fast to make.

/Vs with most competent sequels, ifyou

liked the original game then you should

definitely pick iij) tl lis one. \V'\itC[l\t'r 2

successfully breaks new ground without

losing sight ofwhat made it a great game

in the first place. While 1 think that the,sc

kinds of games reallv need to introduce

branching campaigns to reduce the “puz-

zle” a,s|jeel of .some of the scenarios,

Blizz,ard sliould be coinmended for push-

ing the design further instead of just

pumping out more of the same. If you

enjov fantasy gaming, or simply like tlie

kind of base-building tactical wargames

that hav e become popular in the last cou-

ple of vears, then this is a sure bet for

you—and ifyou have access to a network

for gaining, then WaRCRM-'I' 2 moves into

the "Must Biiv'” catcgoiy.’fe

^APPEAL: Anyone looking for laughs,

intense action, pocketfuls of features

and creatures, and simple, yet engross-

ing gameplay will want to play this

Warcraft sequel.

^PROS: A worthy successor to the

original, which pushes the design in

new directions, plus a powerful sce-

nario tool-kit and a

great multiplayer

option.

CONS: The cam-

paigns are a little

weak and the prob-

lem of failures

repetition still exists.
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ibbs^i

Technical Advisor

William "Bud''Gruner jS^
commanded the

submarine USS
Skale during WWII,

and was awarded w. . • M
Ihe Na vy Cross and the Silver Star.

Commander Grunerprovides narra-

tion ol technical and tactical matters

as well as personal anecdotes of his

vast WWII experience.

foTiBMand
Compatibles

A
feature-packed

.WorldWar U'submarine simulator, >

1 SILENT HUNTER’" is without equal. * r'

As commander of a U.S. submarine in the Pacifib, =•

your task is simple— sink as much enemy U>nmige as possible! >

Choose fromavarietyofAmerican submarines— and let the

hunt begin! Prowl the shipping lanes. Steal into enemy harbors.

Embark on Special Operations missions. Authentic WWII film

footage, cinematics and narration throughout provide a historical

feel for the submarine combat experience.

Play individual missions or an entire campaign. And prepare to

be blown awayby magnificent SuperVGA graphics, an original

sound track and action so real you’ll want a life jacket!

TO OOOeR: visityour retailer or call I-SOO-IOI-PIAY with Visa/MC

(North America only). ©1995 Slrategic Simulations, Inc., a Mindscape Company.

All rights reserved.
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STRATEGY/WARGAMES

REVIEW • ALLIED GEHERAL

Price: S55.96

System Requirements:

IBM compatible 486/66

or better, 8 MB RAM,

SVGA graphics, 6 MB
hard drive space, 2x

CD-ROM drive,

Windows 95 or Win

3.1, mouse; supports

most major sound

cards

If of Players: 1-2

Protection: None (CD

must be in drive to

play)

Designer:

Halestorm/SSI Special

Projects Group

Publisher: Strategic

Simulations Inc,

Sunnyvale, CA

(800) 601-7529

Reader Service It: 344

Riding With
Patton
Switching Sides Can Be A Tankful Of Fun

by Tim Carter

R

arely licis lire prospect of

tallies on the hori/on lieen

so wannly weieomcci as

with the release of /\l.i.li:i)

CKN't-'.RM. -And w hile it is

fairtosay fiiatAl.L!i;f>

CI';nI':r\L dues not live up

to the expectations of

nianv, this is due as much

to the le\ el of exiieetation

as to the qualih’ of the game.

\Vliilc /\t ,1 GisNI'.RM , is a fine game,

and will proside many hours ofcnjrnineiit

for die-hard aficionados and heginners

alike, it just doesn’t quite have the ele-

gance, play-halancc and tension of

Pan/IsR Cl'lNKRAL Matched against virtu-

allv any other strategy' or wargame on the

market today, AlLli-D Gknkrai. holds up

as solid entertainment. Unfortunately,

matched against its prcdeec.ssor, it lacks

some of the intangibles that made I^AN/!-:r

G l‘;Ni'.RAi. such a su[>erlati\'c product.

PLAYING PAHON

AXIS TO ALLIES Allied General is a good, solid wargame;

though it might not be equal to its predecessor, it definitely holds

its own as a good game.

BB W
'-ir

“ ~

window of opportunity? Unfortunately, the Windows 95 inter-

face isn't nearly as intuitive as expected, taking time to learn and

adjust to.

\VI liie ll lere are good historical reasons for

this (mo,si Western operations involve

t)ofh l^ritish and American forces, so that

the player has at best accc,ss to only half

the available units), it does tend to detract

from the os enill role-playing asiiecl of the

game.

Ihe real elegance of Ran7,KR GknrRVL

lav in the play balance built into the sce-

narios, 'llic

combination of

tough, aggressive

defenders and

tight time limits

kept most battles

tense even ihe

fourth or fifth

time amund.

llie scenarios in

;\I.I.IK15

Gl'lNKlW,, while

sometimes quite

challenging, are

not nearly as

well thought out.

'Ihis is unfortu-

nate heean.se most of t hei n I lave consider-

able |)olenlial. yet .suffer from glaring

snags in their eweciition, leading me

to w'ondcr if they were adet|uately

playlcsted.

'1 he A1 has been upgraded .somewhat,

although most impnn ements could be

categorized as: "Really dumb things the

com]iuter doesn’t do anvinore.” It will

sometimes escort bombers, presumably

when it |x:reeives a threat from enemy

interceptors, and will often withdraw'

w'eak units from dangerous positions

rather than let them be destroyed. It will

al.so disband uselc,s,s or doomed units and

rebuild others in more useful areas.

Perhaps the biggest pioblem with the

scenarios is the lack of clearly defined vic-

tory' conditions. 'Ihe briefings rarely pro-

vide time limits for a major v'ietory', and

often do not indicate if all Ihe objectives

need to be taken (or held), or where the

split between a major and a minor victory

falls. Phners may have to spend a few

games try'ing out different strategies just to

detennine the vietorv conditions.

CC MARCH 19S6
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Harika, Alien

'Visually rich

—

a captivating sequel!"

Fred Ford and Paul Reiche III,

Designers - Star Control and
Star Controll II

THE FATE OF A THOUSAND WORLDS IS N YOUR HANDS.. .AGAIN

xnrr-ii \r\r-
i~VUULJLJr^SLJl^

Star Control 3 is a trademark of Accolade, Inc. 01995 Accolade, Inc. All rights reserved.
Created by Logend Entcrtalnmertl and based upon characters crested and used under license from Paul Reiche III and Fred Ford.
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STRATEGY/WARGAMES

REVIEW • ALLIED GENERAL

t

RACING TO BERLIN Each Allied power has a unique fighting style,

as ground-heavy Russians will race to Berlin with different tactics

than Americans riding in with superior airpower.

build their core forces into

overstrength elite units vvitliont

losing a major \’ictoiy,

THIS TANK DRIVES FUNNY

After the .scenarios, the most

significant cliange,s in At ,1 .ll'.n

CKNFUUl.arc all related to the

game interface. At Lll'.l')

G|'.NKRM, was designed to nin

under Miero.saft Windows, and

may be installed into either

Windows 5.1 or Windows 95,

1

tested the game on a 486/66

with 8 megs ofl^Wl under

both 3.1 and 95. Wliile it was a

tad slu^ish under Windows'

3.],/\iiJi-:DG[;Ni';iui,is defi-

'iliis is completcK- unnecessary; and is a

real detrii nent to the enjoyabilit}- of tl le

game. Kven in .scenarios where the play

balance is not that delicate, players have

I lo w ay of knowing— short of trial and

error— how many turns they have to

C
learly, the designers have tried to provide players

with more than just a politically correct Panzer

General. Each nationality has different strengths

and weaknesses, and requires a different strategic

approach in order to consistently win major victories, None of

the Allied armies fight like the Germans in Panzer General, and

none face the same sort of challenges. Regardless of whether

you like the new campaigns or not, SSI cannot be accused of

just ripping off the Panzer General system by cranking out sce-

narios with the flags switched.

Aspiring Zukhovs can forget about having an air force.

Russian planes never lasted more than a few turns under my

command, regardless of how carefully I tried to shepherd

them. True to history, the Russians must rely on massed

artilleiy and copious amounts of anti-aircraft units.

• For the Americans, airpower dominates the battlefield.

Strategic bombeis work wonders against all types of defender;

while effective tactical bombing can keep the German armor

under wraps. This is crucial, as American tanks are at a greater

. relative disadvantage against their enemies than the Germans

were against theirs in Panzer General.

The British combine elements of both American and Soviet

forces and strategy. Personally, I think it would have been nice

(and realistic) if they had been given just a bit more beginning

experience.

And while we’re on the subject, what do the folks at SSI

have against the Canadian army, anyway? The Free French and

Free Poles are included in the force pool, but those fearsome

Canadian infantry are nowhere to be found. 1 think I’ll send Carl

Norman a red and white toque and a copy of John Keegan’s

Five Armies at Normandy next Christmas.

uildy functional in the old GS, altliougli

the combat aniniation.s are loo slow to be

left on.

Under Windows 95, speed improved

noficeabty, altboiigb .seiolling and many

aiL\iliar\' screens (such as flic iinil pur-

chase .screen) arc considerably slower

Ilian in P/VV/:i-:r Gem^rm- Speaking of

scrolling, most elements of the interface

are more clumsy tliau in BxN/KR

GKNi ;R\L Plas ers cannot move about the

map siniph' by pusliing their mouse. Now,

a recoil window with the .standard eighl-

arrow' compass allow's you to click and

push the screen across the map. After

about an liour on the new' system it

hecomes bofii easy and intuitive, but it is

still more work than in the earlier game.

It feels as if the designers struggled ver\'

hard to make the Windows interface as

smooth and eas\’ as I\\7I',R GI'.nT'.RAI.’s

DOS interface, and just didn’t quite pull

it off- lnirlhcr,i'\LLIl!;i) Gl''.Ni;R'\l.doe,s not

lake advantage ofsome of the existing tca-

liiies of the Window',s environment (I

would love lo have tlie aliilily to adju.sl the

si/e ofllie strategic map).

On the briglitsidc, llie e-mail sv'slem

has been upgraded substantially. ' i lie

[>iggc.st problem witli plaving B\N7.I':r

Gi'iNl'.RM.via modem was tliejnabilib'of

placers loscc their opjioncnts move.

I'issentially, you were iire.senled w'ith a foil

ciccoinl)li that sliovvcd only tlie otlier side’s

final positions. /W liI'-D GIvNI^R-m,,solves

lliis problem by including a \ ideo rqilay

of tlie opposing side's mov e willi the save

game file. I’layers can now review the

enemy’s inovemeni liefore planning llieir

strategy.

I lappily, Al.l .IRn GI'NKRM . is practically

bug free. After over HK) liours vvitli this

game,ll)coni)’tcclinieal gliteli I found,

vvliicli neither craslied tlie program nor

affected gameplay, w-as a rare tendency

for llic computer lo clLsplav’ forlres,ses as

APGs laic in the game. ’i1ie .sound and

video worked fine from my double-spin

GD and Soundblasler Pro,

By the way, the video segiiienls hav'c

changed somewhat, now taking the fonn

ofwartime films complete with narralion.

'the manual, while competent, doesn’t

reallv provide much support or hack-

ground. 'Hie cltarls of available equip-

ment that were so u,scful for planning core

ujigradcs in PAN7i';it GR-NKRAI. are con-

spicuously absent.

WOULD PAHON BE PROUD?

Searching for a metaphor lo end my

review, I ke[)t coming hack lo the

Shennan tank. Maligned bv- many, tlic

Shennan was a well-lntill. reliable

machine that pmvided verv’ good value

for the money. 'llie fact that it tended lo

fare jioorl}' when compared with, sa); a

Panther I'), .should not oveiiv' cloud our

judgment. Wdio won, after all?

Ai.I.IKDG1':n 1',1U1. is not a match for

PanzkR Genkrai But in a market virlnal-

Ivovernm with hnggv; unfinished

wargames that are— pardon me— com-

plete crap, it will be a more than welcome

addition to any warganier's collection, and

should remain ou their hard drive for

quite some time.

^APraAL: Panz£R General buffs may

find Allied General less fun, but those

looking for a generally good wargame

won't be disappointed.

kraos: This is a solid wargame with

play Improved by e-mail capability and

better At.

Not as

good as Panzer

General, with some
poor scenarios and

an interface that

takes some getting

used to.
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Introducing Silent Thunder: A-10 Tank Killer II! 24 action-packed missions take you through Central America, the Middle East

and Korea in one of the most devastating ground attack planes ever created. Huge explosions and new texture-mapped terrain

reduce other flight sims to twisted wreckage. Whether it's the ground-shaking action of Silent Thunder or the precision dog

fighting of the upcoming Red Baron II, the Dynamix Aces Flight Series delivers its ordinance on target. Just ask Reps's goat.

siLBnrTHUnOBR

mtouMi
http://v/VAV.sierra.com

See your local sofUvare clealei’ HRK
SIERRA Dyosnnjif- S.waOn-Li/w, !r,i;.®ancl/0' ’'desWjnsw trademarks of, 'jr lictniwtoSi^'rsOo-L^^e.Inc.feil r;9hlS'-eser.’«3. Or call 1-800-757-7707. ft"*?!?

Circle Reader Service 11228

And, MAN, he blowed up GOOD.



STRATEGY/WARGAMES

REVIEW • BATTLEGROUMD; GETTYSBURG

A New High-

Water Mai1(?
Charge To Glory In The Battlefields Of Gettysburg

by Patrick C. Miller

Price: $50.00

System Requirements:

IBM compatible 386/33

or better (486 recom-

mended), 4 MB RAM

(8 MB recommended),

SVGA graphics, 5 MB
hard drive space, 2x

CD-ROM, mouse,

Windows 3.1 or

Windows 95; supports

most major sound

cards

H of Players: 1-2

(modem play)

Protection: None (CD

must be in drive to

play)

Designers: Jim Rose,

John Tiller

Publisher: TalonSoft

Forest Hill, MD
(410) 821-7282

Reader Service d: 345

F

ans of computer wargames

based on the /Xmcrican Ci\i!

War lia\'c .suffered tlirougli a

gaining drought for llic pa.st

ses eral \ cars. ' I he few releases

that offered potential relief

liavclumedout to l)c light

sprinkles, nitherlhan the

nnieh-anticipatcd gully wa.sli-

ers. But w ilh the release of

B-vriLKCKotiNi); Cirt'h'SiKnic:, Ci\i! W'ar

buffs at last have a game satisfying enough

to wet their whistle.s.

GlM'l'i'SlU'itc.; represents a significant

advancement in the e\olution of

'I alonSofts Battleground series, w hieh

clearly comes into its own in iVtli centun,'

warfare.'! he hc-s maps are more colorful,

richlv detailed and flc-viblc than

B,\fii,KCK()iiNi;):AiU')i';NNi';s, thecom|)a-

ny’s debut game. Moreover, gameplay is

eniianced by including more of the detail

that was conspicuously absent in

AlUii'iNNKS: leaders play an important role

in maintaining unit morale and cohesion;

flank attacks and enfilade fire make unit

facings important; keeping iufantrv'and

avtilleiy supplied with ammunition is a

critical aspect of battlefield command; a

single routed unit can tri^cra ripjde

effect of confusion and panic that .spreads

widely throughout an army.

of C'.cth'sburg.

I’cnnsvKania.

'IhereareiZ f
scenariosemering

various ke\'

engagements dur-

ing the three-day

battle, ranging

from the first con-

tact berisecn

Bufords Union

cavalrv and I leth's

division, to

I’iekctt’s futile

charge into the

Union center on

welcome home Gettysburg finally returns quality Civil War

gaming to the table, with great graphics, multimedia, details and

scenarios.

the last day. Six of the .scenarios offer

either historical artificial intelligence (Al),

in which the computer player’s maneu-

vers are governed by actual events, or

alternate Al that allows the computer

opponent more latitude. You can also play

the campaign game, covering all three

days of the battle in a monster l-f9-tum

scenario that features day and niglit tnrns.

'Ihroughout the game, \ideo clips of Civil

War rc-enactments, combined with the

.sounds of men engaged in fierce combat,

lielp immcr.se you in the period and the

game.

NOTHING CIVIL ABOUT IT

A grand tactical, turn-based w'argame,

Gi'n’iv’sm me; covers the “high-water

mark” of the Confederacy from ]uty 1 to

July 3. lS63,w'hen the Confederate Army

of Northern Mrginia. under Ceueral

Robert Iv 1 x.'e, and the Union /Vmy of

the Potomac, under Major General .

George C. Meade, comerged at the town

ARRAYED FOR BAHLE

'Ihe basic maneuver units of

Clsl’IVSBimc. arc iufantr)' and cavalry regi-

ments and arliller)' batteries. Units are

rated for strength, weapon ningc, move-

ment, c|uality and fatigue. Clficcrs arc

rated for their command and leadership

abilities. '1 iirus are divided into four phases

for each side: mo\ement, defensive fire,

offensive fire and melee. During combat,

units lo.se .strength points as they take

casualties, gain fatigue points through

melee or proioi iged e.\]K)sure to enemy

fire and can become disrupted or routed

under the stie.ss of eomi)at.

Plas’crs familiar with ARf)i''.\'Nl''.S will

have no trouble diving right into

CiCl'i'i'SBi iRC;. 1 low ever. as with

'liilonSoft’s fiist game, the mm ing and fir-

ing of units isn't as intuitive as it could be

and rcquiies both .some consultation with

the manual and a little practice. A handy

toolbox with piLsh-button icons enables

you to customize the screen display, zoom

tlie map in and out and give orders to

your units. Unfortunately, you must reset

your .screen display prcfciences each time

you start a new' game or load a saved

game.

'Ihc 5-11 map view gives CKI'li'SUliRc;

the look and feel of a miniatures game

w'hilc the 2-D map pmvidcs a board game

perspective. ' I here’s also a “jump map”

that displays the entire battlefield and

enables you to move to any location on

the map by clicking on a spot. Most play-

ers w'ill opt for the zoomed-in 3-D view
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The Pinball Masters at 21st Century are giving you first class tickets for a globe
spanning action-adventure, unlike anything you’ve ever experienced! Visit exotic

locales from the rich jungles of the Amazon to the mystical Far East. Spend some
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• Mind bending sub-games as you navigate between each country
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STRATE6Y/WARGAMES

REVIEW • BATTLEGROUND: GETTYSBURG

bcciiusc il iJroM'cics tlic most clrdmiitit iincl

rciilislic depiction of the hatticficld.

Important landmarks, sucli as Devil's

Den, I ,iltle l^onnd 'lop and Cemefer}'

I lill, are easily recognizable. Ifyon want

more information, holding down the Shift

kev toggles a compass rose and displa\'s

the names of the landmarks as well as the

name.s of local landowners.

MINIE BALLS AND CANISTERS

’

I he game does a rcasoirabls' good job

of emulating Civil War tactics and the

strategies used by both sides at

Cellysbnrg. Rifle fire is most cffecth'e

from medinm to short range, and some-

times even then doesn’t .seem terribly

lethal. Melee combat is possible, but

because il fatigues and dismpts your

troops, it should be employed only when

von're certain of winning the engage-

ment. Artiller\' isn’t as n.scfnl for softening

lip the enemy defensive positions as it is

for repulsing a determined offensh e.

