




“The best looking

game of all time.”

NEXT GENERATION

“Take a look at the

future of gaming.”

PC GAMER

“The most sophisticated

3D engine...the best 3D

architecture and the most

realistic textures yet seen

on the PC.”

PC GAMES

“...Unbelievable...Unreal

promises to truly raise the

bar for this game genre.”

COMPUTER & NET PLAYER

“The world may never

be the same after

Unreal is unleashed.”
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COMING THIS SUMMER

mu. NEW BALL GAME!

"One of the top five most anticipated new titles of 1997"
George Jones, C/Net

"HardBall 6 looks hot... the biggest HardBall by far"
PC Gamer

FEATURING
Enhanced Fielding Model

Over 30 fully rendered 3D stadiums

Custom League and Schedule Generator

Consecutive Season Play with lifetime stat-tracking

Head-to-Head Action via Network, Modem and Serial Cable

The Draft, minors, free-agents, trading, active and disabled lists

YrTTii xnn;
/-VA_Y.W l_

Register on-tine to receive the latest

updates and information on HardBall 6 at:

www.accolade.com
rmri f RFAnPR SFRVinF #293
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CHANGE
THE WAY YOU

Ever “played" one of those games that forces you to sit through a bunch of completely

non-interactive film clips? You know, the ones that kidnap you from the action and shove

bad acting down your throat?

Video rehliTV.

NEVER AGAIN.
Introducing SouthPeak Interactive's Video Reality.™

It isn’t a game, It’s the driving force behind a new

breed of games. Immerse yourself in 360° of

insanely realistic, compietely seamless,

motion picture-quality gaming.

Coming soon to these CD-ROM games:

COMING FALL 1997 COMING SPRING 1998 COMING FALL 1998

CIRCLE READER SERVICE #291

SouthPeak,

the

SouliiPeak

logo,

and

all

game

titles

listed

are

trademarks

of

SouthPeak

Interactive

LLC.

Video

Reality

and

the

Video

Reality

logo

are

trademarks

of

SAS

Institute

Inc,

used

under

license.



Part One
Heads up, fly-boys—

there’s a squadron of

flight Sims headed your way

this year Beginning this

issue (and continuing next

month), we’ll preview all of

the top guns taking to the

skies in ’97. Strap in and

get ready for take-off.

Jane’s F-15

3D Audio
What’s all this hoo-hah

about 3D audio? In this

articie. Technical Editor Dave

“Poindexter” Salvator dons his lab

coat, polishes his pocket protector,

and steps to the front of the class

to explain It all to us.

Hardware Reviews

Falcon Northwest

Mach V

STB Nitro 3D board

NV-Flash 3D board

HARDWARE

Sound Cards
A quality sound card Is a

necessity for every serious

gamer—especially those that like to

turn it up to 11. This month, Loyd Case

blasts out with five new sound cards

and separates the live from the jive.

For the last year, the

world’s foremost

flight Sim producer, Andy

Mollis, has been guiding a

team at Origin Skunkworks

in creating a highly

advanced flight sim for the

PC. By using data from the

Air Force and NASA, and

consulting with military

pilots, they’ve managed to

replicate the most minute

details of the U.S. military’s

top fighter. Simulations

Editor Denny Atkin traveled

to the company’s secret

East Coast office for an

exclusive first look at Jane’s

F-15. What he saw there will

amaze you.

Air Combat

ccw lULV 1«)7
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ACliyiSlOK

Gf=lTTLeG<=CaUND -ReFlLlSm

Hide units behind hills or in dense forests.

Climb to higher terrain to improve your
view of surrounding territory. Realistic

terrain dynamically affects unit

movement, so units move faster

downhill and slower through swamps.

f=’ L.-RYe-R -Co N L.Uf=ie u-e

Determine each unit's behavior in

combat. Place a unit on sentry duty.

have it harass the enemy, or send

it on a suicide mission. Set waypoints

to launch simultaneous attacks on

multiple fronts.

KeVDLUTlDNR-RY -Fe-RTURGS

Create your own maps and missions

with the advanced construction kit.

Create multiplayer alliances on the

Internet by sharing resources, units and

intelligence. Other features include

gigantic playing maps and never-

before-seen units.

Activiiion is a registered tredematk and Dark Reign; The Futur

of War is a trademark of Activision, Inc. O 1997 Actnnsion, Inc

VI rights reserved. All other trademarks and trade names are tl

properties of their respective owners.
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JOHNNY WILSON

A Game for

All Seasons
How 4th Quarter Syndrome Is Endangering

Future Computer Games

for retail in the fourth quarter will

actually hit the shelves, and that dis-

tributors and retailers will once

again be able to demand exacting

tribute from the publishers in the

form of cooperative advertising and

marketing development funds. This

do you have? More than one-half

liter of mixed cola drinks all over

your lab fable. Not a very pretty pic-

ture and not a very positive result.

Yet, this alleged science experi-

ment isn’t far from what is happen-

ing in the computer game industry.

Too much of a product mix in an

inadequate container is going to

cause spillage. For years within the

computer game industry, we’ve

heard the laments about how difficult

shelf space is to obtain. Yet, software

publishers currently seem to be play-

ing chicken with each other in that

very limited retail space. Most have

latched onto the market research

which indicates that more dollars are

spent on computer games in the

fourth quarter than in any other, and

have decided to hold more products

than ever for the holiday season. On

the face of it, that’s like saying that

it’s best to go fishing when the fish

are biting. The problem is.. .there are

only so many fish.

This strategy for putting the bulk

of the product line out at during the

Christmas season means that (here

will be more titles vying for the

same amount of shelf space. This

means (hat not all of (he titles slated

U How

many worthy

products get

buried under

the holiday

retail

avalanche?

will further cut profit margins, con-

tinue to reduce the viability of small-

er game companies, and obfuscate

the cash flow picture.

The film industry encounters this

type of destructive market cycle

every lew years. As entertainment

attorney Mark Litwak explains in his

book on Hollywood, Reel Power.

“The cycle begins when distribu-

tors become prosperous and start

to produce more films, eventually

glutting the marketplace. In such a

buyer's market, exhibitors can

obtain better terms, increasing their

share of box office revenues at the

expense of the distributors.

Production cutbacks follow, creating

a seller's market, in which

exhibitor clout wanes. Distributors

can then get better terms, eventually

becoming prosperous and begin-

ning the cycle anew.

"

(p. 256)

The consolidation taking place in

the game industry is already causing

many worthy projects to languish.

This Fourth Quarter syndrome merely

accelerates the trend. Research tells

us that the average CGW subscriber

buys two games per month (out of the

approximately 20-25 new titles

released each month). Even if the

CGH/ subscriber, the elite customer,

was to double his purchasing pattern

during the holiday season, that would

mean only tour games versus the

more than 100 expected in that time-

frame. In even an optimistic scenario,

seasonality alone means a reduction

in the percentage of new game titles

hard-core gamers purchase from

roughly 10 percent to roughly 4 per-

cent in a given month. Such a quick

and dirty calculation shows that sea-

sonality isn't automatically positive for

holiday-season releases.

Frankly, I don’t think I’m the only

gamer who is frustrated by the peri-

ods where “all the good games come

out at once." Sure, there is some posi-

tive spin. Good games often have a

coattail effect on the other games

which are on the shelves at the same

time. Yet, I can’t help but feel that suc-

cessful games like Diablo and

Interstate 76 received a boost from

being the only major releases in their

timeframe. Diablo, of course, barely

missed Christmas, but set sales

records. Interstate '76 might have

been lost in a holiday season. K’s a

Spring Break concept of pure action

released during Spring Break and it

received extra online attention

because it was the standout release.

How many worthy products get

buried during the holiday retail

avalanche? Companies would surely

benefit from staggering their release

schedules slightly, but E3 reduces the

odds of this happening. Everyone

wants to showcase their "A” titles at

E3, so buyers can snatch them up for

the holiday season (and, so the press

can provide the games with a big pre-

holiday publicity buzz), which means

the majority of titles are getting

pushed to the end of the year. This

can’t possibly help production cycles,

marketing plans, retail strategies, or

cash flow on either side of the fence.

What can we do? Pray for prod-

uct slippage? That will happen

regardless. Start a new trade

show? It wouldn’t be supported.

Boycott products at Christmas?

We’d only hurt ourselves. The best

thing we can do to break this

destructive cycle is to support the

good products released at odd

times and make sure that we regis-

ter them, recommend them to our

friends, and talk about them online.

In that way, we might be able to

break up the seasonal cycle

enough to guarantee the regular

flow of good product. %



puts you tn the shies in defense of Britain

September 1940: British coastal radar reports a Luftwaffe

squadron ofHeinkel HElUs coming from the south

: and heading toward London. Another group of
German Junkers JU87 dive bombers is

approachingfrom the east.

This is just one of the battles you'll fight in the

^ skies over Britain and France. As a

British Stfuadron Leader, you decide

which pilots to scram-

hie and plot their

course and altitude as

you try to intercept Gennan
I raids. As a German Squadron

^ Leader, you plan the aircraft compo-

w sition of each raid, and select its

target, course and timing.

Play against human opponents over the Internet or hot-

seat. Cross platform compatibility - PC to Mac and Mac to PC.

• Computer opponent uses Avalon Hill's Over the Reich's^"

"excellent AI"(Computer Gaming World)

• Dozens of single Dogfights and Combat Missions, as tvell o'

challenging Tours of Duty. .

• 5-levels ofgame difficulty: Work your way up from

Lieutenant to General. ^
• Individual pilots rated for personal

experience and combat skills.

• Video clips of actual war footage

highlight events like takeoffs jdBj^
and engagements. j

Based on the av/ard- i

winning Over the
ReicV^', rated 4- 1/2
stars by Computer
Gaming V?orld . . .

called, "one of the
best games we've

I seen, period . ,

, Computer Games

I

Strategy Plus

Fly oul of the sun to bounce the

raiders before they drop their bombs

S
Avalon Hill
Game Company
DIVISION OF MONARCH AVALON, INC.

4517 Harford Road, Baltimore, MD 21214
410-254-9200 • Fax; 410-254-0991
http://www.avalonhill.com

Available at your favorite computer game retailer or call us:

Toll Free: 800-999-3222
©1997 A-H Games

Macintosh and Mac are registered trademarks of Apple Computer, Inc.

Windows is a trademark of Microsoft Corporation
CIRCLE READER SERVICE #168
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F/A-18 Hornet Graphics Simulations

Take to the Skies With
This Month’s Demo Disc

JM s part of our special Air Combat issue, we have included demos of some

mm of the holiest ffighl sims currently available, as well as a complete,

MM playable version of one of the best flight sims of all time, Red Bahou.

Whether you are an experienced virtual pilot oryou’re new to the simu-

lated skies, whetheryour interests lie in man-to-man biplane dogfights or comput-

er-assisted high-tech jet battles, you'll find plenty of air-combat action here.

physics mode!. Break oft part of the A-lO’s

wing and see how it fiies, or see if you can

bend the landing gear without breaking the

plane.

F/A-18 Hornet 3.0
Hornet look deceptively simple with its

basic polygon graphics, but that graphic simplici-

ty lets you experience smooth air combat at reso-

lutions up to 1024x768, And very little about F/A-

1 8 Hornet 3.0 is simple. It has one of the most

complete avionics setups around, and you won’t

find a magic radar here. Be sure to check out the

Read.Me file for full information on operating the

jet's systems. Of course, if you can't wait to take

to the skies you can ignore the instrument panel

and just tour the Pearl Harbor area.

Flying Corps
Empire’s biplane sim puts you in the cock-

pits of the famous Allied and Axis aces’

planes, and lets you fly over authentic

European terrain and battle both air and

ground forces. No radar or fast-climbing

planes here-combat was pure pilot vs. pilot

in those days. The aircraft are beautiful, but

the game uses a lot of horsepower, and is best

on a Pentium 133 or faster.

Red Baron
Considered by many gamers to be the best

flight simulation of ail time, this game did

nearly everything right. Intelligent enemies and

good flight models (for its day) kept the experi-

enced pilots enthralled, and a wide variety of

difficulty levels helped thousands of inexperi-

enced gamers lake to the skies and learn the

ropes. To help get you in the mood for the

upcoming Red Baron II, we've included the

entire original Red Baron on the CG-ROM this

month.

Air Warrior il

Air Warrior was the first experience many

of us had with multiplayer gaming. Years

before the first wave of Internet gaming

hype hit the

shores, thou-

I

sands of users

spent hundreds

of dollars a

month on GEnie

playing Air

Warrior. Now the program is available in a

new version that includes not only online mis-

sions. but also hundreds of stand-alone solo

missions. The demo version on this month’s

CG-ROM will get you started on online play.

A-IOCuba!
A-10 Cuba! puts you in the cockpit of the A-

10 Warthog, the Air Force's deadly ground-

attack plane. This demo version includes a full

mission from the commercial release of the

game. Even after you complete that mission,

you’ll still find plenty of entertaining gameplay

just experimenting with the sim’s fantastic



GAmcWirArt>s“ helps you to

interactive strategy guide
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Run to your nearest retaile:

i or call 800-229-2714 I

WWW.GAIVIEWIZARDS.COM
WWW.WIZWORKS.COM

GameWizards is devel<«)ed by ©1997 GameWizards, Inc. Maiketed by WizardWoite, Inc. All other trademarks are property of their respective ovmers.



evenge has never been more
'

satisfying- or fun. Activision’s

;

Interstate 76 takes you across'

the border into a paraiiel uni-

verse where 70s muscle cars come spe-

cially equipped with SO-callber M6

machine guns and flame throwers. The

game, which uses the stripped-down and

rebuilt Mech 2 engine, will appeal to

action and sim fans alike. The non-rail

based 3D environment allows you to

leave the road for intense vigilante com-

bat, while the realistic driving physics

give it that true racing feel. For those

searching for an adrenaline rush, a dose

of addictive Multiplayer action via.

modem, LAN, or Internet is highly rec-

ommended. The missions are intense,:

the action is fast, and the funk is straight

from those 8-track days.

BATTLECRUISER 3001

fter many

months

of patch-

es, the

infamous

BahleCruiser

3000AD is almost

complete (and

debugged). But is

the finished

BC3000AD a fun

game? Check out our exclusive demo-a fully functional, one-solar-system

version of the program with the latest patches incorporated.

Outpost 2
Sierra Online has completely regenerated the code for

Outpost 2, scrapping Ihe original engine and rebuilding the

new game from scratch. A vast improvement over Ihe first

Outpost, this real-time strategy game combines tbe unpre-

dictable forces of nature and karmic consequence for aggres-

sive action wilh traditional resource management technology.

The plot has also been revamped for OulposI 2. Vbur allempts at

a new beginning on Ihe previous planet went awry, and your

group has now touched down on a new planet. Howewr, you'll

soon discover that the world isn't as hospitable as you tirst

believed, tbu'll raise new bases and colonies., and you will have

to fend oft the attacks of a rival colony somewhere on the planet.

Equal emphasis is placed on building and production. Prepare lo

lest your combat and production skills in teal-lime in our demo.

ccw JULY 1RQ7



Diablo

is

a

trademark

and

Blizzard

Is

a

registered

traderrark

of

Davidson

&

Associates.

Inc.

All

rights

reserved.©

1997

Blizzard

Entertainment.



Tony La Russa Baseball 4” is the perfect daubleheader: complete baseball strategy now combined with faster gameplay and

pro-modeled 3D graphics. Snag that screaming line drive. Snare the ultimate pre-season draft pick. And see that diving catch

from 26 different angles. Hundreds of stats help ^u match wits against the 1996 Manager of the Year-or another player over

a modem or LAN. From Spring Itaining to the Fall assic, you've got all the bases covered.

©1997 Stonntfont Studios. Inc. All rights reserved. Tony La Russa Baseball 4 is a trademark and Stormfront Studios Is a
registered trademark ol Stormfrorn Studios, Inc. Maxis is a registered trademark of Maxis, Inc, Officially licensed by Ihe Major
League Baseball Players Association. ©MLBPA 1997. All other trademarks or registered trademarks are the properties of their

respective owners. To order, contact your relailer or call aOQ-33-IVIAXIS. Visit Ihe Maxis Web site at http;//www.maxls.coin.
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JULY C6-ROH TITLESHow To Use the Disc
II you have Windows 95, the CD is

Autopiay enabied-just iock-’n'-ioad.

Otherwise, seiecl Run trom the

Program Manager in Windows 3.x,

and type D:1RUN-ME (where D is the

letter ol your CD-ROM drive) to ruh it

straight from the CD. You may type

DEINSTALL to create a C5W program

group on your Windows desktop.

Many demos require the disc to be in

the CD-ROM drive in order to run;

therefore, we recommend installing

the demos from our disc.

How To Access
Patch Files

Click on Patches under the CGkV

Features. The text window has

instructions on copying the files to

your hard drive. You can also access

the patches from a DOS prompt by

typing D;\PATCHES and copying them

directly to your hard drive. We strong-

ly recommend that you back up any

previously saved games before

installing a patch, as this may over-

write your existing program.

To Suhscrihe

To subscribe to the CD-ROM ver-

sion of the magazine, call (303) 665-

8930. If you already receive the mag-

azine without the CD, you must wait

until your current subscription expires

before requesting the CD-ROM ver-

sion. Please address subscription

complaints to cgw@neodata.com.

Neodata is a magazine fulfillment

house which is not owned or operat-

ed by Ziff-Davis.

TITLE PLUTFOm BIRECTOPY EXECUTABLE
[-itrilTCUba! 95 ! jw

. JliailEtat :

AirWarrior 2 Online 95 AIRWAR2 AW20NLN

IBaseball Moiiul ; 55 'SETURElCW
Battlecruiser 30Q0AD DDSf95 O:\BC3K INSTALL.EXE

UffliictoP ' Wi .

DirectX 3 95 D:\DIRECTX DXSETUP.EXE

|f/A-4t{;mfnet 3.0 TRi®—7"TBfiifEtXESS
Flying Corps DOS FCORPS INSTALL.8AT1u»1 v' m-.y ‘'r mil lllllMH

Modern Age Electronic Strat Guides 95 EBOOKS SETUP.EXE

W<#iist iA: - TRV.i
'

'

OPZ.UMO '' ' SETUREXEiSaH

Patches n/a PATCHES nfa

lIMBaron gos tia 95 “BH SltliRBAT 1

Ten Pin Alley 95 TENPIN SETUP.EXE

fTfmeVl^rriors t 95 Hdt MAC
' '

IHSTTIME.BAT £1

Versailles 1685 OOS/95 DEMO.US INSTALL.BAT

{&Cdm: Apocalypse gos/95
' • y xcoM

'

iHsiau.Exr'^i^

You Don’t Know Jack Movies WINf95 JACK SETUP.EXE







LETTERS

FREAKING OUT

Miirtin Cinilis'column on Rs}dio-Ceeks

ccrlninly liil nenvs on both sides ofthe ques-

lion. Merc is a snnipling ofthe Ion ofmail m’c

received on the issue.

1 just received the May issue of CCW, and

as alwaj's, )'ou gins lia\’c done a great jo!>. \\1iilc

initially skiinining the issue, 1 finally neared the

last page and read Martin Cinilis’ monthly arti-

cle. 1 agree with many of Martins points con-

cerning lho.se who make it a goal to ruin other’s

online fiin. I've ciuit playing DlAlM.O myself

because of the rampant cheating, and 1 com-

pletel}’ agree dial anyone who sets out to crash

a game is extremely immature.

I lowever, I ha\e to take issue witli Martins

opinions ofPKs {Player Killers to you ne\shies).

16 call a PK a "little freak" .seems a bit harsh, con-

sidering tlx; fact that in a game like DiAUl/) one

of the most intriguing aspects is the danger

iinok ed, iK)t only from nnnpaging demons, but

from“evil’’ players. In fact (still using DiABl.o as

an example), if \x)u read Blizy^irds Web fomms,

\on will find that Blizzard has no plan to remos'e

the ability to PK, as the)' consider it [)art of the

game. Remember, this is CCVKsgameofthe

year we arc talking about. If the designers of said

game fell that PlCing was detrimental to tlic

enjounent and m\stcr\; tlx;y would bas e

removed the feature long ago. Don’t get me

wrong, chealing sucks, as does erdshing servers,

but PlCing is .something we are all going to have

to iKc within the online gaining world. Not all

who kill otlK*r plovers arc“sick little freaks." Some

of us aclually like to j)lav the "bad guy.” Admit it,

\on can kill ten thousand Stonn I xirds in

[')lAB!.o, blit your adrenaline |)nni[>.s like nc\'er

before wlicn a 45th level mage lets loose a fireball

in \'onr direction. So, \'ou fight. Maihewu live;

ma}hc you die. Ifyon live, you hav'e a sense of

pride. If \ou die, \ou lo.se an ear and some gold,

but now von have an enem\’ worth hunting. No

offense to anyone intended here, 1 just want to set

tlx; record straight that not ever)’ PK is a 12-\’ear-

old fool. And for those of \’ou yet to get online,

tnist me, plajing agaiast humans is worth it.

James II. Parkman

chonshade@uivd.slisu.edu

LETTER OF THE MONTH

COMPUTER

GAMING VOID

J did a fun littleWeb

page for fans of Com-

puter Oaining World. If

yon want to look at it. tlie

URL is: ht^://ourworid.

congjuserve.com/home-

p^es/temple_winds.

Bob Millard

CompuSer\’eSuhscrihcr

Since the staffhere at

i/jereal CGWgot several

chuckles out ofyour

Computer Caming Void

Web sjfe, we’llpass the

URL along to our readers

as well. Coodjobl ^CGV ONLINE Bob Millard's amusing Web parody of C61V includes a column from

I

"Scornia," a rant from "Morton Currish," and a sneak preview of GORE.

As a viclim of a Psycho Geek, 1 fully under-

stand [Martin Cinilis’] feelings. M}-exjx;riencc

was in DlaIILO— before llie fix w'as in place to

prevent ])laycrs from killing aixl robbing other

plav'crsiii town, i lowever, the blow was lessened

by the timelv' inteivcnfion of

aiiotlier jilavcr, who, upon

bearing of tire attack, took tlx;

time to irunl down the PK

He (or six;, 1 never did find

out) returned with my stuff,

the geeks ear. and tire geeks

belongings. In addition to in-

gamc action, I kixrw soirie

folks onAOL who have

been able to have geeks

banned from tire srstenr. /Ml

it took WAS soirre [rroofand

about tlrree minutes under

thcscailiny ofagiiide.

'nK]X)intofall this, Mr

Cinilis, islo letyou know' you

are not alone, and to say;

PfACIIOGElxKS

BI'iWML!!! Some folks do

not lake kindlv to annowance.

just like in real life. 'Ihc net Ls

not as safe as if appears.

Mall Drew

da ihclnicrnel
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Corel Family Tree Suite^'* is an ideal way to trace your roots and

display andprint themprofessionally in a variety ofcharts andreports.

Research more than 175,000 surname histories, track medical

information and addresses, and createfamily photo albums with this

versatileprogram.A comprehensivegenealogy library contains over55

million names and additional references. Photo-editing capabilities

allowyou to retouch oldphotographs, remove red eye and add dazzling

special effects. Plus, with theprogram ’s Internet supportyou can create

and publish yourfamily Web page. Reach back in history with Corel

Family Tree Suite, a graphically sophisticated and easy-to-use

genealogyprogram on CD-ROM.

FAMILYTREE.COREL.

Corel the Corel Balloon logo and Corel Family Tree SuU

are either irademarks or registered trademaihs

ot Corel Corporation. Windows is a regisleted

irademaiV: o1 Microsoft Corporation. AB other product

and company names are l/ademaite or registered

trademarM ot their respective companies. *U$S phis apptcable taxes.
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www.airel.com

Call now tor taxed literature!

1-613-728-0826ext 3080
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Only one thing to say. RIGM'I' ON! You

lia\’c summed \\p the main reason 1 don’t play

on tlie Internet, 'llie ercators of the games had

the right idea in bringing all tlie fans of their

games together on the Internet, but it only

takes one “Psycho Geek" to ruin the whole

thing, 'flic biggest problem with them is that

they might end U]) giving someone who really

wants to enjo)’ the game such a had experi-

ence that they won’t ever try again. I wish 1

had a solution for the problem, but 1 don't.

'Hie solution I created for myself is not practi-

cal for ever^xme. I am in the process of setting

up a small sers er for nnself and some ofmy

close friends to enjoy multi-player games with

each other. ’Hiat was’at least I know- who is on

the other end, and 1 don’t have to j)ul up w'ilh a

problem that wsl! surd)’ just get bigger as

online memberships continue to grow'.

Chris Moore

\i;i Ihc Internal

HARD CHOICES

1 have been a faithful reader of your mag-

azine for several j’ears now. Each Issue is

more enjoyable than the last. I get a kick out

of the letters you publish that people .send in

about things that are really insignificant that

ha])pen to show up in your magazine. ’Ilie

use of a word that is heard everywhere, but

when printed it now becomes taboo. Tlie

ads’crtiscincnts that offend readers, yet

prime-time T\^ shows more blood, sex, and

even advertises contraceptives. 'IV has a

much larger viewing base and much higher

editing standards than a magazine. So, don’t

you pay any mind to those who have trouble

turning a page rather than staring at it till

their blood boils. If it were 'IV, they would

just turn the channel. So, let them lum the

page instead.

1 tiiinkyou’re doing jirst fine. Well, all except

for one thing that does bother me. Wl ly is it

when you res'icw hardware
} ()u can't come

right out and chno.se tlie one you think is best?

Surely your opinion would be helpful due to

the fact you have the lime to try each product,

wTercas we the readers can't buy one of each

and return the ones we don't like.

I have been wanting to buya 3D-gaming

card for .sometime now and have been waiting

to see iiiore res'iews but haven’t seen an)' )et.

Surely with the recent release of many new

cards with updated chips vxni could check

them out again and pick an overall winner.

DnnicIA I lomn

\i:i the Internet

Vus month u e review two new 3D-g!iin-

ing curds, which you’ll find in our Hurdwurc

section. We're planning to do another nnijor

round-up of3D cards in an upcoming Issue.

You may also note that ever}' round-up now

has a CC Choice. 'I'his means that this is a

card with a pricc-to-performance ratio

which we can recommend. 0/course, .vo/ne

gamers may have different criteria than ne

do, so we try' to print as much information as

possible about all the hardware ue test. This

enables you to have the best ofboth worlds:

data to make yourom choice am\ ourrcc-

ommcndalioiis. Believe it or not. ue’ie had

hardware manufacturers tell us that a half-

.slar difference in rating hardware means a

.significantdecline in sa!c.s. We just call ’em

like ue test 'em.

NOT-SO HOT ROD SYNDROME

I've just finished reading“'nie 1 lot l^od

Syndrome," johnny Wilson's May editorial.

In it, he argues that gamers are caught in an

endic.ss and expensive race to stay on the cut-

ting edge of technology. 1 find this argument

both compelling and well-rca.soned. Mow-

ever, as a long-time gamer, I have personally

followed a different strategy— 1 have opted

to stay on the lagging edge. For the last five

or six years, 1 have routinely upgraded the

"bottleneck" component in mysy.stem to the

best replacement available at a commodity

price (read “cheap”).

1 believe this approach offers several ben-

efits. First, 1 can save some serious money.

Father than .spending 52,500 every twx) or

three years for the latest ByteWhacker 3000,

1 spend about 5400 a year on whatever buys

the biggest performance payoff. Second, 1

find relatively few bugs or conflicts in "sea-

•soned” hardware and software. Wdien I do

find a problem, the patches or workarounds

arc readily available. 'Hurd, 1 am able to use

the horror stories of the “carly-adoptcrs” as

well as CGl^s ongoing coverage to weed

out the real lemons. And finally, 1 am always

within shouting distance of“current" tech-

nolog)'. 'Ibere are very few' games I cannot

play at a reasonable level of performance. I
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See details below.

Adventure S0902t)4

Home/Personal 5DMBD3

5104708 ^Toonstruck Adventure

S058102

The 11th Hour
OOSMC 486766, 8mb

Aces Collector's Edition

DOS486,4mti,J

Silent Thunder:
A-10Tank Killer 2

WIN '95 486/66, 8mb, J

Flight Unlimited

WiN '95 AS&'ES, 8mb, JHow To Scloot CD'ROMs For Your Systom

Each seleclion includes the loHov/ing imporianl

infotmalion-, minimum system required, minimum CPU
required, minimum amount ol RAM required, and
required peripherals in addition to a mouse and
keyOoaro (J=]oy5ticl<, P^prinlet),

Duke Nukerri 3D:
Atomic Edition
OPS 486/66, Smb

5071204Precision Mapping 2.0

WIN3.1/WC 386,4mb

Z Straleoy Game S0894D4

D0S486/6^, Smb

jSteei Panthers II

StralegyGame 5D97704

DOS 486/66, Smb

‘ minimum system requirements re

seifldicateoUo- Hardware; SVGA
xjnd card, 40mb hard drive, doofali

Operal)ngSystem:DOS5.0, Wirrd

am 7.0 (^=WlN '95 compatible.)

Signed lor Windcws 95 at/.

StralegyGame S092903

WIN3.

Power Chess
WIN ’95 Pentium. 12mb

Freddi Fish 2;

The Haunted Sehoolhouse Children's Enter. 5093406
WiN3.1/)VC 486/33 or MAC 68040, Smb
King’s Quest VII;

The Princeless Bride Adventure 5024401
WIN3.1/WC486(]rMAC 68040, Smb
The Complete Multimedia Bible Bible 5031703
WIN3.1AVC 386, 4mb

The Lost Mind Of Dr. Brain Children’s Ed. 5037502
W1N3.1 486DrMACLClll,4mb

Berlitz Live Spanish language Tutor 5043401
WIN3.1 386 or MAC Classic, 4mb
Police Quest; SWAT Adventure 5062500
WIN3.1/WC 486/33, 8mb or MAC PMAC,12mb

Core) Gallery Clip-Arl Library 5010301
WIN3.1 386 or MAC LCII, 4mb, P

9 Advenlure 5098900
WIN-95 486/66or MAC 68040, 16mb

^^;MBA Home/Personal 5098108
iJW.WKja.l/WC 485, 8mb

Age Of Rifles: 1846-1905 StralegyGame 5097803
COS 486/66, Smb
Timelapse Advenlure 5095005
WIN3.1/WC 486/66 or MAC 68040, Smb
Oil Change Utilities 5097407
WIN '95 386, Smb

'Tti'-^J'IASCAH Racing 2 Driving Sim. 5104609
^W.vD0S.'WC 486/66, 16mb
" Resume Maker Deluxe CD Home/Petsonal 5050703

WIN3.1/WC 386/33, Smb, P

Command And Conquer StralegyGame 5050208
COSMIC 48&'66, Smb or MAC 68040, 16mb
TerraNova: Strike Force Centauri Arcade Style 5066600
DOS Pentium, 8mb
Beavis And Butt-Head

Print Artist 4.0

WifJ3.1MC 486433, 8mb, P

Robert E. Lee;

Civil War General
WIN3.1MC 486,'33, 8mb

Lighthouse
DCfSMC 486r66, Smb

Turbocad Designer
WIN3.1MC 436. 8irb

Strategy Game 5084009

Trivial Pursuit Strategy Game 5027404

WIN3.1 386/25 or MAC LCIII,4mb

Spycraft: The Great Game Advenlure 5063201

DOaV/C 486'66 or MAC 68040. Smb

WInOeletc Utilities

WIN3.1/WC386,8mb

Shivers Adventure

WIN3.1/WC 486/33, amb

Compton's interactive

Encyclopedia '97 General F

WIN1i/WC 486/66, Bmb

First Aid 3.1

WIN3.1 336, 4mb
Ultimate Doom
DOSMC 386/33, 4mb or MAC 68040, 8mb

Final Doom Arcade Style 5083209

DOSMC 486«3, Amb or MAC B8040, Smb, J

Doom tl Arcade Style 5021506

DOS 386/33, 4rrb or MAC 68040, Smb.J

Zork Nemesis Advenlure 5065502

DOaWC 486,‘66, 8mb or MAC PMAC, 16rnb

ale Casino Strategy Game 5093109

l/WC 486/33, 4mb

Command And Conquer:
Red Alert SirateoyGame 5105101

DOSMC Pentium, amb

Arcade Style

A whole new way to get the most exciting CD-ROMs -

games, reference, edutainment and more - all at great prices! Just write in the

selection numbers of the 2 CD-ROMs you want for $4.95 each, plus shipping and

handling. In exchange, you agree to buy 4 more CD-ROMs in the next 2 years, at

our regular prices {currently as low as $29.95, plus shipping and handling) - and

you may cancel membership at any time after doing so. What's more, you can get

one more CD-ROM right now for the low price ol $1 9.95 and have less to buy

later (see complete details in coupon).

Free CD-ROM magazine sent approximately every 4-6 weeks (up to 13

limes a year) reviewing our Featured Seleclion - plus scores of alternate choices,

including many lower priced CD-ROMs. And you may also receive Special Selection

mailings up to four times a year. (That's up to 17 buying opportunities a year!)

Buy only what you want! It you want the Featured Selection, do nothing

- it will be sent automatically, it you’d prefer an alternative selection, or none at all,

just mail the response card always provided by the date specified. You'll always have

14 days to decide; if not, you may return the selection at our expense.

Money-Saving Bonus Plan. If you continue your membership after

fulfilling your obligation, you'll be eligible lor our generous bonus plan. It enables you

to enjoy great savings on the CD-ROMs you want - for as long as you decide to

remain a member!

10-Day Risk-Free Trial. We'll send details of how Columbia House CD-ROM
Direci works along with your introductory package. If you're not satisfied, return

everything within 10 days at our expense for a full refund and no further obligation.

Act now, membership in CD-ROM Direct may be limited.

For faster service, use your credit card and call us toll-free 24 hours a day.

Plus 1 more at great savings! Adventure

Strategy Game 5068606

Children’s Ed. 5091400

WIN -95 48a'33,8mb

Star Trek Deep Space Nine:

Harbinger

D0S48E66 or MAC 68040, 8mb
Caesar II

DOS 486 or MAC 68040, Smb
Jumpstart Pre-K

WIN3.1/WC 486/33 or MAC 68040. 8mb
Jumpstart Kindergarten Children's Ed. 5027701

WIN3.1/WC 486, 1 mb or MAC 68040, 4mb
Jumpstart First Grade Children’s Ed. 5045901

WIN3.1/WC 486, 4mb or MAC 68040, Smb

Home Phone Home/Personal 5090006

DO&WC 3e6orf/AC 68030, 4mb
Compton’s Complete Street Guide Travel 5065909

WINT1/WC 386/f5.4mb

Quake Arcade Style 5097902

The 7th Guest
DOS/WC 386 or MAC LCIII, 4mb

Phantasmagoria
DOSAVlfJS.i 4ffi. 66 or MAC 68040, 3mb

Nickelodeon; Director's Lab Children's Enter. S0810D5

W1N3.1 486, Smb

Mission Oitical Advenlure 5062807

DOS/WC 486/33, Amb
Gabriel Knight:

The Beast Within Advenlure 5080405

WIN3.1/WC 486/33 or MAC 68040, 8mb

Hexen Arcade Style

DOS 486(33, Smb or MAC 68CM0, 12mb, J

Mechwarrior 2 Arcade Style

DOS 485('66, Smb or MAC PMAC. 16mb, J

Interact. Game 5054309

Flight Sim. 5037908

Flight Sim. 5080908

Flight Sim. 5076203

Arcade Style 51D55D4

3D Ultra Pinball: Creep Nioht Arcade Style 50B8208

Dept. SYT, 3109 Canterbury Court,

Columbia House CD-ROM Direct Bloomingion, IN 47404-14^8

i Yes, please enroll me under the terms outlined in this advertisement. As a member, I need buy ju

4 more CD-ROMs at your regular prices within the next 2 years.

Send my CD-ROM selections for: (check one only) D PC (1 ) D Macintosh (3)

I
Wfile in the seleclion #'s below

Send me these 2 CD-ROMs for just S4.95 each r—
I

plus $1 .75 each shipping/handling (total $13.40) |JL-

Buy your first selection now and have less to buy later!

Also send my first selection (or $19,95 plus $1.75 shipping/handling which I'm ado'ingtomy $13.40

payment (total $35.10). I then need buy only 3 more (instead ol 4) in 2 years
| #

Please check how paying: [3 My check is enclosed. (BYX/BYl)

Charge my introductory CD-ROMs and future CD-ROM Direct purchases to; (BYY/BY2)

n MasterCard D Diners Club D AMEX d VISA d Discover

Accouni rJuinbet E>P Dale Signal'

My main CD-ROM interest is: (check one) (Note You aio always tiee lo cboose Irom

D Enterlainmont D Education D Edutainment
{inciutJos chilOiens 1(064)

O Produclivily

1 -800 - 792-1 000»
Check us out online! For more titles.. .to order.. .or for more information.

http://www.columbiahou5e.com/cdrom

City_ .
Zip_

Important! Did you remember lo choose PC or Mac? Will your selections run on your system?

Nole: Columbia House resoives ihe right lo request adOitional mformatjon, to limit membership or roieci any

application or lo cancel any membefsliip Oiler limited lo residents of the conliguous Umied Stales Residents ol

Alaska, Hawaii, Puerto Rico, U.S. terrilorros, APO and FPO addresses please write (or separate offer.

Applicahto sales lax added to all orders S976GM ©1997 The Columbia House Company.



LETTERS
A

hcarlilv recommend this iip|)ioaclr to

your reiuicrs.

IIMiishinsky

Aiislin. 'IX

1 1 e knewCCW !v himln~,ire co\ er-

age provided results fur ''curly

adopters. " Wc hadn’t reali/.ed how use-

ful tre were to the “lugging edge .

"

Ihanks for.shilling vour.sinitcg]- for

building le.ssAustin-liitiuusgciming

niiichinc.s.

AWARDS: RIGHT OR WRONG?
^bur choice of DiAHl.O over Ql.'AkF.

for Came of the Year is totally wrong.

Y>ii would choose a game where you

look down upon the action instead of

the intense, tnily 3D world of Qi iakf,?

QuAKF uiidouhledly advanced com-

puter gaming treinendonsly. What

other game can \'ou play with up to 32

people at one time for rRl’,h! You all

slioiild wake np and wipe yourself off.

If you would clear the brown film off

your eyes yon would see the error in

)'Our wa)'s!

QUAKI' RULES!

A'lron "BlJCSlrouhul

\iii the hitcnief

I Invn, guess we know whcrcyou

rciidCCW. D(K‘sn't the inksmear?

1 Veil. just.so those ofvou who didn t

approve ofDL\iii.o as Came ofthe Year

know that the opposition i.sn 't unani-

mous, here’s anotherpoint of\iew.

Received the A[)ril issue in the mail

\e.stcrda\- (mail to Guam is sometimes

slow'), saw' that you were going to be

voting for the CG’ll'Premier Awards

and thought I would jump online to

give you my two cents worth. Turns

out you’ve already voted and what a

great choice. 1 was going to make a

pitcli for DiAlil.o, but as it turns out,

you have e.'ccellent taste. 1, too, believe

it is a stellar game— destined for the

Mali (rfEame.

Blizzard outdid themselves this

lime. The multiplayer options arc

great and baltle.net is the best. 1 can’t

say enough good things about the

game. By the way, 1 have pla\cd sever-

al of the other games on _\'our list so I

am comparison evaluating here. Keep

up the great work. I sub.scribe to sever-

al magazines but yours is the onlv one

I read cover-lo-cover (usually the

moment it arrives), lliankjou for

voiir time.

Mike Smith

Cuam

We prefer thatyou email us at

one of these addresses:

CoinpuSene: 76703,622

Internet: 76703.622(«' com-

puscrvc.eoiTj

or write to:

CCW, Ix'tter'fbThe Editor

135 Main Street, !4th Floor

San Francisco, CA 94105

ITe reser\'e the right to edit all

letters for.space or clarity.
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jSERViCE #279

Hove you '

gor yours yet?
Ifyou know Toillb S^dcr,

you know why Lara Croft

is the #1 cover girl in gaming.

No other game has won more

awards, delivered more action-

packed realism, or kicked more

ass. Hardcore garnets have

made Tomb jRaider the

undisputed megahit of the year.

Have your got yoiu^ yet?

Action Game of the Year

Best Graphics of the Year

95?^ Bating

'PC Gamer

Game of the Year

Rated 5 out of 5 Stan

•Computer Games Strategy Plus

'Game of the Year

^Eated 10 out of lb
•Computer and Net Player

www.conquestearth.comfwww.ieidosinteractive.com

‘www.tombraider.com

Tomb Raider, Lata Croft and lior Ckeness, CORE and Eidos Interactive ere trademarks of Eidos, Plo,

0 1997 Eidos,Conquest Earth ba trademark of Data Design and Eidos Interactiva.

i
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READ.HE
Edited by Charlotte Panther (CPanther@z(l.com)

I
t's fashionable these days to dismiss games

published before the days of SVGA graphics,

full-motion video, and Internet play. But if we

did, even hall-of-fame games such as Wing

Commander would be little more than museum

pieces. Obviously, the staff at Origin doesn’t

subscribe to such a revisionist view, because

the latest in the series, Wing Commander:

Prophecy, resembles nothing so much as

the first Wing Commander.

Don't panic: this doesn't mean that Origin has returned to

MCGA graphics or a predictable enemy pilot Al. Just take a look at

these CGW-exclusive screen shots, and you'll see that Origin is

pushing the technological envelope as usual. The game will be

Windows 95 native, but don't expect a performance decline from

previous Wing Commanders. Origin’s proprietary software rendering

technology is most impressive: I saw ships moving around al about

15fps faster than under Direct 3D; Origin will probably support the

Microsoft standard as well, using a series of hardware tests similar

to Wing IV to determine which is better-suited to your system. Jeff

Grilles, the programming wizard who developed the robust 30-

engine for a planned adventure/RPG game now on hiatus, added

platform-independent

code that will allow you

to utilize 3D cards

whether or not you use

Origin's software ren-

dering (theoretically, this

would work on the Mac

as well, if it ever gets

true 30 card support).

But for all of the

technical sophistica-

tion of the engine and

graphics, the real star

of Prophecy should be

the gameplay The

design team spent

months on the script,

which sounds typical

for a recent Wing

The mysterious alien Manta.

Commander product. But instead of building the game around the

full-motion-video sequences and then adding the space combat,

they designed the missions first. So, the end result will be less of

an interactive movie and more of a true gaming experience.

Senior Producer Billy Cain explains that, "Our goal was to

return to the essence of Wing Commander I and il, where the

gameplay and the cinematic style were integrated into a really

addictive experience, even though those games used animation

instead of FMV." Not that the design team were scoffing at the

Continued on pg 30

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

MDK
Play MDK for a for

a few hours and you’ll

suddenly see what all the hype is about.

Sure, it's a third-person shooter, but

gameplay is different and refreshing.

Emphasis is on cautious movement:

You can’t run full-tilt through the levels,

because at critical junctures you’ll have

to stop, put on your sniping helmet and

lake down far-off enemies. The enemy

Al is also good; they’ll taunt you, run away, and

even cry if you hurt them badly And, if gameplay

isn’t enough to entice you to play, maybe you'll

do il to just save the Earth from the menacing

alien invasion.-f/M C/?/r?

Playmates Interactive: (714) 562-1743

PC CD-ROM

Reader Service K: 301

WIH0
Origin Gets Back

To Basics

CCW JULY 1997



QUOTE OF THE MONTH
No polygonal animals were harmed
during the making of this product.

-Interstate 76 disclaimer, as stated in the

1976 Auto Vigilante Compendium.

A
fter polluting the

peaceful island of

Mvst in their parody

PrsT, the people at Palladium

are ready to despoil another

enledainment institution: Star

Iters. Barring legal entangle-

ments, Palladium hopes to

release Stab Wabped at the

end of May. Unlike Pvst, Star

Warped will be a

collection of

mini-games,

rather than a

slide-show.

Among them are

a fighting game

between Luke

and Leia, a trivia An Ewok ripe for the killing

game called U Don't No Jedi, an Ewok-

bashing shooter called Whack The Ewok,

Luke and Leia battle it out

and an Asteroids knock-off where

you shoot ail incoming space

debris, from space ships to floating

Ewoks. We don’t know if Lucas will

fake Ihis good-natured ribbing in

stride, but we sure think it's funny.

Let’s just hope the lawyers don’t get to this

parody before we 60.-EIM Chin

Panasonic recently announced a new line of desktop

CD-ROM drives with a 24X transfer rate, theoretically the

fastest spin rate to date. The line includes two new internal

models, both of which should be in stores now. The LK-

MC 686BP ATARI drive has an estimated street price of

$199, while the LK-MC606BP SCSI drive will set you back

$209, CGW will test the 24X CD-ROM drives and report

the results in an upcoming issu^

In a move thatw« make^FL draft day experts envi-

ous, Jim Degoey reffiB^rached two bigh-pro^le free

agents lor Arsena ffiMKhing Frank Chadwick, former

head of Game Workshop and award-winning

designer of over/lOOteanl^fitaiBames, signed to do a com-

puter version 0/ his Command Decision minialuresjules.

Major Gary {TacM Flight Leader), will'evi-

dently be doing a modaiiWv/argame.

Microsoft (Bcgm announced that it has signed an

agreement to acMe WebTV Networks for approxi-

mately $425,^,000 in stock and cash. The acquisition

would allow Web TV to take full advantage of Microsoft's

Windows CE and Internet Explorer technologies, Johnny

Wilson ponders what the acquisition will mean for both par-

lies and what effect it will have on the industry in general at

www.computergaming.com.

ABIT IT5H
HOTHERBOARD

I tinker with motherboards the

some peopie adjust vaive tim-

ings on their British sports cars. Motherboards are

aii much Ihe same, hut now and then, a new twist on

an did theme arrives, in this case, the intel 430HX

chipset-based ABiT iT5H. The reaiiy unique thing

about this board is the complete absence of

jumpers. If you've ever wondered how parameters

like CPU speed and bus clock are set, it's incredibly

simple-you set all your CPU limings in the BIOS. In

fact, you can set all kinds ot interesting timings,

including boosting the bus clock to 75 MHz (the 2.0

rev will take 83 MHz limings), suitable for Cyrix

P200+ processors. It even comes with a PS/2

mouse connector. In other ways, it's a pretty typical

AT board: 4 ISA slots, 4 PCI slots (one pair shared)

and the usual colleclion of serial and parallel ports.

Performance is pretty good, generating a

CPUMarkI 6 of 431 and CPUMark32 ol 424 with a

P55C MMX Pentium (all bus timiugs at 66 MHz).

The manual is probably the best I've seen, although

it's still not for the technically-challenged. If you're

yearning to install a new motherboard, and aren't

alraid to tweak the low-level inner-workings, check

Ibis one out.-toyd Case

Abit Computer Corp

www.abit.coin.tw

PC Motherboard

Reader Sen/ice 1: 302

THUMDERPAD
DIGITAL

Every gamepad these days

comes with a ton of preset programming for vari-

ous games, and ihis gamepad from Logitech

doesn't disappoint. The response is better in dig-

ital mode than analog, and like most pads these



An early sketch and a rendered model

of the Confederation Vampire. Notice

the pivoting engines.

WIHO
As for the plot? We promised that we wouldn’t

give away any big secrets here, but some of the

rumors you’ve heard are true. Even though the

emphasis on video has been cut back, many of

your favorite characters are scheduled to return,

with some contract negotiations still going on as

of press time. In any case, the biggest change

from earlier Wing Commani^ers is that you no

longer play Blair, but a young, cocky space pilot

right out of training.

The Kiirathi do return, after a fashion, but

there won’t be any big kitties serving aboard a

Confederation carrier: According to team mem-

bers, "after what happened with Hobbes, anoth-

er Kiirathi defector just wouldn’t have any

credibility.” The sons of Kilrah

aren't exactly the Big Bad

Guys this time either.

That honor goes to a

mysterious alien

race, who have

come to view

the Terrans

and Kiirathi

as danger-

ous, and as

a result,

decide to

take both

races out.