Troops holding the high ground, dug in

behind bieastworks, or in good defensive

terrain cause real problems for an attacker.

1

THE BLIMP CAM The impressive 3-D view captures a minia-

tures feel, and makes the action more compellinQ and excit-

ing.

Cethsburg, will lia\e

little trouble besting

the computer player

when using the man-

ual control option.

The A! will often lead

with unsupported

aihllei}' batteries,

attack ])ieeemeal and

leave important lead-

ers .silling inthco])en

to be easily captured.

The “semi-automatic

Al" offers greater

challenge: you can

cither take general

conmiaiid of an anny and let the comput-

er handle implemcnlalion or command

an individual brigade or dhision while the

computer handles the rast of tiic anny.

With the computer .Al "helping” your side,

bailies are more challenging and more

realistic.

THE DEVIL TO PAY

Kven with Giri'l'i’SnuRC’s increased

emphasis on realism, some os crlysimplis-

as de,scTihed in the manual doesn’t work.

( Ihe host plavcr must clion.se the sce-

nario b\’ .selecting “File” from the ])ull-

duw n menu, selecting “Open," and then

loading ihe correct file for the .scenario.)

Some of the infonriation in the manuai

differs from (he online help. In addition,

doohle-clickingon the RKADMF icon

prodoecs a jumbied text file instead of (he

list of which map modules go with the

\arioiis scenarios. This is ver\' important

02a.

0211 .

03a.

04h.

05a.

05h.

06.

07.

08a.

08h.

09,

10a.

ion.

11 .

12 .

13.

The game’s greatest weakness is its Al.

\ etcran wargainers. especially those

familiar with the annies and events at

len you load a saved game or start a modem game in BAniEGROurio:

Gettysburg, it’s important to know which map module corresponds to

which file or scenario.

File Name Map Module

mrsen McPherson's Ridge

julylama.scn The Battle of Gettysburg

julylamh.scn The Battle of Gettysburg

july1 pma.scn The Battle of Getti^burg

julylpmh.scn The Battle of Gettysburg

july2ama.scn The Battle of Gettysburg

july2amh.scn The Battle of Gettysburg

july2pma.scn The Battle of Getti^burg

july2pmh.scn The Battle of Gettysburg

Irt.scn Little Round Top

ch2nd.scn Culp's Hill

julySama.scn The Battle of Gettysburg

julySamh.scn The Battle of Gettysburg

ch3rd.scn Culp’s Hill

julySpma.scn The Battle of Gettysburg

july3pmh.scn The Battle of Gettysburg

pci, sen Pickett's Charge

pc2.scn Pickett's Charge

july 1_3.scn The Battle of Gettysburg

Scenario Title

01, First Contact

Out of the Mist

Out of the Mist

A Rock and a Hard Place

03h. A Rock and a Hard Place

04a. Oecisions, Decisions!

Decisions, Decisions!

Double Envelopment

Double Envelopment

The Wheatfield to Round Top

Too Little, Too Late

Fight or Retreat?

Fight, or Retreat?

Gulp's Hill, Bloody Hill

The Final Assault

The Final Assault

The High-Water Mark

Pickett’s Charge

The Battle of Gettysburg

Note: h=Historical Al; a=Altemative Al

lie fenturcs renuiin from /\R1‘)KNN1':.S. For

exiimple, vmi know just as much about

even eiienw unit .spotted as you do about

,

vour own units. In addi-

;
tion, all units are treated

. as either spotted or

unspotted. If you can

;

seeanenemyuiiit.il

; can see you. In a tw'o-

1
player modem game,

this makes it \'er\’ diffi-

cult to ambu.sh inur

!
opponent. Unlike

;
Ci'rni'SBi.iRC does not

include a scenario edi-

tor, nor does it include a

[)lay-by-E-iiiail option.

Although

, CR'i'ii'SBURC. isiiearh'

' hug free, it’s not w ithout

' itsglitches.Tlic manual

fails to mention that

whcnaunitmoicsaiid

fires, it docs so at half its

^

nomial cffcctiscncss.

Starting a modem game

w hen reloading a saved game or starling a

modem game (see chart).

Os'crjll, Gi:i’n'SBURt: is an outstanding

game that does jiislice to the /Knicriean

Givil W'ar period. W itli TalonSoft schedul-

ing a Waterloo game for release in A])ril

and another Ci\’i] W4ir game based on

Shiloh in May, it seems that gamei-s

w'hosc interests lie in 19th ccnlLiiy'warfarc

can see an end to their gaming drought

and a good chance of some soaking

downpours in the spring. %

^APPEAL: BATTifGROUND; Gettysburg is

a must for American Civil War enthusi-

asts and wargamers.

^PROS: This game offers beautiful

graphics and 3-D maps, effective use of

multimedia, modem play option, indi-

vidual scenarios covering key engage-

ments and a campaign game.

>CONS: Weak Al, sometimes confus-

ing documentation,

no scenario editor

or play-by-E-mail

capabili^ and sim-

plistic sighting

rules weaken an

otherwise strong

effort.
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STRATEGY/WARGAMES

REVIEW • WARHAMMER: SHADOW OF THE HORNED RAT

Storybook
Wargames
The World Of Warhammer Lands k Solid Hit On Desktop Wargaming

by Peter Olafson

Price: S50

System requirements:

IBM compatible 486/66

or better (Pentium rec-

ommended), 8 MB
RAM, SVGA graphics,

2x CD-ROM drive: 21

MB hard drive space,

Windov;s 95, mouse;

supports Windows 95-

compatible sound cards

# of players: 1

Protection: None

Design: Steve Leney,

Gavin Moore, Jeff

Gammon, Richard

Castle and Andy Jones

Publisher: Mindscape

Novato, CA

(415) 897-9900

Reader Service d: 346

I

'm not much of a hard-core

wargamcr, but I ha\'c a iong-nin-

niiig love affair with games cihoul

wan little animated ga« niniiing

ainiind.wiclding nasty wcairons.

shrieking dcathcries and falling

over in their own blood.

Powi'.wMONCt'lR caught my eye,

Di.inI': II vwis a long and lovely

waltz and CoM\t-\ND

C(iNQl)t';R, a whole lost weekend. Now,

W'\R11\MM1:R: SlLAIXAVril'-'nil'l-lORNKn

R\i from Mindscape, has captured all my

attention.

It's a slightly Tolkcinesc|ue—and more

tactical— turn on those earlier games set

in the Warltaiwuer unis'crse of the lable-

toj) RPC. You’re in charge of a troop of

mercenaries based at the town of

Wfeenheim and begin the game by tak-

ing a range of general ta.sk.s: the first is

defense of a nearby town, the second

escorting a merchant caravan.

Of course, there's .something larger and

darker looming in the background. 'I he

Skaven— a race of militant ratmen—

have come into possession of a magical

h’.K en crystal called

the \Varpstonc.1he\-

mean business, and

their business is good

business for \ our little

handsome world

ma]), acro.ss which

anny.

Before each mis-

sion, you choose

which ofyourtmops

will join in the com oy,

and then set a march-

ing order (meaningful

onivin the event of

ambush). Afterwards,

s ou look upon a

a dotted red line

winds its was:

When it stops, the

fightingiixnalls’

starts.

'Ibe battles take

place w ithin a rich-

ly-te.\turcd land-

scape seen from a

bird’s-eye point-of-

view.You can

rotate it. zoom in

on it and roam

across it using the

mouse; and it’s worthwhile to do so simply

for the aesthetic pleasures of exploration.

You mav find little villages populated by

tinv people, .seasenger birds circling for

cor|).ses. rain-dappled rivers, working

windmills, churches w ith gr;ive\'ards, great

rocky outcro])pings, a f< )rtre.s.s |)arapet and

buildings scarred by war.

You’ll also u,se the mouse to set up your

lamps in the deplosment phase. /\ffer

that’s done, the real-time combat begins.

LISTEN UP Bloodthirsty commanders aren’t the only wonders of

Warhammer, a world of fantastic creatures, vermin-like villains,

and epic conflicts.

save the fairies Wrapped around Warhammer is a classic

I

good versus evil plot, centering on the mysterious, and stolen,

I

Elven Warpstone.

A lour of the battlefield will find tn>ops on

the march, others in headlong retreat,

arrows singing for blood, heav}' mortars

booming overhead and unit commanders

calling out orders. It is easy to play, and

you .should be able to master the first few

missions in happy ignorance of the

iiislmelions (howev er, you’ll do even bel-

ter if von pore over the fine l2()-pagc man-

ual and briefsupplement first). Control is

handled largely via a batterv' of layered

icons in the lower right-hand corner. It’s

fairh'.straightfonvard; foolixints for mov-

ing, cros,sed-.swords for attack, a skull to

cancel, a horn to charge and .so on.

1 lowever. for all that ca.se of play,

WAR] tAMMI’',lt’s scenarios become progres-

sively harder to win. Unless you’re lucky,

vou’ll eventualiv find the battlefield deco-

mted w ith your dead, dying and fleeing,

and someone will issue a de.spairing erx’of

"All is lost!
” So it will be, and son’ll have to

either restore a .saved game to re-fight the

battle or check out how well the design

team has integrated "failure" into the sto-

rsline.

CC MARCH 1996



Admittedly, without SimulEyes"VR,

PC gaming only requires

half the equipment.

Descent ond Ititerploy

Is il you, or is your gaming missing something? If you’re not playing

with a pair of SimulEyesVR stereo-vision 3D glasses, you’re missing

plenty. Like true stereoscopic depth perception, stunning realism and, of

course, that wicked adrenaline buzz you play for in the first place.

SimulEyesVR delivers it all in a pair of electronic gla.sses that install

in seconds and transform your DOS or Windows'" multimedia PC into a

wildly realistic environment for compatible 3D games. Made by

StereoGraphics\ SimulEyesVR are lighter and more comfortable than

head mounted displays, support multiple simultaneous users and run as

fast as your graphics system can go. And all for the amazingly affordable

price ofJust $179, including Interplay’s"’ best-selling Descent”':

Destination Saturn and two other games.

Take advantage of all the equipment you were born with. There’s

only one way to get the kind of sweaty palmed, dry mouth, wide eyed

cxciteinenl you crave. SimulEyesVR. This you gotta see!’"

Order your pair for just S179, or get the name of

the retailer nearest you by calling 1-80Q-SIM-EYES.

http:/Avww.slcreographics.com

SI muiiyis
tidemml;! of Inretploy, tnt. SteieoGiophiis [s o tegisrstsil itodemiiik ond Simultyei is o lindemoik of ifie SleieoGtopliics (ocpoiolion. All oto liodimoils gie llie piopody of tlisii lespedive s. ©ID9A SlerooGiopfiics Corpororlpn.



STRATEGY/WARGAMES

REVIEW • WARHAMMER: SHADOW OF THE HORNED RAT

1 f vou’rc sutcc'ssfiil, you’ll see a unit-b\ -

iinit assessment of damage meted out and

exjx'riencf gained— a nice touch which

ou'^lil to be inciuded in more

wargames—anda biilauee-shect on how

the outcome inipro\'e.s your cash flow,

^bl^ll ha\’e a cliance to take on replace-

ments for the dead and wounded, hire

any new units that ha\'e contacted

Dietrich (your diy•-humored agent), and

then it's on to the nc\1 mission.

Often, vou’ll have a choice of direc-

tions here, h'or instance, once you’ve

recovered the kidnapped family of the

border ])rinec Sven Carlsson, you can

remain in his employ and undertake a

cami)aign against the local ore and goblin

population; accompany your new-found

if) SoiDEllpsRirloniingTtiEllornHlilat

I

t’s possible to win battles but lose the war by taking unac-

ceptably high casualties, if you find you simply can’t get

through a mission no matter what approach you take, it’s

likely that some of your units took too much of a drubbing

in earlier engagements. Save often, and be prepared to replay

scenarios.

Magic is invaluable. You'll pick up an Amber Wizard early in

the game. Keep him safe in combat, study his spells and use him

prudently. In particular; use The Curse of Anraheir, with which

Allor begins the game. It’s an exceptionally useful spell for dimin-

ishing the combat effectiveness of enemies, and will drive some

into a state of panic.

Don’t let the Grudgebringer

Cavalry do all the work. It’s a

great unit, and there are few

things more invigorating than

watching its riders spur their

horses to a gallop for a charge.

But if you use them as your

main instrument, they’ll also

get the lion’s share of experi-

ence. Share the wealth, and try to

build a balanced force.

If you find an NPC unit already on the battlefield (dwarves, for

instance), don’t let it stand alone against the enemy. Send assis-

tance immediately, The unit may not be under your direct control,

but every ally is valuable in a close fight.

By the same token, don’t squander your own forces in a series

of one-on-one battles. A combined-arms approach is much more

effective. One great tactic is tying down an enemy with a flank

assault and then hitting It from the rear with cavaliy.

Following these tips will maximize your army’s strength and

keep Pyrrhic victory at bay.

dvv’iin'cn all\’ on a Irek northeast to lift the

.siege at'/iiiifl)ar; or escort the e\'er-cr.ibby

elf lord, Ceridan. on a trip to I oren Forest,

'iliis is a decided ste|5 up from prcsious

wargames.'llie

mle-pla\ing ele-

ments allow

WvitltWIMi'.itto

escape the trap of

w;irgame/RIK<s

tliai fall into a

simple pallcm of

battle, stoiy, Iral-

tlc, stor\'. ,'\nd tlic

cmplia.sis on

maintaining an

anny wliose Iwsic

status is prcsciv'cd

from scenario to

scenario means

you liave to l)c

miicli more careful al}oul liow you con-

trol \'our annics, lest son lo.se too many

troops to battle and find yourself sliorl-

handed for tlic next fray, 'Ihi.s more realis-

tic approacii is Iroth welcome liere and

missing loo often in otlier wargames,

A few caveats, I loweser. Wth all tlie

graphical detail options enalrled, .scrolling

around tire battlefield once tlic Iwttle is

joined can be slow, c\ en on a 135 N II 1/

Pentium, Now and llien, units that bas e

regrouped after a combat will tliereafler

be extremely recalcitrant when receiving

orders, acting as tliougli tlicy ne\ er heard

tlicm. There arc five saved positions in tlic

game, l)ul it’s almul five too lew to my

tlunking. Thankfully, there is a "last game”

function, alleviating some of the stress of

liaving to remember to .save before each

battle.

Moreover, while I’m told the Skaven

have always been less-tban-.serious char-

acters in Warhanvmr, as a newcomer to

this game s)'stem, 1 found an odd disparity

between the terse exchanges ol the pic-

scenario briefing .screens and the broad,

sometimes comie-rcTiet t|uality of the cut-

scene .storx' animations, Ofcour.se, those

who’VC read the Warliammer novels will

fed right at home with this sehi/ophrenic

shtick.

Finally, 1 los e the sense of choosing my

own direction, but it’s a sense that dimin-

ishes after the initial blii,sh. T he game’s

paths arc more like cnl-de-.siics off a cen-

tral road, and choo.sing some alternatives

sometimes means simply forestalling oth-

ers. Moreover, in spite of eha.sing down a

few cul-de-sacs, only success really counts

ill WARi t/XMMRR. This will force all but the

most skillful plas crs to reprise the same

critical scenarios o\ cr and os’cr to obtain a

better result.

That’s fine in tenns of the life of the

game, hut it’s less like writinga story than

being forced to follow one, and it might

1 lave been nice to develop a range of pos-

sible paths delineated bv !e\’cl of success

(as we’re told the original design was to

ha\e had). After all, c\ en the WiNG

Co.MMWDi'acs had winning and losing

paths. Mindscape does plan to enhance

the role-plaving dement in the sec|uei.

now under construction, so perhap.s

there’s hope for an even better game in

the near future.

All things considered, for me. Si lAnow

oi'"i'iii'; 1 loRNl'inRAirepre.sents hopes

gratified and e.\pec(ation.s .satisfied. This is

the promi.se of PowhaiATONCKR fulfilled,

and 1 await the next waltz with bated

breath.S

^APPEAL: This game is for folks

who like a well-developed, accessible

wargame with rich detail.

kPROS: Splendid graphics, lively bat-

tle sequences, sensible controls and

the ability to

choose your mis-

sions.

CONS: Needs

more depth to the

role-playing ele-

ments and lacks

multiplayer mode.



The battle doesn’t begin until I sag it begins.

It’s mij game and I control the course of conflict.

If gou mant to plag then gou better get serious.

This ain’t no lilg liuered,

thuml] sucking mama’s bog game. Huh-uh.

This is mar. IUbssij and mean.

SomBbodg’s going to get hurt

and it ain’t gonna be me.

I’ue got you in mg sights

and gou look like a sucker.

fl punij little Cybrid sucker.

CONTENDER FOR BEST STRATEGY GAME OF 1996." - strategy plus magazine
Introducing the strategy war game from the EarthSiege"' universe.

See your software dealer, call l'800-757-7707, or check out http://www.sierra.com.

©1996 Sierra On-Line, inc.® and/orTM designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved.
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STRATEGY/WARGAMES

REVIEW • BATTLES IH TIME

Out of Time
Endless Repetition Equals Poor Wargaming

by Tim Carter

Price: S59.95

System Requirements:

IBM compatible 386/33

or better, 4 MB RAM,

SVGA graphics, 14 MB
hard drive space, 2x

CD-ROM drive, mouse;

supports Sound Blaster

compatible sound cards

and modem/null-

modem play

H ot Players: 1-4

Protection: None (CD

must be in drive to

play)

Designer: Rod Olsen

and Bruce Williams

Publisher: American

Laser Games/QQP

Albuquerque, NM
87109

(800) 880-1718

Reader Service H: 347

O

nce, lliciowiis a nifty little

eonpaiiv tluit s])eeiali/ecj

in.slr.ifeg\’^aines.’llie

"rapliiesancl sound were

hardly ciillini^-edge. but

the gaiiie,s were so chal-

lenging— and so fun—

that line gamers really

didn't mind. Sadly,

Rai'H-KS IN Ti\ii;, though

il comes witli more hells and whistles than

say. Ti ti : I ,( )SN An\liR\i . ( )r C( )NL>'

KiNcaiOMS. is a com])lcte dog.'tlie prol>

lem isn’t the premise, but the eseeiilion: -A

fnture Marth, free of war, suddenly eonies

under alien allaek. 'lini have been sent

back in lime to refiglit hislorieal batt!e.s,

re-lcarning the aneienl art of warlare in

Older to lead the defense of Ivirlh against

the alien invaders.

^TIME TANGLE There’S no need to spring for a stealth fighter,

I when even dinosaurs are outfitted with missiles.

Scenarios are selected from one of four

time period,s; |)rehisloric. Ancient Rome,

World War II. and the near future. 'li) fight

the aliens, you mnsi first complete a cam-

paign comprising one battle from each of

the four periods,

I'lacli time period has four maps, each

ofwhich sets the parameters fora generic

war using units lliat roughly malch tlio.se

av ailable during that

era. Annies arel)nilt

to capture eilies.

which provide points

for building more

armic.s. and each

armv comprises up

lo twelve units.

\\1ien two opposing

armies meet, the

map/oomsiii to a

tactical displav; and

the indiv idual units

fight il out.

ARMOR-PIERCING CATAPULTS

I Jnforinnatcly, none of the battles

offered bear an\' resemblance to historj’,

Now, 1 have nothing against generic

games. Some, like’l'i iiv U)SrAnMiR'M,,

arc actuallv' more fun

without the historical

constraints. But

IWril.KS IN'I’iNlKisso

vanilla that the differ-

ences between units

acro.ss lime frames

are non-cxis1cnl. I'br

instance, the Romans

have catapults that

fire exploding projec-

tiles halfwav across

the tactical map.

Other than the

gra])liic, these units

behave exacllv like

WAVlleraartillerv-.ln

fact, most units have identical counter-

parts in other time jicriods, .save for a

facelift. In the prehistoric era. Bmntosaiirs

vv ith area-fire artillery and missile-loaded

I’terodaetvls aren’t just inaccurate, they're

ludiennis.

.Another problem is the large number

of armies av'.hlable to each side, which

makes for cxtiemeiy repetitive gameplay.

BRIDGE OVER TROUBLED WATERS Even as a generic game,

Battles In Time fails to excite, especially with its repetitive

units and lack of any real strategy.

The sheer number of units, anti iheabilily

to regenerate them each turn, creale far

too many tactical battles thal look and feci

similar regardlc.ss of lerr.iin or the units

involved. At ihe strategic level, an army of

twelve infaiitr)' mov'cs as fast as an army of

twelve tanks! (Maybe if they were riding

Brontosaurs, Ihey'd go faster...)

I can't remember the last time I .saw a

more dvsiunctional game. Onlv' il il were

])lavcd for laughs would B.AITI .ivS In TlMt;

have anv sort of merit. On the c-vlerior, it

a|3pears to work properly. Once v’ou get

into it, however. Ihe game reveals il.self lo

be, at best.a soriy joke.^fc

QQP has bean dissolved by Its parent

company, American Laser Games.

See Briefings for more details.

^APPEAL: No one who appreciates

good wargames will want to play this

game.

VPROS: It sounds like a good idea

before you install it.

CONS: The

game is boring
|

and repetitive; and

the bomb-chucking

dinosaurs will

make you sick

with disbelief and

irritation.

CC MARCH 1996



Anatoly Kvotchur, Russia’s top test

pilot, knows the real Su-27 better

than anyone in the world. His role as

technical advisor ensures a simula-

l tion of the ultimate in accuracy.

ws
jhlj jjSBll

ilfy'dwimj uJ’jJI

iJjBBB yB'B/B. . . yU-27 1b

IjllliB JllB/Blly II d/BBJJI BBI/JB

1/IJb“— Bmasa'/ Plub

“dll-27 BiihlbuB

BUJIBldB/iWlB JJBlBUihlJ i'J

UJJBBB! fuJuBII 'd. [I BB kljiy B!

UiB Iwrd-iju/B BhnuhiilujJBd'

— OoMmai Smuhb Wuhlu

"dy liipplnij Iniu diB tiilBiUBM^

dBBUjn ij/Bup; udJ way Jjb'jb hi! Wb uiudiyp

IvdB— 'dlB f/JuillB/ nllBBhl I'Jddj dil'd!
'

— JaS'Bii iluvisBij PBBPjuiggj/iiiiiiWis

”
, . iJjB niuB! dBwllBd llid'iilBdjn-.WB ;//

Fd FUWFF hd'JB bpb/ BBBJjfp^d FtiM'l

nlDdeled after the awesame<Sd»27'

Flanker by a team ofiRussian aerdspace

professionals, Sur27> FtANKER" isibeitl'g

as Ihe most reallsliclljbHfSl^ibi/^y}

A poivertgl; mullhtie/ednMfs^lonM

yog in eyerythin'g ironiiSinjlIM^

pjajningiagd eye|^t|^a|i[|(l|^MM

sallfiiiiexqgisite.iliWyMilKo^

ajicjiratp. deadlyandt

Smffljuu software retailer or call

su^p^tfcjj iJ DlMi'iiig jlijl

'
' '-S®®-®'"-™*' WSd/MC (North America only)

A HinDSCAPE* COMPANY
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STRATEGY/WARGAMES

REVIEW • GREAT NAVAL BATTLES, VOLUME 4: BURNING STEEL

Hulks Of The
Atlantic
k Change Of Sceneiy For World War I! Naval Battles

Price: S45

System Requirements:

IBM compatible 386/33

or better. 8 MB RAM,

SVGA graphics. 14 MB
hard drive space, 2x

CD-ROM drive, mouse;

supports most major

sound cards

H of Players: 1

Protection: none (CD

must be in drive to

play)

Designer: Roy Gibson

Publisher: Strategic

Simulations Inc.

Sunnyvale, CA

(408) 737-6800

Reader Service K: 348

By Bob Proctor

SI iiiis released \ et anotlier

naval battle game, tills one

.set ill tlic hiiiopcan seas. In

many rcs|)ects, Gltivxr

Naval B.\i'i'i,i':s 4 is similar

to its predecessors, with

data for British, Cennan,

Italian, French and So\iet

ships, in lien of ftcific pow-

er.s. Wliat I like best about

die GlUv\l'N.\\;\l. B.MTLI'S series arc the

small, si\-to-eighl-ship battles, 'llicse

show off the superb graphics to best

advantage and are small enough to let you

manage e\'er}' .ship effeetiv ely. llicrc are

\ er\' few scenarios like tliis in GNB4.

Instead, \on get a liea\y dose of fleet

actions, and controlling these nunierous

forces tends to gel vciy laborious. For me,

six to eight ships is about my limit; others

may find tlicir tolerance higher or lower

blit 1 doubt any one will have the patience

for a 'iiafalgar 1 1 or a jiitland 1940 sce-

nario.

STAYING IN FORMATION

'llie pinhiem i.s partly in the.AI and

partlv in the game design. 'llic/M does a

poor job in too many areas to be a good

assistant in battle. 'llic first problem is

keeping ships in lonnation, .specifically

“1 .ine .Ahead" formation, .'kimost even’

task force begins in this fonnalion with

the flagship in the middle of the line. As

soon as you order a course change from

the flagbridge, the flagship turns and all of

the ships in front of it begin a Keptone

Kops routine to get back on .station. In a

battle, you lose control of range and target

bearing for one-third to half the ships in

the task force iinlass you adopt indhidual

control! A .second problem is target sclec-

r

TOWING THE LINE GREAT Naval Bahles 4 has some pretty graphics and a good inter-

face, but is only a bland addition to the GNB lineup.

iioii;most of vour .ships w ill automatically

select the biggesst target. 'lliis affects accu-

raev and makes all ofyour fire less effec-

tive. 'Ihc only .solution is to go to manual

mode on each ship and constantly cheek

and rccheck ils targetting. A third problem

is \s ith toqjcdocs; put simply, the Al won't

fire them al aiwthing other than poinl-

blank range. Finally, the game design

won't let you form task forces at sea, for.

sav, tor]3cdo mns or to fire .smokescreens.

ENEMY IN SIGHT, CAPTAIN

Of the 16 scenarios, only a few are

intcre.sting. 'Ilic British confrontation of

the German Bismarck and the battle

against the pocket battleship Graf Spec

near Uniguay, arc small battles. 1lic oth-

ers are the Atlantic convoy battles, which

include hvpothetical sorties by thel’iqrit/

and Clraf Zeppelin, as well as historical

raids by Ihc Seharnhorst and Lutzow.

All the other scenarios put a bewilder-

ing array of fleets in action, some histori-

cal and others Inpotheticai.

Giti'.-\i' Navai. B.M'n-ics 4 is a compe-

tent game and there isn’t an)'thing better

al the tactical level. It’s too bad SSI didn’t

make ihc com]:)utcr a more capable assi.s-

tant. At times, GNB4 shines through with

a few' small, engaging battles, but other-

w'ise it’s a mediocre addition to the GrI'AI'

N.aval BaitlI'S scries.%

^APPEAL: Any fan of GNB3, or a

gamer with a propensity for micro-

management, will enjoy this game.

PROS: The interface and graphics

are great; the game engine works well

for gunnery duels.

CONS: The Al is

so poor it forces

players to micro-

manage too much,

and the majority of

scenarios provided

aren’t very excit-

ing.

ce MARCH 1996



Unraveling The Mystery Is Just The Beginning

. SECRETS. OF THE

I

' ’a nmlil•

A huge niining corporation has unearthed something unexpected. All they would tell you
yesterday was that it dated back to 1 1,000 B.C. Now, you see it, an ancient Egyptian pyramid
that seems to reach out to the desert sky like a beacon. Secrets of the Lost Dynasty presents
a vivid 3-D environment with smooth and realistic movement in which you will explore a

complex and ancient architecture.

Smokin'
©1995 SMOKIN’ Digital Corporation. Secrets of the Lojt Dynorty /« a trademark ofSMOKIN'Digital

Corporation. NOVA SPRING is o irodemork ofVICTOKAI INC. 21904 LocknessAve..TorTanee,CA 90SOI.
Far more Information, Call {3

1

0) 326-8880 or explore our websrte;

www.SMOK/N.com
Circle Reeder Service ^179



Save Thne and Money

Ordering Gaines by Phone
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THE MARKETPLACE

WANTED
Experienced game designers, programmers,
graphic engineers. We want you to be a part

of a company whose revenue reached 200 million

last year. We offer executive's salary, plus bonus
for relocation. Please send resume or demo work
to: 47703 Fremont Blv. Fremont, CA 94538
Attn. Department of Talent Develop & Search

Circle Reader Service #71

SSI'S IBM CD-ROM 20 WARGAME CLASSICS
This unbelievable CD-ROM bundle is ONLY S33 and includes 22 games plus over 50 addilional scenarios. Ranzer

General, TANKS!, Battles of Napoleon, War in Russia, Clash of Steel, Pacific War, Warlord.s, l-’anzur Haltles, etc .

ASK FOR OUR FRP:k .STRRL P.\NTHER PRK.MIKR NEW-SLICmCR ISSUi;(7 .SCIviNARIO.S)!l

STEEL PANTHERS SCENAIHO DISKS:
S25Diskl; Dnepr River Crossing S25Disk2: Brilish in Normandy S25Disk3: Battles for Okinawa
S25Disk4: Ration in North Africa S25Disk5; Guadalcanal/Tarawa S25 Disk 6: Slaliniyad Campaign
S25Disk9; Marshalls/Marianas S25Diskn: N. African Campaign S35Disk20: Barbarossa Campaign

S39 Steel Panthers S39 \VCS3: Rifles S42 Allied Ccncrat S45 Silent Hunter S42 Rantliers-Shuduns

S42 DDay America Invades S48 SU-27 Flanker $46 Battle: Getty. $46 Battle: ArdcnnesS30 Road Sumlcr-App.

S15 Battles ofNapoleon $15 Gettysburg SISWarship $20 Defend Alamo $42 Tigers on the Prowl

$32 Custers Last Command $15 Mech Brigade $15 Stellar Crusade SlOWar in Russia $42 l.a.sl IJlily.kriei;

Wc also carry Scenario Disks for Empire II, \VCS3: /Vge of Riiles, Battles ofNapoleon, WCS2: TANKS!

SlSPaciftc War Editor V. xl.22 $10 Mo' Slo (Slows down fast computers) $15 TANKS! Ultra Modem Database

Add $4.50 ($6 Airborne) Shipping. CA add 7.25% Lit NOVASTAR GAME CO.
Hours; 8:00 am to 5:30 pm PST Monday-Saturdny PO Box 10, Rocklin CA 95677
Visa, M/C, Am. Exp, Checks, Money Orders (916) 624-7113 » Fax (916) 630-1009 » nova.stiip'mvfr.net

Circle Reader Service #219

H R&G GAMES H
PO BOX 5008 Glendale Hts, IL 60139

We Buy s Sell New & Used IBM Games s Hintbooks

Top Dollar paid for newer games. Check or 10% more for

credit usually processed in just 1-2 days. Our Used games

have boxes disks 5 manuals more in stock call for prices;

Absolute Zero CD $30 Mechwarrior 2 CD $34

Aces of the Deep $20 Mission Critical CD $26

Aces of the Pacific $15 Nascar Racing CD $34

Alone in Dark 2 $25 NBA Live 95 CD $28

Alone in Dark 3 $32 NHL Hockey 95 CD $28

Arena Elder Scroll $22 Outpost CD $15

Ascendancy CD $33 Phantasmagoria CO $36

Battle Beast CD $30 Primal Rage CD $35

Caesar 2 CD $35 Ravenloft CD $20

Comnd&Conquer $36 Return to Zork CD $20

Dark Forces CD $28 Sam & Max CD $22

Descent CD $22 Savage Warrior CD $30

The Dig CD $33 Shivers CD $30

Dragon Lore CD $24 Sim City $16

EF2000CD $37 Space Quest 6 CD $32

Esrthsiege CD $30 Star Trek Final Unity $37

Fade to Black CD $37 Stonekeep CD $37

Fifa96CD $30 System Shock $15

Frl Pg Sp Bbl 94 $24 Tank Comnder CD $30

FrtPgSp Ftbl 95 $25 Tie Fighter $20

Full Throttle CD $29 Transport Tycoon $28

Hardball CD $30 Voyuer CD $33

The Hive CD $37 Warcratt CD $27

Lands of Lore CD $18 Witchaven CD $30

MS Flight Sim 5.0 $26 Wing ComderS CD $33

For details or to order Call S t -800-525-GAME
Free UPS Shipping with purchase of $75 or more

Visa, MC, Discover, CasWer Check, Money Order accepted
Shipping UPS S5, Overnight $9 COD available $10

AJI Dimes musi have ongmal Mtas, dsks & manuais (NO COPIES) in good

conSDon. vmrking. conplela S vims free Ai^ unaoseplable games wil be returned

al you eicensa S5 ups rer box. Pnee & AvalaCilitv subbed 10 change.

Circle Reader Service #177

1

CDIVIPLTER
GAIVIIIVG WORLD

175,000
Volume

Game Buyers
Each Buying an

Average of 1

8

Games a Year

Put the power of this

au(Jience to work for you.

Call Marci Yamaguchi for

advertising information

(415 ) 357-4920
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HOT SELLERS
GAMES
Command & Conquer S42.00

21 AND OVER
Dream Machine $35.00

Lemmings Chronicles $14.00 Dream Machine2 $39.00

Slip Stream 5000 $21.00 Night Watch 3 $39.00

Terminal Velocity $24.00 Sey More Butts 2 $39.00
Need for Speed $41.00 Private Prison $39.00

Warcraft 2 $41.00 Space Sirens $32.00
Lode Runner $22.00 Space Sirens 2 $35.00
Rebel Assault $19.00 Hot Leather $28.00
Dragon Lore

Lord of the Rings

$14.00 Deep Throat Girls 4 $28.00

$14.00 Nasty Ports $35.00

NHL 96 $39.00 Virtually Yours 2

Vampire's Kiss

$32.00

FIFA 96 $39.00 $35.00

X-Winq Collection

Mech Warrior 2

$35.00 Virtual Sex $35.00

$34.00 Virtual Sex Shobt $37.00
llthHour $44.00 Latex $39.00
7th Guest $18.00 Virtual Valerie 2 $39.00
Block Night $24.00 Sorority Sex Kittens

You're the Doctor

$39.00

F-i4 $18.00 $29.00
Hexen $42.00 Porno Poker $35.00
Stonekeep $42.00 Virtual Vixens $23.00

CATALOGS AVAIUBLE OVER 300 ADULT TFTLG

ORDER NOW!
1 -800 -560-6234

Circle Reader Service #245



CHIPS&BITS INC.

PO BOX 234 DEPT 10601

ROCHESTER, VT 05767

INT’L 802-767-3033 FAX 802-767-3382

'DVERNrDHT SHIPPINa In US $4 pw orilBr. Mail to Caaada. PH, HI, AX. APO, FPO $4 per oidai. WDildwIdo almall $B par Horn. Handling $2 per alilpnient. Haidwaia orders may

Chocks hold 4 weeks. Mon^Ordsrs under SZODsamo as cash. COD $8. Dolecllvas replaosdwilh sane product. Host Itoms shipped same day. Shipping times mayyary, Prlco/asallaSlllly may change. All sales final. Call for detalli.

THE GRANDEST FLEET AD&D EYE OF THE BEHOLDERS
J

Only one fleet will be left afloat in this thrilling master-

piece from OOP. Experience the grueling campaigns,

the agony of defeat and the exhilaration of victory!!!