Whereas the

Kiirathi and Confederation were pretty evenly-

matched, the exotic technology of the aliens

means that you must come up with new tac-

tics-a big plus for what has always been one of

the most innovative space combat games.

It’s a given that Wing Commander; Prophecy

will be one of the major gaming events of the

year. And while details are largely classified now,

our agents are already on the case, because

loyal Confederation citizens (and CGW readers)

have a need to know. So stay tuned for further

developments.-Te/’ry Coleman

PROP
kktContmed from pg 2>

success, both critical and in terms of sales, of

Wing Commanders III or IV. From talking to them,

however, it’s obvious that, as much as they

respect Chris Roberts, they fell the later games in

the series crossed a little on the uncomfortable

side of that fine line between game and movie.

days, it

works bet-

ter in Win

95 than

DOS. The

pad is

sleek, as

advertised, and fairly ergonomic, but it also

feels a bit small. More importantly, it lacks the

excellent daisy-chain link-up ability of the

Microsoft gamepad. A good pad, especially

for action-oriented sports games, but not up

to the standard set by the Gravis Grip line.

-Jerry Coleman

Logitech. Inc., (800)m-rm
PC Gamepad

Reader Service §: 303

THE CITY OF LOST
CHILDREN

Based on the surreal French

film of the same name, The Cm
OF Lost Children is standard adventure fare

wrapped up in a beautilul package. Sadly

though, the package is empty, bereft both of

story and gameplay. The breathtaking graphics

are wasted, and the game fails to luily utilize its

characters, which include evil Siamese twins

and a madman who steals the dreams of

orphaned children. A cumbersome interface

and short playing time only add to the disap-

pointment. The City of Lost Children could

have, should have, been so much more.

-Robert Coffey

Psygnosis, (BOO) 438-7794

OOS CD-ROM

Reader Service 1: 304

THEME HOSPITAL
in this pseudo-sequel to

Bullfrog's Theme Park, you design,

build, and run your own twisted hospital. As

the administrator, you must cure various

goofy ailments, maintain a healthy profit and
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ATI IS about to

kick ass boards.

Brace yourself for new

PP ATI RAGE PRO™ technology

III
- soon you'll be an

y XPERT@PLAY™experiencing

Si killer 3D action at 1.2 million

triangles per second, awesome

2D performance and flicker-free

video playback. It'll blow you away

Summer ‘97.

ATI changes eveiything.

NowYott Seelt;



off the Aroade
Sega Brings Strong Arcade Lineup to the PC

W
hatever you think of Sega and its iess-than-steiiar consoie sys-

tem, Saturn (beiieve me, the thoughts aren’t pretty around here),

you cannot deny its incredibie arcade prowess, Sega dominates

the arcades with lop-rated games in the lighting, racing, and

shooting genres. Sensing that the gaming landscape now makes single-system

loyalty untenable, Sega has chosen to port many of its arcade titles to the PC.

So far, we’ve only seen the older generation, such as Virtua Fighter 1 and

ViRTUA Cop 1. This year, we’re still not getting the latest from Sega, such as rac-

ing game Super GT or Virtua

Fighter 3, but we are being

brought more up to speed. Here

are some of the titles being port-

ed to the PC:

Virtua Fighter 2: This was

Sega’s premier fighting game,

until the stunning VF 3 last sea-

son, and it will hit PCs in

August. The game features two

new fighters, more moves, and

better graphics, along with

LAN, modem, and Internet play.

Virtual On: This is a robot

fighting game with unrestricted

movement in full 3D arenas. You

can choose from eight robots,

and duke it out against friends in

split-screen, modem, LAN, or

Internet play. In the arcades, the

game used a dual joystick for

control, which Sega will soon bring to the PC. This MMX-only game should be

available, direct from Sega, by the time you read this article.

Virtua Squad 2: Known as Cop 2 in the arcades, gamepiay is a little bet-

ter, this time with different tracks to choose from, more enemies, and better

graphics. Sega will support PC light guns for this September release.

Daytona Deluxe: Daytona USA on the PC was a disaster, with terrible

graphics, no multiplayer capa-

bilities, and a ton of console

conventions still left in the

code. This time, Sega will try a

more sincere port, with

improved graphics and multi-

player support, as well as

additional new tracks and cars.

Deluxe will ship in September.

Manx TT: Based on

England's Isle of Mann Race, Virtua Fighter 2

Manx TT, Sega’s motorcycle racing game, should hit desktops in July. In the

arcades, you actually ride on a motorcycle prop and lean left and right to

maneuver. On the PC, you won’t have that immersive control, but Sega is

hoping to convert as much of the fun as possible. Like every other Sega title

this year, there will be multiplayer support. You’ll have eight bikes to choose

from, but only three tracks to race.

Last Bronx: Another fighting game, this one is set in the rough-and-

tumble inner cities where police and thugs duke it out with billy-clubs and

fists. It should arrive by year’s end.

Touring Car: This is another racing game, with even less forgiving and

more realistic handling and physics than Daytona. It’s also due out by the

end of December.—f///M Chin

reputation, and manage a staff with bizarre

hobbies. There’s little lime to review bank

accounts and pie charts when your hospital

is hit with vomit waves and you’re still work-

ing on a cure for bioaty head. Theme Hospital

gives those Hillary-wannabes who’ve been

saying they could do health care better the

chance to prove W.-Dawn Jepsen

BulKrog/Electronic Arts, (800) 245-4525

PC CD-ROM

Reader Service H: 305

SHIVERS TWO-
HARVEST OF
SOULS

The second of Sierra’s

puzzle adventure series aimed at older teens

takes place in a desolate Southwestern back-

water with more secrets and oddities than

Twin Peaks. You've come to town to investi-

gate the disappearance of your friends In

nearby Devil’s Mouth Canyon, a place of leg-

endary evil, Along with the standard sllding-

tile fare. Harvest of Souls allows players to

redesign puzzles and email them to friends.

And, if you have PPP Internet access, you

can chat with other players while you play.

-Kate Hedstrom

Sierra On-Line, (800) 757-7707

Windows CD-ROM

Reader Service §: 306



Duefcman, private family man, is cnee again

down on liis foefe, liaving lost Utii fiis sUw and fiis

family. Help guide our favorite ducf:-detective

tKt>ugH tHis off-fjeat, zany adventure

in order to get His life !>acHI

• Interact witH cHaracters from

tHe popular syndicated television

sHow liHe Cornfed, Bernice, Ajax,

CHarles and ^amHo, and King CHiefeen.

• featuring tHe Voices of Urn Curry, Vancy

Travis, Dweezil Zappa, and *Tregg Berger.

• ^ore tHan 10,000 frames of awesome

Hand drawn animation.

• Solve puzzles, avoid traps, and explore over

I'O locations and 60 different scenes.

Http://www.playmatestoys.com

Duckman'“ ond 01997 Paramount Pictures. All rights reserved. Software

erected by Illusions Gaming Company. Art and design ©1997 Ploymotes

Interactive Entertainment Irsc. PIE is a registered trodemarV of Ploymates

Interactive Entertainment Inc. All rights reserved.
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THIS

JUSTIN

PLAYIHC LATELY

CGW Survey* Last

Month
Months on

Chart

1. Diablo (Blizzard) 1 3

2. Civilization II (MicroProse) 4 14

3. Red Alert (WestwoodA/irgin) 2 4

4. Duke Nukem 3D (3D Realms) 3 15

5. Heroes II (New World Computing) 5 4

6. Quake (id Sollware) 6 7

7. Privateer 2 (Origin) 1

8. WarCraft 11 (Blizzard) 7 17

9. Tomb Raider (Eidos) 8 2

10. Daggerfall (Bethesda) 9 6

‘Qxckymmltxtx: Wemlasimyto 1,500randomly-dxmsutmilm each

month. The results ofHavingLately indicate whatgames readersare blowir^ the most

timeon, as tothereaders overall ‘quality ranting'in the Tc^ 100.

PC Data Best-Sellers"

1 . Diablo (Blizzard) 1

2. Microsoft Flight Simulator (Microsoft) 2

3. Red Alert (Westwood/Virgin) 3

4. Myst (Broderbund) 4

5. Barbie Fashion Designer (Matte!)

6. NASCAR II (Sierra On-Line) 5

7. Magic: The Gathering (MicroProse)

8. Monopoly Multimedia (Hasbro)

9. Quake (id sofhvare / GT Interactive) 6

10. Tomb Raider (Eidos) 7

" This listindrcates whatthe top-sellingPCgames were, ascalculatedbyPC Data, dt^-

ingMarch, 1997

lue Planet Software is a startup gaming company that

you’ve never heard of, but they have an adventure game

in the works that is promising enough to keep an eye on.

Called the Black Onyx, the game tells the familiar tale of

a lone adventurer on a heroic quest to save the

world. What promises to set this game apart from

the rest of the pack is that the game’s world is

being designed by none other than Roger Dean,

the world-famous artist whose psychedelic

lOnvx

ATF COLD
ATF Gold is yet another

rehash ol the creaky US

Navy Fighters sim engine.

This time vte’re treated to a Windows 95 ver-

sion of Advanced Tactical Fighters and its NATO

Fighters add-on. But unlike USNF 97, which

added a Vietnam campaign, all that's new here

is the Internet multiplayer feature (which is, to

be (air, a blast). If you already own ATF and

NATO and play over the Net using Kali, there’s

little reason to shell out for the update. But if

you missed these the first time around, what

they lack in technology, they make up (or in

fun.—DennyMin

Jane's Combat Simulalions, (800) 245-4525

Win 95 CD-ROM

Reader Service 4: 307

POD
This futuristic, graphics-

intensive racing game is one

of the best racing games I’ve played in a while.

The high-speed, head-to-head action (both

'^1

against the Al and other human drivers) is real-

ly exhilarating, and the 16 different tracks all

provide a level of vehicular madness sorely

lacking in many recent racing games. The cars

can be fully customized, and the game has two

damage options that keep you from just crash-

ing your way around the courses. This one’s

definitely worth your tlma-L/oe Vallina



Fast action and stunning realism

-

that's the promise of new 3D games

and edutainment software. But if your

Super Star Fighter [erks along instead

of zooming and your "terrifying"

monsters ore glaringly pixelated -

face it. You're not having much fun.

Don't iust ploy it^ Live it!

With on Intergraph Intense 3D 100

graphics accelerator on your PC, expect

0 fabulous new interactive experience!

Free with purchase of
Intense 3DI00!

Full version of Rendition Ready"

IndyCar II* CD-ROM shareware

version of Rendition Ready Quake",

and trial versions of Monster

Truck Madness" and

Hellbender"

IndyCar II with SVGA Graphics IndyCar II with Intense 3D fOO Graphics
Notice the jogged lines and edges and the flat, dull colors. Now you're rating! See the detail on the next cor. Watch those

Where's the crowd? What are those blocky things in the

background? Are you really into this rote?

reorview mirrors -that's real 3D! Notice the crowd in the

stands and the mountains in the botkground. And how obout

that sky!

Want to know more? Call 1-800-763-0242

or to order: www.intergraph.com/express.

INTERGRAPH
CIRCLE READER SERVICE #073



Mgt* andMqg»
SECRET OF THE INNER SANCTUM

Computer Role Playing game of the Year - 1986

and

GATES TO ANOTHER WORLD

COMPUTER ROLE PLAYING GAME OF THE YEAR - 1988

Might: and in
ISLES OF TERRA

COMPUTER ROLE PLAYING GAME OF THE YEAR - 1991

Might andMggicIV
CLOUDS OF XEEN

COMPUTER ROLE PLAYING GAME OF THE YEAR - 1992

Might andMgg»V
DARKSIDE OF XEEN

COMPUTER Role Playing Game of the Year - 1993



The next chapter
IN THE AWARD WINNING SERIES

Coming Soon

CIRCLE READER SERVICE #144

HEW W^RIB BOMPUTIHE’
A Division Of The 3D0 Company

1-800-251-9563
New W0(ld Computing, the New World Computing logo, and Might and Magic are trademarks and/or regisiered

cf The 300 Company, ei997 The 300 Company, All rights reserved. AH other trademarks are property of thcir respective iKMors.



5D Iron in the Works
NBW-GENERATION 3D CHIPS BATTLE FOR THE CROWN

T
his edition of The Works has some very interesting things in ihe

forge indeed, with Rendition, NViDiA, and 3Dtx (among others) aii

preparing new chips that wiii be on boards iater this year. And

whiie the term '‘3Dix-kiiler" has become the moniker du jour, it

remains to be seen who’s truiy up to the task. That being said, iet’s

see who's doing what.

NVIDIA has been showing an early version of

its new RIVA 128, a 128-bit 2D/3D accelerator

which is a complete departure from the first-gen-

eration NV1, an eariy arrival on the 3D-hardware

scene that proved to be something of a disap-

pointment. NVIDIA is intently focused now on 2D-

and 3D performance, having punted audio func-

tionality from the design, but RIVA 128 will also

handle DVD video playback, and is both PCI and

AGP ready. STB has announced plans to do a

board based on RIVA 128. Early reports about this

chip's performance have been very encouraging.

Well have a reference board in-house soon, so we

can give you the early low-down.

Both S3 and ATI have announced AGP parts

as well, releasing details on the GX2 and 3D Rage Pro, respectively. Of the

two, ATI appears to have a more complete package, offering a 3D-rasteriza-

tion setup engine and a faster RAMDAC, that comes in at 230MHz, versus

GX2's 170MHz. ATI will ship 3D Rage Pro boards later this year, and

Diamond Number Nine and STB have announced plans to ship GX2-

based boards later this year.

Tritech Microelectronics, a relative new-comer on the 3D scene, is

working on their PyramidSD, a lull-featured 3D-onfy chip (hat will also

offer radiosiiy and specular lighting support, as well as a new kind of tex-

ture map effect called bump-mapping. The early demo I saw was very

impressive, and this could be one to watch.

Rendition has their second-generation Verite V2000 family of chips

up and running. One notable short-

coming of Ihe first-generation V1000

chip was a bandwidth problem when

Z-bulfering was enabled. Rendition has

solved this problem in their new

V2200, and is expecting a 2X perfor-

mance increase in both 2D- and 3D

performance over the V1000.

Additionally, the V2200 works on either

the PCI bus or on AGP, and the chip’s

clock speed has been increased to

100MHz (from the VIOOO’s 60MHz).

Microsoft’s next version of DirectSD

in DirectX 5 (currently in beta) will sup-

port DMA, which wilt benefit the

V2200’s DMA-intensive rendering engine.

3Dfx has two chipsets in the works, though details were sketchy at press

time. One of them, named Banshee, will likely show up bolh in PC boards and

in Sega’s next generation console box, code-named Black Belt.

Look out for the official 3D Iron Works logo in READ.ME every month to find

out the very latest on all the new 3D cards and chipsets.-Dai« Salvator

Block diagram of NVIDiA’s RIVA 128-bit 3D accelerator.

Ubi Sod, (415) 5474028

PC CD-ROM
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NBA JAH EXTREME
In an era when even the real-lite NBA siam-

dunk contests are predictable r

and boring, it comes as little

surprise that this isn’t exactly

a revelation in PC hoops entertainment. Takin' the

rock to the hole would be much more fun if NBA

Jam Extreme didn't require a P133 to look about

the same as NBA Live 95 on a 486-33-especial-

ly considering that there are only four players on

(he floor instead of ten. The sluggish controls

might be OK ilyou were simulating 1940s-era

contests, but for today's fast-paced game? Dr. J,

where are you when

we need you?— Ter/y

Coleman

Acclaim

Entertainment,

(516) 759-7800

PC CD-ROM

F^der Service 11:309

TEN PIN ALLEY
Attempting to recreate the whole

bowling alley experience, Ten Pin
^

Alley allows players to control the bowler's attrib-

utes, ball weight, and material, and even lets them

create a desirable ambiance lor the game.

Choose between modern rock-’n’-roll alleys or

cheesy relics from the 60s (with accompanying

lounge-music). Turns are executed by clicking on

the bowling meter to decide the power, spin, and

release of the ball. Although the system works, it

soon

becomes

repetitive,

and is no

match for

the preci-

sion of the

comput-

er's Al.

Almost all of bowling’s nuances seem lost in the

mouse. -Matthew Schaefer

ASC Games, (203) 655-0032

Win 95 CD-ROM

Reader Service ff: 310



At war with your PC? Take command, with the new

Sound Blaster* AWE64 Gold™, the only advanced audio card

designed to upgrade your Pentium PC. Awesome audio-with up

to 64 unique sounds all playing simultaneously. It’s the best

sounding Sound Blaster ever, thanks to our unique WaveGuide

and WaveSynth'” technology, It also offers full duplex support and

CD quality recording and playback, an explosive 4MB of memory for SoundFonts, true 3D Positional

Audio™ and even a selection of the hottest Internet software. To learn

more about the Sound Blaster A\VF64 Gold contact us at: CREATIVE'
www.SoundBlaster.com/sound/AWE64Gold. WWW.SDUNOBLASTER.CaM

11 1997 OiMliw Technology l.ld, Sound Rlisier ;inil tlie Cnali'-e logo arcregistcral inidenurks and AWHM Cold, Creative \\'a'.f.S)nlhA\'G and li-niu 3D Positional ^\udio

JR' iradcniarks of Citulitv Technology Ud. .All other runies are ptopert)’ of llieir respective ovs-ncis. All siwcificatioiu are subject to dunge willioul prior notice. All rights resened.

CIRCLE READER SERVICE #078

1. Kabooml

2. Grenades.

3. Deafening Silence.

4. 64mm Sheils.

5. The Crackle Of Uzi Fire

6. “Incomingl”

7. “That Was A Close One."

8. Random Gunfire.

9. “Private Curtis Jones, 51st

Airborne"

10. Anti-Tank Guns.

1 1 . The Cirnk Of An Aiuminum

Mess Kit.

12. Dangiing Dog Tags.

13. Ricocheting Builets.

14. Sigh Of Relief.

15. A Harmonica Playing

Yankee Doodle.

16. Give peace a chance.

17. Flight of the Valkyrie.

16. Shovels Diggin Trenches.

19. Prayer.

20. Dirty Jokes.

21. “Sniffle."

22. Nervous Laughter.

23. Letters From Children.

24. Bombs bursting in air.

25. Battle Plans.

26. “Over The Top, Boys!"

27. The Battle Hymn Of The

Republic.

28. Bullets Whizzing Past Your

Helmet.

29. Random Snipers.

30. Surface To Air Missiles.

31 . Anti-Aircraft Fire.

32. The Doors Playing “The

End."

33. The Whistle Of Tracers

34. “Medic! Medici"

35. The Star Spangled

Banner.

36. The Thunder Of An Air

Strike.

37. “Hit The Dirt."

38. A Rain Of Debris Landing

All Around You.

39. Taps.

40. “Uurrrrppr

41 . Low Flying Sidewinders.

42. Strafing From The Air.

43. Ak*47 Assault Rifles.

44. Standard Issue M-16's.

45. The Sharpening Of

Bayonets.

46. The Hiss Of Mustard Gas.

47. A Declaration Of Peace.

48. Rain.

49. Howitzers.

50. The Cheer Of Victory.

51. Quiet.

52. The Low Rumble Of

Bombs In The Distance.

53. The Squawk Of A Radio

Cali For Help.

54. Com chatter.

55. “Sun’ender Now!"

56. Troops Marching.

57. Jungle Animals.

58. "The Biscuits In The Army,

They Say Are Mighty

Fine."

59. The Angry Croak Of Your

Commander.

60. A Tropical Storm.

61. A Blazing Oil Well Fire.

62. Unrolling Adhesive

Bandages.

63. "Ughl"

64. “I Wanna Go Home."



uest
Real-time Centender

buildings, they’ll also have completely

different interfaces. The humans will

have a very hi-tech interlace, while the

aliens' interface will be organic.

When their monitors open, you’ll

see membranes pull apart to reveal a

screen; when the monitor shuts off, the mem-

branes will close like eyelids.

Conquest Earth will also feature some technical

advancements, such as being able to show FMV

within gameplay windows. When a barracks is

destroyed, a live-feed will pipe through one of your

monitors, and you'll watch full-motion video of the

barracks being destroyed. You could even have

multiple FMV sequences playing in several moni-

tors on the side of the interface while the action is

still raging on the game screen,

Whereas other games are trying to downplay

the action aspect of real-time games. Conquest

Earth is embracing it. You’ll actually be able to

seize control of individual units and control

them, as in action shooters. This action will still

take place from the top-down perspective, but it

allows the twitchy gamers to take an even more

active role in the combat.

Conquest Earth is slated for release this sum-

mer. A mission editor will come with the game,

and Eidos promises many grotesque cut-scenes

to, er, flesh out the alien invasion storyline.

-Elliott Chin

I

f seems that after Toms Raider, everything Eidos

is peddling is supposed to be a sure-fire hit.

That’s a lot of hyperbole, but their real-time title.

Conquest Earth, has some interesting features

that could at least elevate it above the rabble.

Like many other games in this genre. Conquest

Earth features aliens as the villains. You can play

either the humans or the inhabitants of Mars, The

two sides will not only have different units and

Other Eidos Titles to Looh for in the Coming Months:

For those of you having Lara withdrawal symptoms, do not fear: The lovely

lassie will return at the end of the year in Toms Raider 2. Miss Croft will be

showing off her latest weapons and exercising some new abilities as she bat-

tles it out with more bad guys. If that seems a long time away, check out the

Toms Raider: Unfinished Business expansion pack, available now.

Forsaken, Eidos' new single-player

adventure/RPG has you battling with mon-

sters, dragons, and wraiths in your efforts to

overcome evil. Banished to a lonely island,

you must persuade the other exiles to join in

your efforts to vanquish the wicked Warlord.

Available early 1998.

Deathtrap Dungeon, Eidos’ 3D action/combat

game (based upon Ian Livingstone’s fighting fan-

tasy game-book series), offers ten levels of hack-

’n’-s!ash conflict, set within the confines of a dark

and ghostly dungeon. The game has multiplayer

capabilities (up to four players via network or

Internet) and should be available in October.

Eidos’ Formula One

racing game, based on

the 1995 season using

the official Fuji license,

features 13 teams, 17 cir-

cuits and a new network-

ing system that allows up

to 26 people to player against each other,

Daikatana, the first game from John Romero's new development com-

pany, Ion Storm, is a first-person 3D action/RPG that uses the Quake

engine. The player travels through time in search of the mythical

Daikatana, an ancient Japanese sword. Frag-fans do not fear, the game

also holds lots of opportunity for multiplayer deathmatch action.

Daikatana is slated for a November release.

Eidos' Flight sim line-up includes Flying Nightmares 2. Confirmed Kill,

Joint Strike Fighter, and Team Apache, ail of which will be covered next

month in our Flight Sim Roundup. Eidos’ Plus, Flight Unlimited II is fea-

tured in this month’s Flight Sim feature.—C/iaMe Panther

Locke, one of the characters in Forsaken.
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Put the pedal to the metal with the new Sound Blaster’'

AWE64 Gold'”, the only sound card created to upgrade your

Pentium* PC’s multimedia audio system. With 64 available voices

playing simultaneously and the new WaveGuide technology,

music playback will never be the same. And don’t worry about

compatibility issues, because it’s a genuine Sound Blaster. Also,

DirectSound'” and DireclSound3D'” hardware acceleration is included. For more details and a

demonstration of the Sound Blaster AWE64 Gold contact us at:

www.SoundBlaster.com/sound/AWE64Gold. CREATIVE'
© Copyritiil 1997 CnsilUf'lLvhndlogy l.id, SiHimi liU^cr jnil ihc Crcjliw arc registcaxl IraJaniarb and AVVK6-1 Cold, Creati« VNb’cSynlliAVG and 12-inu 3D I’osilkinal Audio
jrciradnn.irksofCreatiwTi.'cliniiloi.'vLid.AIinlhi'r lumcsaru jirojx-rtyorihdr rasiiectiw owners. All sj'odficatioasaresuhjcct to changtiwilhoul prior iiotKe..\lJr:glitirtsorM.'d.

1 . Cars Taking Off.

2. Breaks Screeching.

3. Hubcaps Scraping.

4. Crowd Cheering.

5. “Place Your Bets!"

6. Engine Seizing.

7. Hearts Pounding.

8. Refueling.

9. Wheels Peeling.

10. Breaths Of Anticipation.

1 1 . “That Was A Close

Shave."

12. Cars Colliding.

13. Backfires.

14. Engines Revving.

15. The Roar Of A Crowd.

16. Fiery Explosions.

17. Skidding Into The Pit.

18. Engine Problems.

19. Shrieks Of Excitement.

20. Vrrrrroooooom.

21 . “Low Fuel."

22. Jamming On The

Brakes.

23. Gears Shifting.

24. Ambulance Siren.

25. Sighs Of Relief.

26. Engines Restarting.

27. Traction Of Bald Tires.

28. Crowd Going Wild.

29. “Last LapI"

30. Starting Gun Firing.

31. Hubcaps Flying Across

The Track.

32. Tires Blowing.

33. “Hurry! Fill 'Er Up!"

34. Engines Choking.

35. Tires Being Changed.

36. Nuts And Bolts Flying.

37. Grandstand Cheering.

38. Gears Grinding.

39. Slamming On The

Breaks.

40. Turning Swiftly.

41. Pile-Ups.

42. Tires Rolling Off.

43. Skidding Uncontrollably.

44. Loud Screams.

45. Crowds Falling Silent.

46. Collision.

47. Thunderous Booms.

48. Deafening Cries.

49. Quick Turns.

50. Sudden Stops.

51. Reflex Braking.

52. “Gentlemen, Start Your

EnginesI"

53. Engines Sputtering.

54. Drop Of The Checkered

Flag.

55. Head Gasket Exploding.

56. Hitting The Wall On
Turn 3.

57. Chanting A Winner's

Name.

58. Creaking Of The

Chassis.

59. Radio Static.

60. Loosing Your Hood.

61. Accelerating Past The
Finish Line.

62. Champagne Cork

Popping.

63. Congratulatory Slaps.

64. Wizzing Past.
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PIPELINE

Is On
SegaSofI Prepares to

Join the Online

Gaming Ranks

W ith scores of

companies

jump-

ing aboard the

online gaming

bandwagon, the neces-

sity for original and eye-catching

content Is greater than ever.

SegaSoft is the latest contender to

strut its stuff in cyber space with its new Internet

gaming network, HEATnet.

HEAT will offer a free area where players can

access most of the games and chat rooms, and a

premium area with exclusive games, tournaments,

and special

events, which

will be available

for a minimal fee

{SegaSoft antici-

pates the ser-

vice will cost

between $40-50

per year). HEAT

will also be supported by advertising, and the com-

pany plans to make viw/ing an ad worth your whil&

Clicking on an ad buys you frequent player points,

which can be exchanged for goodies at online

stores, or used to buy power-ups in games.

HEAT uses Mpath's low latency technology

and also supports IPX-technology allowing

gamers to play third-party games like Quake over

HEAT. SegaSoft is developing a selection of

exclusive titles for HEAT, the most Interesting of

which could be NetFighter, the first fighting

game created specifically for Internet play.

SegaSoft hopes that the animated action

sequence as each character moves will help con-

quer the latency issue. What we’ve seen so far—

well-rendered characters each with their own dis-

tinct fighting style-is impressive, but only

Who's That Girl? Vigilance’s Nikki could

give Lara Croft a run for her money.

hands-on gameplay will tell if the latency problem

has truly been resolved. We’ll keep you posted.

Other games include Scud, a fast action, multi-

player shooting game filled with a host of power-ups

and special weapons; Alien Race, an action/strategy

game which allows three teams of ten people to

compete against each other in an attempt to protect

their own alien territory; and HeatWarz, an eight-

player search-and-destroy strategy game.

SegaSoft will also release Vigiunce, an

action/adventure game with a Mission Impossible-

type story, in which you play one of eight members

of an anti-terrorist group. Using the photo realistic

AnyWorld Dynamic 3D engine, the game boasts

stunning lighting and real-time transparency effects.

It will support LAN and Internet (over HEAT) play.

SegaSoft’s fast-paced 3D adventure game,

Skies, is set in persistent universes where each

mythical character will visibly age as they gain

experience. Playable over HEAT, this floating

world will accommodate thousands of inhabi-

tants including Angels-both good and dark-

Demons, Dragons, and Griffins.

And. for those who still feel intimidated by

Internet play, SegaSoft has something else to

offer. Later this year, it will release Lose Your

Marbles, an addictive and well-thought out Tetris

clone. Available as a retail-only product. Lose Your

Marbles can be played against the computer or

against a real-life opponent (either on the same

keyboard or via iAH).-Charlotte Panther

Decisive Battles of WWII SSI/SSG

Die bv the Sword Interplay

mme r 40

Evolution Discovery Channel Summer 97

Trespasser: Jurassic Park DreamWorks 12/97

Ultima On-Line Origin Summer 97

WarBreeds Broderbund Fall 97

X-Fiqhter Sierra late 97
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To Upgrade
Your Multimedia PC

Introducing the new Sound Blaster*AWE64 Gold,

I
the uncompromised pursuit of perfect fidelity.

Incredibly smooth, expressive and realistic audic with 64 voices of advanced WavEffects™
and WaveGuide Synthesis.

Professional sound editing and sequencing software included.

20-blt S/PDIF digital output.

120dB dynamic range.

4MB onboard RAM for high quality SoundFonts™ and 3D Positional Audio.

Ultra high-performance, low-noise, CD-quality record and playback.

Definitive upgrade for your PC’s multimedia audio system.

CREATIVE’
WWW.SaUNDBLASTER.CDM

e CopyrighI I99T Crealws Technology Lid. Sound Blaster and tfie Creallva logo ere registered trademarks and AWESi Gold. Creaiive IVaveSynlMVG and E-mu 30
Positional Aud» are trademarks of Creative Technology Ltd. All other names are p/cperty of their respect'rve owners. All spedllcalions are subject to lihange without prior

notice. All rights reserved.

1. 64 simultaneous voices.

2. Advanced WavEffects
Synthesis.

3. Pure gold plating to inspire the
envy of your friends.

4. Hands-free microphone
included.

5. 20-bit SPDIF output.

6. Full duplex support.

7. The perfect audio upgrade for

any Pentium PC.

8. The thunk of your old sound
card hitting the trash.

9. 90dB signal-noise ratio

(analog).

10. Not your grandmother's
sound card.

11. 120dB signal-noise ratio

(digitai).

12. SoundFont technology.

13. Yelling, shoving as over 30
million Sound Biasler users all

upgrade at once.

14. E-mu® 3D Positional Audio.

15. 4MB of RAM, upgradable to
28MB.

16. Multipoint Interpolation.

17. New WaveGuide Technology.
18. The best sounding Sound

Biaster ever.

19. Creative WebPhone™ software.
20. Supported by 99% applications.

21. Easy plug-and-play installation.

22. CD-quality, 16-blt audio fidelity.

23. Genuine Sound Blaster.

24. Integrated MIDI/Joystick port.

25. 8/16 bit stereo sampling from
SkHz to 44.1kHz.

26. MIDI cable.

27. Recording from microphone,
CD or line-in.

28. Liquid, psychedelic guitar solos.

29. Advanced 16-bit real-time

audio compression.
30. Crystal clear recordings.

31. Gold RCA connectors.

32. Completely user customizable.
33. Automatic dynamic filtering.

34. Instant bass, treble, master
volume control.

35. 2, 3.5 and 4MB SoundFont
banks.

36. Two CD audio-in connectors.
37. Awesome audio.

38. Powerful percussions.

39. Superior strings.

41. Microsoft® Internet Explorer
software.

42. Microsoft® NetMeetIng
software.

43. Rockin' guitar riffs.

44. RealAudio™ Player software.

45. Magic Carpet™ 2 software.

46. Screams from Eradicator™
software.

47. 128 general MIDI Instruments.

48. New Creative WaveSynth/WG™
software.

49. Creative 3D Copter software.

50. Total harmonic distortion (0.01).

51. Creative TextAssIsI™ software.

52. Lilting Irish tenor.

53. Creative VoiceAssist™ software.

54. Creative Multimedia Deck™
software.

55. Creative WaveStudIo® software.

56. Cool samples included.

57. Creative Soundo'le® software.

58. Direct sound hardware
acceleration.

59. Vienna SoundFont Studio™
software.

60. Direct sound 3D hardware
acceleration.

61. 32-level control for mixing
recordings.

62. Talk over the Internet in

real time.

63. 32-Ievel control for mixing
output.

64. MIDI Orchesirator Plus™
software.

CIRCLE READER SERVICE #078



whtN rou
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A gear-grinding joyride

from the makers of

Destruction Derby 1 & 2.

Strap yourself in pal, because Thunder Truck Rally is putting you in the

driver’s seat of destruction. When you get behind the wheel of a two-ton,

nitro-burning, sedan-eating, four-story 4x4 steel

beast, the result is high-octane excitement. Pound

asphalt, dirt and the competition into submission In

several monster vehicles. And with life-like 4WD

suspension, 360° range of motion and killer 3D

landscapes, kicking-ass will look kick-ass. Ravage

roads. Trample trouble. Send family wagons to meet their maker,

Get Thunder Truck Rally, and get ready to shred.

Tho ratings icon Is a trademaik of the Interactive Dl(^i Scftivare Association. Psygnosis, the Peygnosis logo

and Thunder Track Rally are trademarks ot Psygnosis Ltd. 6 1 996 Psygnosis Ltd. Always wear a seatbelt.

www.psygnosis.com
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Live From

CGDC...
...Wilh second and third generation

3D chips at CGDC aii showing marked

improvements over the first generation

chips, it looks like by early 1998, we'll

see the quality of even the average 3D

chipsets shooting up. For the full story,

check out 3D Iron Works.

...It you're looking for fun toys,

Microsoft and Logitech will both be

introducing Force Feedback joysticks, we

were impressed wilh the initial feel, but

we'll reserve judgment until we see how

they affect actual gameplay.

...For those who require total immer-

sion, Interactive 110 is developing a

virtual reality cockpit simulator. Gamers

will be able to play their favorite PC flight

Sims from inside a realistic cockpit. This

peripheral interfaces to the PC through

the standard joystick port. For racing

fans. Interactive I/O's model JD Virtual

Vehicle is already available.

...Despite the sudden nourish ot real-

time strategy games, six out of the seven

developers we spoke wilh said that they

are working on turn-based projects.

Why? They'd rather be one amongst a

dozen turn-based games than he one of

the hundred real-time C&C clones being

produced this year

...CGDC's annual Spotlight Awards

Ceremony produced some interesting win-

ners: Duke Nukem won Best Action Game,

beating out Mario 64 and, more surpris-

ingly Quake, while Mario 64 achieved the

coveted litie of Best Game ot 1996, win-

ning over Quake, Tomb Raider, and Civ II.

. . .30 Realms announced that the next

Duke project, Duke Forever, will use the

Quake engine. And, in related news, a new

level for Duke Nukem 3D was recently

announced. In Penthouse Paradise, Duke

comes to the rescue again. This time he'li

be saving Penthouse Pets from aliens. And

no doubt getting a little lovin' in return.

COMPUTER
Gi.ME
DiVEL»'PERS
CONFERENCE™

‘

L J

Computer Gaming World
to Report Live From E3

W-
lant to know about the latest game news

f
as it happens? On June 13, 1997, our

E3 News site will come to life as a pre-

view for what will be the most exhaustive daily

coverage of the gaming event of Ihe

year-lhe Electronic

Entertainment Expo

(June 19-21}. We’

be going live at

12:01a.m., on

June 19, with i

breaking news, I

interviews, tea-
\

tures, and analy-

sis-all constantly

updated and posted

directly from our private

press room located on the show

floor in Allanla.

More than 50 editors and reporters-the

staffs of Compuler Gaming World, GameSpot

News, PC GameSpot. VideoGameSpot,

Electronic Gaming Monthly, EGM2 and RSX-
will combine forces to create an up-to-the

minute real-time news service.

Our team will produce hundreds of stories over

the three days of E3, including previews

of games, breaking coverage

of announcements, and

exclusives such as

the full story ot the

much-anticipated

I new title from

game legend

Sid Meier, the

creator of

Civilization,

Get ready to book-

mark our Web site at

www.e3news.com.

CGW Helps Launch
First 3D Benchmark

Z
ifi

V

s

31

itf-Oavis Benchmark Operations (ZDBOp) and
' CGW unveiled the much-awaited 3D

WinBench at (he recent Computer

Games Developers Conference.

3D WinBench is the

most complete Oirecl3D bench-

mark available, and will be a staple

in CGWs testing arsenal to evaluate

all new 3D graphics hardware. Written

using DirectSD’s Immediate Mode (the

same mode Direct3D games use), 3D

WinBench provides not only a single 3D WinMark

score, but also breaks down performance, showing

where specific tasks were executed (by the 3D accelera-

tor or by the CPU}. To download your copy of 3D

WinBench, check out www.zdbop.com.

in addition to WinBench 3D, we’re also introduc-

ing LivePiay, a new games-based testing method

that uses fixed controller input to Directlnput. What

this means for you is

that we’ll be able to give

you the low-down on

real game-play

perlormance with all the

gaming ingredients live:

J controller input.

We’ll also be testing with the hottest new titles as

they ship, so you’ll know how the latest 3D hard-

ware accelerates the latest titles. We’ll be making

this tool available on the Web at www.

computergaming.com. so watch for it in the

coming weeks.—Dave Salvator

waiiea ju mg LivePiay, a new games-b

imputer that uses fixed controller inp

ence. t^Op
in garr

he physics, audio, Ai, and conti
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smir^srsT cDC3m#=iirM
The largest, most sophisticated game universe ever created is at your cootrol.

ARRIVING SUMMER 1997

Select one of IG preTiiesigneil species or creote your own race.

Explore up to 8DD unique worlds. .

’

Negotiate alliances and treaties with fnreign powers.

Manage sophisticated intelligence operations.

Exploit hundreds of research and development technologies.

Engage in real time tactical cumhat.

Go head-to-head against up to IG LAN or internet players.



Amooga

T
he death of the Amiga is often lamented

by hundreds of thousands of former users

(and a number of CS14/ editors) who fond-

ly remember the machine smoothly doing things

in 512K of RAM back in 1985 that are still clunky

on a 32MB Pentium Pro today.

Well, to paraphrase Twain, the reports of the

Amiga’s demise may be exaggerated. Although

Escom, the German company who purchased

the rights to the Amiga, followed Commodore

into bankruptcy, the machine has been rescued

again, this time by Gateway 2000. The compa-

ny was slated to announce the machine’s future

at a press conference at the World of Amiga

show in London in mid-May.

And Amiga pundits may yet get their wish-

the Amiga could still become the world’s most

popular computer, A Chinese company has

purchased the rights to build an updated ver-

sion of the Amiga CD32+ console (68030

processor, CD-ROM drive, and a modem) for

the Chinese market. Although targeted mainly

to play CD movies (which sell for $1 each in

China due to the lack of copyright protection), if

you plug in a PC-compatible keyboard, you

have a full-blown computer at a fifth of the

price that an IBM-compatible sells for in that

country. With China's huge population, the

Amiga platform may yet gain the success it

missed the first time around. -Denny A/A//?

D
ie-hard Quake fans, pack your bags and prepare to hit Dallas; The second annual Quake Convention

will take place July 16 through July 23 (as of press time, a specific location had not been con-

firmed). Organizers expect the five day frag-test to attract players from as far afield as Australia. At

last year’s convention, industry veterans, including members of id and Hipnotic, showed up to Deathmatch

alongside fans. This year’s sponsors will include John Romero and the ION Storm gang. For up to the

minute information about this year’s event, check out www.quakecon.org. -Charlode Pandier

PLUG IN.

THINK FAST.
PLAY FOR

REAL

INTRODUCING

Discovery Channel Games.

Prepare your imagination

for the real world.

Coming this fall from

DBGOuerg
CHANNEL

miMEDIA
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These are definitely not the usual suspects.

A “ ir/iat-done-it'

L Rockei Science and ihe Rocket Science logo

;

I inieractive Oi^iai Soliware Association.

Tie Space Be/ >^1 996 Bollo Games, inc. All light reserved. SegaSoll and me SegaSolt loga are trademarks of SegaSoft i

I trademarks ol Botio Games, Inc. Windows.-ils a traOemaih ol Uicrosofi Corporation. The ratings Icon is a trademark of i

@1997 SegaSofi Inc. Poiiions of The Space Bar @1996 Rodtei Science Games. Inc. Rodions o

trademarks ol Rocket Science Games, Inc. Bello. Ihe Bollo logo and The Space Bar i
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Activision Reveais Gear and

Weapon Specifics for Heavy Gear

I

'
,']1 an exclusive lo Computer Gaming World,

jMctivision has revealed two of the gears (giant

robotic fighting machines), and two of the heavy

weapons to be featured in their upcoming Heavy Gear

combat simulation.

As expected, the Northern Guard will be represented

by the Grizzly model gear. The Grizzly is equipped with

70mm armor, as well as the following weapons: M225

Heavy Autocannon, GH-8 Rocket Pods, GU-10 Gatling

Gun, M25 Pack Gun, TD-76 Mortar Unit, and the HW-

VB-1 Vibroknife. It has a running speed ot up to 40 kph

and a rolling speed of up to 65 kph.

The Southern MILICIA will feature the versatile

medium-class gear known as the Mamba. The Mamba

is equipped with 56mm armor, as well as a PR-55

Aulocannon, Vogel-8 Rocket Pod, two GL-01 Grenade

Launchers, VU-11 Vibromachete, and HG-C4 Hand

Grenade. It runs at up to 55.4 kph, and glides at a top

rolling speed of 84 kph. It is also rumored that the

Southern MILICIA will rely more upon the King

Cobra gears than the basic Spitting Cobra gears

as tbeir heavy units.

Both sides will have a variety of weapon modules

with which to equip their gears. As ot press time,

CGW had secured images lor two basic weapons: the

Light Particle Accelerator and the Rapid-Fire Bazooka.

As in the original sourcebook, the Light Particle

Accelerator will have an effective range of 400 meters,

and can penetrate up to 100mm ot armor. It’s a good

thing that it takes a heavy unit like the grizzly lo han-

dle one of these weapons, since the weapon is not

only capable of penetrating the heaviest gear’s armor,

but doing electrical damage to said armor once it pen-

etrates. We haven’t seen an image for a Heavy Particle

Accelerator yet, but this heavy weapon is expected to

be used only with Strider vehicles-huge support

artillery. The Heavy Gear design team has not con-

firmed this, however.

Technically known as the Paxton RFL-2 Soothsayer,

the Rapid-Fire Bazooka may be the most versatile

weapon in the arsenal. It has the same 400-meter range

as the Light Particle Accelerator, but a higher level of

penetration {200mm ot armor). Think of it as a burst fir-

ing rocket launcher that can be used by any size gear.

These are the first definitive specifications and

images received on the gears and weapons them-

selves, though we saw Hunters, Grizzlies, and

Mambas when we played the prototype for our recent

cover story (April, 1997). More will be posted on our

Web site (www.computerganiing.com) as we get

closer to fall.-Jo/inny Wilson

backbone of the

Northern Guard’s

gears. It has sophis-

ticated armament

and 70mm armor.

MAKE ONE

MISTAKE
AND YOU'RE

HISTORY

PLANET-"^ EXPLORER

A dangerously authentic world

where the characters, places and

mysteries are so real...you may never

Coming this fali from

DisGouery

www.planetexplorer.
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Explosive Acceleration for 3D Gomes

“This card most

certainly rocks.”

-Boot, April ‘97

“...Apocalypse 3D is

the most powerful,

affordable and down-

right desirable 3B

games technology..."

-CGW, Jan ‘97im

“The VideoLogic

Apocalypse 3D will

revolutionize your

games playing."

-PC Answers, Jan ‘97

“Apocalypse 3D from

VideoLogic really sets

the standard.”

-PC Advisor, Feb ‘97

“An awesome card."

-PC Home, Jan ‘97

“Apocalypse 3D delivers

Incredible 3D petformance."

-Boot Mar ‘97

“•k -k -k -k -k"

-Computer Life,

Mar ‘97mi

Mectll/arrior®2 by Activision

So j'ou have an awesome gaming PCj hut yoaxe still

looking at pathetic 2D or ‘i'ree’D? Supercharge jiour

games with Apocal^/pse 5D. The hottest PCI 3D graphics

accelerator^ period.

This is the dawn of high-res and hi^ frame rates

with lull z-huffered 32-hit on chip hidden surface

removal p real time shadows, li^t volume rendering,

transparency and fogging effects.

A.vesome 4 LIB of dedicated 3D Texture Memory totally

rocks all Direct 3D and Po/.erVR games!

VideoLogic

|800| 578-5644

W W W . V 1 D E 0 L

I

Tiger Direct

(800) 292-7218

OGIC.COM
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WE SWEAT THE DETAILS Technical Editor Daue Salvator, a former labs-man from ZD Labs,

and Contributing Technical Editor Loyd Case prepare to evaluate some poultryware.

CG LABS GOES LIVE
he editors of CGW/ are proud to

announce the opening of CG Labs,

the most reliable source for comput-

er game hardware testing. Our new

hardware lab is designed to evaluate

all manner of gaming gizmos, from

CPUs to modems to joysticks. We’ve

got a variety of systems, ranging

from a garden-variety P133 all the way up

through 200 MHz MMX Pentium boxes to see

how components (and games) perform on a

variety of CPUs. These systems talk to each

other over a LAN, where we can test games'

playability over IPX (LAN protocol) and TCP/IP,

the Internet’s protocol, In putting together our

top-notch networking hardware,

we partnered with ZD Labs, Ziff-Davis’ big

kahuna testing facility.

We’ll be using our usual arsenal of testing

tools, which include WinBench 97 and the new

3D WinBench (the first definitive 3D bench-

mark). We’ll also test performance with actual

DOS and Win 95 games to see how the latest,

and supposedly greatest, fare. In Windows 95

games testing, we’ll be using our new LivePlay

testing, where we'll use pre-recorded input

scripts to navigate real gaming environments,

and get repeatable, apples-to-apples compar-

isons of how different hardware stacks up.

These test results will reflect games-based per-

formance with all cylinders firing: audio, Al, joy-

stick input, physics, even multiplayer process-

ing. Soon, you’ll be able to download our actu-

al CG Lab test scripts from our Web site, so

you can put your own system to the test and

see how it does. We’ll have downloadable

test scripts lor graphics boards (2D & 3D),

sound cards, CD-ROM drives, hard-drives,

game controllers, and entire systems. They

should be available late this summer, so

stay tuned.

Look for the CGWCG Labs-Approved

seal for our top picks in hardware prod-

ucts throughout the magazine. %

Coming this fall from

Discouerg
channel

MDIJIMEDIA'
evolution.discovery.com
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llie third and lastfeiown Sci^c^*Ridcr,

Possess distinct spells, powers and weapons. With experience, gain levels,

more hit points and certain abilities that apply to your specific

character class, such as increased speed, firepower and jump distance.

Bludgeon your way through four demon-infested worlds— Medieval,

Egyptian. Mesoamerican and Roman. Smash stained-glass

windows, collapse structural beams, pulverize trees and shatter egos.

FOUR HORSEMEN

OF THE APOCALYPSE

LURK INJEHE SHAD.OWS .

fEk)RE YOt^ THEY

^TH. PESTFLENCE. FAMINE,

ANb WAR. THEY ARE THE

ROOTOF ALL THAT IS EVIL.

THEY ARE THE LEA^^
"

YOUR WORRIES.

Eidolon;^es. 'As,the Necromancer. thd^AssasM)^' • '

K; i'fA \
:he Cr.usader or the Paladin, .you must defeat thi! ' ,

'

Dark Generals and their Hell-spawned legions.
'

before you can face the archfiend and atten\pt to'

end his ravenous onslaught.

Lose yourself in lightning storms, blowing leaves,

earthejuakes, spraying fountains and pouring rain. , Go" in peace. And you will surely die.
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PREVIEWS ZORK GBAMD INQUISITOR

A Whole
Grae World
The Great Underground Empire Rises Again in a Brand New Zork Trilogy

by Jeff Green

O
n May 25, 1977, Star ]Nars was

released lo the world, and a uni-

verse was born. Eight days later,

so the legend goes, a group of

MIT programmers, including

Dave Lebling, Marc Blank, and

Tim Anderson, created a uni-

verse of their own. The result was Dungeon, a

text-based fantasy adventure game that ran on

mainframe computers. This game eventually

evolved into one of the first text adventures-and

one of the best games, period-ever to appear on

a personal computer: Zork.

As with Star W/ars, the first Zork game was

only the beginning. For the next 20 years, over

the course of ten games, the story expanded,

encompassing roughly 750 years in the history

of the Great Underground Empire, a land inhab-

ited by evil sorcerers, dimwitted kings, man-eat-

ing grues, and you-

fhe quick-thinking

adventurer. Along the

way, the Zork series

set a standard for

humorous, yet brain-

busting, gameplay thai

few other adventure

games have even

come close to

matching.

THE NEW ZORK

Now. exactly 20 years after Dungeon was con-

ceived, Activision is embarking on the most

ambitious Zork project to date. Zork Grand

Inquisitor, due this October, is the first in a trilogy

of games that will fill in another huge chunk in

the Zork timeline, and will take gamers back to

visit some of the series' most legendary^har-

acters and locations.

Zork Grand

iNQUisnoR begins

in the year 1067.

The'Greal Underground

; Empire has fallen on hard

times ever since the end of the

U Age of Magic in 966 (as

recounted in Beyond Zork and

Spellbreaker). Since then, the evil

vlir Yannick has seized control of

Empire through his mastery.of

technology and, to ensure his domination, has

dubbed himself the "Grand Inquisitor" and forev-

er banished the practice of magic.

As the game opens, you, the anonymous

adventurer, have arrived in Port Foozle, where

you discover a lantern containing the trapped,

disembodied spirit of the Dungeon Master, who,

in the game’s opening cut-scene, had been oblit-

erated by Yannick. You grab the lantern, descend

into the Great Underground Empire via a secret

entrance, and embark on an epic adventure to

save your friend, restore magic to the world, and

defeat the Grand Inquisitor once and for all. To

accomplish your tasks, you'll need to travel back

In time to recover three legendary treasures: the

Coconut of Quendor (from Beyond Zork), a Cube

of Foundation (from Spellbreaker), and the skull

of Yoruk (a character in Zork Nemesis). Along the

way, you'll visit some of the most famous spots

in the Zork universe, such as G.U.E. Tech and

TWICE THE FUN An artist's rendition of the two-headed beast guarding the Gate of Hades.

You’ll need to figure out a way to get past this bad bc^.
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the legendary white house, and meet with

some ol its most famous characters, including

everyone’s favorite sorcerer, Befboz.

ZORKIER THAN THE REST

Since transforming from text into graphic

adventures in 1993, the Zork series has been

a mixed bag. The first effort. Return To Zork,

was a bit cheesy, and suffered from an incom-

The biggest (and

most welcome) change,

however, is (he incorpo-

ration of a spellbook,

given to you at the

beginning of the game

by the enchantress

Y'Gael (from Beyond

Zork). As you

prehensible interface. The second, last year’s

Zork Nemesis, was a very popular game, but

was a departure for the series in many ways.

Activision MvsT-ified the Zork universe with

undeniably beautiful graphics and a dark, por-

tentous storyline, but came up short on the

humor that had alwayslbeen a hallmark of the

series. Of all the games in the series, Nemesis

was the least Zorky Zork.

With Zork Grand Inquisitor, Activision is

wholeheartedly embracing the Zork legacy

whileN'etaining the sophisticated look of

Nemesis. ZG) employs the same “Z-Vision"

progress through the

game, you’ll learn a

total of 18 spells,

which are divided into

three classes: High

Magic (the power to

create or destroy).

Middle Magic (knowl-

edge-based; allowing

you to see and compre-

hend concepts), and

Deep Magic (the power

to transform and use

engine created for Nemesis, which allows 360-

degree panoramic scrolling within each

scene, but the graphics themselves have

taken on a lighter, less austere tone to match

the game’s more comic approach. Activision

is also promising more interactivity with the

environment (rather than just one or two

hotspots per pretty picture), as well as a more

populated world-consisting of both live-

action and computer-generated characters-

to help give the game the kind of vibrancy that

made the old text adventures so great. Other

refinements include a new inventory system,

which will let you store, examine, and com-

bine objects, as well as a dynamic map,

which fills in as you explore the world and

allows you to quickly move between places

you’ve previously visited.

alchemy). Some of the

spells, like rezrov, will

be familiar to fans of

the Enchanter trilogy, while others were

newly created for this game. Many ol the

puzzles in ZGI directly involve the use of

spellcasting, which ties in to the game’s

main storyline of restoring magic to the

world of Zork.

THE REST OF THE STORY

Finally, you should know that Zork Grand

Inquisitor is just the beginning of the story,

Activision recently revealed to us that ZGi is

the first act in a planned trilogy of games,

which will teil the entire tale of the 11th-century

struggle between the forces of magic and

technology. The second game, scheduled for

KNOCKIN' ON GUE TECH'S DOOR The entrance to the most famous

;
magic school in all of computer gaming.

Christmas, 1998, will place you in the role of

the Dungeon Master, who must protect the

Great Underground Empire and stave off a

rebellion led by the Grand Inquisitor’s ghost.

The third game, projected for Christmas. 1999,

will conclude the story with a battle between

the forces of the Eastlands, including the

Dungeon Master (you again) and the evil

forces of the Westlands.

If Activision stays with this program, Zork

fans have a lot to look forward to, which is

good news indeed. Just remember to keep

your elvish sword armed and that lantern

burning bright-it looks like we’ll be on the

lookout for grues for years to come. %

From The Beginning

Q

Entharion

founds

Kingdom of

Quendor

u_

770

Lord Dimwit

Flathead founds

Great Underground

Empire,

948

ZORK l-lll (1981-83)

Anonymous adventurer replaces

original Dungeon Master after find-

ing 20 treasures and defeating

Wizard of Frobozz, A

952

ENCHANTER (1984)

Defeat of warlock Krill by

amateur Enchanter, who

is promoted to rank of

Sorcerer. A

968

BEYOND ZORK (1987),

SPELLBREAKER (1985)

Rebuilding of univeise

and end of Age of Magic.

Coconut of Quendor

recovered from the .

[mplementers, 4

1647

RETURN TO ZORK

(1993)

Disappearance of

East Shanbar. Defeat

of Morphius by

““
*

666 T 949 T 957 T 1067 TH
Duncanthrax Ois- ZORK ZERO (1987) ZORK NEMESIS (1996)

covers under- Collapse of Great

ground tunnels. Underground

Empire.

SORCERER (1984) ZORK GRAND INQUISITOR (1997)

Actions of four rogue alchemists Defeat of daemon Jeearr by Grand Inquisitor outlaws the practice

spawns the Nemesis, who Sorcerer. He replaces Belboz as of magic and totemizes anyone who

haunts the Forbidden Lands, head of Circle of Enchanters. disobeys his wishes.
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PREVIEWS ULTIMA ONLINE

Ultima Unbound
Lord British’s Dream Worid Becomes a Virtuai Reaiity

by Terry Coleman

U
llima Online is no mere dun-

geon romp to be blitzed

through in an afternoon.

Like Diablo, it manages to

capture the flavor of the live

Dungeons & Dragons

games we enjoyed in high

school. But unlike Diablo, this game has the

depth of a traditional RPG. After a hands-on

look, I'm convinced that Ultima Online is the

most ambitious role-playing game ever

attempted on paper or silicon.

Mondain, the great Foozle in Ultima lore

(prior to the Guardian), had his soul corrupted

by powerful magic,

causing him to twist the

Gem of Immortality to

his evil will. When the

hero (this is before

Avatarhood, folks) finally

overcame Mondain, the

immediate evil was

ended. But the Gem of

Immortality was

Check out our in-depth

interviews with Lord

British and UinMA Onune

Producer Starr Long at

www.computergaming.com.

Shattered into thousands of pieces, each con-

taining a mirror-image of Sosaria.

This back story allows for multiple worlds,

which is a good thing, because it’s doubtful

that if 20,000 people want to play Ultima Online

on the same weekend, they’re all going to fit in

a single game world. When you want to switch

from one Ultima Online world to another, you

can’t take your worldly possessions, such as a

building that you own, with you. This has

engendered consternation in some Ultima fans.

I’m all for having control of your gaming envi-

ronment, but if you move from Boston to

Milwaukee, you can’t take your house with you,

so what’s the problem? In any case, you should

be able to keep your character stats intact, so

most players shouldn’t have a problem explor-

ing strange new worlds as they open up for

business in the Ultima Online universe.

BUT HOW DOES IT PLAY?

The environment is intense, and teems with

depth (and despite what you may have read

elsewhere, the engine is not based on that of

Ultima VIII). Those who really aren't into quests

and want a sort of extended chat area can live a

perfectly fine virtual life as a baker. Of course, if

your pastries become renowned throughout the

land, you could lead an ancillary existence as a

purveyor of information to travelers seeking

adventure. Likewise, a blacksmith known for

crafting swords with a well-honed edge will be

highly sought after as well.

While being a craftsman really is role-playing

in a general sense, most of us crave a bit more

action and suspense in our daily RPG lives. I

don’t want to give away any major plot twists, but

be assured that there are plenty of things going

on in the Ultima Online world. Some are obvious,

such as Lord British's struggle to impose order

and virtues upon the world, and the attempts by

the forces of chaos (supposedly led by Lord

Blackthorn) to stop him. Others are more subtle,

involving the manipulation of magical forces, the

finding of hidden teleportation areas, the binding

of strange creatures, and the like.

Then there are the guilds. There are straight-

forward guilds of craftsmen, and even assassins'

DO YOU HAVE AN APPOINTMENT? Players who decide to do outra-

geous things, such as drop in on Lord Blackthorn unannounced, are

likely to find that the game engine does not suffer fools lightly.

walking fast food While much of Ultima Online takes place outdoor, there

are plenty of quick dungeon romps available, where the assortment of Ultima

denizens look to be more intelligent than the usual A1 monsters.
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Fast paced WWII platoon-level combat on the steppes of Russia 1941-1945!

Lead a lightning Blitzkrieg through the Red Army, or defend Mother Russia from the Hun invaders! Set
in a new, unique campaign format, EAST FRONT puts you in charge as company commander, in either

the Wehrmacht or the Red Army. Replacement shortages, mud, snow, endless river crossings and all

those fun things from the Russian Front are just a mouse click away! EAST FRONT features a totally

new engine, a full-blown scenario/map editor and many preset scenarios, such as Kursk and Stalingrad!

Available Fall *97 at Software Retailers World Wide! Reserve your copy today.

Call (4 1 0) 933*9 1 9 1 or visit our web site at www.talonsoft.com ©Copyright 1 995* 1 997 TalonSoft Inc. RO. Box 632. Forest Hill, MD 2 1 050

11*

lALONSOH

We Make
Hlstoiy!

niPfi c DCAncD ccDuirc



ULTIIVIA ONLINE

guilds (I can't wait to see

what Senator Leiberman

has to say about this

game). When

UijiMA Online first

went into internal

testing, one

group immedi-

ately an-

nounced its

intention to slay

Lord British (you

have to wonder

about their job

security), and

immediately

thereafter, anoth-

er group formed

to stop them.

In addition to the obvious mayhem that will ensue sim-

ply from guilds with diametrically opposed philosophies,

there will be those who will frequent the world simply to

prey on other characters. To keep such gamers from hav-

ing a collection of Ultima scalps to line their virtual trophy

case (next to their ears from Diablo), the designers have

multiple lines of defense.

The game engine remembers when a character has

committed a misdeed, and will actively pursue and arrest

you in towns, and may even offer an armed escort to mer-

chants or travelers to protect from highway robbers. If this

fails, keep in mind that the Origin staff will be playing the

game on a regular basis, with the capability of removing

malcontents. This doesn’t mean that they will adopt a Big

Brother attitude, just that they aren't going to stand by and

watch a handful of players disrupt the structure of the

game world. If you wanted, for example, to create a Robin

Hood-like character, and your band of merry mayhem mak-

ers did more than just kill everyone who came through,

chances are you'd be left alone, because you would con-

tribute to the game’s ever-evolving mythos.

CONVERGENCE RPG Universes blend

in Ultima Online much as they do in

the paper RPG world. This is the

symbol of the Abattoir of Cthulhu, a

player-generated guild.

GHOSTLY PLEAS

Another problem with cheaters is that they tend to con-

veniently "lose connection" whenever they aren’t winning.

In Ultima Online, if you break off connection, other than in

a safe house or a pitched campsite, your character

remains in the game lor five minutes-an eternity if you

are locked in mortal combat.

Should you die in the game, you don’t simply pop

back up, QuAKE-style. First, you wander the world as a

ghostly apparition, and your skills begin to diminish (all

skills improve when used successfully, and diminish with

lack of use). You can try to communicate with mortal

cow

Ultima Onune

(diong with the

Ltpcoming Ultima

1)() marks the high*

est level of involve*

ment for Richard
"

Garriotr (Lord British) in

game design and deyelop-

ment in several years. It

has'a bit.of all' his games: >

the''sustained virtues of Ultima

moral-ambiguity' of Ultima

V; and the mystery of. Ultima VII, all

w/apped up in a-'shiny technological

/package that the. young, JdylliG designer of

Alakabeth could scarcely have imagined.
'

Contrary'to pejsistentTuniors, He is not, like

B
compatriot- Chris Roberts, considering leaving to

h.cb'mparty; “l.'.yb dona that. And while- l remem-

nent.of a startup company, I -also remember the

mott.

en lie could kicl< back, redre to his' medieval-style

joy his millions, Garriott is visibly excited -about the

While he wouldn't. discuss specifics past' Ultima IX,

her rumor by s^ing that the ending of this trilogy

I

of Ultima i

=—

—

^
he grand

il
While cyn- ij^' II
le amount

—
• ;

~

Origin ^
was obvi- " p ./

ous TO me irorn uie iwinkle in

Lord B'ritish‘s eye that he views his

brainchild as .much more than a cash >

coW-that’s good news for all RPG J
fans, and Ultima fans in particular.^

characters, but unless they possess the Scry skill, your

typed messages to them appear as only “Oooooo.’’ By

the time you manage to find the appropriate shrine and

gain resurrection for your character, your former body will

have been reduced to a mere shell, deprived of its flesh,

clothing, gold, and armaments.

QUEST DU 30UR

In addition to the overall storyline, the designers wanted

players to experience manageable chunks of the Ultima

Online flavor. There are countless mini-quests, similar to

those you would find in a traditional CRPG, but with a

twist: both the game Al and other players will often oppose

you in your quest in order to achieve their own goals.

If all this sounds incredibly ambitious, if is. Whether

Origin can make this a profitable venture remains to be

seen. For now, they plan to charge a nominal fee. and evi-

dently, when you purchase the game (which is only avail-

able boxed at retail), you will receive a number of free

hours online. If won’t be as inexpensive as Diablo, but

there will certainly be more long-term replay value.

The ability to go on quests and interact with human
^

players, supported by a rich network of non-player

characters, makes Ultima Online the closest that

computer gaming has come to the rich level of inter-

activity and camaraderie we've always enjoyed with

paper RPGs. When you add in the rich back-

ground of the Ultima world, and the incredi-

ble amount of activity generated by

gamers themselves, Ultima Online

will almost certainly be greater

than the sum of its parts. Il’s

hard lo ask more of a role-

playing world

than that. %

"Ultima

Online is the

most innova-

tive product

in computer

role-playing

since the

original

Ultima."

JULY 1997



"GRAPHICS ARE GORGEOUS/

FLIGHT MOOELS IMMACULATE"
Boot

"FLYING CORPS IS OUTSTANDING"
PC Gamer

"THE NEW KING OF WW1 GAMES"
Computer Gaming World

"THE TOP WWI FLIGHT SIM, FBOM TOP

TO BOTTOM/ THIS IS ( GHEtT GiME"
PC Games

LISTTEL NO. 800-216-9706 www.empIre’US.com

niRni F RFAPTFR SFRUICF



Fe
Fsap

.0082

[ lentaiii'i Galaxy]

iyi HB Q aU 1;

El
Eitlflfitlofl

J148

SoS
SufloeatioB

1,802

liillOD
.881

II
Jotalleat

.008

Olil
filohal maps

.703

Ip
Hiultlplayap

,1085 _

8ir
Sapyival

.703

Tc
Taetlea

.0202

id
Adpaoal

.200

Oin
fioibatm ^l^taga

8!
Goflalpottlu

0.000

111
Evasaatiao

.302

AbI
Aailetp

.0408

00
CoMaad
.105

S'
SsISiilsE

.505

hIwpale
;

1

f'm
Fipe

[m
iftfap
.52

yc
ValaaBB

iP
WpeekaoB
.408

CnT
CoDlpaaiatlOD

.002

ms
Mlaaloo

.0840



if
SteaHsia
.871

fii
^alflstapaaa

034

M i

JUioapOaPS

.071

In
oloflistn

13

flaai-llia

.011

^tlOD
0.900

Cp'
Colpefitioii

.302

Da
Olsaatap

.0400 1

Pn
Paula

i

105

|jM :

Tappaffip-iij?

J4:0;fl

agios

12
IfeNiia
.119

?S
Payaliosia

.0004

F“S
fiialofl

.0009
i

D
Oaogep

.0054 i

Oi 1

loiipago
,

0202
j

flap
3

ilii
iillDlog

.091

Di
DIscavapy

.091

U
flasaapaii

032
j

DO:
Dsapapallao

'

8 a s
lalaiaf;

4000

QsiiisiitiilfiMSgstli 1

|}r<^i
Cooapipacy

,111
'

llpala^

ii:5ig

"

rii91

to Me etaes. 6elllag here was Me easy part: Now you least battle llaiBj nature aii^Me^l^r
buieae race to save your people frooi cerlaln aooMllatlon: Survival islosljbe begliieiDg:

^ ...4V

Sii VDir rililler gr nil 1-80D'575'770I Dgwgloid itg Igigg II www.ilgrri.nEi/iil|oil2/;i



PREVIEWS X-COM: APOCALYPSE

MicroProse Plays It Safe With X-COM

:

Apocalypse, but Gamers May Be Sorry

by Martin E. Cirulis

Play X-COM:
Apocalypse on

this month's

CG-ROM.

T
ight gameplay, challenging Al

enemies, and the best

premise/sloryline seen in a

wargame yet earned X-COM-a

true underdog classic-CGW/’s

1994 Game of the Year Award.

Then, a year later, X-COM

2:Terror from the Deep arrived, and, while It

was still a good game, there was no doubt

he CGH/ oftices that

;roprose had rushed out

lassie MOTS (More Of

3 Same) sequel to capl-

!e on the surprising

)ularity of the original,

the most part, this plan

worked, but left the majority of

X-COM fans a little dissatisfied.

After all, we had gone through

all that effort to blast those big-

eyed pests from Mars, just to be told “Oh

yeah-there was a whole load of 'em

under the ocean that we forgot to tell you

abouf’l At the time, I can remember placat-

ing myself with the assurance that this

game was just a quick thrill to keep us

busy while Microprose worked on something

really stupefying for X-COM 3.

swamp thing

This ugly reject

from the

Black Lagoon

is one of

the alien

iiivadeiL

frcio .

COM'

Well, soon we'll see

if that's true. We recent-

ly acquired a late beta of

COM: Apocalypse to get a feel for the third

member of this alien brood. Has Microprose

listened to the desires of fans who wanted

something more this time around? The answer

is an unequivocal. ..kind of.

THE FUTURE'S SO DARK...

Despite your stunning victories over the

aliens in the previous X-COMs, Apocalypse

begins with things worse off than ever for

humanity. This time there is nobody to blame

but ourselves, since we've managed to steer

the Earth so far into environmental upheavel

that the only livable place left on Earth is one

domed Mega-City. Holy Judge DreddI

Here was my first hint that perhaps the

vision of Apocalypse, despite the fact that the

game returned to the hands of the original

designers, was a little murky. This premise is

like something from the Ways to Butcher

Continuity Handbook. I'm not sure it's a good

idea from the fans’ point of view to set up a

game where previous victories are made

utterly pointless. "Gosh, I sure am proud I

helped stop the alien hordes so that the

world was free to be destroyed by

human beings instead." I mean, how

much worse could it have been if the

aliens had won?

Despite this little environmental screw-

up on our part, it seems more aliens are

hot for our goodies. But this time they

are coming from another dimension, and

infiltrating the last bastion of civilization

left on Earth. Of course, since there just

isn’t that much left to conquer, the little

mutants have had to scale down their

invasion accordingly, and are now subtly

infiltrating various companies across

town and trying to take over from within.

Luckily for us, the old X-COM manu-

als are found lying around, and a covert

ops organization is quickly assembled to

identify and neutralize the menace, even if it

alien orange

These creepy

aliens aren't

from space or

the ocean:

they’re

from

another

ciimen-

sion.

X-COM 3
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X-COWI: APOCALYPSE

The real drawback to this game is that it

just isn’t very daring or innovative. The

designers seem so unsure what made the

original great that they don’t want to risk

drifting far from the formula, and this is

bound to disappoint most of us who were

hoping that the long wait between X-COM 2

and 3 would evolve the game.

It may be debatable whether this game

needed an increase in scope more than it

needed a narrowing, but even with this single-

city storyline, a little more effort could make it

seem less contrived.

At this point it’s easy enough to say that if

X-COM 1 and 2 left you wanting more of the

same, then Apocalypse should satisfy. The

franchise has been brought up to modern

standards in everything except multiplay, but

aside from that, the designers have played it

safe and chosen not to take this franchise to a

new level. We’ll just have to wait until July,

when the final version arrives, to see whether

this underwhelming sequel can become the

instant classic the original was. %

means ultimately cracking open the Alien

Dimension and kicking gray butt permanently

(or at least until X-COM 4).

...YOU GOnA WEAR HALOGENS

At this point, you’re probabiy wondering how

deep you have to look to see if this is another

MOTS sequel. Unfortunately, you better be pre-

pared to peer into the details, because this

song seems pretty familiar. What we are really

dealing with in this sequel is a change of scale,

rather than great leaps in design.

Instead of a planet, you’re protecting a city.

Instead of the aliens infiltrating countries that

then stop funding you. the aliens are infiltrating

companies. Instead of fighting in cities, you are

fighting in individual buildings. Instead of cruis-

ing about in assauit ships, you are driving

around in APCs. Instead of finding a way to

Mars to destroy the alien stronghold, you have

to find a way into another dimension to destroy

the alien stronghold. Beginning to gel the idea?

To be fair, the beta i played had some border-

line RPG elements, and sometimes this was

enough to make me forget that all this seemed

a little too familiar. Having to scan through the

city, looking for signs of alien infiltration and try-

ing to decide which corporate leader has been

subverted has a nice edge to it, and if the final

version is a little less cut-and-dried about

things, it could make for very interesting

gameplay. Severe penalties for busting up a

legitimate board-meeting could help to put

some real thinking and detective work into this

title, something that would be a giant leap in

distinguishing it from its predecessors.

ALL THIS AND A FACIAL

Of course, it wouldn't be a late '90s sequel

without the full SVGA-graphics facelift.

The city looks great, like a spiffed up

SimCity 2000 city with lots of little

moving vehicles and the occasional

alien dimensional rift to keep your

eyes glued to the screen. Oddly

enough, the only place where the

sight-’n’-sound upgrade isn’t gratify-

ing is in the combat engine, where

instead of increasing the already

delightful detail of the previous

games, SVGA graphics have made

everything, especially the agents and

aliens, very small and generic. I hope

this will change before the final ver-

sion is burned onto a CD.

REAL-TIME VS. TURN-BASED; The Debate Continues

agftt. bviously hoping to please both

Ec... sides in the hottest debate to hit

& vkmP;
'» Vwargaming since the invention ot

'

' & "
"

'
the hexagon, Apocalypse oilers the

hpbd" hf Pl3yi"B either the traditional

It ^ ' ^Bd elegant turn-hased tactical combat

engine Irom X-COM 1, or indulging the

__ part ol your mind that likes to think on

tbe move wilh real-time combat.

^"'°^*Bnately, unless the beta I

S|pi^i^lCTP wW|H»|llBI!lWjli.i?] played changes radically, it will only

fuel the tires of pedantic players every-

where and confirm their bias that real-

time combet is merely a gimmick.

While RT could have gone a long way

to make Apocalypse refreshing, the cur-

rent implementation lacks the Al required for realistic combat. If this game is going to otter a

real alternative to turn-based tactical play, there has to be a lot less milling around on the part

of the aliens and more useful reactions from your troops.

Poirtls have been made in the past that real-time is used to cover up poor Al, but there is a sub-

tler point to be made as well; Conversion to real-time exposes just how weak watgame Als have

always been. I suspect the antics I observed in Apocalypse were simply the same algorithms that

were so challenging in X-COM 1 and 2; they just can't hack it in a more realistic environment. For

real-time to work at the tactical level in this (and any other) game, programmers have to adopt the

dynamic roulines of flight sim Als instead ol just taking the pause out of turn-based algorithms.

^ FIRE, FIRE Judging from X-COM’s current real-time
|

Al, this game won’t silence the RT critics. The

enemy A! is simply too stupid to provide any good

challenge, and your troop Al suffers just as badly.

CCW JULY 1997
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PREVIEWS
A DECISIVE BAITLES OF WWII; THE ARDENNES OFFENSIVE

Lean, Mean
Wargaming Machine
There's No Fat in This Buige From SSG and SSi

by Tim Carter

T
he German surprise attack

through the Ardennes Forest

in the winter of 1944 was a

cioseiy guarded secret. Prior

to the attack, no one at the

Aiiied High Command

believed the Germans wouid

even launch an offensive operation, which

suggests that the secret was indeed well kept.

Appropriately enough, SSG’s new Buige

wargame is being readied under similar condi-

tions of secrecy. The project is so hush-hush, in

fact, that it almost didn’t have a name.

Originally begun as The Last Blitzkrieg, SSG’s

latest recreation of the Battle of the Buige

couldn't be called that, or many other more

recognizable Bulge-type names, for a consider-

ably more prosaic reason: The battle has been

mas, and trade-offs. Is this a bad thing?

Absolutely not.

What the folks at SSG seem to be aiming for

is not so much an entirely new look at the

Battle of the Bulge as it is a definitive, clean,

and highly playable look. It’s a design that gives

players all of the options and the choices that

characterized the battle, with few of the cumber-

some problems that nagged the boardgames or

the clumsy interfaces that got in the way of

computer-based enjoyment.

Decisive Battles has it all; rough terrain,

roadway congestion, supply difficulties, blown

bridges, limited intelligence-ail the compo-

nents that make the Battle of the Bulge so

interesting to strategy/wargamers. Also, it's

one of the few Western front WWII battles that

gives both sides a chance to attack within a

decent time frame.

done so many times in

both cardboard and digital

format that the publishers

had a real problem finding

a decent name that had

not already been copyright-

ed. Thus, it is now the

long-winded, if somewhat

descriptive, Decisive

Battles of WWII: The

Ardennes Offensive. When

it arrives on your hard

drive, however, your sur-

prise should be consider-

ably more pleasant than

the infantrymen Iresh off

the boat-literally-who woke up Dec. 16th,

1944, to find a couple of SS Panzer Divisions in

their Corn Flakes.

SOMETHING OLD,

SOMETHING NEW

The Bulge has been re-

fought so many times on

computers and boardgame

battlefields that one has to

ask: “Do we need another

Bulge game"? Based on

the beta. I’d have to say

that we aren’t getting much

that’s earth-shatteringly

new here. Gaming veterans

will quickly recognize the

terrain, as well as the

strategic challenges, dilem-
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DECISIVE BATTLES OF WWII: THE ARPEMNES OFFENSIVE

Like most Bulge games, Decisive

Bahles breaks the majority of divisions

down into three separate regimental units.

A few independent battalion or regimental

units also come into play, as do engineers

and independent artillery.

Each unit may have up to three steps

which can be destroyed in combat and

replaced through, well, replacements. As

one might expect, as units become

depleted their combat strength diminish-

es, so that your forces can be gradually

eroded away. Thus, management of

replacements is a key issue both for sus-

taining a defensive line and keeping the

momentum when attacking.

The terrain is generally a pain to tra-

verse, particularly along the main German

axis of attack: It includes twisting roads;

many bridges {that likely will be blown up

by the time you get to them); woods on all

sides. Lateral movement-crucial to break-

ing out both from the starting point and

later Allied defense lines-can require

considerable finesse and planning.

Speaking of combat, the designers have

included virtually every factor one could

expect into the combat tables, so that

careful planners and good tacticians will

be rewarded with considerably better

odds. (See the sidebar for a more

detailed explanation.)

Following in the footsteps of many

computer wargames of late. Decisive

Bahles looks like a board wargame, with

a hexagonally based map and cardboard-

counter-like units. As an additional

homage to the Avalon Hill classics of

old-including multiple editions of a

Battle ol the Bulge game-the stacking

rules allow only three units per space.

From the beta it looks at though

Decisive Bahles will be playable head-to-

head, live via modem or LAN, or by

email. As some German turns took me

well over half an hour, I suspect that the

email option will be the most frequently

used. As the larger campaign games are

only 32 or 64 turns long, this seems

quite functional, and the interface and

familiar turn-based system are well-suited

to an email format.

One small quibble I have with the ver-

sion I received was the lack of any kind

of historical variants. All of the scenario

options appear to be based on a purely

historical rendering of the battle.

As with many other wargames,

this means that gamers get a sin-

gle campaign game covering the

entire battle and then a multitude

of scenarios that each cover one

small element of the campaign. A

little variability in the arrival of

reinforcement, or perhaps some

political tinkering, could give the

game added playability at little cost to

the historical version.

Sure, purists would be appalled, but

they can stick to playing the historical

game and sending hysterical messages

over Usenet. As for me, I like to have as

many opportunities for new and different

challenges as possible.

FAST-PACED, FLUID COMBAT

KILLER AI

As one would expect from the folks at

SSG (and SSI, for that matter), the artifi-

cial intelligence looks pretty strong,

though the scenarios were still far from

being balanced at press time.

All in all. I suspect that Decisive Bahles

will be a big hit with the wargaming crowd.

The beta looks good, plays quickly and

easily, and rewards those who are
_

willing to plan carefully, count

hexes, and fiddle with the odds.

There are a few missing pieces.

For instance, the traffic congestion

markers on my version didn’t dis-

play a number indicating the num-

ber of movement points added-

which the documentation says will
“

be in the final version. Also, the computer

never blew bridges when on defense, a

crucial flaw that makes the Americans

somewhat easy to overrun at present.

But these are minor quibbles, espe-

cially since this beta was more

fun to play than many finished

products I’ve seen. Against a

human opponent. Decisive

Battles should be a tense and

enjoyable game, probably the

best ever on the Battle of the

Bulge. Now, when are they

going to apply this system to

the Western Desert? %

The true test of a wargame Is how It deals with

combat. Decisive Bahles does a masterful job of

organizing attacks In such a way that most of

the factor one would like to see in a wargame

come into play. The results are fair 3nd for the

most part, reasonable. They are also random

enough that you can’t predict every outcome,

and less sanguine gamers may find themselves

fingernall-free by the end of the game. Here,

Panzer Lehr, 560 Infantry, and elements of the

116th Panzer Division close in on Allied infantry

units in the town of Marche.

The German player then com-

mits some or all of the units

adjacent to the town. It's very

easy to select and deselect

eligible units while keeping an

eye on the final odds, thus

allowing you to tinker with

the attack until you have just

the right mix.

I

The computer totals the basic

attack and defense factors as

'
bonuses (or penalties) for

divisional integrity, supply, or

entrenchments. It then com-

Qte'jlvrL putes odds, which in turn are

rnodified. The defenders get a

' four-column odds shift simply

for being on defense, plus

additional column shifts for

artillery support within range. The attackers get

shifts for attacking from multiple directions, for

artillery, for leaders, and for air support.

Having all the combat info you need on one screen

makes force management easy, and the computer

conveniently shades off units that have moved

already, as well as

those that have

attacked. With Panzer

divisions stacking up

one behind the other

on the narrow

Ardennes roads, this

system of bookkeeping

'

keeps the game fresh

and quickly paced.

ccw JULY 1997
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PREVIEWS MAN OF WARA

Admiral On Deck
Fighting Sail with a Command Perspective

by Johnny L. Wilson

I

t has been said that captains fight

ships, but admirals win battles.

Strategy First’s Man of War is

designed for those who long to be

the latter. Those who v/ant to fight

their ships independently like the

young Horatio Nelson will want to

avoid this game like the plague. However, anyone

who wants to plan battles by pouring over charts,

issuing doctrinal orders, commanding via sema-

phore, and viewing the results of their commands

from a 3D deck will love Man of War.

THE ADMIRAL'S GLASS

Important decisions are made in Man of War

before you ever alight upon the poop deck. You

must determine the tactical doctrine under

which your fleet will fight before the game itself

actually begins. At what range will your ships

begin firing? How closely will they engage the

enemy? Is it your goal to board enemy ships?

Will the ships maintain a certain range? These

WforM line of battle Orders are executed

I
lated four minute intervals.

Y FIRE ON THE UPROLL Man OF War does have some graphic flair including can-

I nonbai! splashes and smoke.

questions must be

answered prior to

the game’s start,

and will ultimately

set the pace of the

whole game.

In a “captain’s"

game, you decide

the individual

course of your

ship, the type of

shot with which

you’ll load your

cannons, whether

to fire low or high,

and most impor-

tantly, when to fire.

In Man of War, an "admiral’s" or “commodore’s"

game, you determine whether the entire fleet or

one particular division will form line of battle or

follow the flagship. You decide when individual

ships, a division, or the whole fleet must make

more or less sail. You

may order a damaged

ship to drop out of for-

mation or signal other

ships to more closely

engage. If things are

going exceedingly

well, you can order

the fleet to engage in

a general pursuit of

the enemy

SIGNAL, CLOSE

ACTION

As it did in the

mostly text-based

from this view at Simu.
stations Canada

game of the same

name, the action takes place in simulated four-

minute turns. At the end of the simulated four

minutes, you get a chart view from which you can

signal individual ships, divisions, or the entire fleet

with new Instructions, If you are a “control freak"

in your wargaming tastes, or like real-time strategy

with lots of clicking, Man of War simply doesn't

offer enough to do. It is, however, an ideal game if

you want a real taste of command where you get

to pace a 3D deck while seeing the conse-

quences of your orders occurring on a 3D canvas,

complete with cannonball splashes in the water,

smoke drifting from enemy ships, and tattered

sails indicating the damage taken (and inflicted).

Even so, it’s sometimes nerve-wracking to await

the end of that simulated four minutes and inter-

vene with your superior tactical wisdom. But that’s

where it gets interesting for me.

The command perspective isn’t for everyone,

but for those so inclined, Man of War could be

the Horatio Nelson of fighting sail games. As a

command simulation, it’s the kind of game that

would make Lady Hamilton proud. %
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"The ability to zoom
in from a mile away
within the sniper mode
is remarkable."

-ELECTRONIC
GAMING MONTHLY

"MDK promises 3-D

technology so cool and
action so.. .realistic that

it will send everything

else running for cover."

- PC GAMER

"Futuristic 3-D action/

adventure that could

set a new standard for

PC Gaming."
- PC GAMER

"One of the most innova-

tive games ever created."
- GAMEFAN

Created by Stilny Entertainment. Inc. 01997 Shiny Entertainment, Inc. MDK is a trademark of Shiny Entertainment, Inc. Ail rights reserved. Artwork and
design 0 1 997 Playmates Interactive Entertainment Inc. PIE'” Is a registered trademark of Playmates Interactive Entertainment Inc. All rights reserved.



-Chosen as PC Games' May/June issue Game Of The Month

-Received PC Gamer's Editor's Choice Award

-Received Boot Magazine's Kick Ass Award and a 10 rating.

IMPRESSIVE SINGLE-PLAYER PC GAME EVER!'

• Fully 3-D rendered graphics unlike any-

thing you have ever before seen.

• Over 60 arenas spread out over 6 cities.

Never before seen "sniper mode" that

allows you to zoom in on the

enemy and pick it off with

astounding accuracy.
''

• The most sophisticated

enemy artificial intelligence

ever created. Fully reactive

"smart enemies" think,

listen, and communicate
in a calculated assault

on your life.

• An arsenal of totally

Innovative weapons tj
”

1

-PC GAMES

jipment including:

Imet-mounted sniper rifle that tar-

enemies from overtwo miles away.

A living polymer suit that protects—- from piercing projectiles.

-A high-tech reusable

parachute.

.?/ -Bombs...
decoys...

homing sniper

grenades...

and many more.
• Two styles of adrenaline-

pumping game dynamics
featuring first and third

person point of view.

www.shiny.com
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Part One of Our
Exhaustive Look
at the Future of
Flight Simulation

trap in and get ready for an afterburner takeoff.

The next year, with nearly 25 new simulations

and sequels in development, is going to be an

exciting one for flight simulator pilots. In our two-

part series, we'll give you the scoop on what

tiight Sim fans can expect, and when the compa-

nies hope to deliver. This month we take in-depth

looks at five of the most anticipated sims due in

the coming months, including the first-ever look at Jane’s F-15 and

the first hands-on playtesting of Virgin’s Sabre Ace.

Jtfexr Month: We'll bring you the inside story on the

rest of the pack, including iF-16 Viper, X-Fighters, SU'27 Flanker 2.0,



Jane’s F-1

5

Taking the Lid Off Origin Skunkworks’ Project “Big Bird”

I

n an unassuming office park on the

outskirts of Baltimore, a team of

designers is meticulously working to

duplicate one of the U.S. military’s

highest-tech weapons systems. By

poring over documents obtained from

the Air Force and NASA, examining

satellite data, consulting with ex- and

active-duty military pilots, and gathering data

from one of the most respected authorities

on military operations in the world, they've

managed to replicate the most minute details

of this system. The project is covered by a

shroud of utmost secrecy. When questioned

as to what they’re up to, team members only

own up to the project’s ambiguous code

name: "Big Bird."

In late April, I traveled to Maryland and infil-

trated this secret office. The East Coast branch

of Origin Skunkworks, to be exact, where for

the last year a team with credits that include

such acclaimed sims as F-19 Stealth Fighter,

F-14 Fleet Defender, and F-15 Strike Eagle HI

has been working on the next product for

Jane's Combat Simulations. As the first

Estimated Release Sate: Earty 1998

Developer: Origin Skunkwo^s East

Publisher: Jane's Combat Simulations

journalist to ever enter the offices, I felt like I

was about to be let In on a great military secret.

Some of the team members seemed anxious to

spill the beans, while others appeared to feel

awkward to be revealing what’s been kept

secret for so long. They cued up a video, and

Desert Storm footage flashed by the screen.

Then the product name appeared: Jane’s F-15.

Yes, the Eagle flies again.

striking Eagle
The project is being headed by Andy Flollis,

who’s most recent product was the 1996

Premier Award winner for simulations, Jane’s

AH-64D Longbow (Longbow was created by the

other division of Origin Skunkworks, based in

Austin, Texas). His previous hit was Micro-

Prose’s F-15 Strike Eagle III, so he brings a

proven track record to the F-15 simulation. The

members of his team bring equally impressive

experience, with products on their resumes

that read like a list of the best simulations of

the ’80s and early ’90s.

Jane’s has, so far, focused on two types of

simulations: survey sims, such as U.S. Navy

Fighters, where you can fly an entire range of

related aircraft; and specialized sims such as

AH-64D Longbow, where a single aircraft is

simulated in exacting detail. Jane’s F-15 Is one

of the latter, focusing on the F-15E Strike

Eagle, the dual-role strike fighter version of the

McDonnell Douglas jet.

Model Excellence
By focusing on a single aircraft, the team is

able to simulate its performance and systems in

exact detail. The most groundbreaking aspect of

Jane’s F-15 is the flight model. In previous sims,

developers have gathered data on aircraft perfor-

mance and attempted to create routines that will

let their modeled planes approximate that perfor-

mance data in common circumstances. The

Skunkworks team took a different approach: They

obtained the math that the Air Force itself uses to

model aircraft characteristics-DATCOM, a series

of huge books that incorporate pretty much

everything the Air Force has learned about

flight—and they've incorporated those equations

directly Into the program. The DATCOM research

was publicly funded, so it was available to the

team-although not easy to obtain.

But that was only part of the puzzle: The

DATCOM formulas model aircraft stability and

control, but in a general respect. To use them,



hold, bank angle hold-the program doesn't

just move (he plane into the right position, it

actually imparts the correct inputs to the con-

trol surfaces to stabilize the plane.

External stores-weapons and fuel tanks-are

all modeled with the proper weights and aerody-

namic drag. You'll see significantly different han-

dling between a “clean" F-15E and one armed to

the teeth, “It’s gonna be a pig when it’s all

loaded up,” says Kreafle. When you release

weapons, the plane’s balance and aerodynamics

will be affected accordingly.

Because the F-15 isn’t a fully fly-by-wire

plane like the F-16, the flight computers don’t

put limits on what the pilot can do, and that

may cause problems for gamers used to being

able to jerk the stick all the way back. “If you

yank back on the stick in one of these air-

planes, you’ll kill yourself," says Kreafle. “The F-

15 will let you do what you want. This thing will

pull a 15 G maneuver and break itself up into a

thousand pieces.” Varying G limitations in dif-

ferent flight regimes are part of the flight model,

and you'll find there are some flight modes

where pulling 9 Gs is a fatal no-no.

Cockpit systems are also modeled with exact-

will be of the

you need stability derivatives for the specific air-

craft you’re modeling. Luckily, the team was

able to enlist the help of a group of Air Force

engineers who shared the unclassified F-15 per-

formance coefficients. Once the data was

plugged in, the Air Force engineers ran the

same tests as the Jane's F-15 team so they

could compare and check the data. NASA docu-

ments were used to fill in the gaps for modeling

different speeds and angles of attack.

By using the actual flight equations, all the

plane's performance characteristics “come for

free,” says Greg Kreafle, one of the sim’s design-

ers. “Instead of making the sim's physics fit a

performance curve, by modeling the actual char-

acteristics, the performance falls out,” Kreafle

says. "So all the subtle effects we get, because

we’re doing it for real. You don’t have to deal

with the weird transitional stuff-it’s there,” he

adds. With earlier sims, things like stalls, flat

spins, and speed bleed had to be specifically

modeled as “special case" items.

For the DATCOM formulas to work,

you also need a very realistic atmos-

phere model. With this, you gel many of

the details that other sims leave out-

control surfaces that have less effect at

higher altitudes, and Mach numbers that

change depending on altitude. Jane’s F-15 is

likely to be the first sim that approximates

what it really feels like to pass through the

sound barrier-transonic effects on aircraft

handling are also part of the flight model.

All Systems Go
Once the initial data was plugged in, the

team was ready to test the flight model. And

when they first took their virtual Eagle into the

skies, they realized something was terribly

wrong-the plane was a bear to control, and

didn’t feel right at all.

There was nothing wrong with their math. It

turned out they were indeed properly modeling

an F-15-an F-15 without the Computer Aided

Stability (CAS) system, that is. Although the F-15

isn’t a fly-by-wire aircraft, it does have (and

requires) a set of computers to counteract the

basic instability that makes it so maneuverable.

Rather than trying to find a workaround, the

team set out to recreate the functionality of the

F-15’s autopilot systems. When you engage var-

ious autopilot modes-altitucje hold, attitude

ccw
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IVIcDonnell-Douglas F-ISE Strike Eagle

Type: Two-seat, dual-role fighter/attack plane.

Power plant: Two Pratt & Whitney FIOO-PW-220 turbofans, each rated at

23,450 lb. thrust.

Aimamenl: 20mm M61 Vulcan cannon, up to 24,500 lb of external weapons

including AMRAAM and AlM-9 missiles as well as various bombs and

air-to-ground missiles.

Maximum speed: Mach 2.5.

FilSl flight: July 27, 1972 (F-15A); December 11, 1986 (F-15E).

The F-15E went into active service just in time for the Gulf War, where pilots-many ^
whom had only recentlyfinished checking out mlfie new fighter-built an exemplar,

record. The F-ISE is<a formidable strike aircraft/.papdttle of carrying over 24,090'pounds

of ordnance. But it retainsall the air-to-air capabilities ofjts "albino” (so named because

of their lighter paint schemes) predecessors, malting 11 a fprrpidable fighter threat that

can act as its own escprt.
\

heads-up display (HUD) with the very top of the

instrument panel showing. Look down into the

cockpit, though, and you'll see an exact replica of

a real F-15E's instrument panel; the same applies

for the WSO (weapons systems operator, pro-

nounced "whizzo") position in the rear seat.

Views outside the cockpit are of the type

used in Air Warrior 2 and Warbirds, with eight

primary directional views, as well as up and

down modifiers for each view. It is hoped that

the adoption of this viewing system by the

Jane’s F-15 team will help promote it as an

industry standard.

The up-front control panel and the multifunc-

tion displays (MFDs) all have functioning buttons,

and you can work your way through recreations of

the F-15's actual system menus. This is provided

not only for realism fans, but also for those virtual

pilots who’d rather not have to learn dozens of

keypresses to operate the jet’s various systems.

The complete suite of systems is modeled,

with a few exceptions. Although radar control is

realistically modeled, for example, there are

some esoteric modes that are almost never used

by actual F-15 pilots. Jane’s F-15 will faithfully

replicate all the air-to-air and air-to-ground

modes that pilots do use.

"We want to provide realism, but in a way

where it’s for the benefit of the user," says

Hollis. “We’re not out to out-knob and out-

switch everybody. What we want to do is p

ail the options that are appropriate and provide

access to them in an intuitive way."

That doesn't mean you’ll need F-15 training to

take to the skies, though. Simplified modes will

also be available, and realism levels can be

adjusted for individual systems and aircraft char-

acteristics. “Where things are intuitive," Hollis

says, “we provide it the real way, but also in a way

where beginners can figure out how to do it."

And there’s no penalty for playing with everything

0 simplified mode. "Far be it for us to tell you

to have your fun,” he adds.

Sightseeing
At this early stage, F-15 is up and running with

only 2D graphics cards, in 256-color mode. Don’t

think that dooms you to slow, blocky graphics,

though. The reality-based flight model the system

uses actually depends on a fast frame rate for

accuracy, as the flight calculations can’t have

much of a real-time gap between updates. Hence,

the team has worked to insure smooth frame rate

even on mid-range Pentiums without 3D cards.

If you examine the screens that accompany

this article, you’ll notice there’s no blockiness in

the terrain textures. The team is doing a sort of

software simulation of bilinear filtering that scat-

ters pixels at color borders. It doesn’t match

hardware filtering, but it’s a dramatic improve-

ment over traditional 2D filters.

Real-time light sourcing is present. Many of

the F-15E missions were flown near dawn and
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lExpert Advice

G
eorge Wargo, a former F-IS pilot, is

an advisor for Jane's F-15 (he also

served this role lor F-15 Strike Eagle

III). Along with his experienced advice

on mission structures and flight modeling,

Wargo also provided a connection that allowed

the Big Bird team an unprecedented opportuni-

ty to test their routines: he was able to get

them onto a real F-15E base.

The team was able to tly for hours in F-15E

simulators, checking performance characteris-

tics, filming HUD/FUR tapes, and recording

warning sounds and the Bitchin' Betty voice.

They were also able to work in switchology

Sims that allowed them to more exactly repli-

cate the functions of the various switches and

MFDs. In addition, they taped interviews with

Although the campaigns aren’t randomly gener-

ated, your actions do affect future missions.

Destroy a bridge in one mission, and it will still

be demolished if you fly over it in the next mis-

sion, On a following mission, you may see a

pontoon bridge, and a few missions later a par-

tially built replacement. In addition, if you fail to

take out a target, you may be tasked later with

taking it out again.

While individual missions may be prescript-

ed, some elements are randomized, so you

can’t always count on the same interceptors

coming from the same area. Aircraft- and target

locations can change.

At any rate, you won’t be reflying missions in

a campaign in an effort to better your score.