Develop cultural resources and manage the growth of

your population. S16

‘ASSAULT ON MYTH DRANNOR' has the hottest graph-

ics, more colors and more cinematics than ever. Prepare to

be transported to the mined city of Myth Drannor in the

Forgotten Realms world, vyhere you must wrest an artifact

of divine power from the dread lich Acwellan. S19

'D-DAY UTAH BEACH 1944’ thrusts you into the role of

a military strategist during the Normandy invasion of

WWil. As the American commander, you must overcome

strong German resistance to occupy the Cotentin penin-

sula and the vital port facilities at Cherbourg. CD S12

You may be the hottest pilot in the starfleet, but

72 dogfight filled missions against the Kilrathi

oughta cool your jets. Race into the Wing

Commander Deluxe Edition and blast your way

through the Vega CampaignI

CALL TOCA Y FOR BEST SELECTION

800-699-4263 SOURCE 10601

CD $19

IBM ACTION IBM ARCADE IBM ROLEPLAYING B IBM SIMULATION B IBM STRATEGY B IBM SCREEN SAVER

Soccer Kid

Super Ateado Gamas CO
Taking ol Bovotly Hells

Top tOOG.imes2CO
Vaxiiie

Wacky Wheels Sharowara

S16SilanI Service I

Star Crusader Mssn 8 Speh S19

Sub BniliQ Simulator SI2

Ullrnbots Sanction Earth $12

Wing Commander 1 DIxe CD $19

W'g Commander 2 Speh Dsk$19

Woild Circuit $16

SI6

Blue Fores

Castle Wolfanstoin Shareware

Champions ol Krynn CD S

Chaos Continuum CO S

City 2000 CD S

Fortress of Or. Radiaki $

Fortress ol Or. Fladiaki CD S

Fourplay S

ol Fate

irt ol China

King's Quest 6 OEM CD
Kronolog : Nazi Paradox

Lost Files ol Sherlock CD
Morph Man CD
Nerves ol Sloe) CD
PsychotronCD

Quantum Gala WIN CO
Rex Nebular 5.25

Allied Frarcos5.2S

Allied Forces

Oynamix Bundle I S9

Fantasy Collodion CD S19

GamBPackCD2CD S10

Grand Slam Bridge 2 &

Kasparov's Gambit Bun CD S15

inierplay Cl.iBsloColled'n CD SD

Jot Pack CD $19

PGA Golt S Wrid Tennis CD S19

Power Hits: B.nttlrrlBCh CD $19

TakeTenCO S19

Zool Bundle (1S2| CO $19

Might & Magic 3

Poolol Radianc

RexN.
IB Phantom

Sam $ Max Hit the Road

Secret Monkoy Island

Algebraic Proposer

Olnosoll Mulllply & Oivido

OinosofI Typing Tutor

Dyro-Quasl

EcoQuost 5.25 or 3.5 ea

Ptinciplos ol Chemisiry

Quaiky Quaysoo's Turbo S

Super Solvers: Out fed 35

The Prophecy $16

Tom & Jetty $9

Total Distortion CD S19

Who Kilted Sam Rupert CD $16

Air Combat P;

Assignment Miami

Battle Command
Battle Command 5.25

Combat Classics 2

Down Patrol

Dawn P.nirol CO
Delta V
Elite

5lh Dimension CO
Aliens Ate My Babysittc

Creepers

Daring to Fly CD
Evorywheto Travel Gu
NFL Yearbook WINCC
Oro World CD
Personol Tremor SAT
Roboicch: Maci CD

One Must Fall Shareware

Sink or Swim CD
Sleepwalker

U.S. Blleships & Cruiser

U.S. President CD
U.S. ShullleFlaotCD

U.S. Spy Pianos CD
World Allas

Evasive Action

FIS Strike Eagle 2

Falcon 3 Scenario 1 Tiger

Falcon 3 Scenario 2 MIQ 2t

Falcon 3.0

Fighter Wing
Flight Sim ToolKit

Fly the Grand Canyon

Frorlior Elite 2

Great Naval BalHesrScen B

Grey W

APBA Baseball S19

Avalanche InleracliveCD S19

Droll Hull Hockey '95 CD $19

ESPN Sports Shorts CD S9

Hardball 3 Players Disk $12

Intomalional Sports Challenge $9

Inleinallonal Sports Chall 5.25 $6

Jack Nicklaus Clip Art 5.25 $3

Jack Nicklaus Clip Art S3

Jack Nicklaus Course Disk 5 $3

Jack Nicklaus SE Course 1 S3

Jack Nicklaus SE Course 2 S3

Jordan In Flignt CD
Links Pro 386 CD
Links Pro 386 Golf

Links Pro Course Disk 1

1

Livo Aclion Football CD
NFL Coaches Club

NFL Video Football 5.25

NFL Video Football

NHL Hockey '94 CD
Power Hits: Sports $6

Pro Football Analyst 92 Edition $6

Serious Soccer S9

SporlmgTrianglo S3

Tie Break Tennis $6

Tom Landry Football S19

Tony LaRussa Baseball S6

Tony La Russa Baseball 2 92 S3

Tony La Russa Baseball 2 93 S3

Unnecessary Roughness $9

Unnecessary Roughness '95 $15

Wayno Gretzky Hockey 3 $12

World Hockey 95 CD $10

Fort Apache

Grandest Fleet

Heirs to the Throne $19

JuliendCD $19

Machiavelli The Prince CD $19

Millenium $6

Project USA CD S19

QwitksWINCD $12

RailroTycoon 3.5 $16

Realms $16

Rules of Engagement $12

Rules ol EngagemenI 5.25 $6

Rules EngagemenI 2 Cmpgn $19

SabTeam $19

Sim City 2000 Seen 1 WIN S14

Sim City 2000 Scenario S12

Sim City Classic Grphes 1 & 2 $14

Star Legions $10

Starship $15

Subversion $19

Tegel’s Mercenaries $12

Terminator 2 Chosswars CO St6

Bubblegum Crisis CD
Doom 2

Or Royds Desklop Toys

Screen Aniics WIN

Aegis: Guardian ol Fleet CD $1

Wall!

Warlo

$19

Charge of the Light Brigade St

Civil War No Greater Glory SI

D-Day: Begming ol End CD $t

Dreadnouglits Bism.itk $

Dreadnoughts Bismatk 5.25 S

Dreadnoughts Ironclads S

FlBlds ol Glory CD $1

Harpoon 2 Battle Sol 2 SI

Harpoon Classic CD $1

Harpoon Classic WIN CD $1

Harpoon Designer Series S

Harpoon Oosignor Saties 2 S

High Comm.md $1

MacArthur's War
Slorm Across Europe

Task Force 1942

Typhoon ol Sleol

$1

et Editoi

ioS.25

World 19 WIN

Lightspeed

Precision Approach

Real Woalher Pilot

Retribution CD
Seal Toam

30-ITWlNCD
Bridge Olympiad $16

CD-Romix 2 Prime CD $9

CD-Romix 3 Free X CD $9

Casino Gambler Kit $19

Demon Blue $6

Dr Thorp's Mini Blackjack $6

Elements SIS

Even More Incredible MchinoSl9

Even Mote Inc Machine WIN $19

Loxicross $19

NFL 75 Seasons WIN $12

On Target S6

Origamo $19

PrtocI Partner Bridge WN CD$12
Ptolossor Zany’s Giveaways $10

Professor Zany's Jokes... CD $10

Puzzle Gallery I $6

It Night Live 20th Anvts CDS16

V Victory Market Garden $'

V Victory Maikel Garden CD S'

V Victory Utah Beach CD $

V Victory Volikyo LukI S'

V Victory Velikyo Luki CD $'

Waterloo !

Acres

Sohtai $19

Al-Qadim

Alien Legacy

Biackthoine

Indi Jones Graphic Advent

Inherit tlio Earth

Legend Kyr.indl.n 3

Lemmings Chronicles

js Volume 2

Marci

$16Solitaires Journey

Space Vegetables

TV Gde M-media Cwoids CDS19
Take-A-Broak CrsswordsCDSI9

Matrix Cubed
Microsoll Flight Sim

Powermongcr

al Noverlock

lame Solution CD 2

Teality Studio 2

$16 Wing Commundor 1&2

Circle Reader Service »-l5
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COMPUTER
I

GAMlIXiG WORLD f

FREE PRODUCT INFORMATION
IT'S AS EASY AS 1,2,3

1. Fill in your name and address and check oil

your answers lo Ihe seven research queslions.

2. Circle Ihe numbers on Itie card that correspond lo

Ihe ads or articles you'd like more inlormalion about.

3. The literature will be mailed lo you from

Ihe advertiser free of charge.

CIRCLE FOR FREE INFORMATION Void after June 30,1996

001 002 003 004 005 006 007 008 009 010 Oil 012 013 014 015 016 017 018 019 020 021 022 023 024 025
026 027 028 029 030 031 032 033 034 035 036 037 038 039 040 041 042 043 044 045 046 047 048 049 050
051 052 053 054 055 056 057 058 059 060 061 062 063 064 065 066 067 068 069 070 071 072 073 074 075
076 077 078 079 080 081 082 083 084 085 086 087 088 089 090 091 092 093 094 095 096 097 098 099 100
101 102 103 104 105 106 107 108 109 110 111 112 113 114 115 116 117 118 119 120 121 122 123 124 125
126 127 128 129 130 131 132 133 134 135 136 137 138 139 140 141 142 143 144 145 146 147 148 149 150
151 152 153 154 155 156 157 158 159 160 161 162 163 164 165 166 167 168 169 170 171 172 173 174 175
176 177 178 179 180 181 182 183 184 185 186 187 188 189 190 191 192 193 194 195 196 197 198 199 200
201 202 203 204 205 206 207 208 209 210 211 212 213 214 215 216 217 218 219 220 221 222 223 224 225
226 227 228 229 230 231 232 233 234 235 236 237 238 239 240 241 242 243 244 245 246 247 248 249 250
251 252 253 254 255 256 257 258 259 260 261 262 263 264 265 266 267 268 269 270 271 272 273 274 275
276 277 278 279 280 281 282 283 284 285 286 287 288 289 290 291 292 293 294 295 296 297 298 299 300
301 302 303 304 305 306 307 308 309 310 311 312 313 314 315 316 317 318 319 320 321 322 323 324 325
326 327 328 329 330 331 332 333 334 335 336 337 338 339 340 341 342 343 344 345 346 347 348 349 350
351 352 353 354 355 356 357 358 359 360 361 362 363 364 365 366 367 368 369 370 371 372 373 374 375
376 377 378 379 380 381 382 383 384 385 386 387 388 389 390 391 392 393 394 395 396 397 398 399 400

1. Whal It the tilphesl level ol education Ural

you complated? (Check one only)

Ol.OSome high scUl or less

5. Howntteni

(Check one

OVDOncea'

la you usually buy computai garnet?

only)

week

Name

1

CGW3/9B-4

1

02. Once every two to three weeks

03. Once a month

04. Once every two lo three months

05. Once every lour to six months

06. Once a year Ll
01. Die
02.0 Mi

03.0 Amiga

04. Dedicated game machine

05.0 None

yMntiUliiUevel? (Check one only)

04.0386

05.0286

4. Oo you own (or plan lo truy In neil 6 monlhi)

I CD-ROM? (Check one only)

01. Own

02.0 Plan to buy (6 months)

Di:si«My
02. War/Mliitary

04. Brain Teasers

TI5. C#J
•

•
, 1

06 Spon

. . a
08. Educational

4. Please send me a one-year (12-issue) subscription lo Computer Gaming World lor S27.9'

(U.S. price): al! other countries add S16.00 lor addilional postage.

In a Hurry? Fax This Carh Tn: 609-829-0692
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FREE
fLS.J' COMPANY PRODIX'I P.YCP

36 7lh 1 cvcl ;\rcade.'\inerica 73

246 Access Sofhvare Pandora Directive 156,157

67 Ac'cluim Kiitcrtiiinment D 42.43

40 Actohide 1 lardhall 60,6!

41 /Nccolacle Stai (k)ntrol III 211

AfcrAiiiericii Corjj Aspire Computers 17

97 Activision Zork Nemesis 100,101

37 Aclivision S|})'craft; 'Hie Creal Game 30,31

293 Activision 1 l\])erbia(lc 15

245 ActSoft, Inc Mail Order Prrxlucis 227

261 Amcriciiti Power Conversion Back-UPS Pro S1-S3

243 AUiri Corporation 'rempesf20()() 131

50 Bcllicscia Softworks 'I'eniiinalor/ lAiliire Shock 117

54 CAl’COM USiAlnc. I'oxl Innt 162

68 Cliips&Bils .Mail Order iVodiicls 88-93

61 Chips &L3il.s Hole (’laving& Boaril 0;imc.s 94-95

63 Chips& Bits Pinball World 215

131 (3hi|),s&-l3its Solution CD 179

45 (Chips’& Bits Budget Software 228

195 Chips Bits Mail OrvlerAdult 240

74 Computer pApress Mail Order Prociiicls 108,109

7S Creative labs 5D Blaster 87

79 Diiiinonc) Multimedia 3D iiidge 34,35

210 Domark Software Total Mavhem 129

267 PatliLink Network. Inc. IbfalAcce.ss 159

104 Pleelronic.-Vits Advanced Tc-chnieat iughter 64,65

90 Rlcctronic.Arts Dungeon Keeper 132,133

I'lpie MegaCaines, Inc.
'

pAtreme Pinball 59

92 l‘'<ilc:on Northwest t'alconMACIIV 238

43 I'ormCen. Inc. ShaduwWarrior 96

247 I'omiCcn, Ine. Xenophage 23

7(1 I'onnCen, Inc. Duke Niik’cm 3D C2-C4,l

84 I'orle 'I'cclinologics. Inc. \'hN-l 1 lelmet 2.3

93 Cainer’sCold -Mail Order PukIucIs 233

73 C'uknVce Pntcr|)risc.s Cylindrix 79

53 (.'T interactive Software \\'indows95 Prrxluels 197

244 C7n-] I'lntertainnient NCAA Cliampionship 174.175

240 Cn*! Pntertainment I^I-2{|fl() 182-185

98 llar[)er Interactive Chaos on CD -ROM 172

103 PMotion Knight’s Chase 47

217 ["Motion VirUint Che.ss 165

201 lnleraelAcces.sories INTP,RAC'l’PCGamcAcce,s.sories C3

105 Interactive Magic Slar Ikingers 70

107 Interaclivc Magic Capitalism 205

66 lntcr]ila\' Prodiictioiis, Inc. Descent il 38.39

65 intcq)la\' Prodiiclions, Inc. Conquest of the New World 85

III KOPI Ronianeing Pari IN' 202

25! lance llaffiicr Games Coiirfsidc C'nllcge 204

115 LneasYits Ticl’'ighter'sCa)!lcetor’s IW

116 1 .nciis-Xrts 'Hie Dig 4,5

130 Mavis I'ullTilt! Piiihal! 169

255 Maxi.s Mindwaqr'l'ea.ser 139

72 Meclia-On Mail Order ProclneLs 237

71 Media-On Marketplace 227

125 Megatcch Software Power Dolls 140

COMPYNT PRODl'Cr PACE

Microfonim N'irtiial Corjioralion 99

Mililap- Simulations Mghling haleoiis 207

Mindscape, Inc. Warl lammer: Shadow of 153

Mindseape, inc. Pool Champion 134

Mindscape, Inc. Ajigei Devoid 74,75

K'Ii.ssion Cyonh'oi interaetivc Quarterly 239

Mission C'oniroi K'lail Order Products 241

N'lPC-Nct Multi-Player Carnes Network 200,201

Multiple Zones PC Zones 167

NewWorld C3ompnting /Nnvil of Dawn 52.53

New W'orld C3ompiiting Chaos Overlords 2475

NovastarCame Conqianv Market])Iace 227

ORIGIN SvAtcnis /Nbiisc 48,49

ORlC.lNSvsfems Cybennage 27

(4RIG1N Systems Cnisader 18,19

ORIGIN Systems Wing Commander IV C4

Philips Media lighter Duct 195

Philips Media Bum Cycle 11

Piiilips Media /Mien Odyssev' 105

Philips Media Gear 1 leads 141.143.145

Philips Media Gear 1 lead.s 147-149

PSINel Pil)cliiie 155

Pulse Knlertainmenl Bad .Mojo 111

R&CCamc,s Marketplace 227

SanctunryWoods iJon 107

SanctuaryWoods Riddle of.\la.sterLii 181

Sierra On-Line, Inc. Ancient Lin|)ires 41

Sierra On-lJiic, Inc. I'airth Siege 113

Sierra On-Line, Inc, Mis-sion l''oree;C]ybcrStonn 221

Sierra On-1 ,ine. Inc. Silent 'nuinder 213

Sierra On-Line, Ine. 'I'rophyBass 170

Sir-Tceh W'i/ardryCold 57

Sir-Tceh Bobsled Contcsl 12.13

Sirius lAihlLshing Trciisnre Quest 8,9

Spectnim ! loloByte Grand Prix2 177

S|H‘Clnim 1 loloBvte C3rand Prix Manager 105

Stereo (’-raphic.s Simnieyes N'RCobles 219

Strategic Simulations [Renegade 223

Stralegic Simulations Silent 1 iunter 209

Siralegic Simulations I'antusy General 144

PAC^.SysIcms jov'stick 164

'1 ako 2 Interactiv'c Sofhvare Ripper 119-126

'Mic Avalon Hill Came Co. Wooden Siiips/lron .\ len 21

'niiindcrSealTechnotogies 'Ihunderseaf 190

United CD-ROM Mail Order IVxlucLs 254735

N'erironix Mail Order Prixliicts 256

N'iaeoin New Media Deep Space 9 29

Viacom New Media Congo 137

N'ic’l'oluii, liic. Seerels of the 1 x)st Dynasty 225

Virgin Interactive lith 1 lour 69

Virgin Inleractivc 'I'oonslniek 141-143

Virgin Inleraetive Terra Nova 187,189,191

ZD Net Compuserv'e 192

'Please sec achertisemeii! farcoiilact iiifoniujtion

Ji^REE

127

129

B2

133

34

196

199

133

134

139

137

219

142

141

140

146

138

H5

144

143

277

148

177

150

152

153

155

161

228

156

163

162

164

157

158

159

212

207

209

211

154

167

121

193/194

174

175

178

179

185

239

186

202



•nuts vtwr PM for Game of tlH Veai? See Out Wmers In^.
5.

'

'JP!!'-' f/JlniJ MM. Ifgjb

MPUTE
VIII\IG WORL
Computer Came MagaxiiA

Drts Game All-Stars

we Pick the Best in

Football, Basketball,

. Baseball s< Hockev

• Play to win.

• Subscribe
to save.

Here’s the move
that’ll blow’em away

n MSCURKta i WqCwnMdirHI

Call

1-8OO-827-4450
And grab the rock-bottom rate

other gamers would virtually die for!



OF MASTER L

OFTHE ROBOTS
. ..OFTHETHIAD

CD-ROADTOFIHAL4 ^

TEAM
CD-SAM&MAX:H1T ROAD

CD-SPACE QUESTS
CD-SPACE SKIPWARLOC
CD-STAR CDNTR0LI82
CD-STAR CRUSADER
CD-STAR TRAIL REALM
CD-STAR TREK NEXT GN
CD-STAR TREK NEXT GN
CD-STELLAR 7

CO-TAKE YOUR SHOT
CD-TEKWAR
CD-TERMINAL VELOCITY
CD-TFX

CD-THEDIG
CD-THUNDERSCAPE
CD-TONY LARUSSA 2 94
CD-TONY LARUSSA BBS
CD-TRANSPORT TYCOON
CD-TRDPHY BASS
CD-ULTIMA7C0MPLETE
CD-ULTIMATE DOOM

OARKLANDS
DAWN PATROL
DAY OF THE TENTACLE

DOOM (REGISTERED)

DRAGON S LAIR 2: TIME
DRAGON'S LAIR 1

DRAGON'S LAIR2.5:eSC

S LAIR 3: CURS

ERIC THE Ul

ETERNAM
FALCON 3.0

FANTASY EMPIRES
FIELDS OF GLORY
FIFA INTERNAT SOCCER
FLASHBACK
FLIGHT SIM 5: NEW YOR
FLIGHT SIMULATOR 5.0

FLIGHT SIMULATOR 5.1

FREDDY PHARKASFRTR

GREAT NAVAL BAmES
GREAT WAR
GREENS
GUNSHIP2000 VGA
HAND OF FATE

WEPAYCASHFORUSEDGAUES
We wont your cuirenl used gomes

1 -800-377-8578
-r^ In Canoda, rail 605 -339-2060

dlofoulhorizofionboforeshippingor

\ ftX list fw current quoles to 605-334-8766

CtV nno 1 lindudo yout lelm oddias i FAX m.l

W£ SELL USED GAMES
All gomes ore tested & IBM disks wus checked

goitcs ve in originol wlh n'vMi dKunwtilgiwi

Coll for current title avoilibility
,

WEAtCEfrOKlY

VISA/MasterCard/Dmver

Money Orders/Coshiers Check

•CdI Ioi Ilk mlibr bbt s>:«q ILO.-

Most items shisped some day. $5 UPS/S 9 2nd Ooy Air

GAMER'S GOLD • lOOB W. 41 $t Street • Sioux folli • Soulh Dokoto • 57105

Get Somethin0 To Sell?
Follow these Easy Steps

jre a list ol tfis ejamos /ou oro idling. Coll, tox, oi

ur list to OMMtR'S OOlO.