Campaigns are handled at a squadron level,

and if your pilot is killed on a mission, you’ll

need to choose a new Pilot and WSO to fly as

in the next one. Taking away the ability to refly a

failed mission adds another level of realism,

and makes bringing your plane back intact

even more important.

Both campaigns in the sim are based

around Iraq, The first is a historical campaign

based on Operation Desert Storm; the second

is a hypothetical campaign that assumes

Saddam hadn’t stopped at Kuwait, but had

pushed into Saudi Arabia.

More to Come
There are dozens of other features that I

don’t have room to go into, such as saveable

custom weapons loads and optional resource

management. At this stage of development,

there’s still plenty left for the team to add to

the simulation. The whafs and whens of 3D

card support and multiplayer play are still to be

decided, and the missions are still under

development. Look for a detailed, hands-on

preview in these pages as Jane’s F-15 grows

closer to release.

were

repared for some dramatic shad-

owing effects as morning breaks. Aircraft are

also realistically lighted-as in real life, a glint

off a canopy may be your first visual indication

of an enemy aircraft.

Into the Action
The sim will feature three modes of play:

quick action, single missions, and the mission

builder. Quick action lets you set up a dogfight

against a single aircraft type, or a strike against

a ground target that can be optionally defend-

ed by air assets.

Single missions focus around the game’s

elaborate mission builder. Not only will you be

able to set the typical mission characteristics—

target, waypoints, altitudes, defenses, and so

on— but the mission builder also incorporates

events. You can trigger actions in the scenario

based on a goal being completed, or on air-

craft entering a certain area, for example.

Instead of designating specific targets, you can

create an area goal, where you’re tasked with

taking out as many targets as possible in a

predefined kill box.

Not only can you edit briefing text, but you

can also associate your own text and voice mes-

sages with events. Debriefs aren’t fixed for

win/loss, but can be based on a goal matrix

where the text will vary depending on which of a

number of goals were reached.

The campaign is planned to mix the best ele-

ments of dynamic and scripted campaigns.

a jump start in preparing

for the sim, locate a copy of Strike Eagle: Flying

the F-15E in the Gull Vat, by William L.

Smallwood. Published by Brassey's, this excit-

ing retrospective served as an unofficial “bible"

for Big Bird's development.
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all suspiciaus-laaking characters.

(Better make it a double.)

A comic sci-fi adventure CD-ROM by Steve Mi
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T^e Carmageddoim XV5.*

“Impact Car of
theYear.

”

Car& Pedestrian Magazine

“Best road-kill

compacter in

its class.
”

J.D. Cower&Associates

“It slices, it dices,

it wipes clean in

am”
Consumer Contorts

GRAPHICS ENGINE
FEATURES USER-

DEFINABLE CAMERA
ANGLES, INSTANT

REPLAY AND SVGA
OPTIONS

VEHICLES, EACH
FEATURING ACCURATE
DRIVING PHYSICS AND
REAUSTIC COLUSION

DAMAGE

AND 5 DIFFERENT RACE
ENVIRONMENTS FEATURE

COMPLETE FREEDOM OF

MOVEMENT

INCLUDES 7 MODES
AND 3 UNIQUE TRACKS

BY GAMERS. FOR GAMERS. '

against their bumper.

Introducing Carmageddon.
The racing game that

the men from the grease
spots on the road.

rive whatever you want,

wherever you want, over

whoever you want. You make
the rules.

ARRIVING
JULY 1997!

Available on PC CD-ROM
Test drive the demo at www.interplay.com

Stomach-churning realism . . .

CRASH, CRUMPLE, BURN, SKID, AND
JUMP IN GLORIOUS 3D!



520
EVEN

HORSES UNDER THE
MORE PEDESTRIANS

CARMRGEDDQN
High-tensile-strength steel
BODY PANELS PROVIDE THE
DURABILITY YOU NEED,
IMPACT AFTER IMPACT.

The racing game for the chemically imbalanced.

@1997 and trademark SCI. All rights reserved. Interplay Is the trademark of Interplay Prodirctlons. All rights reserved. Exclusively published

and distributed by Interplay Productions. Al other copyrights and trademarks ora the property of Iheir respective owners.



See Pat.

Pat wrote one program.

It can run on all platforms.

Pat used 100% Pure Java

to write the program.

Run, program, run!



mul-ti-plat-form lan-guage

no non Java” code

write once, run a-ny-where"

For a Developer Cookbook that tells you how to program

in 100% Pure Java, visit us at http://java.sun.coin/100percent

or simply call us at 1-800-JAVASOFT.

BREWED BY
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The Long-Delayed, Much-Anticipated Combat Sim Finally Nears Completion

Falcon 4.0e’ve been waiting for it

so long, its code-

name around the

CGIV offices is Godot,

But on a recent visit

to the Spectrum

Holobyte offices in

Alameda, I saw evi-

dence that Falcon 4,0 was indeed coming togeth-

er and meeting its development milestones. The

current plan Is to ship the program before the hol-

idays, That goal certainly looks achievable, but

considering that we first saw the program in late

1994, we're remaining cautiously optimistic.

Falcon 4.0 is philosophically similar to its

predecessor-a detailed, reality-oriented F-16

Fighting Falcon simulator designed to appeal to

the hard-core expert sIm pilot, but with simpli-

fied options to make the sim accessible to

beginning pilots as well.

New Dimensions
Although the Falcon series is centered much

more on realism and gameplay than on eye

candy, you can’t help being blown away by the

Sim'S graphics. Falcon 4,0 runs in 16-bit

(64,536) colors, even without the help of a 3D

card. On a 2D graphics card, terrain and aircraft

look wonderful. Running on a 3Dfx Voodoo-

based 3D card, the sim's display was so realis-

tic that I was actually in danger of becoming air-

sick while watching someone else fly.

As you'd expect, all the game’s objects, in

the air and on the ground, look dramatically bet-

ter than those in Falcon 3.0, Everything is fully

texture-mapped. The rolling terrain is smooth.

without perceptible pop-

up effects. You’ll also be

able to replace the

ground textures with

Gouraud shading to

boost frame rate on slower machines. Of

course, all this graphics detail takes plenty of

horsepower. Final requirements aren’t available

yet, but it appears that the sim will require a

Pentium 90 if you have a good 3D card, or a

Pentium 166 if you have only a 2D card.

Options abound in the cockpit. In addition

to a fixed instrument panel, you’ll find a scrol-

lable virtual cockpit, as well as full-screen view

with pop-up MFDs.

For situational awareness, three padlock

views are available to track enemy aircraft.

There’s a tweaked version of the original Falcon

3.0 padlock system, a view that uses the virtual

cockpit to track the enemy, and a Back to

BAGHOAD-style setup with small windows that

appear around your HUD showing the direction

and orientation of enemy planes.

Expect understandable radio traffic to

enhance the cockpit environment, with wing-

man transmissions such as "SAM has lock, eva-

sive!” to further enhance your situational aware-

ness. Radio calls are handled realistically, with

locations referenced relative to a pre-chosen

point (“Target 55 miles north of bullseyel’’)

rather than absolutely.

fF SAM STRIKE In a terntoty this packed with

surface-to-air missiles, you might want to con-

sider hugging the rolling terrain.



F
alcon 4.0 was designed Irom llie ground

up as a mulliplayer game. To that effect,

except for Instant Action, you’re always

running in multiplier mode. Mission setup

and the combat environment doesn’t change

whether you’re the only one in the skies or

you're playing with six friends. In fact, you

could even start a mission as the only human

player and have a friend call and join as your

wingman while you’re en route to the target.

The Sim suppods the TCP/IP protocol for

LAN, modem, and direct-connect play.

Bandwidth is the only limitation on number of

players-there’s no hard-coded ceiling. Ten

has an exclusive deal for online mulliplayer

play, so don’t expect to see easy support tor

direct Internet connections, if that’s the case,

however, it's almost certain that Kali or a simi-

lar product will find a way to kludge free

Internet play lor Falcon 4,0.

That's not to say that you shouldn’t consid-

er the Ten option, however. Not only will the

service provide a low-latenq connection and

matchmaking, but it also has the potential to

provide an Am WAnaion li/WARBiRos-style per-

sistent arena. The development team hopes

to work with Ten to create a server that will

allow you to tly missions, log off, and come

back Ihe next day to find that 24 hours have

passed in the game world, the war has con-

itinued, and the bridge you blew up yesterday

is still gone. The hooks are already in the

game for such a connection.

Mission Orders
Falcon 4.0 will have four modes of play.

Inslanl Aclion is designed to get you up in Ihe

air for quick combat. You can fly immediately or

configure air-to-air or air-to-ground combat, your

starting position, and enemy skill level. Scoring

is based on a point system where each plane

has a base score (roughly the cost ot the air-

craft), and there's a modifier that depends on

how many planes are shooting at you. You pay

points for each weapon you fire, so you won't

want to indiscriminately lob Sidewinders around.

Dogfight Mode is basically Instant Action tai-

lored for multiplayer. Configure up to four flights

I F-16C Fighting Falcon

Type: Single-seat multi-role tighter.

Power plant: General Electric F110-GE-1000 turbofan, rated at 27,600 lb. thrust.

Aimamenl: M61A1 20mm cannon, up to 12,000 lb. otexternal weapons including

AMRAAM and AlM-9 missiles as welSBLaiiite-gfWinffiifffince.

Maximum speeP: Above Mach

First night: February 2, 1974.

aircraft, which can have a mix of human

and Al pilots. Range, separation, start altitude,

and weapons (all-aspect vs, rear-only IR missiles)

are all selectable. Dogfights can be dynamic,

where players can enter and leave at will, or you

can start only when everyone’s ready

Tactical Engagement is where you'll find the

mission builder. A series of missions will be

included, and you can design your own or down-

load them from Ihe Net. You can configure virtu-

ally every aspect of a mission here, placing

ground troops, air targets, waypoints-the works.

The meat of the game is the campaign

mode. This is a real-time, truly dynamic cam-

paign engine. In fad, it’s so real-time that, as

you’re working with the campaign interface

planning your next mission, your airbase can

actually come under attack, forcing you to

scramble in its defense.

The campaign engine will provide you with a

list of missions appropriate to the current battle

situation. Once you choose a mission, you can

use the flight planner to modify its

parameters. In addition to

adjusting waypoints, you can alter alti-

tude parameters and climb rates (best speed to

altitude or a fuel-conserving climb), and set up

pop-up attacks. Routes can be based on time-on-

target, or simply on speed.

One of the pieces of information you'll get in

the mission briefing is the contrail level. You’ll

m
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The best just got better. Introducing Flight Unlimited Q from

Looking Glass. The most realistic flight experience ever in a PC simulation.

"The Real Deal'

C/Nel’s GameCenter

Throw everything you know about flight sims right out the window.

Because Flight Unlimited II takes the realism and thrill of simulated

flying to a higher plane. Over 11,000 square miles of

incredible Bay Area terrain accurately modeled for the

most precise detail ever in a flight sim.The most

advanced weather effects— rain, lightning, cross wind and more. Visual

and instrument navigation. Six of the coolest civilian aircraft, including the

legendary P-51D Mustang. Whether you’re

a high-flyin' veteran or just getting off the

ground, check out the sim that sets the

standard once again. Flight Unlimited II

from Looking Glass...coming this summer.

"The richest, most

detailed environment yet

seen in a PC flight sim.”

Compuler Gaming World

f 11^
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Now You’re Really Flying

Take the "Unlimited Challenge" and win really cool prizes, www.lglass.com

MJGKMG ^I./AS ““Li: SEBVICE #069

"TECHN^ l_C3C3 1 ES- ©1997 Looking Glass Technologies. Inc, Cambridge, MA. Flight Unlimiled II and Looking Glass arc trademarks of Looking Glass Technologies, Inc. All rights reserved-



want to make sure you don't cruise at this levei, or your aircraft will

leave visual advertisements of your position.

You can also view other active flights. At a given moment, you might

find two B-52 flights and two F-16 flights. After selecting the F-16 flight,

you could hop into the cockpit en route and join the mission, as long

as they're not already directly over the target.

Three starting conditions are possible. The neutral scenario starts the

battle at the current demilitarized zone. The disadvantaged scenario puts

South Korean forces at the southern lip of the country, with U.S. reinforce-

ments just arriving. The advantaged scenario has South Korea pushing

North Korean forces back into China-and China entering the conflict.

Bells & Whistles
There's plenty more innovation planned for the program. Like Fighter

Duel 2, Falcon 4.0 supports multiple-processor Windows NT PCs, so

performance maniacs can take advantage of dual Pentium Pro

machines. The avionics look to be amazingly complete, with all the req-

uisite radar modes (as well as simplified configurations for beginners}.

A wide variety of weapons are available, including rear- and all-aspect

Sidewinders, as well as both TV- and IR Maverick missiles.

The preliminary version of Falcon 4.0 1 saw left little doubt in my mind

that it's going to be a worthy successor to the classic Falcon 3.0, At this

point, the biggest question left in my mind is when can I gel my hands

on it. It's hoped that Microprose will meet the release date, if they do, sim

pilots will have plenty to occupy themselves on those cold winter days.

For a FREE CATALOGUE CALL

1 • 800 * 8-THUNDER

ThunderSeat Technologies

17835 Sky Park Circle Suite C

Irvine, CA 92614-6106

714-851-1230 Fax; 714 -851-1185

OPTIONAL SIDE CONSOLES
Put your favorite joystick controls and mouse at

a convenient position. Add a keyboard holder

and you have the perfect setup for both flight

simulation and office work.

“A DOUBLE MUST-HAVE.

Anyone who plays computer games
will want this AMAZING CHAIR!"

Marc Spiwak

POPULAR ELECTRONICS

"I could actually FEEL the punch of

the afterburner!"

EdDllle, ELECTRONIC GAMES

HOW IT WORKS
A 100 watt subwoofer built into the base

generates low frequency sound that resonates

through the wave chamber hidden inside the

chair. Thus you not only hear but FEEL your

simulation. Paired with your amplifier, the

ThunderSeat makes your favorite flight sim as

realistic as it can be without a motion simulator!

Shake Rattle and Roll
for as little as $139.9S!

IhunderSeai
Feedback System Used in

Real F--I6 Simulators
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re Ace
3D Air Combat Over the Skies of Korea

F
or aviation butts, the Korean Air War is perhaps the most fasci-

nating aerial battle in history. It featured the ultimate in prop-

driven aircraft battling the first jets, in an age before missiles. Yet,

other than a nod in Chuck Yeager’s Air Combat a few years back,

and the deserted Korean arena in Air Warrior, the conflict has

been ignored by sim producers since the days of the Atari 800.

The Korean Air War is finally getting its deserved spotlight, with Virgin’s

Sabre Ace and Empire's MiG Alley both slated to ship before year’s end.

CGW recently received a late alpha version of Sabre Ace, and it looks like

the wishes of Korean War sim fans will finally be fulfilled.

Flight Line
Sabre Ace allows you to fly on both sides of the conflict. On the

American side, you’ll start with a series of missions in F-51D Mustangs.

You’ll then progress to the straight-winged F-80 Shooting Star jet, and final-

ly to the swept-wing F-86F Sabre. On the Russian side, you'll start in the

prop-driven Yak-9 and move up to the MiG-15 jet.

In addition, there’s a series of training missions to bring new players

through the basics of takeoff and landing, navigation, ground attack,

and air combat. An instructor talks you through each task in a manner

similar to the original Flight Unlimited. You'll start in either the T-6

Texan or the Yak-18, depending on whether you’re flying for the

American side or for the Russian side.

Missions are prescripted, rather than dynamically generated, and the detail

Is very impressive. Voice communications run throughout, giving your flight

leader and wingmen personalities. In addition, you often encounter other allied

aircraft performing strikes in the same area. Your F-51 flight might be tasked

with taking out a series of bridges while B-26 Invaders bomb a nearby airfield.

In addition, some of the missions on different sides of the war are tied

together. In one American F-80 mission, you’re tasked with escorting General

MacArthur’s C-54 transport from Japan to Suwon. In a 'i^k-O mission, you’ll

fry to shoot down MacArthur’s plane before it can land at Suwon.

The 45 missions are divided between flying escort of bombers, trans-

ports, and photo recon aircraft; flying ground support; and flying combat

W SMOOTH FLYING You won't see any blockiness on the ground if you have a

3D card, as Sabre Ace supports bilinear filtering and other 3D tricks.

Virtual Air Force Sabre Ace features a wide variety of Korean War-era aircraft.

F-51D Mustang F-8D SliDoting Star F-88Satite Yaketav Yak-g MiG-15 Fagot

Computer-ttown Aircratl Additiopat Camputer-ltown Planes

B-2g Supertorlress F4U-SH Corsair IL-10 Slormovik

AD-1 Shirraltler Allath

B-26 Invader Light Bomber

C-119 Flying Boxcar TransiHBt

Douglas C-5A Transgtnt

F2H-2P Banshee Pholo Recon

F3D-2 SKynlghl Night Fighter

F7F-3 Tigercal Fighter

F82 Twin Mustang Night Fighter

F-BA Thumferiel R^teriAtteck

F-94Starlire Night Rghter

F9F Panther CarrieT-basetl Rghter

PBM-5 Mariner Seaplane

RB-45CTomadQ Photo Rectin

Lavochkin La-7 Fighter

Poliparttov Po-2 Scout. Night Raider

TuiielovTu-2 Bomber



SABRE VS. MiG When high speed jets fece off sans missiles, pilots will need quick reflexes to attain victory.

Phantom Ace wili feature

authentic instmment panels; even the F-4B

and F-4E panels are modeled separately.

Type: Single-seat fighter.

|

Power plant: General Electric J-47 turbojet with 5i200Jb. thrust.

Arniament: Six 50-caliber machine guns. {
'

;

Maximum speed: 670 mph. -
,

First flipM: October 1,1947.

patrols. None of these are milk runs, so don’t

expect to work your way through them over a

weekend. Armament includes guns, unguided

rockets, bombs, and napalm.

In addition to the scripted missions, there’s

aiso a custom flight section where you can set

up battles with up to four aircraft on each side.

You’re limited to the planes that are tlyable in the

campaign mode, but your wingmen and oppo-

nents can tly any of the aircraft in the sim. If you

just want some basic gunnery practice, set up all

your opponents as unarmed C-119 Flying

Boxcars. You can adjust time of day, enemy skill

levels, starting altitude, and cloud cover.

Although it wasn’t yet implemented in the ver-

sion I tested, developer Eagle Interactive also

promises multiplayer support in the final prod-

uct. This will be head-to-head air combat, with a

setup similar to the Custom Flight section.

stick and Rudder
The flight model tuning wasn't complete as of

this writing, but initial indications are positive.

For instance, the MiG-15 is suitably touchy at

low speed, and you’ll need to be careful not to

depart from controlled flight when landing. The

version I fiew had a G-limiter that prevented you

from pushing into accelerated stalls, which

makes the plane’s vertical maneuvering a bit

sluggish. The flight model is still a work in

progress, though, and it’s hoped that the

maneuvering problem will be eliminated, or at

least be toggleable, by the time the game ships.

A unique feature is Formation Augmentation,

a special autopilot mode that makes it easier to

maintain your position in formation. This is espe-

cially important in early missions where you

won’t be flying in the formation. If you want to fly

manual formation, you'll appreciate the padlock

feature, which swaps between the various cock-

pit views to keep the enemy in sight.

Sabre Ace is one of the first flight sims to use

DirectSD. On a Rendition-based Screamin’ 3D

card, the game had one of the smoothest frame

rates I’ve seen on a texture-mapped flight sim.

Performance on 2D-onIy cards was acceptable as

well, but final judgment will have to await the

release version. Explosions, aerial flak, and other

effects (such as real-time light-source shading on

aircraft) further enhance the sim’s visual appeal.

With a wide variety of never-before-simulated

aircraft, immersive missions, and good 3D card

support. Sabre Ace tooks ready to launch the

Korean War sim genre with style.

ifResa^

agle interactive is also hard at work on

its next simulation. Phantom Ace. Set in

Vietnam, this simulation will put you in

)ckpits of Air Force, Navy, and North

You’ll be able to load

ived Sabre Ace pilot, simulating a

veteran flying in the next conflict.

Flyable aircraft include the F-8 Crusader.

Phantom, and A-4 Skyhawk for the

Navy; F-100 Super Sabre, F-105 Thud, and

F-4E Phantom for the Air Force; and the

MIG-17 and MiG-21 for the North Viet-

namese Air Force (where you’ll fly as a

Russian pilot). In the Eagle Interactive tradi-

tian, there will also be a wide variety of

o;her period aircraft present, including the

F 104, B-57, A-6. RA-5C, B-52, KA-3, F-111,

and F-5 Skoshi Tiger.

Carrier operations and aerial refueling wili

add new challenges for pilots. As in Sabre

A:e, there will be a training ^llabus. This time

you'll be able to fly the T-2 Buckeye, TA-4

S<yhawk, T-37 Tweet, and T-38 Talon.

• Phantom Ace will model the technical

advances that occurred as the war progressed.

For instance, early in the war, ECM jamming

and radar warning receivers weren’t common,

so you may not have their benefits on early mis-

sions. F-1(34 Stariighters will only be in Ihe the-

ater early in the war, F-111 s only near the end.

Eagle Interactive's Gary Kinney says you

won't see any flat terrain in this game, as the

game will simulate the actual topography of

Vietnam. So be ready to follow Thud Ridge to

your target some-

time in 1998.
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ighter Duel 2
Your Chance to Enroll In Advanced Fighter Piloting 401

-

SPITFIRE'S LAST RITES An Me-262 closes for the kill; note that the terrain in these shots is preliminary

and the final ground graphics should look even better.

T
he objective of Fighter Duel

2

is to make a fighter pilot out of

you. So says SPGS (formerly

Jaeger Software), the small but

dedicated Maryland-based devel-

oper who’s been at the forefront

of realistic World War II air com-

bat since the release of the origi-

nal Fighter Duel on the Amiga back in 1991

.

The first PC version of Fighter Duel was

released in 1995. It was lauded for its superb

flight models, great frame rate, attractive aircraft

graphics, and its exhilarating head-to-head

combat. But while Fighter Duel has remained

popular as a multiplayer game (especially after

last year’s release of the free Net Duel add-on

with support for up to nine players), it never

fully succeeded as a stand-alone experience.

While enemy Al could be quite challenging,

especially on faster machines, there wasn’t

much variety in how and where you’d meet

enemy planes. With the lack of a distinct mis-

sion structure and only a single terrain area

(which was mostly water), single-player Fighter

Duel just didn’t have the gameplay longevity of

the multiplayer experience.

Corsair, P-51 Mustang,

A6M Zero, FW-190, and

Me-109. New aircraft will

include some familiar to

players of the later Amiga

versions of the game,

including the J7W1 Shinden, P-38L Lightning,

Me-163 Komet rockelplane, Me-262. Tempest V,

and P-47 Thunderbolt. Some of these will be

represented in multiple versions, such as the P-

51 Band P-51D,

as well as the

P-47B and

P-47D.

For the first

time, bombers

will be included

as well. In keep-

ing with the

Fighter Duel

tradition,

though, these

won’t be big.

lumbering,

four-engined

targets, but

rather twin-engined bombers with forward-firing

guns that can hold their own in a battle. Look lor

the AR-234C Blitz, the B-25H Mitchell, the

Mitsubishi Betty, and the DeHavilland Mosqito.

Four instrument panels are included, one for

each nationality, The decision to do generic pan-

els for each country was twofold. First, because

real instrument panels don’t (it the aspect ratio

of a video screen well, you’d have to make it

pretty small to see the whole thing; a generic

panel can be tailored toward the best compro-

mise between a realistic look and readability.

Second, creating common panels gives SPGS

more time to create new aircraft or aircraft vari-

ants, which add more to gameplay than histori-

cal instrument panels. Although the panels were

still being rendered when (his was written,

Fighter Duel’s panel still stands up as the most

impressive ever seen in a sim, so Fighter Duel

2's should look even better.

That should change late this year when Fighter

Duel 2 is released, however. Along with building

on the strengths of the original, this version plans

to attack its predecessor’s deficiencies head-on.

The Lineup
Like all its previous incarna-

tions, Fighter Duel 2 focuses

on the fighter pilot experience.

But instead of simply tossing

you into various aerial melees,

the Sim will include both indi-

vidual missions and a config-

urable campaign mode.

A whopping 25 aircraft are

planned at this point (with the

possibility of even more), all of

which are flyable. All the planes

in the original Fighter Duel

are there, such as the F4U

ccw JULY 1997
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NO SECURITY CIXARANCE REQUIRED

^ Adds more than $ million square miles

of real-world terrain including China,

Russia, Korea, Japan and Alaska.
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TRe OWfiiendly Skies
The Fighter Duel series has always been

known for realistic flight models (witness the ini-

tial negative review of the 1991 Amiga version in

these pages, when prop torque prevented the

reviewer from successfully taking off from the

aircraft carrier). Fighter Duel 2 aims to improve

on this, modeling many more of the individual

quirks and characteristics of each aircraft. You’ll

find ground effect, engine torque and yaw,

weapon recoil, and weight loading all realistically

modeled. For added realism, force-feedback joy-

sticks are fully supported.

Enemy pilots don't have any cheating

advantage in Fighter Duel 2-their aircraft have

Type: Single-seat carrier-based fighter.

Power plant: Pratt & Whitney R2800-8 radial eniine providing 2,000

horsepower at takeoff.

Armamenl; Six 50-caliber machine guns, 1,000 Ifcof bombsor^„ „

eight five-inch rockets. _ _

Maximnm speed: 417 mph at ffiTooO'feef.'"

First flight: May 29, 1940. \

Graphic Excellence

T
he screens accompanying this article are 256-color

grabs from the basic 2D-car(l version of Fighter

Duel 2. The program uses the SurRender graphics

library to provide native support for 3D cards as

well, using 65,536 coiois with hardware acceleration. As of

this writing, SurRender has announced support for cards

based on 3Dfx, Pyramid 3D, and Matrox Mystique archi-

tectures, as well as MMX. In addition, SurRender can inter-

face with MIcrosot's Direct 3D to support other 3D cards.

Because Fighter Duel 2’s source artwork is in 24-bil

color, when 3D cards thal display 24-bit color (instead of

16-bit) become available, that support can be retrolitted

Fighter Duel 2 will require a Pentium processor, and

will support multiple processors under Windows NT. The

designer’s target threshold is to achieve 30 frames per sec-

ond for smooth play. Owners ot 3D cards will have no trou-

ble achieving this-the early development version gener-

ates over 200 frames every second on a Pentium Pro

equipped with a 3Dfx card. That's faster than the card can

output to the monitor. On slower Penlium systems, the sim

will automatically reduce the level of detail and polygon

complexity to match a user-definable frame rate.

PAINT SHOP Fighter Duh. 2 will include the ability

to customize the markings of your aircraft. (But this

J7W Shinden will come vwth a default paintjob.)

the same flight model restric-

tions as yours. Ai pilots were

pretty good at evading your fire

and getling into attack position in earli-

er versions, but look for a greater chal-

lenge and more historically accurate com-

bat here. Be prepared to face Immelmans,

wing-overs, barrel rolls, splil-s maneuvers,

and hammerhead stalls.

If that isn't enough to make enemy

aircraft harder to hit, look out for Ihe

more realistic ballistics model. When

you do score a hit, the damage model

determines the exact part of the plane

that was hit. Chunks will fly off the

plane, and even these have realistic

aerodynamic models-watch one long

enough and you'll see it flutter down to

the water and make a splash. When var-

ious parts of a plane are weakened,

structural failure becomes a possibility.

Your wing may stay attached when it’s

initially shot up, but pull to many Gs

and it will separate from your plane.

The new particle system looks

breathtaking on a 3D card. Look for

flames realistically licking out of dam-

aged engines, wilh the fire lighting up

the areas around it in real time. Aircraft

and terrain feature real-time light-source

shading as well.

Speaking of terrain, there will be plenty

of variety this time. In addition to varied,

realistic terrain based on digital elevation

maps, there will also be areas specially

constructed to enhance the dogfighting

experience. The Amiga versions of the sim

had a huge arch on one island, which was

totally unrealistic,

but added some

interesting elements to multiplayer dogfights.

Look for it—or something similarly bizarre—to

return in the new version.

Mission Critical

As mentioned before, the biggest weakness in

previous versions of the game has been the lack

of meaty missions. This should be addressed in

a big way with Fighter Duel 2. Although the

mission system wasn’t yet up and running when

this preview was being written, developer Matt

Shaw promises "scores of lailorable missions to

fly, including escort, CAP, day and night intercep-

tion, ground and sea attack, and bombing mis-

sions." In addition, a configurable campaign

mode will iel you customize a campaign’s diffi-

culty and allow you to choose which planes you

can fly and fly against. Missions will be dynamic

in nature, so you won't experience that “okay,

now I need to watch tor the Hellcats that will pop

up from behind that ridge” feeling of deja vu.

As part of the effort to make a fighter pilot

out ot you. a training area will let you practice

flight, gunnery, and bombing basics before tak-

ing on combat missions.

Fighter Duel 2 has TCP/IP network support

for LAN and Internet play built in, and missions

can be flown either solo or with (and against)

human players. Special care has been taken to

balance game speed so that players on faster

machines won’t have an advantage in multiplayer

mode. Your machine may be three times faster

than your buddy’s, but you won't get from point

A to point B any quicker than he will.

Fighter Duel 2 looks like a potential oasis

in a desert that’s been starved of World War tl

sims for far too long.
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WAR Will SHATTER VOBR EGO.

FIGHTER
SQUADRON
THE SGHBAIIlirDBMORSQyBREUROPE

E CONFRONT YOUR DEMONS THIS FALL.

Nine WWII aircraft duplicate plane

physics (or true-io-life dogfighting

maneuvers such as snap rolls, tail

slides. Immelmanns, barrel rolls

and spin outs.

Customizable planes, an objective-

based mission editor, multiplayer

combat and native 3-0 card support

with up to 30 frames per second.

FEEL THE EFFECTS OF WAR.
In WWII air combat, anything could happen. In Rghter

Squadron it actually does. Revolutionary flight advancements

and "live environments" with Individual object Al make every-

thing you do— and don't do— affect your flight experience.

So shattered windshields have a real effect on your aircraft...

and on your pride. Fighter Squadron: The Screamin' Demons

Over Europe — the latest elevation in flight realism from

Eric "Helicals" Parker.

Live environments feature concussion

effects, terrain deformation, and

integrated road and rail systems

which offer unparalleled interactions

like tunnel fly-throughs.



Unlimited II
Flying Free in the Busy Skies Over the San Francisco Bay

Flight Unlimited II

EsUmaled Release: MIdlLale Summer
' Deielagei: looking Glass

Pabllsber; Looking Glass
i

S
aywha! you will about its lack of

combat, Looking Glass's Flight

Unlimited set a number of new

standards for flight simulation.

Its graphics were nothing short

of breathtaking, and its aerobat-

ic flight model was unprecedent-

ed. But after learning the sim's

aerobatic maneuvers, there just wasn’t much left

to do. Because the terrain repeated, even simple

cross-country flights were out of the question.

The terrain model was created using a combi-

nation of satellite imagery and digital elevation

maps. The satellite shots that Looking Glass used

were taken in the early morning, so buildings and

other features cast large shadows, giving even fiat

imagery a 3D look from aititude. In addition, all

buildings 10 stories and higher

are represented by 3D models, as

are major landmarks such as

Alcatraz, 3Com Candestick Park,

and NASA Ames.

In a major improvement over

the original engine, terrain poly-

gons no longer pop up and

down as you pass them, but

rather remain solid at all alti-

tudes. Also, you’ll never see

buildings or hills suddenly pop

into existence from nothingness.

The Flight Unlimited 11 engine

always renders everything in

visual range, adding detail to

objects as you approach

them. The only time you

see haze in the game is

when the air really is

hazy-it’s not used as a

crutch to limit the amount of terrain that must be

rendered. Despite this detail, the early version of

the sim had a good frame rate on a PI 33; the

team is hoping to add DireclSD support to give

3D-card owners an extra speed burst.

Plane Facts
Flight Unlimited II includes six flyable air-

craft: the Cessna 172 (both land and seaplane

variants}, the Piper Arrow, the twin-engined

Beech Baron, the DeFlavilland Beaver seaplane,

a Grob sailplane, and the North American P-51D

Mustang. The latter aircraft was the most

requested by Flight Unlimited users. They were

probably requesting a combat version, but for

this release you'll have to be satisfied with flying

it as an unarmed warbird. (The Looking Glass

team is definitely hot to do a Flight Combat

game, and hopefully that will be next on their

plate after they ship Flight Unlimited II.)

The Sim doesn’t use the original Flight

Unlimited flight model, which was geared

-SHOWER TIME An eerily realistic rain effect heightens the real-

ism of the sim’s weather: rain droplets smoothly stream

across the windscreen.

Enter Flight Unlimited II: Unlimited Adventures.

This general aviation simulator once again sets

new standards, upping the graphics ante to a high-

er level and creating the most detailed environ-

ment yet seen in a PC flight sim. When it’s

released this summer, it promises to make as big

a splash as its esteemed predecessor.

Bay Area
Flight Unlimited II offers unprecedented

detail in terrain, navigation resources, and air-

space management. To accomplish this, the

designers focused on modeling a single terrain

afea-11,000 square miles surrounding San

Francisco, California. Thai’s a far cry from the

original Flight Unlimited, where each geograph-

ical area featured a repealing four-square-mile

terrain map. The Bay Area is modeled at a reso-

lution of four meters per pixel.
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Loaded with 14 HYPERFull control over your

Programmable buttons,

THE PowerRamp Arcade Stick

BRINGS THE ARCADE EXPERIENCE TO

YOUR PC. ACT UBS’ HYPER

LSteRE TAUHT-NE5SAGES
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'

Programmable technology fuses

UP TO 10 KEYBOARD COMMANDS INTO

A SINGLE POWERFUL BUTTON.

Program PowerRamp while you
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ARE IN YOUR GAME AND SAVE YOUR
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BUTTON SETTINGS INTO FOUR
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Available at: lEj^ctronics Boutique, Best Etuy^) Lechmere'

©1997 ACT Laboralory Ltd. All rights reserved; http://www.actlab.com
PowerRamp and ACT Labs are trademarks of ACT Laboratory Ltd.

otfieF trademarks are the property of their respective owners. 1 •800*980*9S97
CIRCLE READER SERVICE #192



Ih LEAVE IT TO BEAVER The DeHavilland Beaver introduces a new

element to sims—water landings.

towards aerobatic aircraft, but this one seems

equally impressive. The C172 seems to handle

just like the real thing, both in normal flight and

in the stall regime. Looking Glass look actual air-

craft up to measure data such as roll rates and

stall reactions to ensure the sim's accuracy.

Force-feedback controllers are supported if

you’re looking for that extra ounce of realism.

As you'd expect, the planes look great inside

and out. Instrument panels are fully interactive-

to adjust a radio dial, just click on it and type in

the new frequency. There’s a virtual cockpit

mode, but because instruments are so hard to

read in virtual cockpits, the team opted to dis-

play pertinent flight data in this mode using a

text overlay. One military sim innovation has

crossed over into the civilian realm—the padlock

view, which can be used to make the view auto-

matically track nearby traffic.

Speaking of traffic, you'll never be alone in the

Flight Unlimited II skies, in addition to your own

aircraft, there are 25 additional aircraft modeled.

These include airliners such as the 737, 747, 757,

777, MD-88, and DC-10; civilian

aircraft such as the Cessna

Citation, LearJet, and Beech

Starship; and military planes

including the A-10, F-16, F-18, SR-

71 Blackbird, C-5, C-130, and the

Chinook helicopter. You might

even encounter the occasional

Goodyear Blimp or hot air balloon.

There can be up to 450 aircraft in

the air or at airports at any time.

The actions of these planes

aren’t scripted, either. They’ll taxi

realistically around SFC and other airports, enter

landing patterns, and do all the other things you'd

normally see in the skies. And if you get in their

way, they’ll react to you with evasive maneuvers

and annoyed radio calls.

Runways All Around
Flight Unlimited II models all 48 airports in

the Bay Area, ranging from big international air-

ports in San Francisco and Oakland down to all

the little uncontrolled private airports and grass

strips on farms throughout the area. Also, the

floatplanes can land on various bodies of water.

With its detailed scenery, Flight Unlimited II

is designed primarily as a visual flight rules

(VFR) sim. Full-blown instrument flight rules

(IFR) capabilities are there as well, with full sup-

port for VCR navigation and ILS approaches.

If some of the terms used here are new to

you, you’ll appreciate Flight Unlimited il’s

lessons. Like the tutorials in the original, an

instructor pilot first takes you through each

lesson, then you’re given a shot at the con-

Cessna 172

Type: Four-seal general aviation monoplane.

Power plant: Lycoming 0-320-E2D four-cylinder piston engine rated at 150 hp.

Armament: Whatever can be thrown out the windows.

trols. The focus is on what you need to know

to play the game-wannabe pilots looking for

all the gory details may want to pick up a copy

of Sierra’s Pro Pilot as well. You might even

try adding some weather effects. Flight

Unlimited 2 will support two cloud decks, as

well as realistic rain.

To get in the air, there's a quick flight setting

that lets you choose basic condition and your

location (in the air at a specific spot, at an air-

port, or on a 3-mile approach to any runway in

the game). There's also a more sophisticated

flight planning tool which lets you interactively

set up routes on a detailed sectional chart.

Your flights can take place during various

times of day, but there’s no real-time transi-

tion. It was too difficult to implement con-

vincingly with photorealistic terrain.

Flight Unlimited II should please any-

one with an interest in real flying. While

some may find the single geographic area

limiting (add-on discs covering other regions

planned), the fantastic detail more than

makes up for it, and the San Francisco Bay

area has plenty of variety. %

Ground Control

to n/lajor Tom

F
ull-blown air traffic control radio commu-

nication is being simulated for the first

time in Flight Unlimiteo 2. When com-

bined with the fact that there can be up to 450

other aircraft sharing the skies with you, this

adds immensely to the sim’s immersiveness.

Ground, tower, approach, departure, Unicom,

and ATIS information frequencies are all active

and packed with authentic traffic.

This traffic isn’t canned, either. Flight

Unlimited 2 builds appropriate communication

on the fly using a splicing technique. A real

air traffic controller provides the ground voice,

and also helped ensure the accuracy of the

communication. As you tune to an appropri-

ate frequency you'll hear both the lower and

other aircraft. Sitting on the ground at SFO

and listening to planes being directed to vari-

ous taxiways is eerily like the real thing.

interaction with the ground controllers is han-

dled through a menu system where you build

appropriate requests. You’ll generally only need

a few keypresses to request entry into a pattern,

get takeoff clearance, and so on.

CGW



if -22 RAPTOR: FIRST LOOK, FIRST SHOT, FIRST KILL

Operational Navigation Chart of

Bosnia used hy actual pilots!

of ilying the iF-22 Raptor.

Fly the most lethal combat aircraft ever designed,

recreated with unprecedented realism. Fly the

from Interactive

Magic. Experience the power of the F-22's

First Look, First Shot, First Kill capabM-

next-generation avionics.

ii;t cnn|

Unrelenting action and stun-

ning realism.

Truly dynamic campaign system •

never the same missions twice,

.•^crici! Modem and

network support.

DUBROVNIii
Real terrain rendered from real-world elevation

data and digital satellite photography—so true

to the real thing that we'll give you a [FREE

navigation chart for planning your attacks!

/F-22 Raptor is a trademark of Interactive Magic. Inc. All other trademarks

are property of their respective owners. OCopyright 1997 Interactive

Magic, Inc. All rights reserved.

<D1997 Interactive Magic

Developed by

ViACilC

How the Future is Played''*^ www.imagicgames.com

I

To obtain a copy, visit ynur local retailer or order direet at 1 - 8 8 8-2 3 2- 5 B 3 9
.

[

Interactive Magic, P.O. Box 13491, Research Triangle Park, NC 27709
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Advanceil Tactical Fighters June 96 150 Jane’s Combat Sims A A A A
1
Silent Thunder: A-10 Tank Killer 2 June 96 154 Sierra On-Line A A I

AH-64D Longbow July 96 164 Jane’s Combat Sims AAAAA
[Back to Baghdad Oct 96 254 Mite Simulations AAA 1

F-22 Lightning II Dec 96 382 NovaLogic AAA
IHind Jan 97 256 Interactive Maote

USNF 97 Feb 97 185 Jane’s Combat Sims

1
Flashpoint: Korea Feb 97 188 Jane’s Combat Sims

Flight Simulator for Windows 95 Feb 97 192 Microsoft

1
A-tB Cuba! Mar 97 164 Activision mmm
Jetfighter III Mar 97 170 Mission Studios A A A A

1
Flying Cons fib 97 152 EmBte Interactive AAA*

1

Air Warrior II June 97 142 Interactive Magic A A Ay
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|d sTATtWelcome to the Pacific, one of World

I
War IPs most magnificent battlefields.

“Welcome also, to PACIFIC GENERALr ams.

one of the world’s most magnificent strategy games!

'jSLANaS

TO ORDER; Visit your retailer

T";' orcall l-800-234-3088.

SOLOMON ISLANDS

uliRmlSijK^uljlluiD, Ills.

^y-T/ iiirjlsijis ylinuMuiis, liiE

njpiiinisuss'yuliiitiiii'/..
.

RyfeMlilifU'janail.

^ ^

nnoofuouaH ’

w^v,^,8gii
\,JH6SsiL ISLAND-

CIRCLE READER SERVICE II235

Land, Air & Sea Combat
That Spans the Globe!

Built around a significantly modified S-Star Series™,

game engine, PACIFIC GENERAL features a newly

E created naval combat model for high-seas realism.

T; Campaigns and scenarios playable as Japanese

I

I'lKlUUin^ 113 334!^iy ,,
, ^ Qf American forces. True head-to-head play

UVJi'J.;i'Jslll3!l3ii3t'3i.S3i| modem or network. And an all-inclusive

Battle Generator that goes beyond war in the

Pacific — it comes fully-loaded with maps

c and units from PANZER GENERAL"
and ALLIED GENERAL'."

,„„„„Imagine the possibilities!





AcIiVisioH

Since 1979, millions have Ibught for the love of magic in tlie Great Uiidergiwind Empire of Zork.

Now the Grand Inquisitor would love to see magic destroyed...sind you totcmized (a vciy had thing).

Rock-eating Brogmoids, gondola rides through Hades, and a bored Dungeon Master

who lives inslde-your lantern.. . It can only happen Underground.

GranD opemnG, FaiL 1997 mnoows'’ 95 cd-rom

;ni(i Z<)rk -irr f i;i(lr'in,<tk< .mil ZopK flriiinl laJiiiisiniv (“i .1 (r.nlriii.jtk V f*\l'‘inn. I?ii' All rr^'nnl

VII iillicT iiMilritwi'k, mill |ji'ii|ii-i-iir:« nl'ilic'ii' ri'iiiiTiivc cm in rii. .iH'li' iHimi.nilll
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(fl fif’sl'-perso'n scl-fd. ad

One small step for the moon...one giant shock for mankind! The Lunar Free State has declared indepehdence from the Earth. For a hardcore Lunar Militiaman
\

like you that means strategic combat against the military might of the United Nations on treacherous moonscapes and space stations,

recognition. Al-controlled reinforcements. Variable level gravity. Radical multiplayer technology. Rebel Moon Rising is a revolution in every

Voic^

Talk directly to fellow rebels in

multiplayer Squads.

Destroy.

Defend. Rescue.

Capture-the-flag or be fragged!



Extreme Resolution

(up to 1280 x 1024)

Dynamic Lighting Model

Combat, Squad and

Capture-the-Flag Multiplayer Modes

8-Way Network and Internet Play

REBEL mODH
R I S I N G'

To join the revolution go to www.gtinteractive.com,

call 1-800-432-3493 or visit your local retailer.

^ebel Moon Ri&ng 6 1996. 1997 Fentis Wolf. Lid. All Rights Reserved. Rebel Moon Is a
eglslered trademark and Rebel Moon Rising is a trademark ol Fenils Wolf. Lid.
Published and distributed by GT Interactive Sollware Corp. IBM and VoiceType are
lademaiKs ol IBM. AU other trademarks ate properties of their respective companies.

f GT Interactive

Software

wwn.glinleraclire.com

Voice Activated with IBM

VoiceType'" Technology
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Winbench '97 Bilinear 3D

Performance Advanced 3D Rendering Features
• Gouraud shading for more realistic shading effects

• Z buffering for faster 3D performance

• Bi- and Tri-linear filtering for smooth images

• MIP Mapping for better resolution of texture maps

• Alpha Blending for complete or partial transparencies

• Perspective Correction for proper perception of depth

• Video Texture Mapping to place video into images

getting back is up to you

Enter a 3D world limited only by your imagination.

A world where images flow as fast as your ideas,

powered by the most advanced technology.

• 4MB of Ultra High-Speed (600'MB/5) Video Memory

• 1024 X 768 resolution with 16,7 million colors

• Microsoft DirectSD and Active Movie support

• 170Mhz RAMDAC for refresh rates up to 160Hz

NITRO 30. New from STB, one of the largest multi-

media companies in this world. Helping you create

yours. From $99.99'

Available at:

COMPUSA
^FljrS ELEK-TEK.Inc. [CTRUtAbill lV

STB Systems, Inc.

(88S) 234-8750 hltp:/Avww.slb.coni

CIRCLE READER SERVICE #195



LOYD CASE* HARDWARE

Ten Ways to

Kill Bugs Dead
When on Bug Safari, Know What to Bring

by Loyd Case

A
I

longtime

ago, in

a... well,

anyway,

I

quite a few

I

years ago, 1

I

did some

I

backpack-

j

ing and

I light

mountain climbing in the Pacific

Nortlnvest. lliere was a club in Seattle,

the Mountaineers, that came up with

the idea of the Ten Essentials. This idea

sa)'s that ifyou go traipsing off into the

wilderness, you should— at a mini-

mum— take along Ten Essentials.

Tliese include obvious items like extra

food and clothes, and nol-so-obvious

(but necessary') items like sunglasses

and sunscreen.

Along those same lines, there are

some tools— software and hardware—

that I frequently use wlien hunting

down an elusive system bug. And since

any really good idea is worth stealing.

I’d like to offer up my Ten R.ssentials

for computer troubleshooting.

II you’re considering adding more

memory to improve your machine's per-

formance, consider carefully how much

you want to add. In some cases, you

can actually add too much. Every

Windows 95 system will benefit from

1.

Norton Utilities

Wlrether you’re still using DOS and

Windows 3.11 or have fully made the

move to Windows 95, Norton Utilities is a

must-have item (just don’t use the older

\'ersions on Win 95 problems). Tliough 1

generally don’t find much use for items

like the System Doctor, tools like Disk

Doctor and Norton Diagnostics (which

only runs in DOS) are invaluable.

One feature tliat I w'as initially skepti-

cal about is the System Genie. But once

you get by the overly-cutc interface, there

arc some very nice gems in tliere. Want to

change the wayWindows 95 handles long

file names? Consult tlx; Genie. Want to

hide some of those ])csky desklop icons?

Consult the Genie. Want to be young,

rich, and thin? Well . . . ifyou want to hide

some desklop icons, consult the Genic at

www,syriiaritec.corn/nu/indethtm!.

2.

Power Toys

'Ibis evolving set of unsupported— but

free— \Vindo\ss95 tools from Microsoft

is invaluable. Tlie most useful tool is

'IweakUl, which allow's you to change a

number ofWin 95 oiJlions— and not just

the user interface. \bu can change boot

options; repair damaged icons; and, y-es,

change some user interface options.

Ifyou have a cluttered desktop, but

often can't easily get to die de.skto[)

because of multiple open windows, click

on the Deskmenu icon, and you’ll get a

menu containing all items on your desk-

top. Download Rawer Toys at the foliow'-

ing address: www.microsoft.com/

wiiKbws/conmxm/corilEnfW^5UGBJtim.

3.

Kernel Toys

At tlie same UllL as Bower Toys, you

can find Kernel Toy's. Tliese are utilities

that make life easier for the DOS ^iier.

Wlien you run a DOS game from \Vin 95,

a default set of condition exists, as set in tlie

‘Mrtual"AUTO[iXEC.BATand CON-

h’lG.SYS files. One of tlie Kernel Toys,

DOSW^CFC, allows you to change

those defaults. But, tlie user interface Is a

little on tlic arcane side.Anodier Kernel

Toy called DOSWTNKY deactivates tlie

Windows icon keyon tliekeyfxiard wlicn

running DOS gimes. "Nuffsaid.

4.

Win 95 Control Panel's

Device Manager

Tliougli Win 95s built-in diagnostics

are, er, incomplete, the Device Manager

Memory Upgrades: A Point to Consider

having 32IV1B of memory. In most cases,

even 64IV1B can be useful. There’s a

temptation to think that more is better,

but 'tain’t necessarily so. For example,

systems using the Intel 430VX and

430TX chipsets can’t cache memory

above 64MB. Some motherboards using

the 430HX chipset can theoretically

cache up to 512MB, but only actually

cache the first 64MB if the vendor has

skimped and left out the necessary TAG

RAM, which stores cache memory

addresses. If enough isn’t present, high-

er memory addresses won’t be cached.

Continued on psge 120 WH

There

are some

tools that I

frequently

use when

hunting down

an elusive

system

bug. I p

You can reach

Loyd at bis new

email address:

lcase@pacbelLnet

JULY 1997 COW



TECHNOLOGY

LOYD CASE

Who’s In Charge Here?

^Advanced Giaphics SeUingt

»KQnlinue<l Irom pg 119

If you have an older S3-based

graphics card, such as the

Diamond Stealth 64 or Hercules

Terminator Pro, you may notice

relatively poor performance on

some Windows 95 games. It

turns out there's a conflict

between the Win 95 drivers and

the Win 95 accelerator feature.

To turn off the Win 95 accelera-

tor feature, right click on My

These settings control how Windows uses yout giaphics hardwaie.

They can h^you trouUeshool display-related problems.

Hardware acceleration:
=

3
^

M acceletain functions: Use ilw setlmg if your computer has no

probieiTts. (Recommended)

OK Cancel

Computei; click the Perform- to zero (see graphic). If your

ance tab, click Graphics, and game runs faster, then you’ve

turn down the accelerator slider solved the problem.

dialog Ik>x can be a ver)' good starting

point. In addition to stiovsing )'OU what’s

installed on your bo.x (or wliat Win 95

thinks IS installed), if may reveal an errant

dc\'ice rcsponsilDlc for an I/O resource

conflict. Bring up tlw Control F^nel, dou-

ble-click on tlie Sj'stein icon, and select

the Device Manager talj dialog. %u’ll see

a lisling of devices, and any misbehaving

device will liave an icon that’s an excla-

mation point in a )ello\v circle. TTiis isn’t a

diagnostic too! perse, but it can provide

iniporlant cluas when ininling down an

elusive .system glitch.

amning slowly, ['\'e used both the

WnBcnch Graphics WinMark and (he

CPUMarks to .see if my system wa.s run-

ning up to sniiff. A couple of times, I’ve

unco\'ercd radical sbw'-downs owing lo

older I6-i)it drivers that niaj' have been

iastalled without ni)’ know'ledge.

WinBench gives me a baseline perfor-

mance figure, ’’ib gel WinBench, clieck

out wwwzdbop.com.

7. Sdtech Display Doctor

’Hie Syjel is a 1.5Cii, removable iiard

disk from Syc[uest, and the external ver-

sion is two, yes, (wn drives in one. It’s ]iri-

inarily a SCSI drive, bill also conies with

a ]iarallel-to-SCSI adapter cable. Just

bu\' the “parallel [lort” version of the

Syjet and you also get a SCSI drive.

[ use the Syjet for backup. It comes

with a limited, but very' useful, backup

utility. Its fast, easy, and once you make

the uj>front investment of S500, cheap.

Cartridges cost around S125— less than

ten cents per megabyte. Backing up to

this baby has saved niy bacon on several

occasions. And. because its .so fast. 1

liack up more often. I'or more infonna-

tion, check out www.syquesLcom.

Scitech Software’s Dis[)lay Doctor

staitcd out life as UiiiVBE, and allows

nonA'BE (Xd^-SA BIOS Extensions)

graphics cards to run \^E-based SVGA-

grapiiics resolution games. It also comes

with other useful utilities, including

VBE'lest, which checks your graphics

caid forVESA compliance. Since I go

througli a lot of graphics cards, Display

Doctor is an invaluable tool at S55.

I^ow'nload a trialwarc version from

Scitcch atwww.scitechsoft.com.

8. Electric Screwdriver & Forceps

Tliese may seem like laxuries, but to me

tliey’re essentials. 'I he electric screw'driver

can pop open a case and remove (or

install) ex])ansinn cards or periplicrals in

no time. And tlic forceps arc useful for

installing jumjxirs in awhsard locations,

and getting into hard-to-rcach spots.

Huh?A benchmark in my set t;f trou-

bleshooting tools? You bet. On a number

of occasions where tilings seemed to be

Every now' and tlKH, a utility conics

along tlial fills a long-unfilled gap. One of

these more arcane actisities is preparing a

hard disk. Microsoft has supplied FDISK

since the early ditys of DOS, but tlie basic

user interface Ls still the same. Partition

Magic cleans up the interface with a

graphical (lint non-windows) interface.

Wliile liandy for new disks. Partition

Magics real benefit comes wlien you

w-ant to reconfigure your existing drive.

I recently installed OSR/2 (OEM

Service Release 2) ofWin 95 so 1 could

add the E-\n2 file system lo my dfsks,

EAT32 removes tlie 2GB di.sk partition

limit and expands it lo two terabytes.

Nomially, 1 would have had to back up

all my drives, nin I'DISK, refomiat my

drives, reinstall Window's, reinstall my

backup program, and finally, restore my

files. Partition Magic 3.0 allowed me to

cliangc all my partitions to FAT32 willi-

out losing a byte of data. Download (he

3.02 ]iatcli from Ibwerquest before

attempting to merge \ olumes. Check it

out at www.powerquestcom.

10. Recovery Disk

A recovery' di,sk is essential, w'lietlier

you use tlicWn 95 Control Panel lo cre-

ate a basic one or Norton Utilities to cre-

ate a Cadillac version. You need an apjiro-

priate minimum .set of tools— FDISK,

SCANDISK, XCOIA: EDH; S'l'S, and

FORh'F\T— to recos'erftoin disk prol>

Icms. On occasion. I’ve lost sometliing

potentially disastrous— such as the boot

sector on my hard disk. Witli a recovery

disk, I can usually' run utilities to repair tlie

problem. It can save an erximiDiis amount

of blood, sweat, tears, and toil.

KEEP THINGS IN PERSPECTIVE

Ify'ou find yourself getting fruslnited

and reaching for a liammer, walk away.

Rcmemlier that a world exists outside of

tliat beige box sitting on your desk. Get

some sleep, read a good book, or take a

w'alk. It’s ania/ing how sometimes a solu-

tion will suddenly pop into your liead

w'lien you’re not intensely focused on (lie

problem. Computers sliould only be a

diversion, like the games we play on them.

As I check Ihe clock, I see it's time to

get going: I’m off for a good days hike. I

guess that new motherboard w'il! ha\'e

to wait until next week. %
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H/ghesf performance for MMX

teggapi “The fastest, most complete low cost 30 card you can

Period."PC Computing Dec '96.

Do you crave over 30' fps bone crushing speed for your

3D games? Looking for the fastest Windows and video

performance? Then power up your Pentium with the award

winning Matrox Mystique graphics acceierator - now

with a new low price and the optioh to upgrade to 8 MB!

Mystique's mind altering speed is a combination of fast SGRAM memory, unique scatter gather

PCI bus mastering and a fully optimized 64-hit design. With all these advanced features, you'll

be ready to fly, blast or tunnel your way through exciting 3D game titles, like Tomb Raider at

over 30* fps. Be sure to check out our web site for the latest speed tested games! What’s

more your DOS games will also be faster than ever. And your most demanding Windows and

video applications will scream onto your screen at hallucinogenic speed.

And now, Mystique pushes the limits even further with its new Matrox Rainbow Runner

Studio add-ons (sold separately). Play your favorite PC games on a big screen TV. Edit your

home movies right on your PC. Grab or send video images over the Net, and much more!

Free Besiructien Derby ’""2

Matrox's over 200 awards and twenty years experience in delivering breakthrough technology

to customers such as Compaq, Dell, Hewlett Packard and IBM means you're getting the

most innovative and reliable solution for your home. Matrox Mystique is what you need to

power your PC into the 21st century.

Free saltware. Szail value!"

Free bSecb Ifllarrier'^'Z

Free Seertrbed Plaeet™

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

Estimated stieet piics. **Game bundle available with retell version oniv. All performance tests conducted by Matrox Grapitics Inc. on a Gateway 200 MHz MMX system with 32 MB of SDRAM and 512K caclio. Winbench 97

Business Grapitics test conducted at t024 x 768 @ IG bil with 7S Hz vertical refresh under Microsoft Windows 95. Matrox Mystique, ATI 30 Xpresslon -t- PC2TV, Diamond Stealth 30 200QXLBnd Creative 3D Blaster PCI were

configured with 4 MB of memotv for the PCI bus using driver releases 3. 4t, 3.03, 4.03.00.3105, end 2.04 respectively. Microsoft Tunnel test run at full screen 640 x 400 @ 16-bliai default manufacturer refiesh rate based on

Gouraud shading, perspective correct textures, point sampled with Z-bulfer.
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Micron Sales tore: MorvRi 6am-10pm. Sat7am5pm (MT) • Technical Support Available 24 Hours A Da^7 DaysA Vlfeek

Tollfree (ram Mexico: 95-80&-708-1755 • Tollfree from Canada: 800-708-1758 Toilfree from Rjerto Ric»: 800-708-1756 • International Sales: 20869JB970 • Internationa! Fax: 208^93-7393
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i HERE’S

i YOUR SALT

I AMD PEPPER.

MICROrHAS YOU COVERED, WHETHER YOU'RE A CASUAL USER, PC ENTHUSIAST OR ANYTHING IN BETWEEN,

Micron offers PCs expressly designed to meet and exceed your computing demands. Beginning with the Micron Millennia'"

line. Whether you need workstation-level performance, the most current technology or full-featured affordability, Millennia

delivers. Micron also offers the Home MPC’" series. With award-winning Pentium’ processor-based technology, an

outstanding selection of software and competitive pricing, the Home MPC is a welcome addition to any family.

Of course, every Micron PC is supported by award-winning service, 24 hours a day. And comes backed by our industry-

leading warranty. So for a computer that combines quality, versatility and flexibility resulting in the best performance for the

price, you have several models to choose from. But only one name. Micron.

512KB pipeline burst cache, flash BIOS
...

Id CD-ROM drive

Pentium^

95 and MS’ Plus! CD
IBECDs

It Pak (composed of MMX lechnotogy-based software)

iPower^ limited warranty

$
1^959

Ip {13.7" display)

Bus, leaM S67/tr)o.

MHz Pentium processor with MMX
fRAM

in 17FGX, .26dp (15.8" display) lease $82/mo.

MHz Pentium processor with MMX
(RAM

in 17FGX, .26dp (15.8" display) Bus. lease S9i/mo.

. irfcn cnMikaing laan 33Mn leb^
^ n .< defers ard cOscrved nrs% rstg (nay Ce

S2,399
Bus, lease $82/mo.

]B3 noxruT' ciWb

CH Mffipaiopw~.
512KB pipeline burst cache, flash BIOS

PCI 32-bif Ultra SCSI Fast-20 controller

12XSCSI CD-ROM drive

3,5" floppy drive

100MB Iomega Zip drive

32 voice wavetable stereo sound with spi

PCI 64-bit 3D video, MPEG, 4MB EDO RAM
Tool-tree minitower or desktop

Microsoft Intellimouse, 104-key keyboard

Microsoft Windows 95 and MS Plus! CD
Microsoft Office 97 S8E CDs

Multimedia Xcitement Pak

(comprised of MMX techno

)wer limited warranty5-year/3-yearM

Intel 200MHz Pentium processor with MMX
32MB SDRAM
4GB Ultra SCSI hard drive

17" Micron 17FGx, .26dp (15.8" display) Bus. tease $ 106/mo.

*3,159

MICRON
POWERWARRANTY
ijwkS wSlh'wSlwX uiuJ'fiirTSrt Vtx)

1-, 2- « 3-ytv «pJ«af omIU awt j[|fee™nl fjr Uicton dtiktpp art server lyiteir

30 days fnt Mem-suppSed softvrars supiisn for UtaM desklpp sysums; 3 oplioia

Sd ra'^^*’it'rems d^ndtlp*

^ananfe and lertr

Copies pi Ihe limited watranlies may be olitainid on our We'll site v try calling Micron.

Supports dual Intel 200MHz Pentium Pro

al L2 cache, flash BIOS

able speed CD-ROM drive

ja Zip dn've

sound and speakers

video, MPEG,

PENTIUM,PRO

Duse,104-key keyboard

/s95 and MS Plus! CD
I7SBECDS

:ron Power limited warranty

m Pra processor

gy modem*
X, ,28dp (13.7' display)

52,299
Bus. lease S78/fiKi.

17' Micron 17FGx, .26dp (15.8" display)

*2,799

*3,499

SI Fast-20 controller

17' Micron 17FGx. .26dp (15.8" display)

512KB pipeline burst cache, flash BIOS

3.5" floppy drive

100MB Iomega Zip drive

32 voice wavetable stereo sound

with speakers

Advent AV270 2x25 watt stereo

speakers in P200 only

33.6 fax/modem, speakerphone,

voice mail

Microsoft Phone telephony software

Internet ready: SPRYNET Internet trial

membership, Microsoft Intenret Explorer'*'

America Online and CompuServe trial membership

PCI 64-bil 3D video, MPEG, 2MB EDO RAM
Tool-free minitower or desktop

Microsoft Mouse, 104-key keyboard

Microsoft Windows 95 and MS Plus! CO
Microsoft Works CD

SystemSoft SystemWizard application

for automated problem resolution

Quicken Rnancial Pak, Family Pak, Microsoft Home Pak

5-year/3-year Micron Power limited warranty

Intel 166MHz Pentium processor

16MB EDO RAM
2.1 GBEIDE hard drive

12XEIDE CD-ROM drive

15" Micron 15FGx, .28dp (13.7' display)

With Intel 200MHz Pentium processor with MMX add S300

With Intel 166MHz Pentium processor with MMX add S100

Pentium'

Intel 200MHz Pentium prxessor

32MB EDO RAM
3.1 GBEIDE hard drive

16X EIDE variable speed CD-ROM drive

17" Micron 17FGx, .26dp (15.8" display)

With Intel 200MHz Pentium prxessor with MMX add S100
With Intel 166MHz Pentium prxesxr with MMX subtract S100

CALL MOW FOR DETAILED

PRICING AND OPTIOMS

888*669«0969
www.micronpc.CQm

CIRCLE READER SERVICE #100



by Loyd

O
nly a few years back, there

seemed to be sound cards

coming out of the wood-

work. Everyone was doing

one, and like the 3D graph-

ics chips of today, there

were a host of boards from a wide

array of vendors. Changes in the

landscape of the sound card mar-

ket have driven off all but a brave

Prick up Your Ears to the

Cleanest Digital Audio/Wavetable Sound Yet

few-but only long enough for them to regroup. A slew of chip makers have recently announced PCI-based audio chipsets, most of

which will make their debut later this year. These new chipsets will bring a couple of things to the party for gamers, but chief among

them will be positional SD-audio technology. Here's a look at one such board that's already here, Diamond's MonsterSound, as well

as a look at some of the leading non-PCI-based sound cards on the market.
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Diamond MonsterSound

Feed the drivers CD, and the

Creative Labs AWE-64 Gold

AAAA
Of the most interesting products

out there is Diamond’s new

MonsterSound. Rrst off, this card

goes into a PCi slot, not an ISA

slot. And given how crowded the

ISA bus has become, a PCI audio

card is a welcome change. The PCI

slot is no gim-

mick, howev-

er—this card

needs PCI’s

additional

bandwidth,

because it’s a

true positional-

3D-audio accel-

erator card.

The technology behind

MonsterSound was developed by

Aureal Semiconductor, who is some-

thing of a Phoenix, having risen out

of the ashes of the old Media Vision

bankmptcy and then merging with

Crystal River Audio. They’re now

focused strictly on developing 3D-

positional audio chips.

The MonsterSound is the first

fruit of Aureal’s 3D audio technolo-

gy to hit computer store shelves.

It’s strictly a Vlfindows 95 device,

and makes no pretense of working

in DOS exclusive mode. There is

Sound Blaster emulation software

that lets DOS games running in a

Windows 95 DOS box think there's

a Sound Blaster present, but

Diamond strongly recommends

keeping your old ISA sound card.

Setting up and installing the

MonsterSound is the audio equiv-

alent of installing the company's

MonsterSD graphics card. You

find a free PCi slot, insert the

card and attach a pass-through

cable to your legacy sound card.

^PflOS: Best 3D audio rendering in

town; good, clean digital audio.

^CONS:
Mediocre

wavetable; PCi

slot needed;

legacy sound

card required for

MS-DOS mode

game-play.

MonsterSound is good to go.

Once installed, you really need

to run the demos to understand

what the MonsteiSound is all

about. One depicts a graphically

crude helicopter flying above you,

behind you,

and all

around. The

overall effect,

while not

completely

re^istic, is

nonetheless

quite star-

tling-it’s easily

the best positional 3D audio I’ve

heard, and it only requires a pair of

speaker or a set of headphones.

The MonsterSound also has a

wavetable synthesizer with a 2MB

wavetable set. The patch set isn’t

spectacular but Is good enough.

If you have a better MIDI

wavetable on your legacy sound

card, you can disable Monster-

Sound’s in the Win 95 Multimedia

Control Panel applet.

Playing non-enhanced games is

pretty straightforward, as long as

they’re Win 95 games. The digital

audio sounds very clean, though

there’s just a tiny bit more back-

ground noise than the AWE-64.

Diamond bundles a couple of 3D

audio-enhanced games with the

MonsterSound, including Maxis’

SimCopter and LjjcasArts’ Outlaws.

Playing the 3D audio-enhanced ver-

sion of Outlaws is truly startling.

You'll hear taunts from your ene-

mies and gunfire from behind you.

The MonsterSound really adds a

whole new level of immersion to

the gaming experience. Even if

you have a good sound card,

check it out. It is, as another

memorable Lucas character

might say, "most impressive."

Diamond MonsterSound

$199 (list)

Contact Diamond Multimedia

(408) 325-7000

www.diamondmm.com

Rrr some time now, the Creative

L^bs line of sound cards has been

something of a whipping boy

among the more audio-sawy users.

Complaints ha/e been heard about

noisy digital audio, uninspiring

wavetable patch sets, and the lack

of leading edge features, But they've

fired back with the AWE-64 Gold.

Installation is typical of the

AWE series. You plug the card

into a free ISA slot, connect the

cables, and shove the CD into

your CD-ROM drive. If you’re sys-

tem has AutoPlay enabled, a

menu pops up on the screen. A

few more mouse clicks, and the

Windows 95 drivers are installed.

DOS is another problem altogeth-

er; Initially, things seem to install

well. However disabling the jc^tick

port in DOS to use a dedicated

game card proves problematic—you

must deacti\^e it in Win 95.

Cool looks are one thing, but

how does it play? Well, the most

impressive thing about the AWE-

64 is what you don’t hear.

There’s almost no hiss, no

crackles, nor the beloved

popping. Digital audio in

both DOS and Windows

sounds very good—free

of noise and with a lot of

presence.

The quality of the MIDI

music sounds has improved

considerably as well. AWE-64's

4MB General MIDI patch set

sounds markedly better than its

predecessor In Windows 95, AWE-

64 can loss in another 32 voices

(for a total of 64 voices) by using

Waveguide synthesis. Waveguide

uses a synthesis technology called

physical modeling, which math-

ematically models the charac-

teristics of a given instrument,

rather than storing sample

sounds of that instrument.

In an A/B test against a

Roland SCD-15 Sound Canvas

daughtercard mounted on an

AWE-32, the MIDI on the

AWE-64, though much-

improved, still hasn't caught

up with the Roland. Acoustic

piano lacks body, and the strings

in the Star VJars piece are a bit

shrill. But really, I'm quibbling— it

all sounds really good.

The Waveguide approach eats

CPU cydes for lunch. In fact, sever-

al users report that the AWE-64

refuses to work in Cyrix 6x86-based

and AMD K6 systems; apparently

Creative wants “Intel inside."

As for positional 3D, AWE-64

Gold provides some DirectSound

3D acceleration by using its EMU-

8000 synth engine, though their

demo that supposedly shows this

technology in action was some-

what underwhelming.

Windows 95 game-play sounds

simply terrific. The absence of any

noise is, well, noticeable. DOS

games sounds equally good, and I

even got an old DOS game,

Crescent Hawk’s Revenge to run

with original Sound Blaster sup-

port no less.

There's also some bundled

software, including a couple of

games—

M

agic Carpet 2 and

Eradicator.

AWE-64 Gold

$199 (street)

Contact: Creative Labs

(408) 434-5700

www.$oundblaster,com

^PROS: Solid wavetable; clean,

quiet digital audio; great

compatability.

^OHS: Non-

Intel system sup-

port problematic;

no support for

MIDI daughter-

cards; limited

3D-audla func-

tionality^



Turtle Beach Trapez Plus

Turtle Beach has long been

synonymous with the high-end of

sound cards. Several years ago,

they made an abortive foray into

multimedia kits and entry level

audio. Recently, as they were

returning to their roots—high

quality audio—they merged with

Voyetra. One of the results is

Tropez Plus, a high-end, Sound

Blaster Pro-compatible card with

4MB of wavelable ROM.

The Tropez Plus uses Crystal

Semiconductor’s CS4232 for digi-

tal audio and Sound Blaster Pro

emulation, and an ICS Wavefront

wavetable synth. Win 95 installa-

tion is easy. After sliding the

Tropez into an ISA slot, Windows

95 autodetects the card and

prompts you for drivers. The

Tropez drivers are in a two-fioppy

set, which feel a bit odd in this

CD-oriented era. Still, the installa-

tion is easy and straightforward.

That is, until you discover that

MIDI won’t play. It turns out that

the Tropez wants

IRQ 9, but my net-

work card had

already grabbed that

IRQ. The problem

can be solved by

de-installing the

Ethernet card in the

Windows 95 device

manager and letting

Windov^ re-detect it

when it restarts.

Once that tittle

problem is solved,

the Trapez Pius han-

dles most Windows

95 audio chores

with aplomb.

Occasionally, the

Tropez Plus control panel mysteri-

ously crashes, but this doesn’t

seem to affect sound at all.

The MIDI patches on this card

sound terrific. In an A/B com-

parison with an AWE-32 with

a Roland SCD-15 Sound

Canvas daughtercard, the

acoustic piano on the Tropez

is every bit the equal of the

Roland, which is high praise.

The Star Wars theme, a 24-

voice MIDI sequence from

LucasArts, sounds very good too,

though I would give the nod to

the Roland for

string chorus

sounds. Drams

are less impres-

sive though, with

kick drum and

snare sounds

paling compared

to the Roland.

Digital audio

sounds every bit

as good as the

AWE-64,

although there is

just a bit of

background

noise and the

occasional light

popping sound.

Windows 95 games seem to run

fine as well: Red Alert, Emperor of

THE F/vting Sun, Mechvwrrior 2, and

Magic: The Gathering all play fine

and sound great.

If all this sounds too good to

be true, well, read on. Problems

begin to surface when configuring

the Tropez for DOS mode. Booting

into DOS with the Tropez Plus is

an exercise in patience. It tests

the onboard circuitry and down-

loads code to the audio chip, and

^PROS: Very nice General MIDI

wavetable; fairly clean digital

audio.

jciciiif

it takes its sweet time doing it.

Luckily, there’s a little spinning

doodad that tells you your system

is still alive.

The DOS installation program is

good, but it warns you not to run

it if you have Windows 95. Pay

attention to what it says. You do

not want the DOS stuff loaded

when Windows 95 is running, as

it seems to cause numerous mys-

terious lockups.

When actually in DOS, the

Tropez Plus seems to ran in

Sound Blaster mode quite well. I

configured the original DOS ver-

sion of Panzer General to recog-

nize a Sound Blaster Pro and gen-

eral MIDI wavetable card, and it

sounded great.

The Tropez Plus has a connec-

tor for an IDE CD-ROM drive, and

the manual is extensive, with a

very solid troubleshooting guide,

which you’ll probably need if

you’re in DOS a lot. If you remain

in Win 95 most of the time, how-

ever, the Tropez Plus is a solid

card with a very solid wavetable

and good digital audio.

Turtle Beach Tropez Plus

$230 (street)

Contact: (800) 233-937

wvm.voyetra.com

Miromedia Suiround

The Miromedia Surround is

an interesting little card that

adds a Dolby ProLogic decoder

in your PC’s

audio system,

you have a

spare ISA slot.

There's also a

surround sound

mode using

technology

licensed from

consumer elec-

tronics giant

JVC. This card

is more of a luxury item than

necessity, since there are only a

handful of ProLogic-enabled

games out there.

The Miromedia Surround is a

typical Plug-and-Play device,

meaning that

Windows 95

will sometimes

problem, it's the speakers that

give you trouble. The JVC 3D

sound technology is more inter-

esting than useful, and to get the

full effect, you need five speak-

ers: two main stereo speakers, a

center channel, and two rear

satellites. This setup might be

something of a stretch for most

home offices, but what's

worse is the confusing mix-

ture of mini-DlN and RCA

jacks on the back that some-

how connect to speakers. The

card comes with some sound

samples and a demo version

of Wing Commander IV, a

Dolby ProLogic-enabled title.

Still, the Miromedia Surround

does work as advertised, so if

you’re anxious to add Dolby

ProLogic to your rig, go for it.

Miromedia Suaound

$99

(800) 474-6476

www.miro.com

^PROS: Makes ProLogic tities

reaily come to

life.

COHS: An

incomplete PC

audio solution;

requires extra

speakers.

CGW JULY 1997



Wi

To creaAe-Virve. fer-(ec;i-

soond VV?njs,

•Drowned acjd^^auna

desiqner^

^ 5^odio
»

recorded vV

tvwcrop'^'^

'

Vs(r^«P?®^

CIRCLE READER SERVICE #082



HARDWARE

The Future of

Audio Is Behind You
by Dave Salvator

I

f you think about it, we can “see” much more with our ears

than we can our eyes. We can determine the position, and

often the direction, of sound usuaily without having to move

our head. This process of how we determine both the posi-

tion and direction of sounds is called “localization," and

researchers in an area called psychoacoustics have learned quite

a bit about how humans localize sound. Using this knowledge,

sound designers can fool our ears into telling our brain that a

sound is at a specific location by appiying digital filters. These fil-

ters approximate how sound behaves in the real world when at a

given position— left, right, in front, behind, above, or below— rela-

tive to the listener.

As audio migrates to the speedier PCI bus, and as graphics

traffic is shitted over to the AGP architecture, gamers should look
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forward to the next aural dimension: real-time, 3D-positional

audio. For a primer on the physics behind 3D audio, check

out www.computergaming.com.

In this article we'll take a look at the different approaches

to doing 3D audio, some of the hardware ih the works, and

game developers’ take on this new technology.

Will the Real 3D Audio
Please Stand up...

Admittedly, the term "3D Audio" has been the source of

some confusioh aod much marketing hooey. But wheu all is

said and done, 3D audio architectures basically fall ihto three

camps: 3D Stereo, Multi-speaker Array, and Positional 3D Audio.

All three spruce up traditional 2-channel stereo, but gamers will

get the most benefit from the last two, because programmers

can position individual sounds, rather thah just apply a “3D'’

effect to the entire mix. Here’s how each type works.

• 3D Stereo: These technologies are really ’’2.5D’’ implemen-

tations that essentially take an existing stereo output and

“spatialize” it, meaning they apply some filters to the stereo

signal to widen the perceived stereo field. This technology

has shown up on sound cards and in speakers, and has been

developed by companies like QSound, Spatializei; and SRS.

The effect is an incremental improvement over traditional

stereo, but these technologies offer little or no granularity for

processing individual sounds.

• Multi-speaker Array: Dolby is the best known champion of

these technologies, both in movie theaters and home theater

configurations like ProLogic and Surround Sound, and more

recently, AC-3. These technologies rely on placing actual

speakers behind the listener, and then panning sounds into

these rear speakers to give a 3D effect. Though primarily

used for movies, several game titles, including the Wing

Commander series and NovaLogic’s F22 and Commanche 3,

have used ProLogic.

There’s an interesting overlap here with DVD-ROM drives,

which will soon be proliferating into PC markets. DVD movies

use Dolby’s AC-3 audio encoding, which is called a ’’5.1’’

setup consisting of left, right, center, left rear, right rear, and

sub-woofer channels; or, in other words, five speakers and a

sub-woofer. The main problem with these systems is the

cost of the extra speakers and a multi-channel amplifier

Also, AC-3 is primarily designed for movies, and can't really

be used for game audio, because it’s too computationally

intense to encode in real-time. So while the 3D audio here

can be convincing, it remains to be seen whether gamers

will want to shell out the cash for these elaborate speaker

systems, though this setup could be ideal for a living-room

PC. The good news here is that DVD/AC-3 will also help drive

3D positional-audio technologies, and both will go a long way

toward bridging the guality gap that has long existed between

Conventional Stereo: Sounds seem to come from between speakers.

Some front-to-back range.

typical PC audio and home hi-fi.

•Positional 3D Audio: This technology holds the most promise

for gamers, since it allows sounds to be rendered in real-time

and is ideal for mapping sounds, both stationary and moving.

Positional 3D audio can also be used to virtualize a multi-

speaker array such as AC-3 into two speakers. This technology

tends to be more effective in headphones, since each ear gets

a well-isolated sighal of the rendered sounds, but improvements

have made this technology quite convincing, even when used

with so-so multimedia speakers.

Something Wicked This Way Comes
Diamond’s MonsterSound fully supports positional 3D audio,

and though game titles that take full advantage of it are still
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Ifyour soft\fi/3re could

it would dre^m of rurH^'^9 a MACH V

Falcon Northwest’s MACH V series of custom built PCs -

hand crafted silicon for those who accept only the best

CALL TOLL FREE:

1-888-FALCON-1
or 1-800-258-6778

“Falcon Northwest took top honors in

CGWs review last year, and rightfully so.

Overall, the MACH V is once again about

the fastest rig of the bunch this year.

Windows performance was rack*solid

across the board, with wins In just about

every category, including 3D graphics.”

- Computer Gaming World

“A welcome by-product of the component
choices is the MACH Vs excellent business-

application performance” “The MACH Vs
Winstone 32 score [beat all 8 other 166 MHz
machines, and even a Pentium 200] for first

place. The Falcon beat out its l66MHz
Pentium competitors on hard drive and
graphics performance as well.”

- Computer Shopper

“The Falcon MACH V provides no-

compromise audio and video

performance that will knock you out

of your seat.”

- Family PC ‘Recommended’

FALCON NORI'llWEST
COMPUTER SYSTEMS

http://www.falcon-nw.com

Custom built PCs starting at $2,495 for game playing, graphics, game design - or even getting some work done
CIRCLE READER SERVICE #257



Surround Sound: Five sneakers used to place sounds cemplelely

around listener.

relatively few, this board delivers 3D audio that can be readily local-

ized, thanks to filtering technology from Aureal Semiconductor

Euphonies has also developed 3D positional filtering technology

that will show up in VLSI's new SongBird chip. In addition to doing

3D stereo, QSound also has positional technology that will soon

show up in a PCI-based audio chip. Crystal Semiconductor also

has a PCI-based audio chip cooking that will support both Dolby

AC-3 and positional 3D audio. For their part, Dolby is working on a

positional technology, internally code-named “Project X," that will

be based on their ProLogic multi-channel architecture.

There is one downside to Diamond's MonsterSound: It only

supports Sound Blaster compatibility running under Win 95. PCI

audio chips from VLSI, Crystal, and S3 will all support Sound

Blaster audio running under MS-DOS mode, thanks by and large

to a new feature called DirectDMA in Intel's 430TX, and all

future-generation chipsets.

Also on the horizon are a host of CPU-based CD-audio

fechnologies, many of which will take advantage of MMX,

including QSound’s QSoft3D, Intel’s RSX, and Spatializer’s

encompass. At press time, we didn’t get a good listen to

these technologies, but because full-bore 3D audio processing

is pretty intensive, it’s doubtful fhese CPU-based technologies

will match the overall quality of their hardware-accelerated

counterparts. Then again, because these technologies require

no additional hardware, they're usually hard-wired into games,

and won’t cost you anything extra.

expand other aspects of the game, especially audio. But

before we can cross over into this brave new world of

enhanced gaming, 3D audio does face some hurdles.

Sound designers we interviewed at Maxis, Westwood, and

Reality Bytes are all planning on implementing 3D audio in

some form in upcoming tifles. However; they express con-

cern about Microsoft’s recently revamped DirectSound 3D

API still being somewhat incomplete. Like DirectBD on the

graphics side, DirectSound 3D delivers a baseline quality level

when using the CPU, but it’s unable to use specific feafures

of some hardware-based 3D audio technologies. Again, as

with Direct3D, a universal API is a very alluring idea, but dif-

ficult to bring to fruition.

As for CPU-based versus accelerator-based 3D audio, all

three designers are Impressed with Aureal Semiconductor’s

technology, but are also looking to use some CPU-based

solutions as well. A key word all three echo is scalability, that

is, building game audio so as to take advantage of a 3D

audio accelerator if it’s there, but also provide some scaled-down

3D audio if processing has to be done on the CPU. From the

CPU-based solutions, David Chait of Reality Bytes says he’s look-

ing for a discernible difference in 3D quali^ with little or no addi-

tional CPU overhead.

Of course, as is the case with 3D graphics, 3D audio render-

ing quality will vary widely across different chips, with some

vendors making trade-offs and punting certain features to keep

costs down. There will be a bevy of cards out there, ranging in

quality from not-so-hot to very impressive. As more 3D audio

and PCI-based audio parts, as well as new CPU-based 3D audio

options, begin to circulate, we’ll have at ’em and separate the

posers from fhe real positioners. Stay tuned.

For more on the innards of 3D audio, check out Durand

Begauit’s 3D Sound for Virtual Reality and Multimedia (AP

Professional).

%

But Why Does This Matter to Gamers?
These new developments will most likely touch games

before any other application, and we gamers will reap the

reward, especially in first-person perspective games and simu-

lations. Additionally, overall quality should also head north

thanks to the higher bandwidth available on the PCI bus. And

as AGP-based 3D-graphics chips take on more duties in the

rendering pipeline, more CPU cycles will be available to

Virtual Surround Sound: Two speakers used to place sounds

completely around listener.
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iFiCRy LARAHBkis one of the most Recognized Fi^uRes of the

PoweRVR” Revolution. A coiiFRontAtioiiAlist, she Iias gRown tiRed of the old

3D ORdeR. With pASsion And AngeR, Lara Iias been Relentlessly FAiining the

FlAines OF RevolutioiiARy justice for gAineRS AROund the vvoRld.

WELCOME TO THE MOVEMENT.

APPARENTLY, DISCOVERING ANCIENT

TOMBS HAS FAILED TO SATISFY THE

RADICAL HUNGERS THAT GNAW AT

YOUR SOUL?

UM, DON’T TAKE THIS THE WRONG

WAY LARA, BUT THAT'S SOME BODY,

L: Actually, you should see it at 800x600

resolution, i think you'd dig my aerial flips with

realistic shadows.

flara Croft:) My first passion wili always be

exploring ancient civilizations. But when I

realized gamers were being kept down by

inferior 3D technology, 1 went balistic.

I'm busting my arse to get gamers the 3D

experience they deserve.

SO THE BLAND 3D EXPERIENCE WAS
BOUND TO PRODUCE A REVOLT?

L; Absolutely. But this is an armed struggle,

love. And the weapon is not the Colt .45 in

my hand. It’s the PowerVR 3D technology that

will topple the bloody awful 3D experience.

ARE YOU SAYING EVERYTHING ABOUT

CONVENTIONAL 3D TECHNOLOGIES

DESERVES TO PERISH-SHOVED OFF

TO THE ASH HEAP OF OBSOLESCENCE?

L: Bloody right, mate. Gamers want 3D

technology that liberates their experience. Like

higher resolution. Higher frame rates. Effects

that take them as close to reality as you can get.

WHEW, WELL, UH,..SO LARA, THESE

ARE EXCITING, TURBULENT TIMES.

GAMERS AND GAME DEVELOPERS

SEEM TO BE GETTING SWEPT UP IN

THE PROMISE OF POWERVR.

L: That's right. Our freedom fighters are

developing games right now that are

PowerVR Ready. Eidos, Kalisto, Shiny, Sega

Entertainment, FASA, Activision, Core Design,

Gremlin. All feverishly churning out PowerVR

Ready titles, including my next adventure.

Tomb Raider 2.

WOULD YOU SAY THE MOVEMENT IS

OBSESSED WITH POWER?

L: Of course, you twit. Frankly, we're not

stopping until we have profoundly altered 3D

reality for all gamers. And we will! Because we

have finally seized the ultimate apparatus of

real 3D power.

THE POWERVR TECHNOLOGY?

Tomb Raider

LIBERATION SEEMS TO BE A CENTRAL

THEME DRIVING THE MOVEMENT.

L: Look, if 1 could esape the suffocating arrogance

of snooty British society, gamers could overthrow

the forces ti7ing to smash the PowerVR resistance,

That's what pumps adrenaline through my body.

L: Yes. And with it, there will be no obstacles

that can stand in the way of the mission

of the PowerVR revolution: to produce the

most realistic game experience imaginable.

Now bugger off, I've got a battle to fight.

POWERVR-

DeinAnd PowcrVR RcAcly tiARdwARC And gAincs.

It is youR Risht.

www.poweRVR.com
800-366-9782

©1997 NEC QecIreninlfK.PmtVIiSPmrVRkijootiliadeinarks of Vldnlogic ltd. IwnbRoiilerO'’' 1996, CorgDtsign ltd.®® 1996, ndoslnleroclive Ltd. loco Oollond her hkeiiessDrgltDdcmgtksofEidoi, Pic. All tighh revived. AH olfiirlcDdecnorls and lojct get ibeptotttrty el their rssiiectneMdm.

CIRCLE READER SERVICE #260
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REVIEW • FALCON NORTHWEST MACH V

Price: $3,495 (as tested)

Manufacturer:

Falcon Northwest

Coos Bay. OR
(888) FALC0N1

www.falcon-nw.CGm

Reader Service H: 340

5-Star Falcon
Mid-Level Mach y Has All the Goodies, and the Price Is Right

by Dave Salvator

F

alcon Nortlnvcsl !ias built a

vvell-dcscrv'ccl reputation for

making screaming game rigs

that arc built for gaming,

but would run aiw other stuff

(like work), too. But all that

perfomiancc carried a premi-

um price tag that pul the

Mach V beyond the reach of

many gamers. In this latest

incarnation, Falcon unveils a more com-

pelitivel)'-priced Mach V that comes in

at around 53,500. 'Ihat ma)’ still seem

pricey, but the Mach .ships with all the

gamers’ trappings, and is ready to party

right out of the box.

'^riie Mach Vs documentation is thor-

ough and com]3lctc, including Falcons

“paper registry," w'hicli details !/0

resource assignments of c\'er\' board in

the system. Given tire number of miscre-

ant PnP cards out tlicre, this list can i>e

invaluable wlien installing a new card. 'Ilie

Macli Vs installation is basically [rainless,

with all ports clearly labeled, Sctiijr takes

about ten minutes, and once you [rower

u|r the MachV its leady to [rlay, berth in

Win 95 and DOS. Falcon also includes a

set of DirectX 3a dri\ crs jrru can re-install

in case some misbehaving DirectXgame

hoses vour displav' drivers.

RIG ENVY This l^lcon Northwest Mach V will run you a mere $3,500,

. ' 100 MHz Pentium with MMX
•• Princeton Graphics 17-inch monitor

AsusTX/ATX motherlroard

. 512KB of Level 2 cache

B2MB of EDO DRAM

2.1GB BDE hard-drive

Toshiba 16x EIDE CD-ROM drive

STB Lightspeed 128 graphics board

•, (with 2;25MB of MDRAM)

i; Oiamohd Monster30 board (3Dfx Mrodoo chipset)

Creative labs Sound Blaster 16 sound card

Ybmaha SW60XG Wave Force daughterboard

USR Sportster 33.6Kbps modem

CH Products speed-adjustable GameCard

CH Products programmable F-16 CombatStick

Attec-Lansing /UtS-55 speakers

(vffth Dolby Multimedia Surround Sound)

HOW'S THE PERFORMANCE?

Mere, well conijoarc the Mach V lo

Com|o;Kjs Presatio S712, a com[oarably-

[)riccd high-end gaming box. Looking

first at tlic Win 95 numbers, the Mach V

is, as usual, \ erv fa.st, nearlv matching the

8712 in most tests, and Mach V is half

again as fa.st in WnBcnchs Businc,s.s

Gra[)hics WinMarks lest, 'fhe Mach V

uses FlDlf, storage components rather

than SGSI. And while the storage sv'stcm

numbers are nonetbelcss respectable,

Macli V falls shoil against tlic 8712 in

WinBenebs 1 ligh-Fnd DiskWinMark

te,sl. Rut in CDD-IIOM testing (tested with

IZx drive). Mach V lias the edge in

perfomiancc, and turns in lower

CPU usage numbers reading from

ihc CD-ROM, Using ZD’s lalesl

benclmiaik, 3D WinBench, Mach

V turns in a verv' impresive score

nfl52\\1nMarks,

1 xioking at DOS test results, tlic

two machines arc about dead even

in QuAKl'is’llmeDenio tests, holh

at the default 320x200, and the

360x480 screen .si/e. lii CBcnehs

SVGA lest, Mach V turns in a

,s[ieecly 44,4 frames per second

score, wlKTcas Compaq can’t com-

•
pletc this test, owing to its lack of

\4I’,SA2.0 sii[iport in finnw-arc.

In games-ba.sed testing, both

QiiAKt: and GLQtiAKF: nin very

swiftly, and the

latter still rims

smoothly with

rendering fea-

tures cranked

all the way up.

'liiking Mach V
for a .spin

lliruugh

C0MM/VS'CI1I‘.

3 in DOS with

all the render-

ing features

turned up

sliows that

Mach V deliv-

ers here as well In Win 95 titles, perfor-

mance in US Na\a' Fk;i riKiis '97 and

iN'i'KR.S'iAri': 76, both DirectDraw titles,

goes off without a hitch. USNF ’97’s

frame rate slay's between 1 5-25 fps with

all rendering featiire.s niaxxed out.

/\1! told, Falcon has assembled a very

impressive rig in this new Mach V, and

with a few minor modifications, has

brought the unit’s [iricc down to be com-

petitive both with Conqjaq and with

Microns Momc MPC.

Falcon excels in the little extras: tlie CH
ganiecand, llie Cl 1 joystick and tiie 3DBc-

based 3D graphics. Not lo mention, of

course, that the system is tuned for games

first, and other tasks second. If you're in the

market for a gaming rig lhal delivers .some

nice exlra.s, lake a good look at Mach V ^

^APPEAL: Action and simula-

tions gamers looking for killer

performance and a rig that’s

ready to rock and roll straight

out of the box.

^PROS: Great performance across

the board; new ATX case simplifies

motherboard access.
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GRAVIS

URBQ The new Blackhawk gives you the look and feel

of the most expensive joysticks on the market. But at

29 bucks, you don’t have to be the Sultan of Brunei to afford it. And once you own it,

all you have to do to play is plug it in. Then play any joystick controlled PC game you

want. For as long as you want. Because the Blackliawk is specially designed for

comfort and durability, even while you’re furiously blasting away at the enemy.

So gel Blackliawk. And start playing games the way they were meant to be played. Go to

your favorite store or call us at :l-fl0()-2.'i7-006'J or visit our wch site at www.gravis.com.

® 1997 Advonitil GrovH Compulti Teclinologii Lid. All lighinetlivtd. Ciovis ond Blcckliawk Die irademaiki el Adrcnied Giovts, All liDdimoiks Die ihe properly el iheli lespedlve i CIRCLE READER SERVICE #351



Want it. BAD
Get it. FREE
Live it. NOW

166MHxTD-22
• Intel' 1 66 MHz Pentium' Processor

• 16 MB Synchronous ORAM

• 512K Pipelined Burst Cache

• Inteigroph Intense 30'"
1 00 Graphics

W/4MB EDO RAM

• 1.76B10msEIDE Hard Drive

• 12XEI0E CD-ROM

• Miciasoft' InteliiMouse*

• 2 USB Ports, 2 Seiiol Ports, 1 Parallel Port

• 15sd67 Monitor (14.0''viewahle)

$1,649
Upgrode to 32 MB SbWii-AddSJOO

Ensoniq"'’ 3D Wavetable Cord plus Amp, SpeokeR & Mic - Add $75

166MHzTD-25
• Intel 1 66 MHz Pentium' Processor with MMX"'TBchnology

• 32 MB Synchronous DRAM

• 5I2K Pipelined Burst Cache

• Intergraph Intense 30'“ 100 Graphics w/4 MB EDO RAM

• 3.5 6B 10ms EIDE Hard Drive

• 12X EIDE CD-ROM

• Ensoniq’“ 3D Wavetable Card plus Amp, Speakers S Mic

• Microsoft' IntelliMouse'-

• 2 USB Ports, 2 Serial Ports, 1 Porollel fort

• 15sd67Monitor(14.0''viewable)

$2^99
Intel Pro lOOB lO/lOOBase-T Networking Add $125

1 7sd69 Monitor{l 6.0” viewoble) - Add $255

200 MHzTD-25
• Intel’' 200 MHz Pentium' Processor with AWW'“Techno(o

• 32 MB Synchronous DRAM

• 512K Pipelined Burst Cache

• Intergraph Intense 3D'“ 1 00 Grophics iV 4 MB EDO RAM

• 5.2 GB 10ms EIDE Herd Drive

• 12X EIDE CD-ROM

Ensoniq'” 3D Wavetoble Card plus Amp, Speakers & Mic

• Microsofr' IntelliMouse'-

• 2 USB Ports, 2 Serial Ports, 1 Porollel Port

• 1 7sd69 Monitor (1 6.0"viewable)

$2,649
33.6 Baud forc/Modem - Add$155

Systems include: SO-day money-back guo[onlee,3 year limited WQrtonly,'one year on site,Windows'95 w/30 Days Free Phone Support, Macromedia^- Ercfreme SO"" V tool-free mini tower case



Live the 3D experience• This is no game. Our PCs are

serious 30 graphics machines. The kind that make your eyeballs jitter with ecstasy.

And our direct prices are really low. But the best part - these systems have the

Intergraph name on them. A name that means graphics.

Go ahead, compare our 30 PC prices with other manufacturers' PCs without 30.

You'll see. Buying Intergraph is like getting 3D for FREE. No Lie!

So, live the 3D experience, immerse yourself in the new and vivid universe of 3D.

Let it caress your imagination and excite your soul.

• 3D Graphics. Unbelievable at these prices! You get real 3D acceleration for

Direct3D'' apps, mind-blowing 3D games and multimedia. It's a world of 3D realism

with correct textures, Gouraud «/ L
shading, environment mapping WlieiC^

a imiiCvA nniHH
shading, environment mapping ItSwhBI"©^
- serious stuff. you^re going.
• 3D Sound. Totally 3D W Wo'll take
Our Ensoniq™ 3D sound card, thcrC.
mic and speakers deliver stereo

surround, wrap-around effects and wavetable synthesis, plunging you into a realm

of 3D sight o/tcf sound.

* Spectacular Video. Of course! Intergraph PCs give you MPEG and AVI

compatibility, full-screen, smooth-motion video at 30 frames per second at resolu-

tions up to 800 X 600. And you can scale, zoom and stretch in real time.

.^rrr This is it! The 3D PC you want. Got to have.

_ iJ • ^
And the 3D is FREE! Don't wait. Get it NDW.