MEB'S eolo will quolo llio citrionl bi.)>infl

i issue an oulliofisscilioii number for your shipmenl.

will nol be accepted wilbout on oulbotiiolion no.

otesore good for 14 days,

gomes in box. Write aulhorizoHon no. deoriy on

ol box. Mail to OJiMEK'S OOlO. Save yout

lotion no. We conT onswer questions oboul yout

il witboulyour numbcrl

S. Your cbecit will usually be moiled wl

doys of receiving your game
"

credits moy Sale slighriy Imger I

Gomes vni be cbeckcd for vkxrsef & completeness.
Gomes mosl be complete svids ol dbks, prii*d moteriab,

& n origno] box Incentplete gcanes wfD be returned at

your expense. We do not occept 5.2S’ drslc gomes.

CD-ULTIMATE FOOTB 95 24
CD-ULTIMATE FOOTBALL 18

CD-UNDER KILLING MOON 32
CD-US NAVY FIGHT EXP 17

CD-US NAVY FIGHTERS 31

CD-USSTICONDEROGA 21

CD-VICTOR VECTOR HYP 21

tLTECH EARTHS
CO-MILLENNIUM AUCTION
CD MONTY PYTHONS
CD-MORTAL K0M0A7
CD-MORTAL KOMBAT 2

CD-MYST
CO-NASCAR RACING
CD'NBALIVE 95

R SPEED
SOF STEEL

TO GET OUR
NEW UPDATED
price SHEET

Call 800 -37;-8578
l»Canoin,c8{l 40S-339- 20M

We'll mailer FAX ovr
lalesl pries sheet wHh oil

oorcBimt^lesI

CD-OREAMWEB
CD-DRUID DEMONS OF 33
CD'OUNGEON MASTER 2 24

CD-IRON ASSAULT

R GENERAL
CD-PGA TOUR GOLF 486

CO-PGA TOUR GOLF 96
CO-PHANTASMAGORIA
CO-PITFALL WINDOWS95

A TYCOON
'E QUEST 4 OPE
EOUESTCOLI
R HOUSE
LRAGE
ROFICE

CD-PROTOSTAR
CD-PURE WARGAME
CD-QUANTUM GATE WIN
CO-QUARANTINE

IN GREECE
CD-RELENTLESS
CD-RENEGADE
CD-RETRIBUTION
CO-RETURN RINGWORLD

HARDBALL 3

HARPOON 2

HEART OF CHINA-VGA
HEXX
HIGH COMMAND |OY 360)
INDY JONES FATE ATLA
INHERIT THE EARTH
IRON CROSS
ISLE OF DEAD
JEOPARDY
KING'S QUEST 4-EGA
KINGS QUEST 5-VGA
KINGS QUEST 5-VGA
KINGS QUEST 6-VGA
LANDS OF LORE
LEGACYiREALMOFTER
LEGEND OF KYRANOIA
LEGENDS OF VALOR
LEGIONS

LEISURE SUIT LARRY 1

LEISURE SUIT LARRY 5

LEISURE SUIT LARRY 6
LINKS 386 PRO
LINKS DISK BARTON CR
LINKS PR0DK8ANFFSP
LINKS PRO DK PINEHUR
LOST FILES SHERLOCK
MAELSTROM
MAGIC CANDLE 3

MASTER OF MAGIC 25
MASTER OF ORION 19

MAXIMUM OVERKILL 19
METALTECH: BATTLEDR 17

MICROSOntSPACE SIM 25
MIGHT & MAGIC 4 CLOUD 14

MIGHT & MAGIC 5 DARK IS

MORTALKOMBAT 15

NASCAR RACING 29
NFLCOACHES'CLUB 12

NHLHOCKEY IS

NO GREATER GLORY 14

OPERATION CRUSADER 25
PACIFIC STRIKE 13
PACIFIC STRIKE SPEECH 5

PACIFIC WAR 24

PANTHERS IN SHADOW 31

PERFECT GENERAL 14

PIRATESGOLD 19

PIZZATYCOON 19
POLICEOUEST3-VGA 12

POLICE QUEST 4;0P£N 22

PRINCE OE PERSIA 15
PRINCE OF PERSIA 2 23
PRIVATEER 17

PRIVATEER SPEECH PAC 5

PROTOSTAR 9

QUESTFORGLOHY 19

QUEST FOR GLORY 1 10

QUEST FOR GLORY 4:SH 25
RETURNTOZORK 19

RISE OF THE TRIAD 24

ROADTOFINALFOUR2 19

ROBINSON'S REQUIEM 15

SAM 4 MAX: HIT ROAD 15

SECRET WEAPON LUFT 12
SHADOW CASTER 10
SHADOW OF YSERBIUS 15

SHADOW SORCERER 6

SIEGE 8

SIM CITY 2000 24

SIMTOV/ER-WIN 26
SIMEARTH 13
SIMLIFE 14

SIMON THE SORCERER 10

SORCERIAN 5

SPACE HULK 9

SPACE QUEST 1-VGA 10

SPACE QUEST 2-EGA 10
SPACE QUEST 4-VGA 12

SPACEOUEST5-VGA 17

SPEAR OF DESTINY 17

STAR CRUSADER 19

STARSHIP COMMAND AD 11

STELUR 7 6

STREET FIGHTER 2 14

STRIKE SQUAD 12

SUMMONING 7

SYSTEM SHOCK 19

TERMINATOR 2: ARCADE 15
TERMINATOR 2029 12

TERMlNATORiRAMPAGE 15
THEATREOFWAR 6
THEME PARK 21

THEXDER 2-FIREHAWK 8
TIE FIGHTER 15

TIE FIGHTER: DEE OF E 14

TIGERS OH THE PROWL 29
ULTIMA UNDERWORL02 15

ULTIMA 7 BLACK GATE 15

ULTIMA 7.5 SERPERT 15

ULTIMA 8:PAGAN 21

ULTIMA UNOERWORLDI 16
ULTIMATE DOMAIN 12

ULTIMATE DOOM 28
ULTRABOT SANCTION £ 14

UNNECESS R0UGH95 17

VICTORY:MARKETGAR 16

VICT0RY:VELIKIYE L 16

WALLSOFROME 15

WAR IN RUSSIA 25
WARLORDS 9

WARLORDS 2 25
WHERE IN WORLD CARM 12

WING COMM ACADEMY 12

WING COMMANDER 2 12

WIZARDRY 6 COSMIC FO 12

WORDTRIS 14

WORLOCIRCUIT 12

WW2:AIR FORCE COMMA 10

X-COM TERROR OF DEEP 29
X-COM UFO DEFENSE 22
X-WING 17

X-WING B- WING AD-ON 8

Prices Aavaimity subject to

change. Call Toll Free lor carter

Circle Fteacler Service 1193



CP A«l
INTERACTIVE

Product Name Format Price

INTERACTIVE

Space Sirens 2

Seymore Butts 2

Seymore's Six Pack

Virtual Vixens

Space Sirens

Nightwatch II

Intimate Possibilities

Dream Machine

Tokyo Nightlife

Club 21

New Wave Hookers 2

Virgins 2

Sorority Sex Kittens

Porno Poker
Chameleons
Samurai Pervert

Blondage
Awesome Asians

You are the Director

Dirty Debutantes

Virgins 3

Blacks and Blondes

PC & MAC
PC & MAC
PC & MAC
PC & MAC
PC & MAC
PC & MAC
PC & MAC
PC & MAC
PC & MAC
PC & MAC
PC & MAC
PC & MAC
PC & MAC
PC & MAC
PC a MAC
PC a MAC
PC a MAC
PC a MAC
PC a MAC
PC a MAC
PC a MAC
PC a MAC

TH! LOWEST PRICES!

VIDEO

\0ver 1200 litlos

MXOHHIg:

1«217*8S2*7884

1»217*35Z*8737

R Product Name

New Machine 6 Pak

Vampire’s Kiss

Hidden Obsessions

Platinum 6 Pack

Sexy 6 Pack

LA Blue Girl XXX Vol 1

Pussy Called Wanda 2

Dirty Western 2

LA Blue Girt XXX Vol 2

Virgins 1

Stripper Nurses

Traci I Love You

College Girls 2

Sex Pt 2

Close to the Edge
Models Etc

Virtually Yours

Sex
CInesex

Venus Playhouse

Bustin' Thru

Maddam's Family

Curse of Catwoman
Bad Girls 2

Forever Young
Taboo 13

Hot Pie

Deep Throat Girls 3

Dark Tunnels

I Deep Throat Girls

Deep Throat Girls 4

Vagablondc

I Asian Paradise

I Hooter Hunt

i Exchange Student

I Legends of Porn II

I Nightwatch

House of Dreams
' Superstars of Porn

I Girls Doin' Girls 2

I More than a Handful 5

I Deep Throat Girls 2

! Insatiable

) Bobbitt Uncut

I Tempted
) Channel Blonde

t Tokyo Nymphs
> Sushi to Go
) Baby's Got Butt

j Reel World

I Seduction of SukI

I Big Bust Babes

} Penetration

I New Wave Hookers

1 Suite 16

7 Nookle of all Nations

3 Pink Baroness

PC & MAC S32

PC & MAC S27

PC & MAC $17

PC & MAC $33

PC & MAC S33

PC & MAC $23

PC & MAC $13

PC & MAC $14

PC & MAC $23

PC & MAC $30

PCS MAC $17

PC & MAC $13

PC & MAC $11

PC & MAC $14

PC & MAC $14

PC & MAC $14

PC & MAC $30

PC & MAC $17

PC & MAC $14

PC & MAC $25

PC & MAC $14

PC & MAC $30

PC & MAC $13

PC & MAC $17

PCS. MAC $16

PC & MAC $14

PC & MAC $11

PC & MAC $19

PC & MAC $11

PC & MAC $14

PC & MAC $17

PC & MAC $16

PC & MAC $23

PC & MAC $14

PC & MAC $14

PC & MAC $13

PC a MAC $27

PC a MAC $17

PC a MAC $14

PC a MAC $17

PC a MAC $17

PC a MAC $18

PC a MAC $27

PC a MAC $20

PC a MAC $16

PC a MAC $17

PC a MAC $13

PC a MAC $13

PC a MAC $22

PC a MAC $17

PC a MAC $13

PC a MAC $14

PC a MAC $16

PC a MAC $17

PC a MAC $17

PC a MAC $12

PC a MAC $12

SAME DAY SHIPPING**

lours: M-F 8 am - 12 midni)

i. 8 am - 5 pm • Sun. 12 Noon -

(All times listed are CST)

All Major Credit Cards

Accepted

ll
Number Product Name Format iPrice

38696 Hotslots PC & MAC $27

36462 Anal Europe PC & MAC 522

45193 Amazing Positions PC & MAC $17

35535 Blonde Justice PC & MAC $17

47856 Kinky Debutante #1 PC 8i MAC $13

35727 Girls Doin’ Girls 1 PC & MAC $17

40137 Peepshow PC & MAC $34

32546 Inferno PC & MAC $21

47857 Kinky Debutante HZ PC & MAC $13

44876 Hot Leather PC & MAC $19

47855 Beaverly Hillbillies PC a. MAC $13

48633 Sex the Game PC & MAC $17

45198 Whoppers #1 PC & MAC $17

39194 Sindy Does It All PC & MAC $14

43704 Pleasure Zones PC & MAC $22

IBS 39193 Pleasure Dome PC & MAC $14

45195 Teri & Savannah PC & MAC $17

45201 Double Down PC & MAC $11

44872 Spin the Bottle PC & MAC $22

45196 The Kings PC & MAC $17

46782 Peepshow 2 Girlie PC & MAC $34

\LL 38273 Hot Wired PC & MAC $14

VIDEO
HTI Item

Niimdfr PRoniirr Name Format Price

43611 silent Strangers PC & MAC $14

44837 Face Sitters PC & MAC $14

48626 Bar De Lust PC & MAC $13

34379 Amateur All Stars PC & MAC $17

lit 35775 Best of Vivid PC & MAC $27

48630 Hot House Flowers PC & MAC 513
'

35774 101 Sex Positions Pt i! PC & MAC $17

35738 Racquel Released PC & MAC $27

37063 Blind Spot PC & MAC $17

45349 Old Wave Hookers PC & MAC $17

45347 Pops PC & MAC 514

45350 East Coast Sluts PC & MAC $17

46627 Cirque Du Sex PC & MAC $13

47860 Passion PC & MAC $21

35066 House of Pain PC & MAC $14

44840 Cheeks PC & MAC $14

44858 Night Train PC & MAC 514

45459 Eros PC & MAC $22

30975 Secrets Otime PC & MAC 513

37081 American Blonde PC & MAC $17

45463 Virtually Yours PC & MAC 530

34892 Beyond Explicit PC & MAC $17

37080 Ice Woman PC & MAC 517

44503 Vice Cop PC & MAC $17

if 32550 Barlow Affairs PC & MAC $21

ll STILLS
Item

Number Product Name Format Price

43744 Busty Babes 4 PC & MAC $21

40419 Shaved Pink PC & MAC $10

MUST BE ZnO ORDER!

C0DEA06
** Orders taken up to 11 p.m. (CST) lor 2nd day air.

Call for oUier deadline times. Hem availabilHy and

prices may vary according to format and are subject

to change at any time without notice.

§ Free soltwaro while supplies last. All prices in U.S.

dollars. Shipping charges are applied to tree offers.

39715

44520

39716

44515

39717
47234

39714
44513
47496

47208

35771

38461

44500
44499
45210

48537
39333

44856

34886

44502

48540

4BS41

Elite European Models 2

Superstars Japanese Porn

Elite American Models 1

Asia X
Elite American Models 2

Nasty Neighbor Girls

Elite European Models 1

Visions of Erotica Vol 1

European Style

Satin Shots

101 Sex Positions Pt 1

Award Winning XXX Photo

Bet Your Sweet Booty

Mellon Man 1

Hot Love

Water Babes 3 The Wetter

Looker Series Elect Lust

Heather Hunter Gold

Water Babes 1 Wet & Wild

Boobs a Poppin'

Water Babes 2 Caution

Centerfolds & Covergirls

Aged to Perfection

Boys of Summer
Hard & Handsome

PC & MAC $14

PC & MAC $23

PC & MAC $14

PC a. MAC $41

PC & MAC $14

PC & MAC $11

PC & MAC $14

PC & MAC $23

PC & MAC $13

PC & MAC $17

PC & MAC $27

PC & MAC $22

PC & MAC $14

PC & MAC 514

PC & MAC $13

PC & MAC $14

PC & MAC $14

PC & MAC $17

PC & MAC $14

PC & MAC $17

PC & MAC $14

PC & MAC $14

PC & MAC $17

PC & MAC $14

PC & MAC $14

Circle Reader Service 11193



Gadget

]by^ergy

|'itulciwasden6sttTaj^

sirecrq pkss & urcover

I
slafiig le^^icns. ki eqc

Emergency Room
by IBM

\Ps an einergency room

I

doctor, you evaluate

feySony/nferact/ve

&nashyo{jrwaytoglO(yifia

car race \#i no ries, no

ctieck pcints and no &me

IscnncM^lm mcMngwin^

'%^mre</CORQIIII

Call FOR A

;EE catalog!

CntipleteCaiiieisalWaf

OyS^iegcSWesGrop

A compendium ot the

highly popular and best-

selling ‘Carrier at War”

series plus many new

scenarios.

48207 wO

Destruction Derby

inits.

;War Hawk

,
by Sony Interactive

Pilot the prime assault

craft of the future against

a madman literally trans-

forming Ihe world into a

Iwarzorte.

!

44942 #

Shivers

\ by Sierra Or^Line

You must spaid a right

inside a mysterious muse-

ura Beware, (or spiils

arecn&rebose-andth^ie

l‘»krgfcryco. $4%^
1 43173 OV
Master Levels ol Doom II

\ by GT Interactive

20 never befcte seea ne^er

beforeeiQteble,neLerbe^

irra^ levets. al wiff) Ve

same hstepawned honor of

|»ea^ $t%A
1

40256

Worms

byCrf

An ultra (ast-paced game

of team strategy for up to

16 players. It's a little bll

Lemmings and a lolta bit

Tenninalor!

48252

NCAA Championship

Basketball

by GTE

Ccieg^ action wtti Division

cne teams, authertb CQuts

andihesmccdtestgameplay

torihePCyel

48253 *42

TFXEF2000

by GTE

A Russian force has moved

Wo Norwe^ territory.

Your squadron is called

b perform several air-

bcmetasks.

47318

G0OEOO8
BBS1*217»852*8123

COfnpuSepve; 76048,1805

America OnHJne: iNTHKffl

UABTH) CD ROM 81^ via Fax bach at

1*217*3S2*8123

nXQnflB:1>Z17>aK*8748
International Orders CALL

Allied General

by Mihdscape

CtoosetobeanAmeiican,

BiHisha Russian General &

battle the German army.

Even bigger & better

PenzerGenetai.* m je

45188 *4 I

Fast Attack

by Sierra On-Line

CorTfnand powerful US fast

attach submarines, utize

stateof-the-ad sensors,

decoys and weapons. Hunt

forlheenemy! ^
37519 *44

'DlRLtllVii

Pandora Direclive

by Access

Chris Jones is PI Tex

Mmphy. lastseen in UnderA

King Mooa Also features

Barry Coitin of 'Notttiem

Expcsute,’

$44

Gabriel Knight 2

Intrigue, mystwy and late

prevail in llie BeasI

Within. Gabriel conliues

as a detective ot the

supernatural.

43155 *S1

Paul Gilbert Master

Class

by SCI

GtJi& hstruction by Paul

Gijert Indudes a free sub-

scription b ieadng muse

45753 *34

HAVOC

20Wargame Classics

byMindscape

Panzer Genera, D-Day;

The Bejtvwg of End,

When Two Worlds War,

BalttefrontPacSicWafand

many more!

48471 *29

Havoc

byReahty Bytes

Command a Battfecyde,

Hypertank or Hovercraft.

jump or thnAle past

network opponents or chal-

ler^yousrf.

45856 <l99

Great Naval Battles IV

byMindscape

An enormous simulation

that covers all European

theaters of war from

1939-1942.

48043 *41
1»217*352»8737

ORDER AS LATE AS MIDMGHTI
SAME DAY SHIPPING**

Hoursi M-F 8 am - 12 midnight
Sat. 8 am - 5 pm • Sun. 12 Noon - 5 pm

(All times listed are CST)

n recetvHln isu» 1

1

pjn. (CSn for 2nd iby

$ WMla Mpplu lut, AB ppicas h U.8. doUan. Shippinp

ciiarpH apply to fpoe oHsn.

All Major Credit Cants

The

Largest

SdecHon

Warhammer Shadow

by MinPscape

Play a fearless merce-

nary commander whose

otfty trades are death and

!. There's no short-

Drajnn Lore Gold

by Mindscape

You are an orphan whose

father has been murdered

by an evil knighl He has

sworn to destroy you -can

yousuivive? *41
48567 f

Links Pro 386

by Access

A bue golling experience.