^ ^ .
: Get Intergraph.

INTERGRAPH
COMPUTER SYSTEMS

266MHzTD-225 HCW'
• Intel 266 MHz Pentium® II Ptocessof with MMX’“Techfiology

•64 MB EDO DRAM

51 2K Pipelined Burst Coche

• Intergroph Intense 3D'” 1 00 Graphic 4 MB EDO RAM

• 5.2 6B 10ms HIDE Hard Drive

• 12XEI0E CD-ROM

• Ensoniq'” 3D Wovetable Cord plus Multimedia Keyboord

• Microsoft* IntelllMouse*

• 2 USB Ports, 2 Seriol Ports, 1 Parallel Port

• 17sd69 Monitor (16.0"viewable)

$3^49
21sd95 Monitor (20.0 viewobte) - ^lid $922

Three yeors On-Site Limited Warranty Sendee* -Md$159

Order Direct Now!
1 -800-692-8069
or order on-line

www.intergroph.com/eivi'ess

Next-day shipment available.
‘Senia pinided 6c CupMiM. OMlt sama n«y HI to in oiiiiatMHN Imim naoc| fc^f Mi«Uiaipd n niuo lid

sHaW. lea 0 unpin upviiK*tan •dai^tindiiiiKLirtidVIwaiiii^^n.Mliiaii^fiHViifecibdiCiidFtricMd Slip (I0ilLllaOiVkurSnc-(UQI.''Miian>aigEsia

iitrliiV)*i«sh!i.Fn(BQi>di|n6taiE«iae<illdfad«UlinVudnsalrKiloibiiigi>iAo«liiaiu.friisdoiiclndiididi«piigaadbaadbg ilpintassMuiiia«ei«kbiir- IWwA nd ita Iflagivt

ligoMiBgSindnidiiiiorboriTDbilndin3)iollnMi|ii[ti(oi{aa!ip9.IV(lMil lndilit!ih«tiu«K^>>%i^oidiUUnngQndMiir«rbc(li>d(cr;ainii.WiiiiDBReDii)eMid)iDdnaAoiM«isiA

Lopiwin. nc;A)33C liiteigraph Compifftr Syslems t •2(liS-730-S44l
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HARDWARE

HARDWARE

A REVIEW • STB NITRO 3D

Lukewaim Nitro
by Loyd Case

Price: S149 with

4MB EDO DRAM
facturer: STB Nitro 3D
Distributor: STB, Inc.

Richardson. TX

(972) 234-8750

www.stb.com

Header Service #.* 341

hen S3 deli\'crcd tlic ViRGE

2D/3LD iiccclcralor chip Iasi
)
ear,

they beat many graphics clii[)

vendors to the punch. Users then

discovered that the)' had a pretty

fast 2D accelerator, l)iit the 3D graphics,

allliongli prett); were less than speedy. In

fact, unaccclcratcd s ersions of a game like

DliSCENT 2 would actiiall)' am faster than

the “accelerated" sersion. So, S3 went

back to the drawing board and came out

with the ViRCE/GXand\4RGE/DK

Tlic GX-l>asccl Nitro, although capable

of using SGRAM, comes w'ith 4MB of 28

nanosecond Silicon Magic EDO DR'\M,

and Rsts for onl\' $149. You also get a terrif-

ic game bundle that includes MecH-

\V/\]<RiORMi;itci’:N.\iti!'S, iNn’itS’iAiK 76,

Sri'CR/NiT, and hhi’i' rulai:)!::. But, only

[ hTl':RBiADF.actually.sii]3porls 3D hard-

ware acceleration through Direct3D.

As a Wndows 2D accelerator, Nitro

3D is a bit above average, but not much,

posting 51.5 on WinBench 97 ninning at

I024.\768xi6-bil color on a Micron

Millenia P166 test system. Mow'cvcr, it

does great on scaled video lesLs, scaling

up a 520x240 AVI file to 800x600 {24-bil

color) witli onK' a single dro|jj3ed frame.

DOS pcrfomiancc w'as decent.

Cbench I90S SVGA graphics score

was 35.5 fps— again, good, but not great.

Quake 1.07 ran speedily, but Nitro 317

doesn’t .sup[)ortVESA 2.0 in hardware;

you’ll need a.software \'’BE driver like

Sdtcch Displa)' Doctor.

Wdial about 3D? Using Ziff-Davis’

new 3D WiiBcnch 97 (see related .sioiy'

in Read.Mc), the Nitro 3D posted a score

of 28.2. We’ve nin quite a few' cards

through 3D WiuBencli by now', and the

Nitro is the fastest S3-based card wc’vc

seen so far. Image qualit)' is pretty good,

too. But even w ith this second-generation

chip, S5 still trails AI’I, Matro.x, and

Rendition-based cards in 3D WnMarks.

Ifyou w'anta fairly stable 2D accelera-

tor W'ith okay 3D ])erfonnance and a

great software bundle— w'ithout pa)ing

through the nose— clicck out the

Nitro3D. But if j'ou w-ant rcall)' fast 3D,

you should look elsewhere, ‘fc

^APPEAL: Those looking for an

inexpensive 3D card.

^PROS: Inexpensive, respectable 2D

perfomiance;

great bundlewara

COHS:
Mediocre 3D

perfomiance;

lack of VESA 2.0

support in

flrmwara

A REVIEW • RV-FLASH 3D

Voodoo for Less
by Loyd Case

Price: $149

Manufacturer: Deltron

Taiwan, R.O.C.

Distributor: HSC Windsor

Windsor. Ontario, CAN

www.windsoronline.com

(519) 734-8491

Reader Service d: 342

W
hen Orchid'lcchnologies

shipped tlic first 3Dfx-bascd 3D

accelerator, tlic visual and perfor-

mance c|ualily iiiadc a lot of

gamers drool with excitement.

T he $299 list jiricc, howe\'er, generated a

lot ofwailing and gnashing of teeth. Since

tlxin tlie price has dro]i])cd to around $210

mail order, but it’s still not a Iris’ial purchase.

luring a shot acro.ss tlic bow' of Orchid

and Diamond is Taiwanese vendor

Deltron, with tbdr Elasb 3D. At first

blush, the Flash 3D clo,sdy resembles

the other Iw'o 3Dfx boards on the mar-

ket, complete w'itli 4MB of 40 nanosec-

ond EDO DRAM. Bui lliere's one

important difference; it only costs $149.

As )'ou miglit expect from the low-

price, this board comes with few ameni-

ties. TTie documentation, a few- pages of

])liolocopicd text, gives new' meaning to

“sparsc."'llicrcsno real bundlew’are, just

tile 01-Ql lAKl't executable (w'hich requires

tiic full version of QlJAKt;), demos of

Tomb llxiDEitand Oibergiadlxiors,

and a Microsoft Came Sampler.

Iirstallalion w-as veiy' easy, tbougli.

Windows 95 delected the Piug-ancl-l^lay

card and even found the correct drix er

on the Flash 3D driver diskette. One

reboot later, and Flash3D was ready for

action. 'Ihie to the product’s .sparse

nature, lliere’s no disjilay control jiand

applet to adjust display parameters.

As for perfomiance, the cad scored

97.2 on ZI7s 3D WiiBench on a Micron

Millenia P166. just a couple of points

hdiiiid the 99.2 [wsted by Orchids

liiglilcoiis 317. Wfc also nin GLQU/XKi'is

T'imcDcnio numbers, and Flasli3D

iiiatdied Righteous 317 frame for frame,

and the image quality was superb,

Heres tlie ixittom line; If )X)u’re looking

for a x'ery fast, 3I7fx-bascd 3D accelerator

for a very modest jiricc, and aren't con-

cerned with software biindlc.s, tlii,s cad

warrants a serious look. Wliile technical

supjxirf from an unknown niaiiufactiirer

miglit be problematic, tlx; cad itself looks

well-designed and solidl)’ built. Its at least

worth more than a casual glance.S

^APPEAL: Gamers looking for 3Dfx

performance on a K-mart budget.

^PROS: Inexpensive 3Dfx perfor-

mance; decent

components;

easy Installation.

COHS: No

amenities or

bundled games;

skimpy manual;

uncertain support
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Drag your computer gaming out of the den. Trade

your office chair for a couch. Invite your friends over.

Get comfortable. Kick major booty.

The Gateway Destination™ Big Screen PC/TV lets

you and a few of your closest wingmen smash the alien

horde, cruise the Internet or tune into your favorite

television shows.

Our Destination 31-inch VGA monitor delivers in-

your-face action to the entire group. The wireless

keyboard and Field Mouse® remote let you control the

action from up to 10 feet away from

the monitor while you slake your

gaming thirst or sail around the Internet. Add optional

speakers or tie in your existing stereo’s audio and

prepare to be engulfed.

The heart of our Destination

system is a powerful PC, now

available with Intel’s Pentium®

processor with MMX'“ technology or

the rockin’ Intel Pentium® II processor.

With Gateway, you take control of your Destination Big

Screen PC/TV mothership before it’s even built by

deciding what goes into the system.

So, you want the Destination system in your face,

digital cowboy? Call Gateway today and

get into the game.

penti,um®n

Wm GArEmY2ooo^
' ^ "You've got afriend in the business.”®

8 0 0 - 8 4 6 - 8 5 7 \
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Gateway Destination^' Big Screen PC/TVs

Intel® 266MHz Pentium® II Processor

with 512K Cache

64MB EDO DRAM
Destination 31" VGA Color Monitor

STB 2MB VRAM Graphics Accelerator

with Cable-Ready TV Tuner

6.4GB 10ms HIDE Hard Drive

12Xmin/16X max CD-ROM Drive

3.5" Diskette Drive

EasyPhoto Drive”" Scanner

Ensoniq® Wavelable Audio

harman/kardon® High-Fidelity Sound System

TelePath® Fax Modemfor Windows

with x2'" Technology'

7-Bay Charcoal-Colored PC Case

Wireless Keyboard w/ Integrated

EZ Pad™ Pointing Device

Wireless Field Mouse® Remote

Four-Channel RF Receiver

Microsoft® Windows® 95

Destination Software Collection'*

MMX"'" Technology-Enhanced Software Bundle

Gateway Gold'" Premium Service and Support'*'

for Big Screen PC/TVs

$4499 As lowas*$l56/mo.

Intel 233MHz Pentium II Processor

with512K Cache

32MB EDO DRAM
Destination 31" VGA Color Monitor

STB 2MB VRAM Graphics Accelerator

with Cable-Ready TV Tuner

6.4GB 10ms HIDE Hard Drive

12Xmin/16X max CD-ROM Drive

3.5" Diskette Drive

Ensoniq Wavetable Audio

harman/kardon High-Fidelity Sound System

TelePath® Fax Modemfor Windows

with x2'" Technology'

7-Bay Charcoal-Colored PC Case

Wireless Keyboard w/ Integrated

EZ Pad Pointing Device

Wireless Field Mouse Remote

Four-Channel RF Receiver

MS^' Windows 95

Destination Software Collection"

MMX Technology-Enhanced Software Bundle

Gateway Gold Service and Support'*'

for Big Screen PC/TVs

$3999 As low as* $139/mo.

'Maximum dala tTonsfer rate dependentm
certain \ariables includingparticular

modems x\ith which you are communicating.

Iclcidme lines, comnumicalions software

and communications protocok.

*The Destination 31“ VGA monitor is

awred by a one-year limited warranty.

Call or writefor afree copy.

jxy

GATEJmrTOOO
"You've goldfriend in ihc bu.sine.'i.s

800 - 846-8571
www.destination.com

610 Gateway Drive, P.O. Box 2000 • North Sioux City, S.D. 57049-2000

Phone 605-232-2000 Fax 605-232-2023

penti_um»]I

01997 Galeuay 2000, Idc- GATEWAY 2000, black-and-white spol design. Field Mouse, “G-logo, TeleFaOiaod” You've got a Irinid in the business" slogan are re^siercd trademarks, and Dcslinalion, EZ Pad and Gateway Gold arc Irademaits of Gateway

2000. Inc- The Intel Inside Logo. Intel and Pentium are registered irademaits and MMX is a trademark of Intel Cotporalion. All other brands and product names are trademarks or registered trademarks of their respective companies. All prices and

conriguialionsare subject lochange without notice or obligation, Prices do not include .shipping or applicaUe sales tax. Many Gateway 2000 products arecuslom engineered to Gateway 3000specincalioiis, which may vary front retail versions of the software

aod/orhardwaie in functionality, perfumianceor compatibility, ‘'Hn.incing availahleon approved credit issuedaodadministeredby MBNA America* Bank. N. A. Pa>nienlsb3sedon36-monlhlennalan Animal Percentage Rale as low as 14.9%.
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The Most Respected Reviews

in the Industry for 15 Years REVIEWS
Sira PAMHESS D CAHEN DISK A1

CB Choice

Barnes This Month

READER QUOTES

Battlecruiser 3000 AD: “I own in

excess of 100 computer games and

consider your pubiication the definitive

game review source, i thought that your

scathing review of Battlecruiser 3000

AO was too severe, and I chose to keep

the game based upon the designer's

[claims! that an adequate manual and

patch were just around the corner. That

was in October of 1996. It is now the

end of April and I have been treated to

a barrage of promises but very iittle

substance. As of today the manual that

was promised with the fifth (yes fifth!)

major patch stiil remains an unfulfiiied

promise. The famous “05" patch which

was supposed to be the “uitimate" one

contains many bugs and now inciudes

three additional “maintenance patches”

to be instaiied after the main patch! I

wish that I was making this up. Please

continue to warn your readers about

defective products and continue to have

the courage to sound the aiarm. i am

one gamer that is now older and wiser”

Mike Lyons

via the Internet

Black Heroes: "I’ve been a comput-

er buff ever since Atari came out with

Pong, My concern today is the role

models for computer games. How

about making a hero or main character

black sometimes? I’m not trying to

start a revolution or be the leader of a

noble cause. But if you ask that ques-

tion in an article to the big boy compa-

nies, maybe I can get an answer”

David J. Johnson, age 44

Afro-American Gamer

Tulsa. OK

Good question. We’ve seen only one

African-American lead character in a

game recently, Taurus from 1-76. The

upcoming Daikatana from Ion Storm will

reportedly include a controllable black

character, Superfly Johnson, who looks

to be a pretty mean dude (See CGW

HISS). We hope other game developers

consider your suggestion seriously.

Review Quote of the Month

"Luke's light saber looks like a neon blue

:
conductor's baton—Zubin Mehta as Jedi Knight."

;

—Robert Coffey, reviewing Yoda Stories

HOW DO WE RATE?

We only review finished products, not pre-release versions. The ratings are as follows:

Outstanding;

The rare game

that gets it all

right. The graph-

ics, sound, and

gamepl^ come

together to form a

Transcendent Gaming

Experience, Our strongest

buying recommendation.

Very Good:

A high-quality

game that suc-

ceeds in many

areas. It may

have minor prob-

lems, but is stilt worth

your money, especially if

you’re interested in the

subject matter or genre.

Average;

A mixed bag. It

can be a game

that reaches for

the stars, but

falls short in sev-

eral ways, it can also be

a game that does what

it does well, but lacks

flair or originality.

Weak;

A game with seri-

ous problems.

Usually buggy,

seriously lacking

in play value, or

just a pooriy-conceived

game design-you

should think long and

hard before buying it.

Abysmal;

The rare game

that gets it all

wrong. This is

reserved for those

products so

buggy, ill-conceived, or

valueless that you won-

der why they were ever

released in the first place.



SIMULATION/SPACE

'k'k-ki REVIEW • X-WINC VS TIE FIGHTER

Price: S42.95

Minimum System

Requirements:

Pentium 90 (P100 rec-

ommended), Windows

95, 16MB RAM, 2x

CD-ROM drive (4x rec-

ommended), PC!

graphics card, 16-bit

sound card, joystick.

Multiplayer Support:

Null modem (2 play-

ers); Modem, Internet

(2-4 players); LAN

{2-8 players).

Designer: Larry

Holland arrd

Totally Games
Publisher: LucasArts

San Rafael. CA

(800) 985-8227

www.lucasarts.com

Reader Service ft: 343

Sans So
LucasArts’ Newest Star Wars Sim

Leaves Single Players in the Dust

by Elliott Chin

Wliile exercises, melees, a

arc pla\’ed as one-lime missions, lourna-

ments and battles record eoiir progress.

lliat's all there is to the game. You can

jump around and play any mission at anv

time, but Ibal’s it. 'Flicre’s no progression

between missions, no scenarios that

open up after more win.s; just a bapba/.-

ard pool of av-ailablc missions. Alt the

missions can be pla\cd single [>la\er, but

ifyou do, be prepared to lose often.

Because the missions arc designed for

multiple pilots, and because thc/\] can’t

be counted on to flv as intelligently as

humans, \ou'tl often feel overwhelmed.

lToue\'er, if \ou can plav with others, the

missions are indeed fun and challenging.

THE DARK SIDE OF THE GAME

'Hie bigge,st problem wilhXVris the

poor ,single-pla)'er component. 'Iliere

are no truly interconnected niLssions and

there isn’t a .shred of continuity in the

game. The onl)' encouragement for plav-

ing nioi'c than a few' solo missions is to

ania.ss points. Multiplavcr combat is the

main focus forXvT, but still, the majori-

ty of people who arc buying this |>roduct

w'il! no doubt also want to play .some

compelling solo games. If LucasArts had

incorporated the original T 'lh'. I'iCii tl'lCR

solo missions, or added some cut-sccnes

and mission debriefings between each

battle mission, it w'ould have added

more \'alue to the single-player game.

Also, none of the classic battles from

the Star VLars movies are available for

play, ll would have been great to fly the

X-Wng into the Death Star’s core to

blow it U|D, or to [>lay the TIL Interceptor

chasing Wedge into I he core. If a mis-

sion editor had been included, we could

recreate historical Slur VL/r.vmissions

like the Death Star mn in Return ofthe

jedi, but one isiTt available and

LucasArts has been Iradilionally hostile

lou'ards uscr-crcatcd mission editors.

^^Kontinued on pg 157

ne of my favorite games

of all time is T’lL

riKR, but as good as

that game w'as, it was

missing something cru-

cial: multijjlayer .su])port.

The game had

an excelient

storyline; w'cll-

designed, con-

nected niLssions; and incredi-

ble gameplay. But my friends

and I would always ha\'e to

take turns playing the game,

since it didn’t have multi-

player support. 1 wished that

wc could fly missions togeth-

er, race to see who could

lake out the Mon Calamari

cmiscr first, or just go hcad-

to-hcad to determine who

W'as the best pilot. So when I

heard that LucasArts was

working on a .sequel that

would have multi[)laycr play,

1 was ecstatic. I eagerly await-

ed w'hat I hoped would be a

game with the same depth

and story, the same sense of

being an Imperial (or Rebel)

pilot, all w'ith the addition of

multiplayer capabilities.

When I first booled up X-

WlNC VS, Til', [‘’iGlITKIt, and

jumped into a few training

missions and multiplayer

dogfights, 1 was smitten w'ith

the game, w'hieh played like

T IE i'’lGirri';R, and looked

great as well.

However, once the initial buzz wore

off, 1 discovered that this game was

nowhere near as good as its predeces-

sor. While the multiplayer missions are

definitely fuu, and the idea is great, the

game just doesn't have that immersive

fed that vaulted TIE ITgi HT'.R into the

five-star category.

MR, HOLLAND'S OPUS

X\^r includc“s fi\e ty]x-s of mi.ssions:

Exercises, solo or multi[)la}er training mis-

sions; melees, com[x:titi\c missions

between teams or indis'iduals; cximbals,

engagements lx;twecn lm]3erial and l^hel

WILL YOU PUY WITH ME? At last you can play

multiplayer TIE Fighter, but you had better have

friends, because this game isn’t much fun alone.

UPSIDE DOWN There’s no handicapping, so ships

like the A-Wing will always liave an advantage over

Assault Gunboats.

forces (as o[)po,scd lo Ihe melees, which

arc competitions w'ithoiil l^lx;l/l;impirc

divisions); toumai nents, sim|>ly three (jr

five melees strung together, w'ith tlx; goal of

being flic pilot lo accumulate lire mn,st

ixrinis; and battles (one per side), which are

actually just the combals, jTlayed one after

the other in a loo,sc mini-campaign wlicre

yrju try lo win in seven combats.

ccw JULY 1997
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Somethinq’s happening here

What it IS has become
quite clear

new kind of computing platform — designed to

I- 1 make your PC or Macintosh work better on the

• \ I
Internet and the World Wide Web — has arrived

L • and it promises liberation from the you-can't-

get-there-from-here snafus so typical of earlier times.

The future is here and it’s called Java'“ computing.

Are you into games or web browsing? Or maybe

you put your computer to work on your personal

finances or you have a yen for homegrown desktop

publishing. Perhaps you want to expand your kids’

educational opportunities. Do you ever dream of

being able to control and regulate the appliances in

your house from your notebook computer or a

cell phone?

Whatever your interests, '

lava technology will trans- '

form your computing expe- '

rience. All you need is a
\

lava enabled web browser
'

*“ and today every major web

browser on the market, including Netscape

Navigator™ and Microsoft Internet Explorer, are Java

computing enabled.

Today, this minute, you can power your desktop

computer with Java technology for free. Just select

the Java enabled browser you prefer and download

it. Then watch as a whole new world begins to fill

your horizons. The best is yet to come.

An evolution in web browsers
Browsers have evolved dramatically

since Mosaic made websurfing easy

for the rest of us. Today's browsers

represent a new kind ofplatform that

while still easy to use, also enables

development of rich, robust net-

work-centric applications.

• Size. Smaller is faster

when it comes to down-

loading applications. It also

lowers hard disk requirements

and gives you a chance to getbeyond

the “bloatware" that's recently

dominated desktop applications.

• Speed. Is there such a thing as

enough bandwidth?As websites

become richer with audio, video, 3D

and other data types, speed is key.

Java applets can maximize whatever

bandwidth you've got

• Security. With the Internet's

universal connectivity comes the

danger ofmalicious hackers and their

ability to infect your computer. This

can be expensive, and at the very least

a huge hassle, especially ifyou're not

a corporation. Your browser should

provide a secure communications

channel (or "socket") and a reliable

means of identifying users and services

to determine their allowedprivileges.

It should also be able to ensure that

viruses, worms, and other malicious

software programs can't infect your

system. Look for a browser wiA SSL

3.0 and 128-bit encryption, both of

which represent dramatic improve-

ments over earlier SSL 2.0 and 40-bit

security.

• Cross-platform independence. You

probably know folks who use a

fundamentally different kind of

computer— a Macintosh to your PC,

for instance— and before web
browsers came along, it was difficult,

sometimes even impossible, to share

files with them. Some browsers can

alleviate this problem because, as

Java enabled browsers, they have

become a computing platform in their

own right, functioning at a stan-

dards-based level above the

underlying operating system.

Look for browsers that

support secure, open applets and
open scripting languages along with

system-specific, unsecured applets.

Today, Netscape's Navigator and
Microsoft's Internet Explorer, among
others, both support die Java platform.

Sun Microsystems has also developed

HotJava™ Browser, which has been

designed to deliver customizable

applications that will firstbe honed by
the business community, and later

emerge on the Internet in electronic

commerce and shopping applications.

Keep an eye out.



A^iiet vs. ap:ilication

Applet; a program run on a web browser (or applet viewer)

that has strictly limited access to your system. An applet can

normally not read or write files on your system, whereas an

application normally can.

Application: a standalone program normally launched from

the command line that has more or less unrestricted access to

your system.

A solution apart

r hough less than two years old, Java computing

and the language on which it's based have

attracted more interest than the C programming

language managed during its entire first decade.

What sets java computing apart? Freedom and the very

real way that freedom’s been evoked: java computing

is genuinely, unequivocally platform-

independent. A program written in the

java language can run wherever a java

platform is present, regardless of the

underlying proprietary environment,

whether it's Windows, Mac, UNIX®— it doesn’t

matter.

Here’s how it works: Because a java applet or application

compiles to machine-independent bytecodes, the same

exact file can run on any operating system, as long as that

operating system is also running the java Virtual Machine.

Each underlying system has its own implementation of the

java Virtual Machine, but since there's only one java Virtual

Machine specification, the java platform acts as a standard,

uniform programming interface to applets and applications

on any hardware.

—So-java app l ets and app licat ions can run in any java



Let Java
computing
entertain you

^ orldwide entertainment giant Sony has turned to Java

^ /^computing to create a new web-based entertainment

y\and commerce network called TheStation@sony.com.

As you might expect, this special new website can be found

at http://wvm.station.sony.com.

Highlights of The Station include:

• StationPass. a unique communications feature of The

Station combining the best of technology and design. The

StationPass is The Station's webwide walkie-talkie,

allowing for two-way communication through realtime

messaging from passholders and announcements from The

Station itself;

• Personalized areas that include personal descriptions,

favorite links, buddy iists of other users active on the site as

well as account and hilling information;

• CommStation, an area where users can access multiple

communication features such as instant messages, electronic

postcards, interactive threaded discussion groups and real-

time chat

• Station Search, an area where users can search for

people, services, and products in The Station; and

• An extensive shopping network that ailows muitiple

companies and brands to offer online customers an

opportunity to buygoods ranging from books and CDs to

Behind THE scenes:a leading edge

For development of its exciting new site, Sony turned to

a ieading provider of consumer-focused online solutions, /

Art Technology Group (ATG), which supplied Sony with /
commerce, advertising, user-profiling and communications

capabilities from its Dynamo suite of Internet

applications, and developed extensive

network management and .

administration technology ^
for the web-based online

“ATG has built for The Station

enabled web browser, like Netscape Navigator, Microsoft’s

Internet Explorer or Sun Microsystem's new Hotjava Browser.

This makes lava computing perfect for today's quickly-

blossoming Internet, where one program needs to be capable

of running on any computer in the world.

entirely web-based entertainment

service unlike any other on the

web today," said Jeet Singh, ATG's i

chief executive officer.

"We integrated different Sony

programs for music, game shows, soap operas and kids, as

well as third-party content into a single, large-scale,

consumer-driven service. Our approach was to design an

online network that focuses on delivering a weli-integrated,

personalized user experience.

"

All applications are created using the Dynamo Developer's

Kit a Java computing application development framework.

Java computing
is universal

r
our web browser has likely already led you to

your first lava experience, since the lava Virtual

Machine now resides on all major browsers.

But lava computing hasn’t stopped there. Remember:

anywhere there's a lava Virtual Machine, lava applets and

applications can be dynamically downloaded and run.

That’s why Sun Microsystems has made a java development

kit available for Windowsgs and Windows-NT, MacOS 7.5 on

PowerMacs and 68030 (25 MHz and faster) and 680^0 Macs.

IBM, meanwhile, has ported the Java Virtual Machine

to Windows 3.1, OS/2, and AIX. And the Open Systems

Foundation has ported java to assorted UNIX platforms,

while other ports are underway for Nextstcp, the Amiga and

possibly other platforms.

\ Java computing in silicon

But the java computing arsenal goes way

i II \ microprocessor versions of

platform will be incorporated into

cellular phones, pagers, palmtops, even

thermostats. And for good reason. By the end

•

• of the decade, the average home will contain

between 50 and 100 microcontrollers. Java

technology makes possible easy commu-

nication between all these devices. In fact,

lava technology can help link the millions of cellular

phones, set top boxes, personal digital assistants and other

Internet appliances operating in a networked environment

and highly optimized for small applications running at top

speed. Eventually, you’ll be able to interact with these

devices from your PC, Mac or laptop — and it’ll all be as

simple as using your web browser.

So promising is this new world of java computing
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A

enabled consumer electronics that Sun Microsystems

and others are casting the Java platform into silicon

so you can benefit from java processors’ signifi-

cant power, performance and cost advantages.

And recent new interfaces will make it easier for

software designers to build java computing

into games, TVs, smartcards, copiers, fax machines

and dashboards, java computing will be everywhere.

Java computing is

designed to be portable

t
he same java applications run on all

platforms and networks — a seamless

environment reaching from server to

client to cellular phone and beyond.

Thanks to its virtual machine orientation, applications

text continued on page S8

! d" f 33" ahea^ with
Java computing

. t ow many times have you left

^^the house without an umbrella,

*1 because the weatherman pre-

dicted 60-degree temperatures and
sunshine, only to be drenched on the

way home?
Alas, TV and newspaper weather

forecasts are wrong about as often

as they're right. We depend on them

anyway because there's been no

alternative. Until now.

A group of farsighted weather

researchers at the University of

Michigan have put the Java platform

to work so you can interactively view

the national weather picture on your

desktop computer screen whenever
you want. Whether you're in Portland,

Maine or Portland, Oregon— or any-

where in between— you can get

immediate access to the latest

weather information by accessing the

Blue-Skies World Wide Web site. So

when the weather changes— and it

always does— you can be prepared.

The brainchild ofthree University of

Michigan scientists who call them-

selves The Weather Underground,

Blue-Skies is a Java computing appli-

cation featuring the Interactive Image

Format (IIF) Viewer, an applet that

works with any Java enabled web
browser.

Blue-Skies site visitors can

download the Interactive Image

Format Viewer and view a wealth

ofgraphical weather data drawn
from a network of nearly 300 Internet

sites. By simply moving your mouse
across an on-screen weather map.

you can see current weather

conditions across the nation, updated

instantly.

The viewer applet works by

interpreting IIF, which means you can

customize IIF web pages on the fly to

meet your own particular interests

and needs— all without having to

recompile the original Java code.

The Weather Underground offers

what is probably the most compre-
hensive collection of online weather

services available anywhere.

Using Blue-Skies, you can access

all of this data, plus weather reports

from ski destinations, tropical storm

updates and general travel conditions.

What's more, through its innovative

WeatherCams, the WeatherNet

delivers live, daily pictures of weather

conditions in over two dozen cities

and resorts in North America.

The Weather Underground plans to

expand its services even more in the

near future. In addition to its free

educational site, made possible by

the University ofMichigan and the

National Science Foundation, a

commercial site that promises to be

an even richer source of weather

imagery and weather-related infor-

mation will be launched soon.

The Java language's robust, distrib-

uted architecture is an important part

of these new capabilities. Because

the Blue-Skies IIF Viewer can be

downloaded quickly, easily and free

of charge to multiple platforms. The

Weather Underground believes it'll

be especially useful as a science

teaching tool in schools. In fact, an

extensive meteorology curriculum

for grades K-12 has already been

produced to speed the applet's

acceptance for this purpose.

Soon The Weather Underground will

be licensing its Blue-Skies engine and

extending the technology into other

fields, from seismic activity monitoring

and national park information to cam-

pus directories and bus schedules.

“In addition to realtime science data

providers, like us, you could use the

IIF viewer for any John Doe's really

cool home page, “ says one of IIF's

developers.



^ ust months after pioneering Internet

r ‘push’ technology based on the Java

platform, Marimba, Inc.'s Castanet

^1^ is emerging as the technology-of-

choice for software and content delivery

over the Internet.

Channels built with Marimba's Castanet

are going up with increasing frequency.

And the subjects of these channels span

the interests of the world— from inter-

active comics, games and puzzles, to

displayed databases, and absolutely

current news and sports information.

Marimba makes the Internet come alive.

Now over 50 leading Internet technology

vendors, corporate customers, publishers, media

companies, consulting firms, and international soft-

ware distributors have struck strategic partnerships

with Marimba, signaling a major alignment around a

single Internet technology for content and code

deployment This collective support demonstrates

Castanet's unique flexibility for many uses, including,

for example, enabling CNNfn to provide a new service

allowing investors to monitor their stock portfolios

on their desktops and get news stories relevant to

their portfolios.

"At CNNfn, our strategy is to deliver breaking business

news and investment information in all ways that are

effective and helpful to our audience, " said Lou Dobbs,

Check out the Gameian channel

listing. It provides a complete

listing of the Castanet channels

that are available today.

chief executive of CNNfn. "Marimba's

Castanet technology will allow us to develop

an excellent and unprecedented new channel

for PC users .

"

A NEW KIND OF CHANNEL

Unlike products that merely broadcast

information to desktops, Castanet's two-way

communications capabilities enable these

companies to efficiently deliver media-rich

entertainment and information services

customized to the unique needs of individual

users— without concern for bandwidth

constraints.

The Castanet Internet application management system

intelligently deploys and automatically maintains rich

media content and software to millions of users across

the Internet The system is comprised of the Castanet

Tuner client and the Castanet Transmitter server. The

Tuner enables end-users to subscribe to application

'channels' deployed by various Transmitters across the

Internet

Examples of types of channels enabled by Castanet

include multimedia entertainment, interactive games

and productivity applications— all updated in the

background with minimal impact on network bandwidth.

Since its debut hundreds of thousands of end-users have

downloaded Castanet Tuners from Marimba's website at

http://www.marimba.com. Castanet is compatible with

all Java development tools and runs on Windows NT 4.0,

Windows95, Solaris™ 2.5 and the Mac operating system.

In addition to sending simple content like advertising

and stock quotes to your desktop, Castanet's 'intelligent

push' capabilities are being incorporated into the

products and services of leading technology vendors,

including Hewlett-Packard, IBM, Intel and Sun. To

enable automatic creation of Castanet 'channels, ' tool

companies Borland, FutureTense, Macromedia, Net-lt-

Nowl, Random Noise and Symantec are embedding

Marimba's publishing technology into their own
products so content authors can automatically create

Castanet channels.

§•6
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IMPROVING THE VIEW

The corporate world has leapt onto the Java computing

bandwagon in a big way that will become increasingly

visible on your webscreen as companies pioneer new
ways to reach the rest of us.

Take Bentana Technologies, Inc. This Aetna-funded

company selected Castanet for its ability to break down
the barriers of enterprisewide communication between

the corporation and its agents, clients and beneficiaries.

Using Castanet, Bentana Technologies is building and

deploying rich content for collaborative and secure

electronic commerce channels that allow the imple-

mentation of a virtual enterprise and the broadening of

relationships with customers and distributors.

"Castanet represents breakthrough technology for

our electronic commerce platform, which integrates a

wa

Subsribe to the Children's Television

Workshop Sesame Street KidSite

Channel! Join your favorite Sesame
Street friends, grab a paintbrush

and have fun with the KidSite's

interactive coloring book.

company's products and services with customers and

business partners, " said David Donahue, president of

Bentana Technologies. "Now we're able to distribute

functions, such as enrollment and financial planning

information, directly to the field sales force and to

end-users.

"

CREATING NEW
TECHNOLOGIES

By integrating Castanet with

leading-edge technologies from

companies such as Hewlett-Packard, IBM, Intel, Lotus,

Macromedia and Sun, entirely new Internet applications

are emerging.

Intel, for instance, has partnered with Marimba,

Macromedia and PBS to the develop an “infinite CD"
for PBS. The technology leverages the storage capacity

of CDs along with Castanet's ability to continually

update content in the background to deliver quality

entertainment, information and commerce to users'

desktops via PBS Online.

"Marimba's Castanet is the wave of the future,"

said Dan Farber, vice president and editor-in-chief

ofZDNet. "ft is the kind of technology that enriches

the user experience, overcoming bandwidth limita-

tions and allowing for more dynamic, interactive

content.
“

Want to know more about Marimba? Check it out at

http://www.marimba. com.

Castanet is also delivering breakthrough capability

to key publishers and media companies. Just like

corporations running enterprisewide information

systems, media companies and publishers require a

robust deployment and maintenance platform on which

to build their new generation of media-rich information

services and entertainment for the Internet.

Its flexible architecture and ability to scale to millions

of users are the primary reasons such companies as

Columbia TriStar Interactive, EntertainNet, HotWired,

MapQuest, NetNoir, Quote.com, Public Broadcasting

Service (PBSj, Sesame Street, My Yahoo! and ZDNet
have adopted Castanet Additionally, Marimba's relation-

ship with Macromedia, creator of Shockwave, will

ensure enhanced channel viewing experiences—
something key to today's computer users.

"Sony Pictures Entertainment is excited to be using

the Castanet technology to bring our entertainment

content directly to viewers desktops, " said Richard

Glosser, senior vice president of Columbia

TriStar Interactive. “Our first channel— Shock It

To Me, Baby— which features Shockwave games
from our Columbia TriStar film and TV websites, delivers

such award-winning activity as Punch the Clown.

"

BREAKING DOWN THE BARRIERS



! The fruits of their labors are blossoming all over the

: Internet and already take nearly as many shapes as you can

! imagine, from games to personal banking to getting an up-

! to-date weather report.

; Stop by Camelan (on the web at http://www.gamelan.com),

a directory of resources relating to the lava programming

1 language and you’ll get a sense of the scope and reach of

I Java computing. Organized hierarchically, the directory is

: fully searchable and includes such diverse java related

i specimens as applets, standalone Java applications and news.

I
The java platform is powering chat rooms, too. More than

j
15,000 webmasters use the EarthWeb Chat client on a hosted

basis to build their online communities, making it the

: Internet’s most widely-used Java chat system. Since

: EarthWeb Chat is written in the Java language, it runs

i seamlessly within the content of a web page, on any platform,

I in any Java capable browser. With just a few lines of HTML,

i even a novice webmaster can install EarthWeb Chat in

i minutes (check out http://chat.earthwcb.com). It's also

I
one of the most flexible chat applications available, with

I numerous options for customization.

! java computing is easing the burdens of staying weather-

i proof, too. You can check the weather with the newly Java

i enabled University of Michigan Weather Underground’s

i Blue-Skies (see sidebar on pg.Ss) application, which gets

you web browser access to current weather maps.

I

Or you can interactively zoom and browse your way to

I over three million locations worldwide on an interactive

V
’ atlas, obtain city-to-city and door-to-door driving directions,

A

i text continued from page S;

j
are easy to transport across the Internet. The Java platform

i encourages production of reliable, simple code and its

: object and component orientation promotes re-use and

i library-building. Already, hundreds of thousands of

I programmers have learned the Java language and have

i begun churning out applets and Java based websites that

I are transforming the Internet to Java computing.

Java computing action



identify places of interest, and create and save personalized

maps at the MapQuest website The site offers the most

detailed, high-quality cartographic information available

online with attractive, readable maps that can be magnified

from national to street level. MapQuest gets over three

million hits and serves up 600,000-700,000 page views

every day, placing it among the top websites world-

wide in daily traffic. See MapQuest’s website at

http;//www.mapquest,com.

Java technology even delivers Kodak moments via a power-

ful tool that provides complete online viewing, manipulation

and storage capabilities for scanned 35mm photo images.

Kodak's new Photo CD on the Web (see sidebar on pg. Sio and

http://www. kodak. com/digitalimaging/aboutPhotoCD.html)

now delivers cost-effective, convenient and high-quality

imaging to web browsers everywhere so you can access,

view and manipulate high-resolution images stored

anywhere on the web.

java computing can make you a smarter investor, too,

WallStreetWeb’s subscription service can be accessed at

http;//www.wallstreetweb.com with a secure web browser

for instant stock quotes, built-in trading, power searches,

personalized securities lists, charting

capabilities and portfolio management.

And MarketPage offers wireless stock

market alerts and updates, delivered from

its website directly to your alphanumeric

pager.

Push technologies

Ka

Until now, the Internet's explosive growth

has been fueled mostly by the World Wide

Web and by e-mail. Now another innovation

opens a new horizon: the Internet as a platform

for interactive applications and content that

lands on your desktop with little or no effort on your part.

Internet and Java computing standards mean these apps

will be much simpler and more flexible than ever before. And

that’s not all; these interactive applications will be easy to

The MapQuest Channel offers

sophisticated worldwide map
coverage, dynamic map and

information navigation, interactive

screen and location icons and millions

of business locations and places

of interest. Bon Voyage!

deploy, simple for everyone to update and able to deliver

engaging, high-impact experiences directly to subscribers.

What’s more, providers can gather detailed feedback

about subscriber preferences so content is always relevant

and up-to-date.

This new revolution has already begun, java computing

based Castanet from Marimba, Inc., for instance, delivers

software and content over the Internet (see sidebar on pg. S6)

via channels that range from games and sports to news

and databases — and Castanet’s background communications

capabilities means no worry about

bandwidth constraints.

Beyond the web

lava computing opportunities reach

beyond the Web, too.

Corel Office for java, a suite of office

productivity applications written in the

Java language, can run on any environment

that implements the lava Virtual Machine or

|avaOS'“ platform. Because the client side of

Corel Office for java has won 100% Pure lava'"

certification, all documents are readable and

editable across all platforms.

Corel is also busy applying the lava platform to the

Internet publishing process, With a new web publishing

engine called Barista now integrated into Corel’s WordPerfect 7

1



Java driven online imaging

H
ave you moved your photo opps onto your computer

yet? There's never been a better time, thanks to Java

computing.

Kodak's Photo CD system is a powerful tool thatprovides

complete online viewing, manipulation and storage capabil-

ities for scanned 35mm pboto images. Introduced in 1992 as

a linchpin of Eastman Kodak's Digital Science product family,

the Photo CD system delivers cost-effective, convenient, high-

quality imaging to desktops everywhere.

Support for Photo CD images has been built into most

leading operating systems, including Solaris from Sun

Microsystems, and dozens ofsoftware applications, such as

Adobe Photoshop and Pagemaker, QuarkXpress andmany

others. No wonder the Photo CD image file format— called

Image Pac— has quickly become a de facto computer

industry standard.

Whether you're net surfing, doing in-depth research,

creating Web pages or just contemplating splicing Aunt

Harriet's head onto Uncle George's torso, you'll like what

Photo CD can do— and you'll like the price even more:

Photo CD is free.

Imaging is serious fun ...

Obviously, Photo CD on the Weh can be a lot offun for web

enthusiasts. But there is another side to Photo CD on the Web,

too: the technology itself is a huge leap forward in online

imaging quality, offering a 24-bit graphics format andan

advanced colormanagement system. With that kind ofcapa-

bility, Photo CD on the Web promises to be exceptionally

useful for students, academicians and other serious

researchers, giving them immediate access to important

graphical information across the Internet.

PHOTO CD-aware web browsers

NowKodak has unveiled a new Java application, called

Photo CD on the Web, to make its imaging technology easily

and universally accessible to users anywhere in the world.

With Photo CD on your desktop browser, you can access.

Already, such institutions as the Smithsonian's National Air

and Space Museum, the University ofPittsburgh, Oregon State

University and the American Museum ofNatural History are

all currently demonstrating Photo CD on the Web technology

in a production environment.

on tile web. Because ofJava's platform-independence, access

is always seamless; it doesn't matter what kind of system

the user has or where the image is stored. So every Java

enabled web browser is also automatically Photo CD-aware,

providing users with unparalleled imaging capabilities.

Dynamic interactionwith onune images

Do you give away snapshots only to wish later that you still

had tiiem?Now you can share all yourphotos and keep them,

too. And that's just for starters. Anyone with a Java enabled

Web browser has immediate and transparent access to a vast

array of high-resolution digital images— from detailed

pictures of the surface of Mars to the Smithsonian's

collection of Native American artifacts.

Using your web browser ofchoice, you can dynamically

interact with online images like never before. Photo CD on

the Web allows you to view, zoom, enlarge, crop and rotate

any remote image in real time— as long as that image was

previously captured and stored in Kodak's Image Pac format.

The Image Pac foimat stores a photo image in five different

levels of resolution, and you can view and manipulate

every one of these levels on the web without losing image

quality— which means you can create far more interesting

and dynamic Web pages than were ever possible before.

...AND Java computing makes it happen

Java computing is ideally suited for the robust, distributed

operation this kind ofdemanding application requires. As a

user of Photo CD on the Web, you can download the content

you select— say, images orportions ofimages— from a

remote Internet server at a museum, university or elsewhere,

and then execute the Java applet locally. Rather than down-

loading an entire five-megabyte Photo CD digital image,

the program brings across only the five kilobytes of high-

resolution image data required for full operation. Result

performance that's extremely fast responsive, and efficient

A BRIGHT FUTURE

No matter what kind ofsystem you have on your desk, odds

are that Photo CD on the Web will be running there soon. And
when Kodak issues a new version of this Java powered

marvel, all you have to do is visit Kodak's web page and

download your automatic update. It's bard to imagine soft-

ware distribution getting any easier. The power and elegance

ofJava computing plus Kodak's technology-leading online

imaging brightens the future for all of us.

For more information about Photo CD on the Web, visit

http://www.kodak.com/digitalimaging/aboutPhotoCD.httnl.
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and Ventura 7. users quickly can quickly transform existing

documents and images into web-ready files — without any

programming required. Every WordPerfect 7 and Ventura 7

user is now automatically a web publisher, with complete

control over the look and feel of their material.

"Java’s unprecedented cross-platform support and

distributed architecture make all of this possible,’’ says

Corel Technology Evangelist Chris Biber. "Basically, lava has

changed all the rules.’’

With a prototype application weighing in at only 62

kilobytes, Corel Office for lava delivers important advantages:

• Support for open standards.

• A feature set that can be customized and expanded.

• 100% written in the lava language, which allows cross-

platform deployment.

• A file format that's consistent across platforms.

• A consistent user interface and standard terminology

throughout all applications.

You can find out more about Corel Office for lava at

http://officefoTjava.corel.com.

Many other vendors are developing Java applets and

applications that businesses will use to reach their customers

“ that's us, folks — via the Internet and dedicated

corporate networks.

One smaller financial organization that

has gained competitively thanks to Java

computing is the Heritage Bank £ Trust

Co. of Lafayette, Indiana.

Over the past year, the bank’s

CEO accumulated several java

applets at little or no cost, down-

loading them from various applet

sites on the web such as Gamelan. And he wrote applets of

his own. Now Heritage Bank offers its customers access to

a lava based mortgage-payment calculator. An income

qualification calculator uses a potential mortgage borrower’s

income and expense data to figure out the maximum prudent

monthly mortgage and maximum loan amount.

Java computing
is secure

and corporate use of the World Wide Web.

But it’s precisely java computing’s unique ability to

distribute executable code over the Internet that has raised

concern about its effect on network security. After all, a lot

of people have begun shopping on the Web.

Happily, much of the security and reliability needed to

protect organizations using Java applets and applications

containing executable code has been built right into the

java platform.

Safety

In theory, a java applet can come from anywhere and be

capable of attacking unprotected machines in ways that

might not be stopped by traditional methods. That’s why the

lava platform protects its users by placing strict limits

on applets to prevent potentially malicious applets from

stealing information, spreading viruses or acting as virus-

carrying Trojan horses. They cannot read from or write to

your local disk. Standalone windows created by applets are

clearly labeled as being owned by untrusted software.

Security

I
ince its release in May, 1995, java computing

has swept across the Internet, offering solutions

for key problems nagging client/server computing

The lava platform's security

allows a user to import and run

applets from the web without undue

to the user's machine. The java

pplet's actions are restricted to its

sandbox,” an area of the web browser or the

java Virtual Machine. The applet may do anything it

wants within its sandbox, but cannot read or alter any data

outside of its sandbox, allowing users to run untrusted

code without compromising their trusted computing

environments. If a user does accidentally import a hostile

applet, the local machine will not be damaged.

A SAFE SHOPPING ENVIRONMENT

All that lava computing security means that java powered

websites are a safe place to shop. More and more are

appearing every day.

Worldwide entertainment giant Sony, for one, has turned

to Java computing to create a new web-based entertainment

and commerce network called -TheStationa>sony.xom-(see-

t
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sidebar on pg. S4). As you might expect, this special new

website can be found at http://www.station.sony.com

and contains chat rooms, realtime two-way messaging,

shopping and much more.

Another Java powered website, Carden Escape (at

http://www.gardenescape.com) offers an interactive

planner for gardening enthusiasts, along with an online

magazine, resource pages and links, chat rooms, a gift

registry and, of course, shopping.

There are many more lava computing stories like these.

You’ll hear more and more of them in the coming months, as

lava computing spreads across browsers and websites and

even boardrooms.

A new kind of computing platform — designed for use on

the Internet and the web — has arrived. The revolution has

begun and freedom is yours for the taking.

For more information about java computing, please visit

http://java.sun.com or call i-8oo-jAVASOFT.

* 7997
,
Sun Microsystems, Inc. All rights reserved. Sun, Sun Microsystems, the Sun Logo, Java, HotJava, JavaOS, 100% Pure Java,

JavaSoft, Write Once, Run Anywheie, The Coffee Cup Logo, and Visual Java are trademarks or registered trademarks of
Sun Microsystems, Inc. in the United States and other countries. UNIX is a registered trademark in the United States and other

countries, exclusively licensed through X/Open Company, Ltd. Netscape Navigator is a trademark of Netscape Communications
Corporation.



REVIEW • X-WINC VS TIE FIGHTER

The Multiplayer

Side of the Force

F
or a game geared so strongly towards

multipl^r action, X-Wing Vs. TIE

Fighter's networking is a surprisingly

mixed bag. Once you get up and running

it performs well, but the restrictions on setup and

number of pickers will annoy gamers experienced

with more flexible network games.

XvT's Internet plc^ is handled through the Internet

Gaming Zone (www.zone.com) Web site. The Zone

provides chat rooms where you can easily find oppo-

nents with low latency numbers and then start a game

with only a few clicks. No matter what time of day I

logged on to the Zone, I was able to find enough play-

ers to launch a mission almost immediately. As long

as all the players showed up green on the latency

mete^ games were smooth, with almost no percepti-

ble lag or warping, even when I hosted on a less-than-

optimal 26,400-bps connection. You’ll need

Microsoft’s Internet Explorer to access the Zone— in

typical Microsoft fashion, Netscape isn’t supported.

Because of the sheer amount of information being

sent over the Net—locations of not only players and

missiles, but also dozens of computer-controlled

ships—the Zone limits you to four human players in

order to keep performance up. By using Kali 1.1o or

later, or by manually connecting to a host pier's IP

address and bypassing the Zone, you can play with

more than four players. You'll probably only be able

to play melees without computer-controlled ships,

due to the amount of data being transmitted.

Network connections easily support eight piayers;

modem play, as you’d expect, is perfectly smooth.

While there are few technical problems with the

game's connectivity, there are certainly plenty of

annoying design decisions. Perhaps the biggest

irritation is the inability to join a game already in

progress, even if there are player openings. If a

player gets dropped from a game, he will be

unable to rejoin unless all players leave the game

and relaunch it. If dynamic entry were allowed,

you could rejoin a lost connection, or other players

could pop in to fill gaps in the team. Also, if you

have trouble connecting to a game, the program

sits for over two minutes before it times out. If

you haven’t connected in a minute or so, you’re

probably not going to, and an option to escape

from the connection screen should be available.

One nice feature is the ability to watch the

battle from a tactical display on the observation

deck—and even zoom in on specific ships and

give them orders—once ail your own ships have

been destroyed. At least you'll have something

to do if you die early on.—Denny Atkin

kkkContinued from pg 144

IS THE FORCE WITH XVT?

The game’s engine looks and

plass like TIE F1GHTF.R, with

tlie addition of tevtiirc-

mappcd grapliics. One proi>-

leni with tiie engine is sealing:

Capital ships look too small, .so

you can easilj' misjudge the distance

to a Star Deshoyer and then gel caught

by its guns Ijefore jou realize T'ou’re too

close. Graphicall}', tlie game looks good, with

excellent lighting effects when the .starfighters gel

hit. Cockpit graphics, on the other hand, arc rather out

of place with a dravvii appearance that contrasts poorly with the

detailed texture maps on the ship.s.

Along witli overall good conlnil and gra|3liics,XvT does have .some

great music, and can be ciLstomized. You can rcnui]) all the commands

and create tlie perfect kcylioard/joy-stick layout for your needs, 'llx; list of

orders to give your wingmen, as well as tl ic targeting ojMions for hitting

ship components, are good lioldo\'crs from previous Slur VH)/s\sims.

If you just take the multiplayer action, from dogfights to co-op

missions, X-WiNGN'Ti TIE FlGiriTUtisa four-star game. But its poor

solo play doesn’t rate much higher than two stars, Wial you end up

with is a game with single-player missions that scr\'c best as practice

[

DEATH AT TWELVE O'CLOCK In one of the better multiplayer

missions, you and a small group of X-Wings have to take out

a Star Destroyer.

for the real fun— the

multiplayer missions,

Tlie sad part is, I w'as

really looking forward to

this game. After the high

of playing 'CIE FlGII'IT.R,

1 w'anted another Star

VK'frs experience that

would be just as immer-

sive and fun. And while

my wish for mullipla\'cr

Star H''ar5 action was

fulfilled, my hope for an

equivalent single-player

experience wasn't. %

^APPEAL: Gamers who always

wanted to play TIE Fighter multiplay-

er. Solo gamers need not apply.

^PR0& Good TIE FiGHTER-style space

combat; good graphics and music;

some interesting missions.

^OHS: No real solo play; bad

cockpit graphics; no mission editor;

none of the

immersion that

made TIE Fighter

great; some nig-

gling problems

in multiplayer

games.

lULY 1997 CCW

SIMULATION/SPACE



The sequel to Relentless (UlHe Big Adventure) from the creator

of Alone In The Dark and 7/nie Commando,

1
Take a mind-altering voyage Pilot flying dinosaurs, dune Choose from four behaviors Use Twiqsen's quick reflexqg

1 on an epic, 3-D action- buggies and space ships to confront over 200 alien magic and ingenuity to save

1
adventure with over to explore over 200 stunning beings, such as Paratrooping the planet from the Dark

^
60 hours of gameplay.

1

environments on three planets. Hot Dogs and Sniper Cacti. Monk and his^il alien arm;

ii In orbit this Summer.

T[



'Take elements of Tomb Raider,

Prince of Persia and Super Mario 64

and you're just beginning to scratch

the surface of Twinsen's Odyssey—
^ genre-busting 3-D extravaganza."

—yComputer Gaming World

Aclivhion Is 0 tegislered trademark of Adivision, Inc. Adelina Saftware Internalianal and Twinsen's Odyssey are trademadcs af

Adeline Software InternolionaL© 1997 Adeline Software Intecnalional. All rights reserved. Published and distributed by Activision, Inc.

All ether trademarks ond trade nomes are the properties of their respective owners. www.attlivision.(oin
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REVIEW • F/A-18 HORNET 3.0

Hornet Gets
Some Buzz
Another Mac Flight Sim Launches a Successful Attack on the

Windows 95 Market

Price: S45.00

Minimum System

Requirements: Pentium.

8MB RAM, 35MB hard

drive space, 2x CD-ROM,

SVGA video, Windows 95

or Windows NT 4,0,

Macintosh: Power PC,

16MB RAM, 25MB hard

drive space, 2x CD-ROM

drive, 640x480 8-bit color.

Multiplayer Support:

Direct Connect, Modem,

LAN (1-4 players),

Internet via Kali.

Designer: Trey Smith

Publisher: Graphic

Simulations Corporation

Dallas, TX

(972) 386-7575

www.graphsim.com

Reader Service d: 317

by Robin G. Kim

olliing compares lo the

adrenaline nish of a cata-

pult launch, or the sweat)'-

palnied terror of guiding a

multi-million dollar jet

through total darkness

toward a controlled ciasii on

a tiny patch ofmoving real

estate. Grapluc SimiJations

Cor]K)ralion obviously

understood this appeal back\vlx:n tlx;y

created h7A-lS Hornki’ for tlie Mac-

intosh. Version 3.0 lets PC owners in on

tire action for the first time, vv'hile advanc-

ing tire Macintosh line through tlie intro-

duction of rolling terrain, wingman com-

mands, and other minor enhancements.

Like most Mac flight sims, HORN'in'

uses flat-.shaded polygon graphics with

110 texture mapjiing, llie result may not

afjpear photorealistic, but tlie 3D objects

still look great, and almost any Pentium

sy'stem can achieve fast frame rates at

rcsolution,s from 640x480 to 1024x768.

llie sim tries hard to maintain this

,s])eed. actually slowing the passage of

game time (sometimes down to 1/3 nor-

mal) when the scene gets busy. In prac-

tice, this is barely notice-

able, and probably less so

than if it just allowed

frame rale to plummet.

PREFLIGHT

lIORNKl'featuresdO

missions; six training

flights, six multiplayer

scenarios, and 28 combat

missions in tlx; Persian

Gulf. 4hey can be flown

individually in any order,

or you may create a pilot

record and undertake a lour of duty.A lour

consists ofse\’cu sorties of gradually

increasing difficulty, each one offering

four tlifferent missions from w'hich lo

choose. ’’Mie missions arc l^asically canned

(the results ofone have no lingering effect

on tht)se that follow') but the randomized

placement ofenemy forces keeps things

inleresting over multijjlc replay's.A w'idc

enough range ofdifficully .sellings is pro-

vided lo suit ])layer,s of any' skill level.

'Ihc F/A-18 is a Irue multi-mle aircraft,

and the diversity of missions in the sim

accurately reflects this. Assignments

range from air intercepts to escort duty

to strikes against targets on land and sea.

Unfortunately, the sim lacks any sort of

mission planning, ^bu can’t even review

your w'aypoints before taking off, much

less change them. Also, most flights start

you out very close to your objective.

'Iliough this is clearly unrealistic, the

only direct consequences are !e,ss lime

.spent in boring transits and a reduced

need to conserv'e fuel. As a side benefit,

the short flight times also make review-

ing films, created using tire game’s excel-

lent mission recorder, more entertaining.

One or two w'ingmen accompany

you on most flights, but they can only

lend air-to-air support—ground pound-

ing is strictly your department, lire /\I is

See this month's CG Tips section for

information on how to fly any aircraft

in F/A-18 Hornet 3.0.

gone fission The devastating B-57 tactical nuclear

bomb can only be carried on a few select missions

I

against the toughest, most important targets.

ccw JULY 1997
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REVIEW • F/A-IS HORNET 3.0

See this month's CG-

ROM for an interactive

demo of Hornet 3.0.

fair!)’ good wiien it hasn’t been inlenlion-

ally clinnhcd dov\ii for j^lay lialancc, as is

done on some missions. Your wingmen

do have an annoying tendency to crash

into tlic ground when ordered into for-

mation at low altitudes, but this design

fault can be avoided by sim[)l)' not issu-

ing them those particular commands.

Acknowledgements and status reports

are conveyed by digitized speech with a

slaticky background that .sounds much

more realistic than lire ultra-clean studio

recordings iieard in some other sims.

Radio communications from ground con-

trol, tire control tower, and tire earners

landing signal officer arc also w ell done,

substanliall)' enhancing the feel of tlx; sim.

THE REAL MCCOY

Horn'L')' rcalK’ begins to shine once

)'ou step into the cockpit. /V’ionics mod-

eling is its forte, and even a quick glance

at the iastnimcnt panel —a dead ringer

for the one in the real plane— should

tell you that this is one serious simula-

tion. Its not just eye candy, either. With

12 radar modes, 3 electro-optical

modc.s, 5 autopilot modes, and 140 kc)'-

board comiuand.s, the cockpit is a nir-

vana for fans of .systems realism.

W^eapons modeling is also lop notch.

Mastering this eom])le.\ity would be

easier if the documentation didn’t read

more like a reference manual than a tuto-

rial (it aLso neglects to list CISC’s lech sup-

port number, which is (972) >86-7575).

Keverlhde.s.s, when combined with the

extensive .suite of multimedia

le.sson.s. enough infor-

e\ cn a no\'ice— albeit a higlily motivated

one— up the steep learning curve.

As impre.ssive as the avionics model-

ing is, it does contain numerous .small

errors. Most of llicsc problems have sim-

]5le work-arounds, however, so on the

whole they arc not overly detrimental to

gameplay. Kxamples include ground

mapping radar modes (but thankfully

MULTIPLAYER MAYHEM

1 lORNKf uses DireetPlay on the PC to

malion is present- provide easy .setup and impressively smooth network

ed to ]>ush and modem play (the Macintosh version only supports

AppleTalk networks). Up to four people can participate at once,

dividing up into two learns of one or two players each. Computer-

controlled aircraft aren’t available, so you can’t fly campaign missions

with your friends, but the six multiplayer-only missions that are included

offer a good variety of air-to-air and air-to-ground themes. ’Tire chat feature

allows )'ou to tvpc messages to e\-eryonc or to just \’our wingman.

[Tc.spite the low player limit and lack of campaign support, the multiplayer

missions arc entertaining enough to boost the sim’s long-term play value great-

ly— as long as you can find people to fly against. Performance over the Internet is

rclativclv good, so lOili and Kahn users should have little trouble finding opponents

and teammates online. Unfortunately the PC version can’t currently connect to

the Macintosh version, .so PC owners won’t be able to join in on the dueling ladder

that .Macintosh plajcrs have already established.

9 }997 Panasonic Interactive Media Company. G 1996 lx Enlelalnmenl and Its liceiisoSIp

of lx Enterlainment. Quick/Time and the Quickrtima logo are trademadrs used under licenso.
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t

INFORMATION OVERLOAD Players

used to flying a sim before reading the

manual may find Hornet’s realistic array

of cockpit avionics a bit bewildering,

not air modes) that can see through hills,

and electro-optical sensors that are

unable to detect ground vehicles except

at ridiculously short ranges.

SURFACE REALISM

At first glance, HoRNCT appears to have

an outstanding flight model. It has a pleas-

antly fluid, controllable feel that seems

convincing over a broad range of air-

speeds. Angle of attack is appro])riately

tied to lift, and energy bleeds off in a realis-

tic fashion under heavyC loads. Carrier

landings are especially well done, though

no landing grades are giv'cn, and tlx: sim is

rather forgiving of mistakes.

Regrettably, digging a lillle deeper

uncovers many significant cnors; Altitude

hiis no effect on turn perfonnance; plane

handling is neatly unaffected by lx:avy ord-

nance loads; ground acceleration and

deceleration is so overdone that it is possi-

ble to land on a carrier without using tlie

hookand to lake off without using tire cat-

apult; absurdly effective mdders make 9G
flat turns possible at supersonic speeds;

and fuel consiunption on afterburner is

about three times too high.

With these seemingly damning flaw's, it

would be easy to write the sim off as a glo-

rified arcade game. But unlc.s.s getting the

numbers right is more important to you

than gameplay, this may not be entirely

justified It turns out that if you intention-

ally fly' tire plane in a realistic manner— as

the designers obviously intended— most

of the flight model’s greatest failings arc

not readily apparent. Make no mi.stake;

'llris sims flight and avionics inaccuracic-s

definitely do distort reality, so those who

demand absolute fidelity will be disap-

))ointed by HottNi 'll; shortcomings.

But ifyou are tire kind of ])er,s()n w-ho is

willing to cleave to tlx: spirit of the sim

rather than dwell on its deficiencies, you

may find tliat all type,s of missions jjlay out

in a fun, challenging, and realistic enough

manner. For many sim players, that is per-

haps what really matters. %

^APf^EAU Worshippers at the altar

of high frame rates; sim veterans who
enjoy complex systems models and

can overlook failings in other areas.

^PROS: Outstanding avionics model-

ing; fluid flight model feel; good

SVGA-giaphics perfonnance; excellent

use of digitized speech; wide variety

of mission types; smooth running mul-

tiplayer modes.

^CONS: Some major flaws in the

flight modeling;

limited number of

missions and no

mission builder;

campaigns lack

flow; wingmen

occasionally go

suicidal.

AVW.GAMEZILU.COM
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Foraet about leaving your heart. Worry about keeping uJiv'd. .

The treasure hunt is on and the haunting streets of San Francisco await your footsteps.. .embark on an eerie, graphical

quest where it's up to you to crack the complex puzzles and reveal the fate of King William's lost fortune...

but beware, the Beast lurks much closer than you may think. Full-motion video and 360“

game architecture make Golden Gate an unforgettable adventure game for PC and MAC.

"Adventure gamers looking

for something different should

definitely try Golden Gate."

"A true game portal onto the

streets of San Francisco."

"MYST’s long shadow is finally

being eclipsed.. .like a modern-day

archeologist, you navigate through

thousands of eerily beautiful

photorealistic watercolor images...''

iRTAiNwr;: Weekly

"The combination of gorgeous

artwork, well-planned plotline

...an excellent choice for

adventure game enthusiasts."

For Windows 95* and Mac

To purchase Golden Gate

visit your local software

retailer

Or Jack in:

www.goldengategame.com

Or call:

1.888.726.2746.

Panasonic* ilw
Interactive Media
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Just answer these three questions

based on CGV^'s July ‘Air Combat

Summer" feature (also featured at

www.computergaming.com}

1. The maximum air speed of the F-15E

Strike Eagle is:

a) Mach 2.5

b) Mach 1.8

c) African or European?

d) All of the above.

2. The armament of the F-SS Sabre is;

a) one 20mm Vulcan cannon

b) six 50 caliber machine guns

c) a pair of coconuts

d) None of the above.

3. The powerplont of the F-1SC Fighting

Faloon is:

a) one GE J-47 turbojet

b) one GE F-110-GE-1000 turbofan

c) one GE 36'inch frost-free refrigerator

with ice dispenser

d) a non-GE engine.

To Enter: Send a postcard with name, age, address, telephone number, and the

correct answers to the three questions listed to “Summer Sim Sweepstakes, cfo

Computer Gaming World magazine, 135 Main Street 14th Floor, San Francisco, CA

94105,” or send an email with the same information to: summer_sim@zd.com.

All entries must he received hy 11:59 P.M. Pacific Coast time August 30, 1997.

Swe«Dslaf4S Rules;

1) tlo puichase necessary: To entp, send a sanoan) sized pos'card contai'niiifl

name address, phone nwnDef, and ihe correct ans«fs to the three ouestons Itsl-

ed abcw la ‘Summet Sim S'AeepsIates, cTo Corncuar Gam'ng V,t)(ld ma^zine

ISSt.tan Street t4ih Rom. San Franosco, CA 94105,’ or an email with the same

Technolojlcs' Thunderseal, CH Products Force FX Joystick, leather Bomber

Jacket, and nine liiolil simulation producls. Grand prize has an approximate relai

value of $1,100. One Rtsl Prize: Rrst Prize winner will receive; one Aa

Laboratory's EAGLEMAX joystick, Aa Laboralory's POWERRAMR and nine flight

simulation products. Flisl Prize has an approximate retail value of $400. One

Second Prize; Second Prize winner wik receiva ninefOght simulalion products. The

Second Prize has an approximate retail value of $300. WO Third Pnzes; The Third

Prize winners will recerfl agitt and one honorary membership in CGIVS 4077lh

Three VAsemen Souadron. Third Pnze has an approximate retai value of S2.

Winners will be deletmined ty a random drawing from at correcll'/ answered and

valid ertnes by Sponsor whose decisions are final. Drswrng lo be held on or about

September t5, ISST.Aliptrzeswiitbea.'afOed.AllprizewinnetswiJbenolitiedty

mail. Prizefs) are non Iransferabie tto substtution of ptize(sj are aSm.ed. ecepi at

the option of Sponsor should the lealured pr ize(s) become unavailable

3) Odds of VAnning The odds d winning wil be deletmined by number iX

vaid enines recerved

iha use ol their namefs) aridi'm iikeness(es) lot purposes of advertising, trade

and,'or promotion without ludher compensation, unless prohibited by law.

Employees ol Zill-Davls Inc., Sponsor, and dieir lespeclw affiliates are not eligible

oal lailuiee or aiv other causes beyond the condol ct Zifl Dans Inc which corrupt

or affect the administration, security, famess, integrity, or proper conduct of this

sweepsQFes, Zitf Davis inc reserves tne right at its sole discretion, to disquaiify

any individual who tampers with the entry proces. and to oa.ncel. terminate mod-

ity or suspend the swe^islaFfs Zifi-Davis Inc assumes no responsibility lor any

esto.or

as Zilf Dans Inc. is not lesponsibte tor aryprobfems or techn-

cal mdlunclion c4 any telephone nerwwk or knes computer cxi line systems

lo be recerved tiy Zifl-Oans inc on account ol lochnical problems or traffic con-

gestion on me Internet or at atr/ VJd) sift or ary combination mereof. including

any Injury or damage to parbcipanfs or any other person's computer related lo or

5) I'JInners List: For a list of winners, send a stamped, self-addressed enve-

lope 10 -Summer Sim Sweepstakes List, 135 Main Si. 14ih Floor, San Francisco,

CA 94105.' Repuesis for Winners Lists must be iecei'«) by September 30, 1997,

AliDwtour weeks (or delivery of Winners UsL

7) The Sweepstakes prizes are prWded by; ACT Laboratory, Ltd, Activision,

CH Producls, Eidos inteiactne. Empire Interactive EntertammenL ir^eracdve

fdagic Locking Glass Technologies ftaaLogt inc. Sierra Online Inc, 'feke 2

imeractive Software and ThunderSeat Technologies All trademarks are the proper-

ty of the respectne sponsors All tights reserved.
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RED ALERT COUNTERSTRIKE • REVIEW AAAA

Direct Hit
Westwood Delivers Solid Single-Player Gaming With This

Red Alert Expansion Disc

by Elliott Chin

estvvood ieamccl a

few lessons the last

time they released

an expansion set for

a hot CoMM'V\n &
Conquer game.

'I hough even CCW
gave high ratings to

C&C: COVI'KI'

Oper-\TIONS, in ret-

rospect, it \\asn’f all it could hase bcen.

Sure, it ga\’c us some ix:w missions, but

that was it. No new campaign, no new

units; just a series of disparate scenarios. It

just wasn’t enough. So this time, West-

wood is doing more for Red Alert with

their expairsion disc, CouN'iERSiRiKi’

.

\\ith this packiige, Wfestwood is giving

us some very cool, new units and not only

better-designed missions, but missions

that are groujjed into mini-cam|Daigns.

MULTI-PART MISSIONS

Wdiereas in Co\t;rt Oi’S, the mis-

sions were just a stand-alone mi.\, in

CoUN'reR'n'RIKE, at least the Allied mis-

sions arc all grou[)ecl into mini-cam-

paigns. One mini-campaign is centered

around the Soviets chemical weapons

production. In the first mission, you

must sto]3 truck convojs loaded with

sarin gas from leaving a Soviet base, 'llie

second mission finds )'ou tracking the

sarin shipment to a

gas production facili-

ty, w'here you hav'C

to infiltrate the

installation. In the

third and last mis-

sion, you find the

base where the sarin

gas is stored, and

you must then

destroy the cam]).

Unfortunately, on

the flip side, the Soviet mLssions are a

hodge-podge, and while good, lack

coherency and an overarching story.

Tlie variety and design of the mis-

sions, in comparison to i^ED ALKR'I; are

outstanding. I'br example, the second

sarin mLssion actually takes place in the

factory, and you have to mov'c from one

end of the installation to the other. 'Flic

level is very tough to beat, though, and

you’ll have to explore the maze-like

structure to find the right computer ter-

minals to disarm flame throwers, all the

while keeping j'our one essential s])y

safe from patrolling dogs.

’Ihe levels also aren’t about outpro-

ducing or sim[)ly destroying your oppo-

nent; there are other goals which make

the missions harder and more interest-

ing, as they did to an extent in l^'.D

Alert. There are timed c.scort missions,

eivilian evacuation missions,

base infiltration missions, and

seek-and-deslroy missions.

WbstwDocl .siiys tliey made tlx;

CouN'tERS'lWKl'. missions less dif-

ficult than tlicy could have been,

but tlx.’se missions were touglx;r

than those in Rl''.n;\l .I-Rf, and cer-

tainly difficult enough for me.

MULTIPLAYER MESS?

1 lowcver, many people who

buv this c.xpan.sion disc w ill be

doing so for the new units and

the multiplayer maps. l.Infortunately,

w'hile the new units are cool, they aren’t

av'ailablc for multi[)laycr games. You also

can’t play on the 100 multiplayer maps

w'ith others unless you all own the

CoUN’lER.S'fRtKi-; disc. In its defense,

We.stwood is working on a patch that

w'ili allow you to play the new multiplay-

er maps with others who don’t own the

CD. The patch .should also make the

new units available for multiplayer use.

1 ,;istly, this patch should balance tank

ni.sh bv giving the defender a more rapid

building time for defensive .stmetures.

'

1 hough multiplay cr enthusiasts will

w'anl to wait and verify that the patch

does offer the new CouMEies'iRiKE

units for multiplay before buying this

expansion disc, those wanting smarter

!l'\ missions and cool units w on’t miss

with this CoUNIERS-tRIKE.

^APPEAL: Solo Red Alert players

itching for new units and some

smart mini*campaigns and missions.

>PROS: Cool new units; well-

designed, more challenging mis-

sions; some missions strung togeth-

er in mini-campaigns.

CONS: Can't

play the new

units in multi-

player games;

some missions

stiti lack over-

arching story.

Price: S24.99

Minimum System

Requirements:

486DXy66 (Pentium

recommended),

Windows 95 or DOS

5.0, 8MB RAM, 20MB
hard drive space, VGA
graphics, Sound

Blaster-compatible

sound card.

Multiplayer Support:

Modem, Null modem,
Internet (2 players), IPX

(2-8 players).

Designer: Westwood

Studios

Publisher: Virgin

Interactive

Irvine, CA

(800) 874-4607

www.vie.com

Reader Service #: 331

STRATEGY/WARGAMCS



Even your high school yearbook

picture was more becoming than this.

But as an alien, glamour is not high

on your agenda. So, bust out of the

traditional strategy game mold, morph

info a human and make enemies with

your friends. Conquest Earth is a world

you'll want to step into very carefully.

A JVtAZING

COMPUTER PLAYER

'^GLORIOUS LY
D ETA L E D
EtEAL-'riME

PC GAMER

c:oni:iiiu=5T=aF^'TiH
Vir HERE STRATEGY
TAKES ON
A N



You con ploy either side in this intergoloctic strategy

gome. Instantly morph into a weapon or battle tank

—

even a human being.

When ploying the alien side, you'll experience a

unique interface with different rules and capabilities.

You’ll employ never-before-seen tactics and strotegies

to foil your human counterparts.

Vary your strotegy to keep your opponents guessing.

Keep track by monitoring them through your interface

portals. With over 65,000 colors, the oction will come

to life like never before.

Playing the human side, you’ll need to manage your

resources wisely. Thwart the aliens' attempt to mine

oxygen from the atmosphere. Only one race will

remain standing after this war. Make sure its yours.

CO JVt eiDOS
Conquest Earth and Eidos Interactive arc trademarks of ElOOS, PLC. O 1397 Eidos

CIRCLE READER SERVICE #275



STRATEGY/WARGAMCS

k-AiKi REVIEW • FRAGILE ALLEGIANCE

Rock and Roll
Interplay Tries to Make a Game out of Deep Space Asteroid Mining

Price: S49.95

Minimum System

Requirements:

486DX/66 (P90 recom-

mended). 8MB RAM
(16MB recommended),

36MB hard drive

space, 2x CD-ROM
drive, SVGA graphics,

DOS 5,0 or

Windows 95.

Multiplayer Support:

Modem, serial connec-

tion (1-2 players):

LAN (1-8 players).

Designer: Kim Blake

Publisher: Interplay

Irvine, CA

(714) 553-6678

www.interplay.com

Reader Service #; 332

ASTEROIDS-R-US You’re the head ot a space-borne corporation

that is attemp^ng to create a mining empire while fighting off the

; industrial and military incursions of rival, alien companies.

by Martin E. Cirulis

ho spaceploitalion games jiLst

keep coming this year, and

now lnter|)lay has a new

entry that liarkens back to

the old sci-fi games like

M.U.LE,, wlxia: crrni-

merce— and even

mining—meant more than

lasers and nuke.s. In I’ltACIlJ'.

Ai-Li-iClANCI'; you lake tlic

role of a iniinan company-representative

ciiarged witli prospecting and miiiing a

new .sector of asteroids, its a difficult

enough job, witii rocks hurtling through

the dark at 30,000 mph and deadly acci-

dents taking tlreir weekly toll on \\'orkers

and equipment, but wlren you combine

that with up to seven other alien races

that are looking for the same ore, thing.s

can get pretty hairy,..espccially when you

realize the games title refers to the stale of

diplomacy out there.

PEBBLES IN THE SKY

Ai.1.I-;CL\NCE is a real-time spacc-

ploitation game of a very' interesting

stripe. Instead of the usual accent on the

eXtenninate portion of the fourXs

(cXplore, eXpand, eXploit, exterminate),

which we find in almost every game of

this genre, Aixeciance revoIve,s around

makiirg a profit.

You might be

forced to fight in

order to sun'ive,

but you must do

so while keeping

an eye on
y
our

credit balance

and resources.

Each asteroid

is treated much as

a single plane! is

treated in games

likeMOOIl,

except liere many'

of tliem drift

around the ma|D

on different s'eclor.s—and yes, collisions

do occur, much to the cie.s])air of any'thing

on either rock. Expensive technologies

can either halt the drift of an asteroid or,

in some cases, provide it with the engines

nece&sary to putter .slow'ly out ofharm’s

w'ay'. Once you colonize an asteroid, you

must build lire nece-ssary' life-support

stmetures, as well as gamer enough

power, air, w'ater, and food to keep your

workers alive. Tlicn you can slowly build

up your mines. Depending on your

strategic needs, rocks can either be kept

as simple mining operations or built up

inlo mobile forire.s,ses or

shipyards, or a combi-

nation of the two.

'Ihc mining aspect

of the game is rclati\'ely

simple, but has just

enough detail to keep

things interesting.

Each asteroid can have

u[) to ten different min-

erals, and a scout sliip

can be delegated to

prospect for deposits so

you can j)ick the most

profitable real estate to

exploit. T lie minerals

come in three basic

grou])s, based on depth

and rarity. Surface ores are plentiful and

only require basic technologies; the rarer

ores can only be found deep beneath the

surface, and in smaller cjuantities. Often,

you must balance cost and profit before

carefully' deciding if it is worthw-hile to

dig deep. Every few months, a company

transjjort arrives at oirc of your asteroids

to buy u[) any of the stored minerals you

arc willing to part w'ith. T1iis pro\’idcs you

with the bulk of the money you’ll need to

maintain your current operations and

ex[)and outward into the high frontier.

'iechnology is also cleverly handled in

Allkglvnce, which allows players to

expand their abilities without undermin-

ing file premise of the game.

/\LLEG1/\j\’CE \’cry logically puts research

far out of
y
our reach, and instead allows

you to order blucprinis for various new'

technologies from another company.

After paying a considerable amount for

the rights to build or use a device, the

bluejirinls arrive on the next company

transj)oi1 and from that point on they are

part of your technological base.

With dozens of asteroid bases possi-

ble in large games, micromangement

can become a problem— but luckily, for

a paltry iO-30 thousand credits a

month, the conqiany will provide you

W'ith a manager to handle the day-to-day

CGW JULY 1997



To obtain a copy, visit your local

retailer or call 1-888-246-2442 today.

www.imagicgame 5 .con1

P.O. Box 13491

Research Triangle Park, NC 27709

CiRCLE READER SERVICE #07S

"Playing out the American

fantasy could not be

easier or more fun."

Computer& Net Player

'Capitalism isn't just for

those who aspire to be

the next Michael Dell or

Sam Walton. It can be a

fun and useful exercise

for anyone who wants to

test their entrepreneurial

mettle without, for once,

taking any risk."

Paul M. Eng, 8u5/ne55 Week

4 out of 5 stars

Computer Gaming World

Editors'

Choice Award

PC Gamer

l^jJGAMER
HOITOHS'

Now with new Scenario

Editor to customize game

play, new graphics, new

maps, new industries, and

real-world markets.

Play solo

orcompete

with a Mend

via email or

hot-seat



STRATEGY/WARGAMES

REVIEW • FRAGILE ALLEGIAHCE

SECRET AGENT MAN Combat isn't crucial to victory, but

I

if you must resort to military means, you can always

I

employ saboteurs.

problems, such as balancing life-support

or building up mine shafts to efficiently

strip your asteroids, 'Hie real wonder

here is thal these A1 agents are actually

very eompeient at their jobs, and can

even handle players adding various

struetures to asteroids under A1 control.

Unfortunately, while capitalism rules

the galaxy and all the races are teehni-

caliy at peace, you’ll soon find out that

the word “technically” leaves a lot of

room for rough stuff.

DIRTY TRICKS

Warfare in Au.KCIANCH is often a

necc.s.sary evil, due mainly to (he com-

puter players tendency to hit first and

then talk, but in keeping wilh the

theme of the game, it is an expensive

and wasteful evil as well,

Wiien an asteroid from an alien race

(or human competitor in multiplay)

comes witiiin scanning range, you may

use the opportunity to converse with

the owner and dLscuss intricate non-

aggression or allegiance contracts.

Tlie,se contracts have not only a strict

duration, but also carry' a hefty mone-

tary penalty', should you break them.

You may also trade with opponents,

.sw'apping a huge list of esoteric items,

and reaping mutual profits.

On the other hand, if the a,steroid

belt is just too small for the both of you,

you can resort to mayhem along three

paths: covert operations, missile attack,

and starship combat involving ship-to-

ship and ground operations. The covert

path is available by hiring freelance

agents to engage in theft and .sabotage

in alien asteroids. Missile at tacks are

y'our basic asteroid s ersions of

ICBMs, and there arc nearly a

dozen different types of warheads

available cos'ering the gamut from

higli explosives to biologicals.

These missiles are launched from

one asteroid at another, w'ith dis-

tance detcmiining what rough

percentage of them will reach their

target. Once there, they will bas e

to brave any anti-missile batteries

present before detonating. Starship

combat is simj^le but elegant; y'ou

can build a variety of hulls, from

fighters to battleships. Weapons

conic in either sliip-to-ship or

ground attack ty'pes, thus forcing

players to commit to offense or

defense when constmeting a fleet.

Combat is resolved automatically,

and often grand melees occur as fleets

circle an asteroid blasting away at each

other w'hile the attackers strafe installa-

tions and surface-based batteries return

fire. Theres not much tactical strategy

beyond the .ship deployment.

Players can citiier increase or decrease

the war-like tendencies of their neighbors

when setting up a game, so star generals

can make it a battle to the death while

y'oung tycoons can nudge the computer

]ilayers tov\'ard butter instead of guns.

DRIFTING OFF TARGET

'Ilicsc features and the great SVGA
graphics would seem to push Fragiij:

At ,l,KCIANCK, into the five star mark. But,

just when you think the game is on the

N'erge of greatness, you find some dis-

turbing omissions and balance problems

that hinder an othenrise excellent game.

The first problem that comes up is the

inability to change game speed during

the game. You can specifv' speed when

you enter a game, but you can't change

it, and the options arc paltry': slow', medi-

um, or fast. Aren’t slider bars for game

speed a given in real-time games these

days? Another strange gap is tliat

although you can play against nu inter-

esting amay' of aliens, you cannot play

any of them yourself. Even in multiplay-

er games, everybody must be human.

Other pioblems with Ai,[,EGL'\Nc:r:

involve game-balance, and are a little

more subtle, but detract from the game

nonetheless. Mineral assets on asteroids

play out very quickly, and so your

money mns out just as fast. Instead of

simply making the rocks in this game

meatier, the designers introduced a tax

retiim for every worker under your con-

trol. so while every'thing in the game

fells yon to create lean, ultra-efficient

workforces, actual gameplay' dictates

that you build up large populations of

personnel who do not hing but play

\'ideo games and pay taxes.

Tlie endgame is also disappoint-

ing—you just get a generic .spreadsheet

marking all your accomplishments i)i

the game, and there isn't even a saved

high score feature to make a point of

continued play. Perhaps a careful study

of the endgame in ClV would have

been a good idea before Interplay sent

Ai.I.I’ICLVCCK out the door.

And, in what is becoming a very dis-

turbing trend in .sci-fi stral lilies lately, the

manual w'ith this game is sparse and

inadequate. While it does cover the basic

w'orkings of the interface, il does very lit-

tle to illuminate the actual mechanics

and technical details of the game. There

is no way to tell the effect of various ship

wcapon.s, except to rely on the notion

that the more expensive a weapon Is, the

more damage il must do.

As unfortunate as these flaws are,

EltACU.I': Ai.I-KCIANCK is easily the most

fun I’ve had at a spaceploitation game

so far this year. The play is unique and

infinitely variable, with a constantly

shifting gamefield and tenacious Ai

opponents. Interplay has gone far in

delivering a sci-fi .stral game that aetiial-

ly takes the environment and mechan-

ics of space into account, and thev've

produced a game that's smart as well as

saxy. Ai.i.eglvncI'; .s-tands well apart

from the more generic fare populating

games shelves this year. S

^APPEAL: Gamers who want a

different kind of strategy game
with some realistic space effects

and a good economic modei.

^PROS: Original, innovative game-

play and mechanics; detailed graph-

ics; economics are as importent as

military strikes; effective AI.

^COHS: Cool economic angle is

undermined fay

poor play-

balance; barely

adequate manu-

al; lack of

variable speed

control; can’t

play as aliens.
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X-COM: APOCALYPSE
1:he moBt addictive [and ntill good far yau]

"beat the crap out nf aliens ' strategy game
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PC cn-Rom.
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STRATEGY/WAR6AMES

'ki REVIEW • FALLEN HAVEN

Price; S49.95

Minimum System

Requirements:

486DX/100 (Pentium

recommended), SMB
RAM (16MB recom-

mended). 30MB hard

drive space, Windows

95, 2x CD-ROM drive,

SVGA graphics: sup-

ports most major

sound cards.

Multiplayer Support:

None.

Designer: MicoMeq

Publisher; interactive

Magic

(800) 298-0872

Research Triangle

Park, NC
www.magicgames.com

Reader Service ft: 334

Fallen

Gameplay
l-Magic's Newest Strategy Game Is a Tired Bore

by Tim Carter

nee again, hiiinanily faces

a tlireat to its existence. A

hostile alien race— mili-

taristic, xenophobic, and

bent on our destniction—

lias, for the umpteenth

time, entered the picture,

and they must be defeated

ifwe are to safely enjoy

the fruits ofhuman civi-

lization: WWF, water}' beer, and 'Ibm

Clancy novels. Mo hum.

WeVe lieard it all before, and wth

more creath'ity in this tired us-\’ersus-

them plot. Sadly, tlie onl}' creative thing

about this game’s fiction is tlie a.ssumplion

tliat inankind wll ever find a race more

militaristic, xenophobic, and destructive

than itself.

BOLDLY GOING...

X-COM w'as clearly one of the design-

ers’ inspirations.A good choice, if }'ou ask

me, although they seem to have missed

some of the keys that madeX-COM
such a success, F/\iJ.i':N MavI',N is divided

into strategic and tactical turns. During

strategic hims, }’ou conduct strategic

planning. de\'elop colonics, buy, build,

and research. Wren }'ou or the eneni}'

send in the drop-shiiJS, a tactical battle

results. Ydu fight it out at tlie individual

unit level until \ictory or defeat, at which

point vou return to the strategic game.

This principle allows for the possibility

of exciting tactical conflicts that are

directed and influenced by decisions

made at the strategic level.

WHERE OTHERS HAVE GONE BEFORE

Sadly, in F/UJ.EN MwtiN the tactical

s}'stem leads to dull, repetitive battles that

just don’t cultivate tlie anticipation and

tension necessary' to make tlie strategic

game meaningful.

Pla}ers may more

and fire each unit

individually, and

some actions may

elicit a response

—generally

counterfire—

from proximate

enemy units.

Combat takes

place when you

accept a mission,

which generail}’

iiwolvcs accom-

plishing a set of

objectives in

return for a particular reward. Even

with a variety of uniLs, however, combat

is boring. It generally boils dow'ii to

moving your units into positions where

they can see the enemy and then

amassing enough firepower to take the

bad guys out before they get enough

firepower to take you out.

Tlie strategic game has more

jiromise, but uttimatel}' can’t overcome

the humdrum nature of the tactical

engagements. From the colony screen,

pla}ers have a \'ariety of SlMCriY-like

building options that may be used to

develop their colony. For instance,

buildings require roads and power (via

power plants). Eveiy'thing costs money

to build and maintain, so your strategy

tends to revolve around financial and

resource management.

At the same time, you can tinker

with your colony’s research efforts,

channeling your scientists’ efforts into

various fields in order to develop more

deadly weaponry or more efficient

buildings. All in a day’s work for the

average computer gamer; this is neither

new nor particularly stimulating.

On a positive note, F/VLLEN HavI':n

does not suffer from the technical

glitches that helped to sink DESTINY,

1-Magic’s last strategy game. Tlie inter-

face is intuitive and easy to manipulate,

the graphics arc clear and easy to

understand, and the commands are

easy to execute.

Still, none of the technical compe-

tence displayed in tlie game’s program-

ming can overcome the essential dull-

ness provided by the experience of play-

ing this all-loo familiar game. %

^APPEAL: Those who like sin-

gle-player strategy games that

play like every other single-player

strategy game.

^PROS: SimCity planning plus com-

bat; clean and

easy interface.

CONS: Slow,

dull, and unex-

citing; tactical

battles are Infe-

rior to the

. strategic game.
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Look for Trophy Bass 2’s

\

[Bass on line]

[On line Bass]

NEW Add-On Pack!

5 New Fish, 5 New Lakes, &

\ New Tournament Types.

Only one experience comes close to the excitement of hooking a trophy-size bass. And that's landing a 19-pounder in

Trophy Bass 2'", the most addictive fishing simulation ever. Now with Internet, modem and network play, you can compete

with neighbors or in worldwide tournaments. Get tips from the pros. Select from thousands of realistic items-the gear, the

lake, the weather-but be forewarned, you're the one who'll get hooked.



STRATE6Y/WARGAMES

-k-k-kA-A REVIEW • ADMIRAL SEA BATTLES

Rear Admiral
Contemplating Your Naval (History, That Is)

Price: $39.95

Minimum System

Requirements:

486DX2-66, SMB
RAM, 25MB hard drive

space, Windows 95,

256-color SVGA graph-

ics, 2x CD-ROM
(4x recommended),

Windows-compatible

sound card,

Muitiplayer Support:

hotseat, network,

modem, or email

(2 players).

Designer: Merldlan-93

Publisher: MegamedIa

San Jose, CA

(510) 623-1100

www.megamed.com
Reader Service d: 335

by Bob Proctor

I

n AdmiR'M. Slv\ BatiU'S, >’ou start

witli three port.s and .some money

to begin building ships, of w'hich

there are 11 type.s. Later in the

game, can build forts and

more ports. Tlie maj) isn’t ran-

doml)’ generated l)ut, imslead, is

selected from the 17 available, all

consisting of islands scattered

around in an ocean. 'llie six start-

ing ports are always in the same locations,

so each map has its own particular strate-

gies. For example, in some the scenarios,

islands form impassable chains with only

one or two navigable channels through

them; these straits become focal points

for fort building and fighting. Money,

though, is tlie real key to the game. /\ny

ship can be built— or lo.st— in a single

turn. Wlioever ruas out of money' first

can’t repair or build replacements, and

tlieir position quickly deteriorates.

CONFUSION TO THE ENEMY!

Judging from tlie g<imes advertlse-

ments, it seems tlie marketing ty'pes decid-

ed this game would appeal to tho.se w ho

w'ant to “time travel to tire days [of] great

sailing vessels.'’Actually, any knowledge

you have of tactics in the Act: Of S-ui. will

serve as a handicap in ASB. Battle lines

r

BLAST FROM THE PAST? ADMIRAL Sea BATTLES looks and plays

much like a QQP game from days gone by, but It Isn’t as addictive

or well-rounded as say. The Grandest Fleet,

r

PRIMARY COLORS A squadron of red ships

channel. Holes in the sails show that the red

have no meaning, tlie weaflier gauge

changes randomly each turn, and crew'

strength for Iraarding is detennined by tlie

men in excess of IIk number reejuired to

man llic ship. So, a transport with full crew

can often capture a threc-dcckcr that has

ciew'lo,sses.’l1iere isa consistent tactical

doctrine that must be mastered to be .suc-

cessful in this game, its jasl that it has

nothing to do with history-. It might have

been licttcrif/'^B had been done with a

fantasy background— Barsoomian Air-

Bag Battles or something similar.

In .solitaire

mode, ASB is

not .so much

a strategy

game as a dif-

ficult series of

puz/lcs that

must he

solved in

sequence.

Tlie A1 is very

predictable in

all of the mis-

sions, as well.

Moreover, to

win, its often

necessary to

have the

has just destroyed a green fort guarding a

ships have taken some damage.

wind in y-our favor several turns in a

row, and the unpredictability of the

w'ind gauge can be frustrating,

PASSED OVER FOR PROMOTION

V\liile this is a .solid piece ofiirc^ram-

ming. tliereare scieral annoy’anccs.Tlie

user interface is .simple hut clum,sy', tlie

manual is minimal, and tlx- ma]i Is always

partially hidden Ixliind floating control

bars. Plus, lots of extra mouse clicks arc

nccdc-d to do simple things like nios'c a

shij) or sec its status. 1 ley guys, how alxiiit

using tlie right mouse button? 1 can’t rec-

ommend /XliMiRU.SfA B.\T'ni:5j for solo

]il;iy, hilt as a simple Iwo-player game o\’er

modem, network, or email, its passable.%

^APPEAL: Anyone who likes

EMPiRE-style conquest games with a

human opponent.

^PROS: Supports every conceivable

mode of play; decent 2-player game.

^COHS: Predictable Ai; clumsy

interface; no

fog of war;

knowing real-

world naval tac-

tics hurts more

than helps you; HBBBBI 'jAT
lack of random

map g
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STRATEGY/WARGAMES

STRATEGY/WARGAMES

REVIEW • STEEL PANTHERS II CAMPAIGN DISK #f

Price: $14,99 (street)

tern: 486-66, SMB RAM,

DOS/Win 95 CD-ROM,

ultiplay: 2 players email.

Publisher: Strategic

Simuiatiorrs, inc,

Sunnyvaie, CA

(800) 245-4525

www.ssionline.com

Reader Service §: 336

Fresh Ammo
by Terry Coleman

I

he original Stckl P/Wn-lERS was

a rclcvation, a great step up in

realism from games like P/\NZER

Generai., hut with a simliarly

accessible interface and crisp

graphics, STEEL PAwniERS 11 was a

very good game, but with a slightly

worn luster. Mowever, sales of Stei^L II

were brisk; this is, after all, a sequel-

driven business.

’Ihc surprise, Iheii, is that CamRMCN

Disk lt\ is notyour typical add-on pack,

but an enhancement that su))])lies a need-

ed s])ark to tlx; S'tEliL P/Wn-iERS franchise.

Air strikes arc belter integrated, opportuni-

ty fire seems more realistic, and even the

individual scenarios are better balanced

than in the parent game.

Some of the more than 30 battles,

such as Greniida, are academic exer-

cises, while others are little more than

f

DUG IN WITH NOWHERE TO GO in Korea

1998, you don’t have to wait long for the

fireworks to begin.

thinly-veiled panzerfcsls— but arc no

less enjoyable for their armor-worship

enthusiasm. Tlie real treat, though, arc

the politically incorrect campaigns, two

of which feature an aggressive, unified

Germany in the 1990s taking on any

European powers that stand in its way.

A more sober campaign covers the very

real possibility of an explosive North

Korean-South Korean conflict in

tomorrow's headlines.

’Hiis is prime material for wargam-

ing, and if this controversial add-on

pack gets banned in some overly-sensi-

tive Eurochamber, then fine. SSI

desers'es a lot of credit for shaking

things up; I hope this altitude will

carry on to Steel Panitiers 111. %

^APPEAL: Anyone interested In

modem warfare.

^PROS: Great hypothetical cam-

paigns; welcome

tweaks to a

great system.

CONS: Still

some minor real-

ism issues;

where's timed

Net play?

^-A-k-k REVIEW • AGE OF RIFLES CAMPAIGN DISK

i UlllI.ili.UI^ Obscure Wars
by Terry Coleman

Price: S14.99

Required: 486-66, 8MB RAM,

Windows/DOS 5-i- CD-ROM.

flultiplay: emal, hotseal (2 players).