Fe^ures HaibourTown Gcff

Links, Banff Springs Resort

courae and many nwe!

*27
Circle Reader Service Itt94



(9
nnmni

230 Plaza Professional Bldg

El Cerrito, CA 94530

1-800-478-0217
Info: 510-527-4699, Fax:510-527-4690
FREE SHIPPING AND CD!
on allgame ordersover$100 (contin. US)
Visa, MC, AmEx, Checks, MOs, CODs

SAINT PATRICK’S SPECIALS!!! FREE SHIPPING
Crusader: No Remorse, Streamer,

DaggerFall, Rebel Assault 2, Cyberia 2
Any ONE title above for $38 Limited Quantities!!

w/ony other gome $34 ORDER NOW!!!
w/over $100 order $29 FREE SHIPPING on Pre-orders!!!

WE’LL MATCH OR BEAT ANY ADVERTISED PRICE
IBM GAMES CD IBM GAMES CD IBM GAMES CD IBM GAMES CD HOT ADULT TITLES!IBM GAMES CdI

•341

1 1 111 Hour S49

l944AorossUlilaf S47

Absolute Zero S45

Aces of Ihc Deep 2 Cal!

AD&D Mcnzoborranzaii . S20

AgeofRIIlcs Call

AH-64D Longbow S47

Alexander Cal!

Alice S40

Allen l.ogic S20

Allied General S4l

Apache S45
Ascendancy

A.ssaiill Poker S37

Alrnosphere S3I

Baltlccrulser 3000 AD .

.

S46

Baiilcdrome S36

Hatllefiroiind Gcllysburg S39
aaCIles in Time

E3eal (he House S32

Heavis & Bullhead S34

Beyond S<iuad Leader - .

.

S48

Beneaili Sicel Sky S25

Big Red Adveniure S42

I3ig3 S29

BioForge S42

Brain Dead 13 S37

Bureau 13 S25

Campaign • S27

Casino S34

Castles 2 S25

Chessmasler 5000 S40
Chronomaster S47

Command Aces of Deep . S46

Conmiand&Cnnqucr . . .

.

S45

Congo: The Movie S37

Corridor 7 S20
Cybeo'udos S34

CyberAfage ^5

Daggerfall S5f)

Darfcsecd U S47

S38

Descent 2 S48
Destruction Derby S39

The Dig S48

Diva X 835
834

Doom 2 Mania 8 8

Druid 845

Duke Ntikem 3D 839

Dungeon Kccijcr S4G

Dungeon Master II 837

Entomorph 636

Escalation 834

IBM GAMES CDl
ESPN; NBA AlrBomc 95 . . 841

ESPN; Extreme Games .

.

. S39
Expect No Mercy . S39

Ejclraclors . 834

Ebclrenic Pinball . 842

F-16 Fight Falcon . 845

Fade to Black . 841

Fleet Defender Gold . 845

FPS Football Pro 96 . 850
Frankenstein . 637

Front Lines . 837

Full Throttle . 843
Gabriel Krtighc 2 . 651

Ooldlree Engine . 825

Grandest Fleet . 827
Jtardbatl S . S4J

Harpoon Classic , 817

Harpoon II . 844
Harvester . 646

Heart ofDarkness . 855

Hell . 818
Heroes of MflUM . 640

HI Octane . . 839

High Seas Trader . . 837
The Hive . 639

Ice and Fire . 646

Indiana Jones Fate All .,, . S20

IndyCnr Racing II . . 849

Invulnerables , , Call

Iron Assault , . 837

Jack the Ripper . . 846

JciSkI Rage . . 839

Johnny Mnemonic . . 839

Jutland . . 825

Kingdom Far Reaches . . . . 843

Knight Moves . . 829

. . Call

Lands of (.ore 2 . . 855

The Last Blitzkrieg .... , . 839

l.eglon EMPIRE . . Call

Legions . . 834
Locus . . 649

Lords of the Realm . . 840
The Lost Admiral II . .. . , Call

lz)st In Town , , 845

Maabiis . . 832

Madden's NFL 96 .. 840

Magic Canici II .. 840

Magic The Gathering .. . . 844

Mag/.onc . . 844

Marine Fighters . . 828

Master of Aniarcs , . 842

Master of Orion , . 838

Maximum Surge . , 849

This Means War! . . 834
MccliWarrior 2 .. 639

McchWarrtur Expansion Ptick S3

1

IBM GAMES CD
Mclal & t.iicc . 833

Metal [.ortl.s . 837

Melal Tech; EUirthsicgc 2 853

MM Power Itingers . 819
Mortal Kombat III . 647

JVoscar Racing . 827

NBA Airborne '95 . 839

NBA Jam for Win '95 ...

.

. 845

NBA LlvT 96 . 841

Need for Si>eed . 845

Operation Euroix- . 836

Orion Conspiracy . 842
Pamer General . 619

Pax Imperia 2 . 642

Phantasmagoria . 844

Pizza Tycoon . 838
Police duesi V:Su>al .... . 651

Psychic Detective . 645

Quake . 847

Ravenlofl Slrand . 818

Raven Prajccl . 846

Realms of Arkanla 3 .... . Call

Red Ghost . 639

Riddles qfMas ter Lu . ,

.

. 645

Ripper . Call

Road to Final 4 . 838

Seiil Tetim . 819

Shadows Cairn . 823

Shadow Warrior . Call

Shannnra , 839

Shanghai Great Mom . .

.

. 844

Shell Shock . 838

Silent Hunter . 839

SlmTower . 835

Slipstream 5000 . 835

Space Bucks . 841

Space Hulk . 819

Spaceward Ho . 829

Spycrafl , 849
star Control Ilf . 646

Star Trek Dt;ep S]>ace 9 .. . Call

Star Trek Emissary . , 846

Star Trek TNG Final . . .

,

, . 843

Strike Commander , , 819

Super Heroes , . Call

Super SF 2 Turbo . . 832

Syndlrale Plus . . 819

. . 839

Terminal Velocity . . 835

Terminator 2; FuUirc Shock 844
Terra Nova . . 655

Tlumdersciipc , . 845
Top Gun CD . . 639

Torln’s Passtige , . 843

USS TIcondaroga . . 834

Virtual Corporation , .

.

. . 644

Virtuoso , . 339

IBM GAMES CD
Voyeur .. 845

War Craft 11 . . 843

Warliammer .. 847

WC Aniiada .. 842
WCRCrandPrix2 .. 644

Wei Lands . . 832

Wlilplash . . 649
Wing Commd. rv . . 649

Wings of Glory .. 840
Wipe Out . . 639

Wizardry Gold .. Call

Wooden Ships and Iron Men 840

Wukung .. S25

Year Round Sports . . - - . . 820

Zaddas . . 839

. . 830

JOYSTICKS
Gravis Gamepad . 8 25

Gravis Phoenix . 8 62

Gravis FlreBlrd . 8 65
Logitech Wingman , 8 25

MS Sidewinder 3D Pro . 8 65

Tlmislinaster T2 . 8108

Adult Movie Almanac . .. 845

Adult Sampler . . 812

Awesome Aslans . . 827

Bachelor Party 2 .. 825

Blackboard Jungle anlmc . . 823

Blondage . . 826

Cheap & Dirty , , 819

Cheeky Chics . . 822

Climax . . 820

CD Brothel . . 824

Demon School unlme . . . 823

Depraved Fanlnslcs2 . . . . 829

Dirty Hob's Excel Adv . . , 825

Dirty Duol .. 626

Doors of Passion .. 823

Dream Girls X .. 826

Dream Machine . . 639

Eruption . . 818

Extreme Gall . . 818

FAO Vol 1 . . 827

Girls will be Hoys 3 . .

.

. . 826

GInwIng Icon 4 Pack .

.

. . 340

Heather's Home Mov . . . . 822

Hidden Obsessions . . . . 618

Hot Ixjvcr.s , . 820

Hot Pics . . 825

Hot Slots , . . 835

HOT ADULT TITLES!!

House of Dreams 826

Hustler Honey Cent 826

Insatiable 618

Lace & Lingerie 812

L'ellsir D'amorc anime ... 823

Luscious Lips 820

Maddams Family , 837

Man Enough 836

Mark of Zara . 819

Massive Melons . 828
Mirage 640

Nasty Nurses . 827

Naughty Pussies . 822

IVeui Afachine 6 Pack $33

Nlghtwalch 2 . 835

Party Time . SIB

Pink Sheets . 820

Pleasure in Paradise .... . 827

Pom Assylum . S20

Pretty Women . S 6

Pussy Called Wanda 2 . .. 618

Pussy Galore . 822

Red Hot . 822

Samurai Pervert . 835

Satin Shots . 828

Sensuous Summer . 827

Sex . 826

Sex In Dang Places . 826

SEXY 6 Pack . 839

Seymore Butts 2 , 645

Seymore's 6 Pack . 839

Songbird . 820

Space Sirens . 838

Space Sirens 2 . 646

Straight A's . 826

Strip Poker Intern , 825

Superstars ofJnp. Pom . . 832

Swimsuit , 812

Tokyo Night Life . 840

Urolsukldojl 3 Disk Set . . 838

Vampire's Kiss . 636

Virtual Valerie 2 . 638

Virtual Vixens . 630

What's your Name . 829

Over 18 yrs, of age please! 1

1 and Many Morel! We have

ihousandsqfGames&AdulttiClcs

in slockll Callfor other tttlcsll

Wc build systems to your

configuration! J
Overnight. 2-day, or other shipping — call! CA residents add sales tax. Not responsible for typographical errors.

Returns not accepted w/o prior approval. UPSG Shipping 86. Price and availability subj. to change w/o notice.
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media wave
47703 PregpDtBLVP, rraaont. CA 94538 9;30aa-6!30aii PST FAX:510-490-B2B6

$46
Rebel Assault2

$43
Navy Strike
$35

SPYCRAFT
$49

Entombed
$31

1 -800-552-7835
http;//www.mH'cd.coni
No surcharges on credit card ordcrs.All C.O.D. add S5.00 extra. Returns
require authorization# and are subject to 15% restocking fee. Shipping
charges are apply.We are not responsible Cor any typographic errors. All
price are subject to change without notice.

$ 34 Last Dynasty $ 45

$ 39 Lion $ 34
$ 37 Magic Carpet 2 $ 41

$ 41 Master Lu $ 31

$ 45 Mechwarrior2 $ 35

$ 51 NBA live 96 $ 36
$ 47 NHL Hockey 96 $ 33
$ 39 Panic in the Park $ 31

$ 43 Phantasmagoria $ 47
$ 40 Pit Fall $ 32

$ 43 Primal Rage $ 39

$ 30 Red Ghost $ 33
$ 45 S.W.A.T. $ 39

$ 32 ShangHai $ 39

$ 34 SimTower S 27
$ 37 StarTrekJudgement Rits $ 49
$ 42 Steel Panther $ 38

$ 45 Su-27 WIN 95 $ 42
$ 35 Terra Nova $ 39
$ 37 TFX2000 $ 39
$ 46 Tie Fighter $ 36

$ 39 TopGun $ 39
$ 41 Total Distortion $ 49
$ 47 Trophy Bass $ 41

$ 36 Under a Killing Moon $ 41 .

$ 39 Virtual Pool $ 37
$ 43 War Craft 2 $ 44
$ 34 Wing Commander 4 $ 51 •

$ 38 WitchHaven $ 39

$ 35 Zeddas $ 34

$31
Star Ranger

$37
DIG
$37

Burn Cycle

Caesar2

Capitalism

Command& Conquer
Crusader

Cyberia2

Daggerfall:Arena2

Dark Eye

Dark Force

Dawn Patrol 2

Descent 2

Diggers

Doom2
Druid

Duke Nukem 3D
Dungeon Master 2

Earth Worm Jim

Earlhsiege 2

Empire Pinball

Exploration

Fade to Black

FiFa Soccer

FullThrottle

Gabriel Knight 2
Gadget

Hardball 5

Hive
.

Jagged Alliance

Johnny Mnemonic

King Quest 7

Wet Lands
$32 $49

11th Hour

1st Degree

3D Pinbali

A10 2: Silent Hunter

Aces of Deep2
Across the Rhine

Advanced Civilization

Apache

Battlecruiser 3000

Battlegroun:Gettysburg

Beavis&Butthead
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WHAT’S THE
FLYING A

JALCON NORTHWW.
COMPUTER SVStEMS
263 Sflulh Soyshore Drive, Coos Bay, OR 97420

Wi: (541)269-0775 Fox: (541)267-2575..

'mt.fmuQHi-

“What’S even better than the outright speed Is

the thoughtfulness of the design. This is

ffrobably the perfect PC for games.” .

• Computer Games Strategy Plus .

The Falcon MACH V 133 MHz
Pentium™ - $2,995

standard Features as of 1/1/96:

§ Intel Pentium"' 133 MHz Processor

-

I 100% Compatible wilh all PC Software

I Falcon Duol Valloge PCI Bus Motherboard

-

I
Accepts 75-200 MHz CPU's!

I
256K of 8 Nanosecond Syncbronous Burst Cache • NEWl

1 64 Bit PCI Graphics Accelerator with 1 Megabyte

' 1080 megabyte MOOE 4 10 ms Enhanced IDE Hard Drive • NEW!

8 megabytes of 60 ns EDO RAM expandable to 128 -NEW

140 ms 8 Speed Caddyless CD-ROM Drive - NEWl

Creative labs Saundblaster 1
6'" & Shielded Multimedia Speakers

CH Products Fllghtstick PRO ’
& High-Speed

Dual Gameports

14" SVGA Non-Interlaced Monitor, .28dp, Full-Screen

101 Key Ergonomic Keyboard with Wrist Rest

3 Button Serial Mouse with Mousepad

Windows 95'“ on CO

Microsoft DIRECTX drivers for Serious Windows 95'“

Gaming Included!

One Year Ports & Labor Warranty including One Year On-Site

Service

16550 UARTS, Customized BIOS*, Temperature Sensitive Fans

' *
• “Perfeotlonl

Thlsj^^em Is well worth the money...?

• Computer Game ReyieWf^^OO'i^flating'

end many other unique Features!

If you want to^go^all'OUt for gameSi the.

Falcon Is the best bet for your money.”

• ComptiteV'Camlrre World

To Order Call:
1 -800-258-6778
VISA, MosterCard & Discover Accepted.

Trademarks ore ihe property oi their respective owners. Opllonol equipment pictured.Circle >^92



the IQ contest

and win a free trip to

Cancun!

INTERACTIVE ENTERTAINMENT EOR MEN

You’re smart if you enter

our contest and subscribe

to Interactive Quarterly",

the hot new magazine that

gives you the inside track

on Adult CQflOM software.

IQ features stories on the

incredible lifestyles and

creative breakthroughs of

the stars and star-makers

of Adult CD-ROMs plus

product reviews to guide

you in your search for

interactive pleasure

and perfection.

I

subscribe.
A one-year subscription includes your choice of a

Adult CD-ROM sampler, all for only $17.95!
And all new subscribers are automatically entered in our contest...

YOU MAY WIN ONE OF THESE FANTASTIC PRIZES:
si: A Vacation For Two at a Luxury

Resort in Cancun*
til) Second IQ T-shirts

'rJiiiT'l Pifenn,; |Q Mouse Pads
* Airfare not included.

DYES! start my subscription to Interactive Quarterly” for

I

$17.95 & send my FREE Adult CD sampler (A $14.99 Value!)

OFFICIAL CONTEST RULES: Every subscripUoit pur*
chased by March 31, 1996 is automatically entered
into the contest You may also enter by sending In a
postcard tiie words "Interactive Quarterly” along
with your name, age, date of birth, and address,

and mail to: IQ Contest CGW0396, 551 Valley Road,
Montclair, NJ 07043, postmarked by March 31,
1996. • Only one entry per household. No mechani-
cal reproductions. • You must be 21 years of age or

older to enter this contest. • Winners will be select-

ed In random drawings and notified by mail. A list

of the prize winners may be obtained by sending a
self-addressed, stamped envelope to the above
address. • Odds of winning depend on the number
of entries received. • Void where prohibited by law.

Name Phone co<i>j

* Mailing address

I

I

City State Zip

Payment enclosed: check or money order [allow 14 days to clear)

g axL] cnxi XU.! : e.p. ciemm
Signature

Mail to: IQ, CGW0396, 551 Valley Road, Suite 373, Montclair, NJ 07043
Fax: 201-783-3686 or E Mail at: IQMAG@aol.com.
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ADULTS ONLY £800-273-7910
PO BOX 14 DEPT 10598 HANCOCK, VT 05748 INT’L 802-767-3033 FAX 802-767-3382 SOURCE 10598

CALL

NOW TO '

ORDER '

Spend $60.

Get a Bodycello
^ampler disk FREE.

Request must Oe made al Hire of purchase.

Quantities llmlled. Oiler sub|ccl to chansc

or cancellation at any time.

PC INTERACTIVE

Adv Seymore ButtsS39

ADV SEYMORE 2 S49

Buster Cherry $45

CA Coll’ge Girls ea$24

Casting Couch $44

Chamelions $42

Club Cyberlesque $29

Come Play wlh Me$36

Cyber Photograph $49

Cyber Strip BIk JckS36

Cyber Strip Poker $36

Cyber-Peep lacliveS19

Cyberpeep 2 ea $34

DarkTunnels $18

Designer Bodies $36

Desktop Mistress $49

Desktop Voyeur 1 $49

Dirty Debutantes 2 $39

Dirty Tricks $46

DIVA X $38

Dream Machine $36

Dream Machine 2 $49

Electric Swing $39

Fantasy After Dark $35

Fox Pack $37

Fun House $39

Girlfriend Teri $39

G-FRIENDTRACYS39

Golden Words $24

Heidi's House $39

Holiyw'd Body DbleS44

Hot Slots $37

Hump Towers $44

lA Se-ual Therapy $46

tntmat’l Strip PokerS22

INT POSSIBILITY $39

Japan Interactive $44

Ladies Poker Night $26

Latex $44

Luscious Ladies $24

Lust Connection $39

Maddams Family $29

Maid to Order $44

Max t'Naughty Dog $49

Midnight Stranger $45

Mind Teazzer $29

Mind Teazzer 2 $32

Mustang l-active $42

Mystik Mistress $44

Nasty Parts $42

NETEROTIQUE $39

Neurodancer $39

Neuropak $54

Nick Steele P.l. $39

Night Owl 18 $29

Nightwalchl or2ea$39

Nightwatch 3 $49

Paradise Club $19

Peep Show 2 $49

Penetration $19

Penthouse lA 2 $44

Penthouse lA 3 $59

Penthouse lA 4 $59

PC INTERACTIVE

Penthouse lA 5 $59

Pleasure Zones $33

Poker Party $45

Romsoft 3 Pack $29

Scissors N' Stones $29

Secrets Interactive $35

Seductive Games $19

See Some 3 Some $39

Se- the Game $29

Sorority House

$42

PC MOTION
Bustin' Through $24

Casting Cali 2 $36

„
Cheating $24

Club 21 $24

College Girls 2 324

Computer Girls $19

Consenting Adults $16

Crazy wth the HeatS24

Crimes of Passion $28

CRYSTAL FANTASYS39

Curse ot CatwomanS24

Cyberpeep Lisa $49

Danish Girls Only $25

Dark Sde of Shayla$29

Day Dreams $25

Debbie Does Dallas$29

Deep Tushi or2eaS22

Dirty Debutantes $24

Dirty Western 2 $25

Double Down $24

Double Entry $16

PC MOTION
ORIENTAL ACTION $26

Passion Files $16

Pink Baroness $16

Pink Lady Detective$24

Plaisirs Du Haserd $16

Plan 69 fr'm Space$36

PLATINUM 6 PCK $42

Play Mistress $24

Pleasure n'ParadiseS25

Pretending $24

Princess Orgasmia$24

Private Moments $25

Project - $36

Putting It Behind 2 $24

Racquel Released $24

Racquelle in t' WildS24

Rain Women $38

ROMSOFT 6 PCK $39

Route 69 $49

Secrets 2 324

Seduction of Suki $22

PC STILLS
CELEBRITY NUDE $25

Danish Fantasies $39

Domin-A-Trix $19

Erotic Giant $24

European Erotica $29

Girls of Rising Sun $14

Hard Core GIF's $29

HIGH VOLUME $28

Internat'l Beauties $24

Jigsaw Pinups $20

La Femme Venus $29

Legs.Lace, Lingerie $24

Nova Collection 2 $24

NudeiPrivate Wrks $15

Oral Fixation $32

Overexposed $28

Private Video Mag $29

Select A Pet $29

Sexiest Women 2 $24

Shaved Pink $25

SOUTH'N BEAUTYS34

Bare Exposure $25

Billionaires BiondesS28

Blind Spot $24

Blond Justice $25

Blondage $24

Bonnie & Clyde $26

Busting Out $19

Nsty Neighbor Gr)sS24

NEW MCHINE PK2S44
Night Trips 2 $25

Nova Collection 3 $24

Nova Collect 4 or S$19

One Nine Hundred S1

9

Orient X-Press $22

Art of Olivia $30

Asian Fantasy Girls$22

Asian Hot Pix $19

Asian Palate $24

Asian Pearls 1 or 2$28

Aword Win Photos $22

Biker Babes $29

OVERNIGHT SHIPPIHB tH US $4 PER ORDER. Mall to Canada, PR, HI, AK, APO, FPO S4 per order. Wortdnide airmail $6 par Hem. Handllnp $2 per shipment.

Hardware orders map reqalre additional shipping charges. Cannot guarantee Custoirrs clearance. Order al your own risk.
^

Visa, MC and Dtsconr accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD S8. Defectives replaced with same product. Most items

shipped same day. Shipping times may vary. Price/availablllty may change. All sales final. Restrictions apply. Call tor details. MUST BE AN ADULT TO ORDER.

SPACE SIREN EA$29 Dream Scenes $16 Select a Pet 2 $29 Stripping Hot Girls $24 1

Spread-Em $34 Endless Passion $19 SEYMORE 6 PCK $39 Super Smutware $26
{

Spy Club $49 Endlessly $24 Sharon Starlet $24 Sweet Cheeks $26
j

Strip Black Jack $44 Eruption $15 Silent Strangers $24 Sweet Dreams $29

Strip Poker Pro $24 Evil Seductress $26 Simply Irresislable $24 TABLOID BEAUTYS19

Strip Poker Pro 2 $36 Exchange Student $24 Sindy Does it All $29 TOKYO GLAMOURS29

Surfin' Sam $39 Fantasies $24 Skin Tight $15 Total Fantasy $24 i

Teresa May $44 Femme Fatale $19 South’n Beauties 2 $32 Visions of Erotica $29

Texas Table Dance $39 Flesh Tones $24 Spin the Bottle $34 Women of Moscow$34
|

The Passion $39 Flesh for Fantasy $24 SI. James Place $34
]

Time Warp $52 FreakShowlor2ea$18 Steal This Heart $36 3DO SOFTWARE
|

VAMPIRE'S KISS $33 Ghostly Desires $44 Stocking Slullers $33 Blond Justice $29 i

Virtual Director $39 Girts & Their Toys $19 Strange Sex $29 Digital Dreamware $29

VRTLLAS VEGASS44 Girls ot Pleasure $26 Super Model «1 $24 Endlessly $29

Virtual Strip Tease $26 Girls on Girls $22 Sprstars ot Japan 2S39 Immortal Desire $29

VRTL VALERIE 2 $36 Girls with Cunres 2S24 Sushi To Go $22 Love Sites $29 :

VRTL VIBRATIONS SB Glamour Girls 2 $24 Swingers Wrldwide$29 Neurodancer $39

VIRTUAL VIXENS $24 Glimpses l-aclive $24 Taboo 1

2

$25 Passenger 69 $29

Virtually Yours $38 Go Digital 2 $14 Taboo 13 $24 Passon $29 1

Virtually Yours 2 $39 Hard Core $24 The French Way $32 Sex $29

WANDERLUST $44 Hidden Ob5essionsS25 The Joy of Sex $34 Spr Models Go Wld$2g
J

What’s Your Name $34 Hollywood Babylon$19 The Vision $22 The Coven $29

Wheel of Fantasy $26 Hot Dog Girls $19 Things Change $25

Winner Takes All $39 Hot House FlowefsS24 TOKYO NIGHTLIFE $49 CDi SOPTWAKE
You’re the Director $39 Hot Leather $29 Tokyo N-mphs $22 Affairs of the Heart $26

'

Zpidsr Erotic GmesS26 Hot Talk $16 Too Naughty $29 Bttle ol Superstars $26
,

Hot Wired $26 Topless Dancer $29 Bonnie & Clyde $26 i

PC MOTION Ice Woman $24 Toy's Not Boys $29 Burgundy Blues $25

101 Orient Delight 2$19 If Looks C'ld Thrill $24 TRACY 1 LOVE U' $24 Burning Secrets $25
;

101 Positions 2 $24 Insatiable $24 Ultrasex 3 $16 Crazy w/the Heat 3S25
:

Adult Almanac $49 Inside Trinity LorenS19 UROTSUKIDOJI $23 Day Dreams $25

ADVENTURE KID 2S22 Kama Sutra $24 UROTSUKIDOJI 3 $24 Justine $36

All Beauties 2 $19 Kinky Interviews 2I $32 UROTS. COLLECT$48 Mask $26

Amateur Allstars $19 LA BLUE GIRL 1 $22 Virgins 3 $39 More th'n Hndfull 5 $25

Amateur Models 4 $28 LA BLUE GIRL 2 $22 Women Beviy Hills $24 Novel Desires $29

American Blond $24 Lap Dancer $25 Who Killed L’g D'g $26 Passenger 69 $29

Amorous Asians 2 $29 Loads of Fun 2 $19 Willing & Able $16 Passon $29

Asia - $27 Love Bites $26 Woman to Woman $24 Pink Lady Detective $25

Asian Heat $24 Love Doll Lucy $26 Y'g & the Restless $19 Poison $26

Asian Ladies ea $39 Love Juice $22 Pretending $25

Asian Paradise $42 Maximum MomenlsS34 PC STIILI.S Red Chair $20

Babe Patrol $19 Model Wile $24 3D Darling $19 Silent Stranger $26

Babas Illustrated 2 $25 Models Etc. $24 3D Dream Girls $19 Steal This Heart $36

Back Door MistressS19 Mulva $18 Adult Palate 2 $22 Slilelio $26

Bad Girls 1 or 2 eaS24 Naked Reunion $24 Amateur Models $22 Super Model $26

$29Swindle

Taboo 13 $25

Target of SeductionS29

The Coven lor 2 $26

Things Change $36

Vagablonde $26

Vice $26

‘ROMSOFT 3 PAK' Included in this

HOT, HOT, HOT adult 3 pack are a

selection of the best products offered

from Romsoft. Captured Elegance,

Penetration and She's So Sleazy com-

bine to make a super value that is sure

to triple your pleasure- 3 CD's $49

blowing sextravaganza!

‘GIRLFRIEND TRACY’ Tracy com-
bines artilicial intelligence, virtual real-

ity and erotic sound effects unlike any-

thing else available. Tracy is ready

and waiting for you to teach her things,

your hobbies, your favorite topics, and

much more. CD $39

‘ROMSOFT MPEG 3 PAK' Triple your

pleasure with this hot adult 3 pak from

Romsoft. This tremendous value

includes Massive Melons. Touch Me
Feel Me and Double Down. All these

titles combine to make this 3 pak a HOT.

HOT, HOT offer! 3 CD’s $49

'VIRTUAL VALERIE 2' Virtual Valerie 2 is the

ultimate In cyberotlca artd the embodiment of

every red-blooded technophile's deepest

desires! Sophisticated 3D modeling, tantaliz-

ing animation, erotic sound efiecis, and a siz-

zling music score combine to create a mind

CO $36

‘STRIP POKER
PROFESSION-
AL VOL. 2' com-

bines the strate-

gic play action of

5 Card Draw
Poker with some
very different

table stakes. 4

gorgeous oppo-

nents who want

to beat the pants

off you! CD $36

‘ROMSOFT 6 PACK 2’ This six pack

Includes the following fabulous titles from

Romsoft: Babe Patrol, Hot Dog Girls ot

Florida. Luscious Ladies in Lingerie.

Exiasy Suites, Striptease and A Shot in

the Pink! This is an excellent value of top

quality products. 6 CD'S $39

Circle Reader Service lf195
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iAn outrageous^ sexy

Mth highly charged

^rong multi-l

The Domestic and International CD-ROM Experts

^O New Irom
^ TTC VCA

Interactive

r. Best
ll CD
r of 1995

1

I
Interactive

r Nof>Game1995 AMEE Award Winner TABIOID

BEST PICTURE DISK

SPECIAL

Council Productions
&

Future Rom Entertainment
. _ Present

The HOT
new series,

from ^
Pbds
Interactive

New from
Private

USA

"... a fantastic interactive 2 CD title"

by Emmy-winning comedy writers.

You play "Bob" and try to pick
up chicks in LA's hottest clubs.

Great acting and hilarious game
play

Pictures
All Night Long
Asia X
Bet Your Sweet Booty
Beverly Hills Call Girls

Busty Babes 3

Busty Babes 4

EliteAmer Models I or 2

Elite Euro Models I or 2

Girls on Girls

Private Photodisc #1
Select A Pet I or 2

Southern Beauties 2

Tabloid Beauties

I
- IQ Magazine

- A famous cover girl, an evil studio head
g^and over 50 levels of great

'
‘l-screen 3D game play.

G JOOH

IS, sexy comedy adventure

erotic encounters

' Calltodayl-*^*^®

D.Debs.2A5ian Invasion

Dirty Tricks

Dream Machine
Dream Machine 2

Fantasy After Dark
Girlfriend Tracy
Intimate Possibilities

S34 Men In Motion
Nasty Parts

NeuroDancer
Nick Steel

Nightwatch 3

Ninja Nymphs
529 PeepShow
529 Poker Party

Porno Poker

INTERACTIVE OUAfTTERLY PRESENTS. ,

.

Virtual Sex $49
549 Virtually Yours 2 $59
$39 You're the Director $39

The Buyer's Guide

to Adult Software . fHS.
«immm (d-soh diswi yoyR copy iiowi

to Adult Software

The RomAntic SixPak $29
Tokyo Glamour Girls $39
Visions of Erotica $39

Private Prison
Samurai Pervert
Scissors N Stones
Sec Some, 3 Some
Sex Sports Trivia

Sorority Sex Kittens
Space Sirens
Tokyo Nightlife

Vampire’s Kiss

Venus Playhouse
Virgins 3Templc/Virginity $49
Virtual PhotosIxKit 14 ea. $49

mm
* Heather Hunter Gold
Hollywood Body Double

* Room for Rent

^691
For All

r Three! ^

Interactives
Adv.ofSeymore Butts $39
CyberStrIp Blackjack $34
CyberStrip Poker $34

The Girlie Game

Movies
illl these (D’s Sli emh!
Adven Mikki Finn 19

All That Sex 19

Adultstars:Blondes 19

Box Hunt 19

Butt of Coune 19

Bra Busting Babes 19

College Girls 19

Daydreams 19

DeepThroat 1 or 2 19

Face Sitters 19

Hooter Hunt 19

Hot Dog Girfs 19

Hot Wire 19

Indiscretions 19

Lip Service 19

Other Side Chelsea 19

Put it in Gere 19

Rise Roman Empress 19

Sexy Nurses 2 19

The Reel World 19

Toys Toys Toys 19

;A11
Phone (201) 783-3600 • Fax (201) 783-3686 • FAXBACK Line (201) 783-3374 • http://www.iqmag.coni
Send OrdersTo; Mission Control, 7 Oak Place, CGW0396, Montclair, NJ 07042 MC,Visa, Discover, Checks & Money Orders. Checks
held 14 days. Please Include Phone #. Shipping $7 OVERNIGHT (most areas) Infl Shipping $25. E-Mail MissionCd@aol.com



HALL OF FAME

I

elcome to the Cooperstown of Computer Games. Here,

raised upon pedestals, you’ll find the games that broke

the records, established the benchmarks, and held gamers in

delighted trances for hours untold.

INDUCTION CEREMONY

W G

::

DAY OF THE TENTACLE
LUCASARTS 1993

.hen Ihe zany team of Dave

' Grossman and Tim Schaler

created the script tor Day of

THE Temacle, they had one

goal in mind-to create the interactive equiva-

lent ol a Chuck Jones cartoon. They succeed-

ed so well in their mixture of crazy dialogue and oil-beat sight gags

that by the time they showed Day of the Tentacle to their idol (Jones is

arguably the king of the classic Warner Brothers cartoon directors unless you

talk to equally devoted Robert Clampell and Fritz Freleng aficionados), he

was impressed enough to try to hire artists Peter Chan and Larry Ahern out

from under-the project. Fortunately, the artists stayed aboard; the animation

team created smooth-flowing sequences like some game designers had

always said could not be done; Richard Saunders (WKRP in Cincinnati's Les

Nesman) led the voiceover actors in a series of clever perlormances; and the

script from Grossman and Schafer kept gamers lull ol both challenge and

laughter from start to tihish. Day of the Tentacle was supposed to be a

sequel to Maniac Mansion, Maniac Mansion was Lucaslilm Games’ first game

as publisher instead ol developer, the game which developed the basic

toolset for their successful series of graphic adventures (the SCUMM game

engine is an acronym for Story Creation Utility for Maniac Mansion), and the

inspiration for a cable television series of the same name. Today, Day of the

Tentacle is belter known and better loved than the game that spawned

LucasArts' successful string ol graph-

ic adventure games.

Fi

FRONT PAGE SPORTS
FOOTBALL PRO
SIERRA/DYNAMIX 1993

tom its inception. Front Page

Sports Footsall Pro (FPSFP) has

offered the best computer football

game graphics possible wilb 3-D (

perspectives, a rich color palette and flashy

replay features. Project leader Patrick Cook hao oiscovereo me vaiue of

crisp, vibrant graphics in his earlier tenure with Cinemaware’s TV Sports

series of games, and he used that to give FPSFP the right look and leei to

capture the loyalty of thousands of computer football fans. With the first

FPSFP edition, he founded a dynasty where those same fans plunk down

their hard-earned cash for virtual season tickets year after year, as updates

of the great system come along. In addition to the appeal of great graphics,

FPSFP brought authentic player/team statistics to the table, allowing gamers

to play as general manager and handle personnel management decisions

from drafts through trades, lineups and injuries. FPSFP also offered the abil-

ity to design custom plays/playbooks and provide tor league play with cus-

tom coaching profiles for Al coaches. Some computer lootball games offer

better stat models and some console lootball games otter better action, but

when most gamers think of computer football, they automatically think ot

Front Page Sports Football Pro.

Inductees Prior To 1989

Battle Chess {Interplay Productions, 1988)

Chessmaster (The Software Toolworks, 1986)

Earl Weaver Baseball (Electronic Arts, 1986)

Empire (Interstel, 1978)

F-19 Stealth Fighter (MicroProse, 1988)

Gehysburg: The Turning Point (SSI, 1986)

Kampfgruppe (Strategic Simulations. 1985)

Mech Brigade (Strategic Simulations. 1985)

Might & Magic (New World Computing. 1986)

M.U.L.E. (Electronic Arts, 1983)

Pirates (MicroProse, 1987)

SimCity (Maxis, 1987)

Starflight (Electronic Arts. 1986)

The Bard’s Tale (Electronic Arts, 1985)

Ultima III (Origin Systems, 1983)

Ultima IV (Origin Systems, 1985)

War in Russia (Strategic Simulations, 1984)

Wasteland (Interplay Productions, 1986)

Wizardry (Sir-Tech Software. 1981)

ZoRK (Infocom, 1981)

Falcon 3.0

(Spectrum HoloByte, 1991)

Red Baron

(Dynamix, 1990)

OUNSHIP

(MicroProse, 1989)

Sid Meier’s Civilization

(MicroProse, 1991)

Harpoon

(Three-Sixty Pacific, 1989)

Their Finest Hour

(LucasArts, 1989)

King’s Qoest V

(Sierra On-Line, 1990)

The Secrh of Monkey Island

(LucasArts, 1990)

Lemmings

(Psygnosis, 1991)

UUIMA VI

(Origin Systems, 1990)

Links 386 Pro

(Access Software, 1992)

Ultima Underworld

(Origin Systems, 1992)

M-1 Tank Platoon

(MicroProse, 1989)

Wing Commander I & II

(Origin Systems, 1990-91)

Railroad Tycoon

(MicroProse, 1990)

WOLFENSTEIN 3-D

(id Software, 1992)



C omputer game programs have grown so massive and the

number of hardware configurations has become so huge

that incompatibilities and glitches are frustratingly common.

Software fixes, or “patches,” for buggy programs have become

a necessary evil until we reach the golden age of standardized

platforms and bug-free programs. Red indicates new files.

Advanced Civilization VI.01

Update: Fixes many small prob-

lems and the Windows 95 city con-

struction problem. 11/29/95

Apache Update: Addresses

problems with the preterences

screen and with Invincible mode.

This patch does nol address the

modem problems. 10/24/95

Buried in Time Update:

Includes new 16-bit Windows exe-

cutables, fixes the exploding wail

problem in Chateau Galliard and

the Allen Hallway lockup; portions

have also been enhanced for better

performance. 10/11/95

CivNet Update: Fixes several

reported problems. 12/8/95

Command & Conquer V1.18P

Patch: Includes fixes for all known

bugs to date and some game bal-

ance changes. 11/27/95

Crusader: No Remorse VI. 21

Update: Includes several new fea-

tures and fixes, 12/22/95

Dungeon Master 2 Sound

Fix: Patches both the demo and

the retail version. 7/29/95

First Encounters VI.06

Update (English CD

Version): Fixes reported bugs.

12/6/95

Flight Commander 2 V1.04

Update: Fixes some reported

errors. 10/11/95

Flight Unlimited V2.0:

Contains two physics fixes, two

video fixes, fixes a couple of con-

troller bugs, a mouse driver prob-

lem, and adds total energy com-

pensation to the Grob’s variometer.

B/30/95

Hardball 5 v5.12 Update:

Fixes errant force-outs, problems

preventing customized stat selec-

tions. 12/5/95

Heroes of Might and Magic

VI. 2 Update: Fixes some prob-

lems with connecting via modem

and some random crash problems.

10/24/95

Hive Update: Makes the game

easier. 12/4/95

MechWarrior 2 DOS Version

VI. 1 Update: Fixes several

things, including the right side tak-

ing more damage on mechs,

increased joystick support and

Windows 95 crash problems.

11/20/95

NHL 96 Update: Fixes a variety

of technical problems, including

playoff lock-ups or problems with

saving playoff games to hard disk,

12/2/95

PBA Bowling for Windows

VI. 10: Incorporates several fixes

and improvements, 12/27/95

Road From Sumter to

Appomattox Update: Corrects

retreat rule problems, allows con-

federate recruiting in Kentucky and

Missouri. 12/8/95

Rebel Assault for Macintosh

Update: Helps correct random

lockups; also provides native sup-

port for Power Macs. 11/24/95

Riddle of Master Lu Update:

Removes the 100 room limitation

which causes the “Fatal Error" and

others near the end of the game.

This patch will work with your cur-

rent saved games. 10/27/95

Steel Panthers VI. 1 Update:

Corrects several reported bugs.

10/23/95

Stonekeep VI. 1 Update:

Fixes reported bugs, 12/23/95

Su-27 New and Revised

Missions: Contains revisions to

several of the training missions, and

additional six "Airmanship” mis-

sions, 12/21/95

Tigers on the Prowl VI. 26:

Fixes all known problems and

improves some Al functions; may

be used to upgrade any previous

version of TOP. 10/19/95

SENet
These patches can usually be

downloaded from the major on-

line networks (CompuServe.

GEnie, ZDNet) and Computer

Gaming World’s Web Site

(http://www,zdnet.com/~gaming).

but can also be obtained from

individual software publisher's

BBSes or direct from the publish-

er with proof of purchase.

Ultimate

Football '95 CD

Update: Corrects

the "CD not found"

problem, 10/19/95

Virtual Pool IRQ

Update: Allows any

version of Virlual

Pool fo use IRQ 10

and above. 11/1/95

Warlords II

Deluxe V2.2.4:

Fixes multiple prob-

lems. 11/10/95

^Publisher BBS Numbers

Many of these patches are available directly from

the publishers’ bulletin board systems. Call with

your modem parity settings at N-8-1.

Accolade (408) 296-8800

Apogee (508) 368-7036

Bethesda (301) 990-7552

Blizzard (714) 556-4602

Broderbund (415) 883-5889

Capstone (305) 374-6872

Creative Labs (405) 742-6660

Id Software (508) 368-4137

Impressions (617) 225-2042

InterPlay (714) 252-2822

LucasArts (415) 257-3070

Maxis (510) 254-3869

MtcroProse (410) 785-1841

Microsoft (206) 936-6735

NovaLogic (818) 774-9528

Origin (512) 328-8402

Papyrus (617) 576-7472

Sierra Online (206) 644-0112

Spectrum HoloByte (510) 522-8909

SS! (408) 739-6137 or (408) 739 6623

Virgin Interactive (714) 833-3305



THE COMPUTER GAMING POLE • a monthly survey of the readers of computer gaming

You've read our take on the latest games, now here's a chance to see what your tellow gamers think. The CG Top 100 is a monthly

tally ol game ratings provided by our readers via the CG Poll ballot found in each issue. Approximately 50 games are rated each

month, and the results are added to the aggregate results from past months. This historical database serves as a terrific reference for

what you, the gamers, leel are the best plays in gaming.

TOP ACTION GAMES

^1 DOOM id Software 10.24

2 Crusader: No Remorse Origin 10,01

3 DOOM II id Software 9,77

4 Dark Forces LucasArts 9,70

5 Virtual Pool Interplay 9,52

6 Magic Carpet Electronic Arts 9.48

7 System Shock Origin 9.19

8 The Need For Speed Electronic Arts 9.12

9 id Software 9.08

Mi. Mortal Kombat 3 GT Interactive 8.89

Full ThtoHle

2 Cabrlel Knight

3 Sam & Max Hit The Road

4 Woodruff & Schnibble

5 Relentless

6 Ecstatica

7 Under A Killing Moon

6 Legend of Kyrandia 3

9 Phantasmagoria

10 Riddle of Master Lu

LucasArts

Sierra

9.44

9,42

LucasArts 9.33

Sierra 9,28

Electronic Arts 9.12

Psygnosis 9.09

Access 9.04

Virgin 8.94

Sierra 8,91

Sanctuary Woods 8.88

Incredible Toons

Incredible Machine 2

Zig Zag

Clockwerx

Hodj n’ Podj

Power Poker

Shanghai-Greatest Moments

Lemmings Chronicles

Multimedia Celebrity Poker

Bridge Olympiad

8.29

8.25

8.16

Electronic Arts 7.83

Activision 7,75

Psygnosis 7.47

New World Computing 7.28

OOP 7,28

Wing Commander 3 Origin 10.57

2 TIE Fighter LucasArts 10,26

3 MechWarrior 2 Activision 10.10

4 NASCAR Racing Papyrus 10.01

5 U.S. Marine Fighters Eleclronic Arts 9.86

8 U.S. Navy Fighters Electronic Arts 9.60

7 Wings of Glory Origin 9.56

8 Flight Unlimited Looking Glass 9.51

9 Indy Car Racing Papyrus 9,43

10 Aces of the Deep Dynamix 9,38

NBA Live ‘95

2 NHL Hockey

3 Front Page Sports Footbal) 95

4 PGA Tour Gait 486

5 Front Page Sports Baseball

6 Hardball 5

7 Hardball iV

8 Tony LaRussa 3

9 Rugby World Cup 1995

10 Ultimate Football '95

Electronic Arts 9.86

EA 9.86

Sierra 9,64

Electronic Arts 8.93

Dynamix 8.76

Accolade 8.72

Accolade 8.70

SSI 8.12

Eleclronic Arts 7.91

MicroProse 7.75

[
TOP STRATEGY GAMES

^1 Warcraft II Blizzard 10,60

2 X-COM MicroProse 10.37

3 Command & Conquer Virgin 10.01

4 Heroes of Might & Magic New World Computing 9.85

5 Jagged Alliance Sir-Tech 9.81

6 Warlords It Deluxe SSG 9.79

7 Master of Magic MicroProse 9.66

8 Warcraft Blizzard 9.64

MicroProse 9.38

lio Merchant Prince OOP 9.08

^1 Anvil of Dawn New World Computing 9.15

Might & Magic: Clouds of Keen New World Computing 9.07

Ravenloft: Stone Prophet SSI

Arena: The Elder Scrolls Bethesda 8.83

Wolf Sanctuary Woods 8.64

Stonekeep Interplay 8.45

Menzoberranzan SSI 8.26

8 Ravenloft SSi 8.16

Mordor TDA 8,00

10 Dark Sun: Wake of the Ravager SSI 7.64

\
TOP WARGAMES

Panzer General SSI 10.46

2 Steel Panthers SSI 10.46

3 Rise of the West RAW 9.63

4 Flight Commander 2 Msn Bldr Avalon Hill 9.48

5 Stalingrad Avalon Hill 9.38

6 Operation Crusader Avalon Hill 9.36

7 Avalon Hill 9.35

8 Custer’s Last Command Incredible Simulatio 9.12

1

^ Tanks SSI 9.00

Tigers on the Prowl HPS Simulations 8.97



CAHES

Reader Poll #138

w 1 Warcraft II Blizzard ST 10.60 51 Caesar 11 Sierra ST 9.00

A2 Wing Commander 3 Origin SI 10.57 Tanks SSI WG 9,00

7k 3 Steel Panthers SSI WG 10.46 VGA Planets Tim Wisseman ST 9.00

7!C Panzer General SSI WG 10,46 54 Ravenloft: Stone Prophet SSI RP 8.96

5 X-COM MicroProse ST 10.37 55 Tigers on the Prowl HPS Simulations WG 8.97

6 TIE Fighter LucasArls SI 10,26 56 The Grandest Fleet OOP ST 8.96

7If DOOM id Software AC 10,24 Perfect General II OOP WG 8.96

8 MechWarrIor 2 Activision SI 10.10 58 Legend of Kyrandia 3 Virgin AO 8,94

9 Crusader: No Remorse Origin AC 10.01 Transport Tycoon MicroProse ST 8,94

Command & Conquer Virgin ST 10.01 60 PGA Tour Golf 486 Electronic Arts SP 8.93

NASCAR Racing Papyrus SI 10.01 61 Phantasmagoria Sierra AD 8.91

ik 12 NHige EA SP 9.86 62 Mortal Kombat 3 GT Interactive AC 8.89

U.S. Marine Fighters Electronic Arts SI 9.86 63 Riddle of Master Lit Sanctuary Woods AO 8.88

i NBA Live '95 Electronic Arts SP 9.86 64 Descent Interplay AC 8.86

15 Heroes of Might & Magic New World Computing ST 9.85 7! Incredible Toons Dynamix CP 8.86

16 Jagged Alliance Sir-Tech ST 9.81 66 Incredible Machine 2 Sierra CP 8.85

17 Warlords II Deluxe SS6 ST 9.79 67 Hexen Raven Software AC 8.84

18 DOOM II id Software AC 9,77 Hornet Spectrum HoloByte SI 8.84

19 Dark Forces LucasArts AC 9.70 69 Arena; The Elder Scrolls Belhesda RP 8.83

20 Master of Magic MicroProse ST 9,66 70 Carriers at War II SSG WG 8,82

21 Front Page Sports Football 95 Sierra SP 9,64 71 Serf City SSI ST 8.80

Warcraft Blizzard ST 9.64 72 Harpoon If Three-Sixty Pacific WG 8,78

23 Rise of the West RAW WG 9,63 73 Front Page Sports Baseball Dynamix SP 8,76

24 U.S. Navy Fighters Electronic Arts SI 9.60 74 Star Trek: TNG, Final Unity Spectrum HoloByte AD 8.75

25 Wings of Glory Origin SI 9,56 75 Genghis Khan II Koei WG 8,74

26 Virtual Pool Interplay AC 9,52 76 Hardball 5 Accolade SP 8,72

27 Flight Unlimited Looking Glass SI 9.51 1830 Avalon Hill ST 8.72

28 Flight Commander 2 Msn Bldr Avalon Hill WG 9,48 78 Hardball IV Accolade SP 8.70

Magic Carpet Electronic Arts AC 9.48 79 Buried In Time Sanctuary Woods AD 8,65

f 30 Full Throttle LucasArls AD 9.44 80 Wolf Sanctuary Woods RP 8.64

31 Indy Car Racing Papyrus SI 9.43 King’s Quest VII Sierra AD 8.64

32 Gabriel Knight Sierra AD 9.42 82 Superheros of Hoboken Legend AD 8.62

33 Stalingrad Avalon Hill WG 9,38 83 1942 Pacific Air War Gold MicroProse SI 8.61

X-COM; Terror from the Deep MicroProse ST 9.38 84 Magic Carpet 2 EA AC 8,51

Aces of the Deep Dynamix SI 9.38 85 Apache Interactive Magic SI 8.50

36 Operation Crusader Avalon Hill WG 9.36 Werewolf vs. Comanche NovaLogic SI 8,50

37 Flight Commander 2 Avalon Hill WG 9.35 The Horde Crystal Dynamics AC,ST 8,50

38 Sam & Max Hit The Road LucasArts AD 9.33 Death Gate Legend AD 8.50

39 Woodruff & Schnihble Sierra AD 9.28 89 Star Trek: Judgment Rites Interplay AD 8.49

40 Fleet Defender MicroProse SI 9.25 90 FX Fighter GTE Entertainment AC 8.46

System Shock Origin AC 9.19 91 1942 Pacific Air War MicroProse SI 8,45

A <2 Anvil of Dawn New World Computing RP 9.15 Stonekeep interplay RP 8.45

Custer's Last Command Incredible Simulatio WG 9.12 93 Dark Legions SSI AC 8.43

The Need For Speed Electronic Arts AC 9.12 94 Lords of the Realm Impressions ST 8.42

Relentless Electronic Arts AD 9.12 95 Sim City CD-ROM interplay ST 8,40

46 Ecstatica Psygnosis AD 9,09 96 Cyclemania Accolade AC 8.37

Merchant Prince OOP ST 9.08 97 Rebel Assault LucasArts AC 8.35

Heretic id Software AC 9.08 Hand Of Fate Westwood Studios AD 8.35

49 Might & Magic; Clouds of Xeen New World Computing RP 9.07 99 Loderunner Dynamix ST 8.31

50 Under A Killing Moon Access AD 9.04 100 Romance of Three Kingdoms III Koei ST 8.29

Games on unnumbered lines have scores equal to the line above, 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/Puzzie, Games are retired after two years and become eligible for the Hall of Fame,
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written for is pointless to read,

because "we all know that the

reviews are slanted toward big com-

panies/advertisers.” Apart from how

incredibly insulting that sort of

twaddle is, it is ironic beyond belief.

Not only have I never had the gist of

a review tinkered with by any Editor

1 have worked lor (in CG14/ or oth-

ers), but the only lime I have been

templed to "go easy" on a game is

when it is from a small company. I

honestly feel bad when 1 know I am

about to do harm to a smalt soft-

ware house-a house that probably

tried its best, with limited

resources-by telling the public that

only a demented Yak would enjoy

their game. It that’s the truth, then I

have no choice but to give you folks

the bottom line. Sometimes that

doesn’t make it feel any belter.

I'm sure most of you are not in

tears over the plight of the comput-

er game reviewer, but as you go

through the scads of critical, accu-

rate and sometimes even entertain-

ing reviews you find month afler

month between these pages, spare

the odd thought for the writers.

Sure it’s cool, but it’s not all just

free games,%

Reviewing?
By Martin E. Cirulis

I

t's the d^ after New

Year’s as 1 write this.

While the hangover

finally fades, and the

last of the holiday visits

become merely chaotic

memories, I have time

to ponder a conversa-

tion that came up a least a half-dozen

times over the past couple of weeks.

You all know how the holidays

are. You end up at endless little

gatherings talking to people you

haven’t seen since last Christmas

(at least). The usual topics come

up: “How are the kids?" "Cold

enough lor you?" and, inevitably,

"How’s work?" Well, when you write

for a living, the work question gets

a little complicated, but eventually I

mention that one of my gigs is

reviewing computer games. Now, if

I’m talking to someone familiar with

our odd little hobby, their expres-

sion is one of unconcealed lust and

envy, and usually followed by, "Free

games.. .cool! I wish I could get a

job like that.”

In the spirit of the holidays, I usu-

ally smile back and say something

humble and encouraging, instead

of cackling madly while I count off

the number of copies of

MechWarrior 2 I’ve received. But

after a few of these exchanges and

some of the more glib on-line com-

ments I’ve been reading of late, I've

begun to wonder if maybe some-
'

body shouldn't clear up what this

whole deal is about and point out

that it isn’t a bed of virtual roses.

Now, don’t gel me wrong, review-

ing isn't exactly like getting up at 6

a.m. to dig ditches or lug forty-

pound boxes of paper around a

warehouse, it's pretty sweet for the

most part-but it has tedium and

agonies all its own.

I won't even bother getting into

the actual writing; I'll just leave

hopefuls out there with the thought

that spending countless hours play-

ing games gives you the back-

ground knowledge to do the job.

But it helps to have spent countless

hours reading, everything from

cereal boxes to Asimov to

Shakespeare, if you want to be able

to write about what you know in a

way that will keep somebody awake.

And of course, there is the sheer

work ot playing a game from begin-

ning to end in just two or three

weeks. Yes, I said "work." Oh, I can

hear you snorting out there, but

think about it for a moment. The

time I spend on a Command &

Conquer is a treat, but imagine, for

a moment, having to put the same

time into the likes of TekWar or the

first version of Outpost.

But the highest price to pay for

doing this iob professionally is that

it takes some of the fun out of the

whole thing. You eventually lose

your ability to play something iust

for Ihe heck of it without a part of

your brain noting the pros and

cons. Like a musician who can’t

yU Free

games...cool!

I wish I could

get a job like

that, yy
turn off their critical ear for a night

of clubbing, you can’t have a simple

opinion about a game. "This sucks"

is okay when you're a lucky con-

sumer, but when you have to have a

half-dozen reasons for every feeling

about a game, just in case some

rabid PR Rep cries "foul," it takes

the simple pleasure out of things.

Of course, this kind of noble sac-

rifice of gaming pleasure and hard-

earned writing skill feels completely

wasted the first time you come

across some Net-wit going on and

on about how a magazine you’ve

CG MARCH 1996



You need control up there. Interact's line of high-end controllers are the tools that can help

maximize your firepower and make complex aerobatics easier to execute. It's hard to imagine

what life was like before controllers this good were available. But it couldn't have been pretty.

Flight Force

Fire Control System™
Combine this powerful, metal-base

unit with any joystick to add 36
special programming slots to your

weapons arsenal! Includes four-

position tension-wheel throttle. LED
indicators, and a multi-viewer key!

This stick's spring mechanism utilizes

revolutionary compression technology to give

you top performance and durability! Equipped
with four fire buttons, auto-centering, and X and
Y- axis trim controls! A metal base provides

extra stability, and calibration software allows

total customization to your favorite sim!

Master arcade-style PC games
with four fire buttons, two auto-fire

modes, and smooth eight-way

directional control!

Circle Reader Service #201

Check out the Interact Web Site at: http://www.interact-acc.com !NTE,7/lEf
multimedia products

PC PROPAD 4, FLIGHT FORCE FIRE CONTROL SYSTEM, and FLIGHT FORCE PRO are Irademarks ol Interact Accessories, Inc.

© 1996 Interact Accessories, Inc. All Rights Reserved. Interact Accessories, Inc. A RECOTON COMPANY,
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Make your



TKlg P

The epic sequel to the best selling

interactive movie ever!

• shot just like a movie—
on film, not video

• A cost of favorites,

including Mark Hamill,

Malcolm McDowell,

John Rhys-Davies and

Tom Wilson

• Unsurpassed production quality

• Detailed Hollywoad studio sets

• 1 6-bit color

• 1 6-bit Dolby surround” sound

• Full digital music throughout

the game

• .New ships, HUDs, weapons

and targeting system

A civil war threatens

the Confederation.

Only you can stop it.

Actual screens may vary. Made in U.S.A.
'

http://wWW.ea.com/origin.html Electronic Arts® Direct Sales 1 800 245-4525

© 1 995 ORIGIN Systems, Inc. Origin Interactive Movie ond The Price of Freedom ore trodemorks of ORIGIN Systems, Inc. Origin and Wing Commander ore registered trademarks of ORIGIN Systems, Inc.

Electronic Arts is o regist^ trademork of Electronic Arts. Dolby and the doobte-0 symbol ore trodemorks of Dolby Loborotories licensing Corporation.
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