Publisher: Strategic Simulations

Sunnyvale, CA

(800) 245-4525

www.sslonline.com

Reader Service d: 337

n the old cardboard days, if

you wanted to game your

way through the Frauco-

Priussian War (or some simi-

larly obscure fare), you went

to Strateg}' ct 'Facfics magazine,

or took a chance on hand-crafted

lahor-of-love designs .shipped in

ziplock baggies. Oh, how things

change. Take Age of Rifles, for

example: 'Hiis is about as com-

prehensive a look at mid/late 19th

century warfare as you’re likely to

find, and with a complete editor

to boot; seemingly, it’s an endlessly

replayabie product. Yet, the clamor for

new Rifles scenarios and campaigns is

so great that SSI had this add-on disk

in production weeks after the parent

game shipped.

PHANTOM OF THE OPRY Hood's Offensive ulti-

mately fails to show why the general’s campaign

for Tennessee failed.

From San Juan to the French Foreign

Legion, the scenarios arc clexer, and fill

some of the holes tliat c\'en a wide-rang-

ing simulation such as RlPl,l'5 must have.

As might be expected, lho,se created in-

house b}' SSI arc more polished, but tl«;y

aren’t always the best. On the other hand,

it lacks that PANZER GENERAL-esque

.sense of scope and wonder characterized

by the Soldiers ofthe Queen campaign

from the original Rifles. Many of the

other obscure battles have been done

heller elsewhere. There's plenty of

value here, but it isn’t the must-buy that

Civ I i Scenarios or WarGraf[' II:

Be^'Ond 'n-iE D/\rk Portal are. %

APPEAL: Fans of obscure wars.

PROS; 19th

century com-

prehensive-

ness; strong Al.

CONS: Not

up to the quali-

ty of the parent

game.
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Download your free demo and custom Lords II theme pack from our Web site at

http://www.sierra.com/games/lords2. Order your copy today by calling (800) 757'7707. Impressions
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Declare all-out war with the Lords of

the Realm^^ II Siege Pack. Now you

can concentrate on just fighting - this is

pure combat. Lead your armies into 50

new battle arenas which will test the

mettle of the most seasoned war lord.

Enemy hosts await you for head-to-head

combat on the Internet. Plus, new castles,

battle maps and scenarios are ready to

take you to the next level - putting you

one bloodstained step closer to the

English throne.

Choose to clash swords in the open

field or lay siege to new castles with

yom customized army.

Battle friends

and foes on the

Internet.

Clash on 20 new
Battlefields.

LORDS II is a

upon 10 new
Castle Designs.

Repel invaders

with new Burning
Pitch.

Create yoitr own clut/lenging battle-

fields— dare players from around the

world to play on your “home turf."

Discover 20
New Countries

to conquer.

Coming this fall! Lords of Magic”

SIERRA®

mmm
EDITORS’

CHOICE

©1997 Sierra On-Line, Inc. ® and/or dcsiKtiaie trademarks of, or licensed to Sierra On-Line, inc. All rights reserved. Runs on Windows 95.
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ADVENTURE/RP6

^k-kAi REVIEW • THE LAST EXPRESS

Mystery Train
The Prince of Persia Puts Adventure Games Back on Track

Price: $39,00

Minimum System

Requirements: Windows

95 or DOS 6.0, P60 (66

MHz 486/DX2 lor DOS),

SMB RAM, 35MB hard

disk space, 4X CD-ROM,

SVGA graphics, Sound

Blaster 16 or compatible

card, Macintosh require-

ments: Power Mac with

System 7.1,2, 16MB

RAM. 35MB hard disk

space, 2X CO-ROM,

Multiplayer Support: None.

Designer: Smoking Car

Productions

Publisher: Broderbund

Software

Novato, CA

(415) 382-4400

www.broderbund.com

Reader Service li: 318

by Petra Schlunk

I hile many war and

strategy games are

based on real-life

historical events,

adventure games

tend to be based

primarily on fanta-

sy, mystery', or hor-

ror stories. Perhaps

sensing that lire

well has begun to run dry; many adven-

ture game designers have recently turned

to historical settings, as well frYr/\NiC:

ADMuvnjRii: ouTOFTiMt; Crvs’du.

SkTiiJ, and Vfrsmlles 1685, are good

oamples). 'TiiE LaS’1' E.XPRESS, which

was designed, directed, and co-u'ritten by

Iordan Mechner, of Prince of PersI/\

fame, is a captivating look at real-life

events from a semi-fictional adventure

gaming angle. But don’t think this means

you’re in for a boring history lecture. '^Phe

LaS’1’ Express is also one of the best

adventures released so far this year.

STOP THAT TRAIN

The game takes place in July, 1914, dur-

ing the last mn of tlie Orient Express,

making its famed Paris-to-Constantinople

mn. Europe, on tlie brink ofWorld War 1,

WE CAN WORK IT OUT Prepare to have

on a regular basis by many of the train’s

is .seething with

intrigue— a fas-

cinating mienr-

cosm ofwhich

pcmicatcs this

voyage of the

Orient Express.

You play a

young

American

physician,

Robert Catii,

who jum])s on

tlie train (sans

ticket) as it

leaves the P.iris

station. You do

so at the behest of your friend who is

involved in affairs that arc c[uickly spin-

ning out of control.

Once aboard, you discover that yoiir

friend has been killed. You must

a.ssumc his identity to stay on the train

and learn what has happened to him.

During your three-day voyage, you

encounter pas,senger.s from all over

Europe, many ofwhom are involved, to

one degree or another, with the events

that arc currently marching Europe

toward World War 1, Not only must you

learn who is on

the train and

why, you must

take o\'er your

friend's negotia-

tions with several

characters on the

train. You'll have

to survive direct

attempts on your

life, destroy a

bomb that

threatens to blow

u|) the train,

eavesdrop,

search the pas-
Cath's life threatened

passengers.

HELLO GOODBYE A nasty surprise—a dead friend—awaits Calh after

he jumps onboard the Orient Express.

all the while, try to avoid getting arrest-

ed. Tlie clock is constantly

running against you, even as time is

running out for Europe.

TRAVELING FIRST CLASS

Graphically, Ti-ie Las'I' Exi>m''.ss

expertly places the gamer in the long-

gone, opulent setting of the Orient

Express. Making use of photographs of

the trains interior, the game successfully

captures the ambiance of the period.

Clever use of animation based on live-

action footage (rotoscoping) results in an

elegant and pleasing visualization of the

game’s events. Most of the game takes

place from Gath’s (the gamer’s) perspec-

tive, but important conversations, fights,

and other significant events are shown

from a third-person viewpoint.

Tlie sound effects, beautifully played

music, and outstanding acting all con-

tribute authenticity and ambiance to

The Last Express. Particularly impres-

sive is the use of actors who speak the

numerous other languages on the train

(Gcnnan, Russian, French, and more) in

what seems to be native accents and

dialects. Wdiilc I can’t vouch for accura-

sengens com- cy of all the languages, I can attest that

parfments and, the German was quite authentic, and I
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Uncover the mysteries ot an advanced civilization in this epic game of adventure.

Breathtaking visuals. Exotic locations. Plot twists and intrigue. All to be found in Atlantis.
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ADVENTURE/RP6

REVIEW • THE LAST EXPRESS

0
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HELP! The passengers are in terror after the train is hijacked by a

gang of Serbian terrorists.

suspect tliat (he rest were as well. Since

there is little that dcstrov's suspension of

disbelief fa.ster (han a “native” .speaking

with an incorrect accent, 1 was ver)'

pleased to see this cxlra level of cflori.

The Last Exi’RESS has the slaiidard

adventure game point-and-click inter-

face: The cursor changes when you

can move or when you pass it ov'cr

objects or people with

which you can interact.

Often, the cursor

changes to a specific

inventory item wlicn

)^ou come to a place

wliere that item w'ouid

be useful. Don't rely on

this feature too licavily,

though; you frequently

must select an object

from )’Our inventory

before you can use it.

\\1ien )ou can jjick

up an object, vou will

autoinaticaiiydo so

when you click on it.Tf)

bring u[) \ our inventor)'

to view something or to

select an object, click on tlie picture of

V'our cliaracter at the top of the game

screen. Catli can carr)’ much of what lie

finds, although he won’t pick np every-

thing lie examines-

TRAIN IN VAIN

Iherc arc no saved games per se in

'I j ir; I AST RxprivSS, althougli )ou can

play up to six games

S
olve the firebird puzzle by studying the

Russian poem found in your dead friend's

belongings. The locations to which the fire-

bird travels hint at which gems to press on

the egg, and in what order, to open it. Practice open-

ing the egg (after you find it), because when you have

to open it, you don’t have a lot of time.

Finding and defusing the bomb on the train can be diffi-

cult. Search between the sleeping cars. Use your matches

and telegram to remove the bomb and to defuse it.

Fights are in real time, but you can figure out what

Cath must do to avoid getting hit or to land punches by

watching his opponents. The final fight is on lop of the

train, and you have to duck quickly at one point in the

fight to avoid being killed by a tunnel!

concurrenllv.Tlic

game autoniiiticallv’

sav'es as )Ou plav’.

WTicn )’ou die, get

arrested, or arc otb-

envise uasuccessful,

the giime automati-

cally rewinds in time

to a point at which

you can avert this

disaster. You can

also manually

rewind the game to

replay segments dif-

ferently. The only

problem with the

automatic rewind

feature is that it only

rewinds to a time

prior to llie current

disaster, and you

may in fact be head-

ing (because of ear-

lier mistakes) to

anotiier disaster in

the near future.

Wlicn you liit tliat

next disaster, your

game maybe

rewound by over

tw o liours. Such long rewinds can get

fnistrating, not onl)' because you must

replay a huge chunk of time, but because

you may have to play that span of time

over and over again until you get it right.

The Lvst ExpwvSS is one ofmany

games where onscreen text is not an

option (the only text appearing are trans-

lations of conversations in foreign lan-

guages). This makes playing the game

without sound impossible— an unfortu-

nate liindrancc for those who must (or

prefer) to play that way.

The puzzles in TYiE Express are

almost all logical extensions of the game’s

storv’: liiding from tlie authorities, searcli-

ing peoples belongings, using information

from conversations, surviving some fights,

and avoiding various disasters. The onl)'

puzzle that docs not follow from the

games story is figuring out how to open a

golden firebird egg.

There arc also many optional activities,

including paying close attention to tlie vari-

ous stories being jilayed out by the trains

passengers. These extra events are designed

to fill out tlie stor)'; ifyou miss something

you can still complete the game. Vital clues

are alw'a)S provided through interactions

tliat Catli can’t avoid in order to facilitate

moving aliead in tlie stor)'.

ALL ABOARD

Tlic L\st Express successfully com-

bines intrigue, suspense, tragedy, and

romance in a rich, exciting liistorical

drama. With gameplay this engrossing,

players won’t miss the likes ofAgatha

Clirislic or James Bond from the Orient

Express passenger list. Meciiner and his

liugc team have enriched this game with

superb graphics, sound effects, music,

and a well-told, well-acted stor)'. For a sat-

isfying and genuinely dramatic interlude,

get aboard TTK IaS\' EXPRESS.%

^AIH>EAL: Adventure gamers; mys-

tery fans; history buffs; anyone who
appreciates a rich historical drama.

>PROS: Original, compelling story;

strong graphics, sound, and music.

COHS: A frus-

trating rewind

feature that can

take the player

pretty far back

in the game’s

story; no

onscreen text

option.
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Interact with

OVER 200 UNIQUE
CHARACTERS.

,

anK*?*'

ILIAR AND
INTUITI'

WORI.O DF MYSTERY,
INTRIGUE AND DANGER.ISTOMIZE YOUR

ATTRIBUTES AS YOU
UNRAVEL ANTARA'5
ABSDRBiNG MYSTERY.

Ei;vt(.'(lKC

Check your
Acciir.tcv: 1850 - Eiicms Defci

TO SEE HOW
SADLY YOU’RE

INJURED.

CREATE OVER
40 POWERFUL

Betrayal in Antara™ is here. A complex world of sorcery and
VILLAINS, IT SURPASSES EVEN ITS PREDECESSOR, THE AWARD WINNING

Betrayal At Krondor®.

No OTHER ROLE-PLAYING GAME COMES CLOSE TO ANTARA’S ARTIFICIAL

INTELLIGENCE AND ENGROSSING PLOT LINES. EXPERIENCE THE THRILLS.

CHALLENGES AND DANGERS OF THIS ALL-NEW FANTASY REALM.

Download your free demo at; www. sierra. com/antara

til 997 Sierra On-Line, Inc. and/or™ designate

trademarks of, or licensed to Sierra On-Line, Inc.,

Bellevue, WA 98007. All rights reserved.FROM THE MAKERS OE BETRAYAL AT KRONDOR

CIRCLE READER SERVICE #155



ADVENTURC/RPG

REVIEW • YODA STORIES

The Empire
Strikes Out
The Dull Side of the Force Wins In LucasArts’New Desktop Adventure

by Robert Coffey

T

wenty \-cars later, I

can still rcnicinbcr

(lie movie (licatre

wlicrc 1 saw' Shir

Wan.’ for the first

time. Coaskiering

its tlx: siimc place

w’lx;rc. o\'crtlx:

[)asl two weeks, I

.saw it my .second,

third, fourth, and fifth times, its

not too surpri.sing (Init its well-

embedded in myniemorv'.'nrc

Star IVaR-movics’ status as

belos ed, cultural icons is fimilj' estab-

lished, w'hich lx;l[)s make a [product as

resoiindingl)’ ill-conceived as YODA

S'lnwt^s doubly disappointing. Being a

lousy game is bad enough, but messing

witliSfar VKa/s?’niats])ractically criminal.

Price; $19.95

Minimum System

Requirements:

Windows 95, 486/66.

SMB RAM, 6MB hard

drive space, 256-color

VLB or PCI VESA

video card, 2x CD-

ROM drive, Windows

95-compatible sound

card, Microsoft-

compatible mouse.

Multiplayer Support:

None.

Designer/Publtsher:

LucasArts

Entertainment

San Rafael, CA

(800) 985-8227

www.iucasarts.com

Reader Service k: 320

^] rmpe ns! F’fsi AalM
bequencstCttAi'ge

SequBncBtOiotge...

SiotoiboopsflOjJ'i

n-iEFOPCe ••

edge of a maj) screen, i.uke

can’t drag them into the next

screen. If be can't reach his

goal fioni the other side, its

time to slarlanewgame.

RERUN OF THE JEDI

Daringl)' trying to capture tlx: solitaire-

plasing portion of tlx; griming jiublic,

Yoda StorUuS is tlx; second in LxicasArts’

scries of'clesktop ad\enhircs,” in \\’liich a

new' adventure is gcncralccl with cacli

new game (tlx: first w'aslNliYs Dl':.SK:raP

ADVWiumAS.an illusirious member of

our 50 Worst Games ofAll'llme list).

ELECTRONIC GUIDEBOOK The Terrain

Locator reveals puzzles and tells you how

to solve them, mercifully speeding your

way to concluding the game.

BOBBLE-HEADS With oversized heads and tiny bodies, even

Imperial stormtroopers look like they’d be more at home with

the Muppet Babies or on the dashboard of iraur car

Ev ery game begins on l')ag()bali wix-re

\'ou, as Luke Skyw'alkcr, mii.st fiixl Yoda to

discov'cr your mission goal. 'Hicn, you

lx;ad off for I-iolh,Talooinc, or some other

planet to rescue I-lan, foil an lm]Dcrial plot,

aixl so on. This would seem to offer

game[Dla}'\"drict}', but the o|}|>{)sitc is true.

Each hour-long game nins in a liny

window and plajs out llx; same. Luke trav-

els tire large lilc-bascd ma[5 of llx; world.

endles,sl\' finding and retrieving things to

trade for more things to finally get tlx;

thing lx; needs to end llic damn game. I !c

fights hostile creatures, aliens, and Im])er-

ial Stonutroopers in combat episodes tlial

can be generousl)' described as lackluster.

Tlic mouse-driven interface is a mix of

slu^i.shne.s,s and mania, Wliilc left-

clicking objecLs adds them to the iiivento-

ry, it is also responsible for movement.

Multiple clicks are frec|ucntly required

until Luke finally moves bis orange-

jumpsuited butt from one square to llx;

next. Luke displa)? an annoying tendency

to enter and exit buildings re[>eatedly.

Puzzles consist of pushing and pulling

blocks and crates to find objects or gain

access to areas. I’law's in world genera-

tion make some of the puzzles unsolv-

able. If blocks are placed too close to the

STAR BORES

I’iglitiiig is also faistrating.

Luke cau attack any adjacent

square w'ilb his light saber

only. To use a blaster, Luke

can only shoot at right angles

above, below, or to cither side

ofhim, not diagonally. Yet

blaster-wielding enemies cau attack

from any square next to 1 Aikc. Tliis is

inconsistent and unfair.

Tlie game is grajjhically claled, featur-

ing cookic-cutter w'orlds filled with big-

headed, cutesified characters and silly

monsters that are just this side of being

flat-out embamassing. Lukes light saber

looks like a neon-blue conductors

baton—Zubin Mehta as |cdi Knight.

Yoda Stories has two saving

graces: the Terrain Locator, a map that

reveals unsolved puzzles and tells you

what to do, thus hastening the game’s

end; and a smattering of footage on the

making of the new Special Edition Star

movies— footage which is better

seen in the cinema. Gamers hungry for

Star Wars action should wait for X-

WiNG vs. Tie Fici iter, %

Those who want to

play short Star Wars games. Fans of

Ikdy’s Desktop

Advektores.

pros: It’s a

Star Wars same.

CONS: IPs a

really bad Star

Wars gama
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“All abunchince of real-time

puzzles and chtiUenges awaits.”

- CNET Ganicccnier.com

It’s 1914. The world is on the brink of war, and this train could push it over the edge. It’s

ifSH'iS up to you to untangle a complex web of political intrigue, suspense, romance and betraya!

Available tor Windows' 95, DOS and PowerPC. oi997 Bfodeii?i;nusam-are,i(ic.wnoov/sisau.s.reQistociiifadeTOafki tCoip.'nielaslE«piessi I BrodtrOund Sollttate.
l
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aboard The Last Express™ a real-tiinc adventure game byjordan Mechner. 17VDR ^

Bon voyage, www.lastexpress.com ^Broderbund ? ^ *
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Price: $54.95

Minimum System

Requirements: Pentium

60, 16MB RAM, 61MB

tiard drive space, 2x

CD-ROM drive (4x rec-

ommended), Windows

95, SVGA graphics, 16-

bit sound card.

Muitiplayer Support:

Modem, serial connec-

tion (1-2 players);

LAN, Internet

(1-8 players).

Designer:

Daron Stinnett,

Stephen Shaw

Publisher: LucasArts

San Rafael, CA

(800) 985-8227

www.lucasarts.com

Reader Service d: 321

A Fistful

of Doom
This New Shooter Evokes Memories of Spaghetti Westerns and Doom

by Mark Clarkson

I

ucasArts’ new first-person

shooter, Olti lwvs, gets off to

the best possible start. Tlie ani-

mated opening scenes do a

great job of drawing you into

the game, and the opening

credits skillfully evoke the

mood of a “spaghetti” western.

Similarly, the musical score

seems lifted from one of

Sergio Leones epic horse operas, and

could have been composed by Ennio

Morricone himself. Iliose who routine-

ly skip past such things will be missing

out on the best part of the game.

It’s when we get to the game (and,

specifically, the gameplay) itself that we

run into trouble. Let’s face it: this is

basicallya Doom clone. And ifa

Doom clone is going to grab my

admittedly jaded attention in 1997, it

had better deliver something new.

But OirrbWVS is a Western. Isn’t that,

in and of itself, enough? Surprisingly—

the answer is no, it’s not. As I embarked

on my journey of revenge in this Wild

HIGH PLAINS TWISTER Part ot the Challenge in Outlaws is not

I

wasting the innocent civilians who cross your path.

West, 1 could never shake the feel-

ing that I was just playing a hacked

version ofDOOM— only one in

which the monsters weie replaced

with evil cowpokes instead of

Barney the Dinosaur.

Ilie format is familiar. You

make your way through levels

teeming with baddies. You have to

collect keys, push buttons, and

throw switches in order to open a

sequence of doors which eventu-

ally lead to the end of the level.

Along the way, you collect

weapons, ammo, armor, and

health, all the while keeping your

eyes open for subtly hidden doors.

You can walk, run, swim, crouch,

jump, and slide from side to side, as

well as look up and down.

Tliclcvelsdomixitupalitlle, I

with gun battles taking place out- I

side among the mesas, within dark- I

ened mine shafts, along the high

W'alls of a log stockade, and from car to

car within a speeding train.

Each level

has its own

goal— a chief

bad guy you

must overcome

before you can

advance to the

next bit of

movie. Rtlingly,

most ofthem

make a little

speech before

they finally give

up the ghost;

"You’re too late.

He took your

daughter on the

train. You....”

MARSHAL LAW In Outlaws, you’re the ex-

marshal brought out of retirement when the

evil entrepreneur has your family murdered.

FOR A FEW PIXELS MORE

Outlaws sports a weird look— a

blend of 2D cell animation and 3D

shooter that just doesn’t quite mix. Hie

textures are higlily pixelated, even at 800

X 600. In some places the palette seems

limited to less than a dozen colors—you

can barely tell the doors from the walls.

Tlie graphics are, in some instances,

astonishingly poor. Sticks of dynamite

are depicted as nondescript tan rectan-

gles with black stick fuses. Tlirowing

knives are little better, and the rifles and

various shotguns are virtually indistin-

guishable from each other when they’re

lying on the ground—you don’t know

what you’re getting until you pick it up.

Wdiile you might not expect to be

able to tell one pig-like alien from

another, or to distinguish one body-

yltk COW JULY 1997
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;ar Trek universe has

Pilot the Enterprise in over 20
blistering space combat scenarios.

Plot your strategy to stop Soran’s
scheme using Stellar Cartography.

Available on Windows*^^ 95
Visit your loul re(;ulcr or coll 24 hours I4I00.495-CAME (UJ. and Canada)www.microprose.com
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REVIEW • OUTLAWS

armored slormlrooper from the next, it

is painfully obvious when you’re shoot-

ing the same four cowboys over and

over; at a distanee, you can almost tell

what weapon a guy is packing by the

shirt he’s wearing.

'Ihc bad guj'S taunt you continually,

blit they only know a few taunts—

"Wdicrc are )'OU, Marshal?” “You’re ouf-

numbered!’’"|-lad enough yet?”“i'lopc

)
Oil plant better than you shoot!” and

"Don't be a fool. Marshal!”— all repeat-

ed over and over, nd nuttsaim.

Sounds fade away far too c|iiickly

with distance. Vou’ll see bad guys

standing 50 feet away, their guns blaz-

ing, but you can’t hear their .dSs.

Dynamite going off 100 feet down a

mine shaft makes no sound, though

you can clearly see the flash.

Interactivity is inconsistent. Some

windows can be shot out, others can’t.

If you shoot out a lamp in a stockade at

night, the room doesn’t gel dark. ’Hie

shattered lamp sets the floor on

fire, but the fire neither spreads

nor burns you if you stand in it;

its only purpose seems to be to

explain the room's continued

illumination.

Tliere are cows and horses,

but you can’t ride tiiem, kill

them, milk them, or interact

with them in any way. .they

don’t even 5ay“Moo.”

WHERE'S THAT CHICKEN?

In addition to the main game,

OiriiAW'S pros’ides historical

niLssions (one-lcvcl bounty-

hunting quests) and multiplayer

gaming— both cooperative and

deathmatch— over modem,

TAN, or inteniet. Each

machine needs its own CD, but

OirriAWS comes with two

CDs, both of which support

multiplayer play.

PALE FIGHTER The gringo marshal will have to

j

kill this taunting bandito in order to advance to

I

the next level.

mm 'ji i

F
irst and foremost, you have to learn to drive

the game with the mouse. Outlaws’ mouse-

plus-keyboard interface is especially easy to

use and it greatly improves aim and speed

over the keyboard alone,

Reload early and often. Jam a few more shells in the

old shotgun whenever there is the slightest break in the

action. Never go through a new door without first check-

ing your load or the dry “dick” of the hammer falling on

an empty chamber may be the last sound you hear.

Choose your weapon carefully for each encounter

The sawed-off shotgun is devastating at close range, but

ineffective past 20 feet or so. The Bowie knife is quiet.

The .44 rifle, with a scope, can take down an adversary

at 300 yards without his ever seeing you.

Careful with that dynamite. It is practically impossible to

throw the dynamite more than six feet, especially if you're

trying to throw it through a window or door. The best way

to use dynamite is to drop it and run away. It can provide

an unpleasant surprise for anyone chasing after you.

Remember the crouch key. You make a much smaller

target if you’re crouched behind a barrel.

And, if all else fails, try these cheat codes.

In addi-

tion to tradi-

tional deatb-

matebes,

Odtiaws provides

some entertaining

multiplayer twists,

including Capture

the Flag, and “Kill

the Fool With tlie

Chicken,” where

]3layers can only

shoot the fool hold-

ing the chicken.

You cannot, how-

ever, play a multi-

player version of the

main game. A friend

and 1 enjo)ed work-

ing our wa)' through

DukI'. Nukem 3D

in coopcrati\c

mode. TliLs is not an

option in OunAWS,

UNFORGIVEN Dead bandits will litter the floors

of the sawmill before the marshal is able to

solve the water puzzle.

great dialogue (“You never shot an inno-

cent man,” which is followed t)y,“I never

mefan innocent man.”). But it’s not as if

you’re choosing the dialogue, or making

decisions which affect the oiileomc of the

star}'; you’re simply shooting your wa)'

through one level after another.

The music, art, and interface arc

absolutely first-rale. 'Hie animated ciil-

scenes are well-done, if not siipcrlatise.

But, unfortunately, the core game is

lame and unattractive.

Ol.TiAWS lacks the inlcraclivil)' of

DUKi'i Nuklai and the tension of

QU/-\KiT./\nd, despite its exotic (for a

computer game) .setting, it show's ns

nothing new in terms of gamcplai'. ‘t

OLPOSTAL

OLCDS

OLREDLITE

QLFPS

OLRANCH

OLMILL

OLMINE

Gives you all weapons and ammo.

Super map mode.

Freezes all enemies.

Displays frames per second.

Takes you to the Ranch level.

Takes you directly to the sawmill.

Takes you directly to the mine.

DEJA VU

Tliere’s nothing

really wrong with

Oltilw'S. 'There

just isn’t that much

right with it. Sure,

thcrcs a plot whicli

unfolds as )’ou play.

'Tlreres e\'en the

occasional pearl of

^A^EAlJ Anyone tired of DooM-ing,

QuAKE-ing, and DuK£-ing it out in futur-

istic settings, and who wants an oid-

^shioned battiefieid instead.

^PROS: Terrific music; great animat-

ed cut-scenes; a new iook for an oid

genre; fun multiplayer options.

CONS; Poor

graphics; mostly

non-interactive .

environment; a I

feeling of “been i

5there, done

CGW JULY 1997



Welcome to

the new landscape

of War.
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CAVEDOG ENTERTAINMENT

PRESENTS...

Annihilation Blast the opposition into smoking-

fragments, leaving the worli^

scattered with burnt out wreckage.

True 3D terrair\5?
In a distant part of the Galaxy, the Core and the

Arm continue a thousand year battle over long

forgotten Ideals, destroying everything in their path.

TOTAL ANNIHILATION is a reai-time war game

featuring true 3D terrain and run-time generated

3D units. Tanks drive up and over hiiis, tiiting

and rocking with each bump in the iandscape and

impact with enemy weapons. Battle on diverse

landscapes, including iava worlds, ice planets,

desert valleys, alien tundra, towering mountain

peaks and vast island-dotted oceans. Build

defenses high in the hills for a better view and

a better shot. Giant Bertha cannons pound the

enemy from across the world. Planes bank and

dive in intense air-to-air combat. Amphibious

tanks drive into and dive under water for surprise

attacks. Download new reinforcements from the

web and swarm the enemy with hundreds of

ever evolving units.

1 J-

Send-in high altitude bombers

to take oul'fhemy.encampments.
TOTAL ANNIHILATION’S 3D landscape is a revolution

that demands deeper strategy and generates

more realistic game play. Mobilize your forces and

experience the new landscape of warl

Giant 3D environments, including

extra large maps for 32 meg users.

01997 Humongous Enlerlainitient. Inc. All liglils lesetved. Ctesled and PuUiisMtiJ by Cavedog EnloiUlia

I

a diviskxi o( HunxmocHis EmeilaiivnenL Inc. DislnbUed by GT Inleiactvo Sollwaie Coip. ___
Cavedog Enleilaininem"' and Toidi Annlliilalkin'“ arc iiadeiiiaiks ol Huinoiigous

Enleftannenl.Inc.Gr'' isa liademaikaid IheGT LogcrSisaregisleiedUildciiiaikol CT wfar
Isl*^ lnteractNeSollnatoGoi|).Mci<i»ltearelWindovia<S>arcicgistcrnlltadcniail(SOlUaos(ill

ft Cotporadon. All oiiui iiademaiks arc the propeiiy ol ihcir lespeciive companies.



Take out a radar tower to cripple

the enemy’s intelligence.

Launch an invasion

From the sea.

The, forest provides perfect

cover for surprise invasions.
Control

the high ground.

Bombard the enerny from

the safety o^1:he sea.

3D tanks move smoothly

over the hill as they

move into position.

Full complement of land,

air and sea units.

Extensive multi-player support

including ‘Watch and join modes’



PEACE TREATIES. FAILED!

DIPLOHACV. FAILED!

PASSIVE RESISTANCE. FAILED!

NS. FAILED!

PEACE CORPS. FAILED!

DNITED NATIONS. FAILED!

THAT FRONT

FOLKSONGS. FAILED!

heat, maybe
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HOW COULD WE HAVE BEEN SO WRONG FOR SO LONG? Talking about peace,

singing about peace, protesting about pftflCB-it's all been ONE BIG FARCE!! We can t tell

ourselves to be peaceful any more than a computer can tell itself to do a pirouette! Bad

brains will be bad brainsi But Dr. D.G. Bartha’s CyberDiversion Theory says, if we allow

them to be bad in a place where bad ain't so bad (i.e. on the HEAT’^” internet gaming net-

work) it's actually good! We please our bad brains and no one gets hurl! HEAT IS TH&.

FIRST STEP TOWARD GLOBAL HARMONY!

THE BOOT OF THE PROBIEH- A BAD BRAIH:
m BBAIN'S RffnUAH C0Ht>UX YEUS BS TO MHIHATE AHD BESTBUY! CYBEBWVEBSIOH

THEORY SAYS, DONl UT THE PEACE PROCESS STiFlE THIS NATURAL TINDEKCY FOR AfiORESSION!

INSTEAD. LET IT THRIVE ON HEATiin. WHERE EfERYOME CAN DOMINATE AMP DESTROY. BBT HO WE

mnumumris fHEAMMUH

PEOPLE WILL ALWAYS DOMINATE AND DESTROY EACH OTHERI
We see it on the six o'clock news every single night! HEAT is

just a place where we can dominate and destroy each other with-
out traumatizing innocent families or having to do hard time!

In fact, at HEAT.NET YOU AREACTUALLYREWARDED
WITH PRIZES FOR YOUR EFFICIENCY IN DOMINATING
AND DESTROYING!!

There are even tournaments and ladders to
increase the level of competition- the more you dominate and

destroy In cyberspace, the more peaceful our reality

will be! On HEAT, you can kill your ex-husband, kill your boss,

kill the leaders of pesky third-world countries- in cyberspace,
nobody ever gets hurt! WE MUST KILL IN A PLACE WITHOUT PAIN

(HEAT). SO WE CAN LIVE IN A PLACE WITHOUT PAIN {EARTHP.

UHAT’S SO CRAZY ABOUT PEACE,

LOVE AND UNDERSTANDING?
THIS: ASSOESSWH IS HUHAH HATBRD LETS^ IT WO fOT IT

|

BIITO THE NET WITH OarBEfME HOHE IHHOtEHT UVES APE

TEKEHI-mrilfafiMBliiit.”

TANK. FAILED!

PEACE ISAS EASY AS It Logging onto HEAT.NET (ITS FREE!), 21

Booting up your favorite multi-dayer CD-ROM game, or HEAT exclusive,

21.Releasing your R-complex (o slaughter the bad-brained vermin on the

other end of the line! You'll feel better, they’ll feel better, we'll all feel better-

LOG ON NOWII A LIFE SPENT ON HEAT IS A LIFE SAVED ON EARTH!

THE ONLY WAY TO ACHIEVE WORLD PEACE IS TO PUT ALL CONFLICT ONTO

THE NETATHEAT.NET:To fadlitafe OptiTnum Diversion Release (ODR), or the rate at which evil R-complex

urges are dispersed from the brain, we've developed intensive HEAT-exclush/e

games like Scud’“ and HEAT Warz’“ as w^l as special RIPX technology that
allows the play of almost every multi-player PC game, including Blood’® arrd Quake’.“

Scud Blood

LOC ONTO HEAT.HET NOW. SET TOHI HEAT DISC. BOOT BP YODO
EAYOBin HBITI-PUYEB CD-HOH NOW! IT'S THAT EASY! HEIP
ACHIEVE HHAT HILllOHS OF OYHEHS HAVE FAILED TO ACHIFTF^

IBCOEArEAHOOLOfflTHlIirnntBl

STOP REAL-LIFE VIOLENCE!

COPY THIS FLYER AND SPREAD THE WORDIll

HEAT tS THE AHSWEHI
j—

I

I Q YES I'd Uke lo glva peace ai.,

I i taking my ReptHlan Complex^
'

I onioitielnlemetwiui iheHE^

I netwoiW F^asa send me
^

I Q NOi ' I'm a terroilst who at. .

I
woman and dtlUran, and lrafikJK',1 M

I
on mat sort ot thing. No, thanks.

L...
l\EASCajPAK)SENOTOtMEC'taCRDIVERaiONtNSTITVrE:14SM MTHBT. BUtTaMT SAKTA HOMCA. CA tOWt
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Z:sm
Price: S39.99

Minimum System

uirements: Pentium 100,

SMB RAM, Windows 95.

Multiplayer Support;

Modem (2 players),

LAN (2-8 players).

Publisher: 7th Level

(800) 884-8863

www.7thlevel.com

Reader Service it: 322

Price: S29.95

Minimum System

Requirements: Pentium 100,

12MB RAM, Windows 95,

Multiplayer Support: None.

Publisher: Microleague

Multimedia, Inc,

(717) 334-2722

www.mmi.com
Reader Service 324

Coppers in Choppers
by Robert Coffey

f

an.s of airborne shootens lia\’c bad

lit lie to dicer about since Ibc release

of DKiaCiiS'riyth Level’s anime-

flavored cliopiier blastfest

I li:ijCOPS aims to fill (bat airborne

void with its console-st}1e gaincplay. W'lth

an entertaining mix of niLssions that is far

belter than the tliucidingly-rcpctitisc

1 I|',i.1.HL':nii)',[L [-Iki.iCOPS just might sat-

isfy that 3D air-combat joncs until some-

thing belter come,s along.

I IcliCOPS is an elite unit of crime-

fig!itcr.s battling tbc evil crime syaidicalc

Nemesys across the city-of Nco-'lbkyo.

'Ihcre are fi\e pilots from wliich to

choose. I hough llie manual say's they' fly

differently from eacli other, they really

don't. I lovs’cver. the five assault heli-

copters do handle a litdc differently from

helico[}tcr to helicopter,

luenty-lhree missions are broken up

into six mini-campaigns, and you’ll have

f SHOOTING GALLERY HeliCOPS Offers

I
plenty of fun action. It's not too difficult,

I
though, and doesn't have much depth.

to complete all sLx campaigns as one pilot

to finish the game. Itwould iia\c been

interesting to allow the team to tnily ojier-

ate as a unit, jiicking jiiloLs w'hose skills

best .suited certain campaigns.

Mission variety is Hl'l .iCOl^S’

slinngcst fcaturc. Played in a le.\turc-

ma]i[)ed 3D world, mission objectives

include rescue operations and limed

efforts to tliwart escapes that take place

in a varieh' of locales.A slew of in\’cnti\’c

pov\er-u|>s adds to tlic nosclly.

Unfortunately; for cx]:ericnccd

gamers. KiiiCOPS isn’t lew challenging

(some les'els can be finisl^d in under a

minute). Controls that liamper maneu-

verability and a lack ofan incvcmcntal

save fcaturc keep biKl .iCOPS fn)m

being a veal winner. Still, if you’re looking

for some old-fashioned, airborne fun,

Mf.i .iCOPS may' well fit lire bill.

^APPEAL: Action fans who want

quick and simple shooting fun.

PROS: The

game is fun and

looks good.

COHS: Too

short; poor save

feature; not too

challenging.

REVIEW • CVBERDOHE

by Robert Coffey

A

s a technical siiowcase,

OiltivWtOMl', i,sn’t loo bad; but

as a game, it coriies up well

short. You play in yet anotlrer

\ iriual-rcality'game world: In

this ease it’s tbc CyberDome— a big,

golden whiffle ball slocked witli ene-

mies. Wlicn using a 3D accelerator,

Cnti'itnOMl', s[)oris smooth frame-

rales; pleasant visuals; and mildly

engaging, if re|x;titivc, combat. Still,

tlicrc’s a litany of problems.

For siarters, tiie game is short.

Isvcn tlx; documentation acknow l-

edges that a good player will complete all

64 levels in an liour. Perhaps in order to

pad playing lime, OiBliRDO.Mii has no

save feature, forcing gamers who die on

level 63 to start over from the beginning.

Controls are slu^ish, as is movement,

cs|)ccially compared to the lightning

WES OF DEFEAT To play Cyber-dome, you’ll

need to either have a monster machine or play

with these lousy graphics.

s[)ecd your foes possess. Y\ncl, tlie hiscr

doesn’t track your prey'— lliis is particular-

ly annoying since it doesn’t fire from the

same part of the screen consistently, thus

making targeting a matter of dumb luck.

'Ibc bluest knock against Qltl'.lt-

DOMI:; is its Steep system ov'crlieacl.

Cyberdoze
Willioul a 3D card, you’ll have to use llie

configuraHon editor to .shut down mo.st

graphic options in order to avoid a stutter-

ing frame-rate. Even with the accelerator,

you’re not assured smooth play, since

OiIMvRDOME's READ.MI’, practically

ijoasts that it crashes most non-3D6i cards.

With iilfie gaincplay appeal and its

greedy resource-gobbling, CUMvRDOMK

ultimately isn't worth the trouble, ‘b

APPEAL: Gamers who need to

justify the existence of their

3Dfx card.

PROS: Takes

advantage of the

3Dfx chipset.

CONS: Not

much of a game;

toe short; slug-

gish controls;

crashes.
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REVIEW • TEST DRIVE: OFF-ROADA

Price: $49.95

Minimum System

Requirements:

Pentium 90, 16MB

RAM, 50MB hard drive

space, 2X CD-ROM
drive: supports all

major sound cards.

Multiplayer Support:

Modem, serial cable

(1-2 players), LAN
(1-4 players).

Designers: Elite

Publisher: Accolade

San Jose, CA

(800) 245-7744

www.accolade.com

Reader Service #: 325

Monster Truck
Mayhem
Test Drive: Off-Road Has Three Flat Tires

by Gordon Goble

H

ave you ever slapj)ecl your

joyslick from tlie desk,

jinn[)ccl up, and stomped

tlic freaking thing back

douai to il.s base elements,

all the while shrieking pro-

fanily-ladcn expletives?

Well, neither have I, but

Accolades Tris'i' DriM';:

Ol ’i-' Ro.ui got me awfully

close a couple of times.

THE BUMPY ROAD AHEAD

According to the giimc’s marketing,

'Iter DrM': offers “Inie-to-life drising

mcciianies,” and“12 tracks to lest juiir

off-road .skills.” Yeah, the game does have

12 tracks, but it doesn’t feature aiiything

approaching Inic-to-life mechanics, nor

does it test your off-road skills as much as

your abilit)' to float a forc-aft pendulum

thmugli a pinball-like environment that

has you rebounding more than driving.

I /)sing control of my vehicle at a little

over 15 mph is not my idea of fuii.

Add to that the arcade racing staple of

computcr-dri\en opj^onciiLs whose ca])a-

i)ilitie,s fluctuate in accordance with )oi!r

position, and the whole exercise gets too

fnislraling. Is tlrcre anything worse than

driving the perfect lap, only to find liiat

tk- same gild's who slowed to a crj\s'! after

your la.st crash are ik)w hot on your tail?

In theory, 'D-iT Drivi: affords pu the

op[}ortunity to drive one of four ]Droduc-

lion 4x4s 0eep Wrangler, Chevrolet

K-15()0 truck, Liind Rover Defender 90,

and I lummer) tlirough a s'-ariet)' of con-

ditions and environments, each ofwliich

is aiiything but ordinary. Ihe 12 tracks

include forest, desert, and snow terrain;

six become available only after you’ve

thra.shed the coni])etilion in a given rac-

ing series. Ifyou rcall)' play sour cards

right, you’ll gel

four bonus

vehicles too.

But for all the

supposed vari-

ance in vehicles

and tracks, and

ihe many driving

options and user

])references, verj'

little variety is

actually reflected

on the track.

Sure, honkin’

through snow' is

different than dri-

ving in the desert,

and the Hummer handles marginally

belter than the jeep, hut its all just .so

darned arcade that nuances arc lost for-

ever in a bump-’n’-run mire.

DRIVING'S UPS AND DOWNS
'Ib its credit, ’ri''.S’l' I^RIVR is packed with

amenities. 'There arc nine driving persj)cc-

tives from which to choose, a full replav' at

t!ie end of each contest, and a fairly large

world on eitkr side oftk track. You can

take shortcuts over hills and dales or per-

haps through some niccly-rendercd trees

(you can also get lost).

'Thicks will slow' down w hen hit, and

perhaps be spun around or to.sscd u[5.side

don'll after a lea[) gone bad, but are mag-

ical!}' righted a few' seconds later. Sadly,

your vehicle will nol show damage, and

therefore there is no sueli thing as a

repair sho|) (or an upgrade sliop, for that

matter). At least t he music, a much-

hyped songfest from industrial rockers

Gravity Kills, sounds good.

'Iliree display options (VGA- and

vSVGA-graphics, and the odd middle

ground of“ModeX") and a ton of detail

levels assure that mo,st Fcntium-elass

machines w'iil ntn the thing, and this is

one game w'here VGA doesn’t mean

Very' Grainy Aperture. Tlie trucks ihcm-

seK'es are convincing in any mode, and

graphics would have to be considered

'rt'.S’i'DRlVKs strong suit.

But if big, loo,se 4x4,s are your thing,

check out Micro,softs MonS’IER'I'iuick

iVLxDNiiSS for some wild, .semi-authentic

action that leaves this game in its dust.

Tl' ST DttlVi':; Oi'l' 1^0/\i) will test your

patience, but little else.%

^APPEAL: Off-road arcade fans

who don’t have time for deep racers

that require skill.

^PROS: Loads of options; slick-

lookin’ trucks; impressive VGA-

graphics mode; soundtrack is

pretty cool.

CONS: Frus-

trating handling;

Ai drivers that

just shadow your

performance; too

little test

driving.
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icent stories

• sj-:cR§tor,Tni;

SILVKR BtAJ)RS‘'

poor. OF
RADIANCF

POOLS 01’

UAIlKNliSS'
CURSROFTHB:
AZURE BONOS'*'

EYEOFTIIE
BEHOLDER III'

DUNGEON HACK'*’ GATEWAY TO THi;

SAVAGE FRONTIER'
TREASURES OFTHE MENZOBEHRAN/.AN'
SAVAGE FRONTIER'''

1I1I.LSFAK'

I
ntroducing The FORGOTTEN REALMS® Archives - the

ultimate ADVANCED DUNGEONS & DRAGONS’* PC
game collection. IVvcIve of the greatest role playing

fantasy adventures ever created are gathered together in one

incredible boxed set. Each exciting adventure takes you deep into

the magical and mystical W(»rld of the FORGOT I JiN REALMS^^,

the most popular of the AD&D’"-' worlds. Whclher you arc a die-

hard AD&D''^ enthusiast, or a newcomer looking to begin your

first adventure, this compilation set is sure to become a collec-

tor’s item and provide months of cnicriainmcnl value.

Puiigebns&.Pragons
ADVANCED DUNGEONS S DRAGONS. ADSO, FORGOITEN REALMS and Die TSR logs are registered trade-

marits owned by TSR. Ini:. POOL OF RADIANCE. CURSE OF THE AZURE RONDS, HILLSFAR, SECRET OF THE

SILVER BLADES. POOLS OF DARKNESS, EYE OF THE BEHOLDER. EYE OF THE BEHOLDER II. EYE OF THE

BEHOLDER III. DUNGEON HACK, GATEVYAY TO THE SAVAGE FRONTIER. TREASURES OF THE SAVAGE

FRONTIER. MENZQBERRANZAN. BLOOD S MAGIC. DESCENT TO UHOERMDUNTAIN and DRAGON DICE am
Itademaiks owned by TSR, inc. and used under license.

SSI and Strategic Sltnulallons, IRC. ate Itadenrarks ol Strategic

Sltnulallons, Inc., a Mlndscajie company. Computer game cede SSI

and Strategic SIniiilallons. Inc. Used under subllcense. Inletpiny is

a Itndematk ol Inlerplay Produclions. All rights reserved. AH other

liadniiiarks are pio|ietly u1 Ihoir respecllvc bwnets.
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Action! Humor! Atmoshere! Blood

does it ai! with a heavy dose of

horror! -pc Gamer

-PC Gaming Review

Excellent level design, brilliant

weapons... an excellent addition

to the shooting genre.

-Next Generation On-Line

It doesn’t get any better than this...

Eye Poppin’ Demo Award
-Gamepen



MORE BlOOrv FEATURES

it<rC

all 4 episodes featuring gore galore, true rooms-over-rooms and hidden hellholes

optimized for KALI, featuring team-play and all new humiliations

including voodoo dolls, tesla cannons and life leeches

.Ci' hell-hounds, phantasms, chrysalids and the almighty Tchernobog

build your own abomination

@1997 Uonolilh Produclians. Inc. All Rights Reserved. Blood is a trademark ol MonDlllh Productions, PO Box 3268, KItIdand.WA 98083. This game uses the Build engine

and tools by Ken Silvennan. Published and disthbuted by GT Interactive Software Corp. All other trademarks are the property ol their respective companies.
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ACTION

REVIEW • XS 4

Price: $44.95

Minimum System

Requirements: Pentium

100, SMB RAM (16MB

recommended), 21M8
hard drive space, 2x

CD-ROM drive (4x rec-

ommended), 256-color

VGA-graphics display

(PCI video card recom-

mended); supports

Sound Biaster-compati-

ble sound cards.

Multiplayer Support:

IPX (1-4 players).

Designer: SCI

Publisher:

GT Interactive

New York, NY

(800) 610-GTIS

www.gtinteractiv8.com

Reader Service if: 326

Idiot Savant
XS Offers Tough Opponents, but Few Graphic Graces

by Peter Olafson

I

t is ii rciiliziition that all 3D-action

gamers reach sooner or later: 'lire

combined intelligence of their

compuler-conlTolled enemies

couldn’t light a candle. Ifyou want

witless robots arranged in action-

oriented puzzles, you play solo. If

)OU want real combat with ene-

mies who are smart like a fox, )'ou

play with real iuiman opponents.

So, the foundation upon which SCIs

XS is built— a niulliplaycr-likc game that

doesn’t rec|iure other players— is inviting.

The game has a series of 20 dcatlimatclics

witli computer o[5[)onenls who beliavc

more like humaas than drones.

lliere isn’t a better action-game Al cur-

rently on llic table. But that’s one of the

game’s few assel-s, and design limitations

quickly ouluoigh this one advantage.

NOT ENOUGH

You’re dropped into a multi-!e\'el

arena along with three other conte.slanl.s

and a range of mild-mannered hols. Be

the last one standing and youT move to

the next arciia, along with whatever new

w^capons {ranging from hand blasters to

amior-picrcing crossbow's) you’ve har-

vested from the dead.

’Mie areiKis arc bland. ’Ibey’re genuine

3D conxtnicts, l>iit iIk textures are rallx-T

DoOM-like, tire dimensions arc modest,

FUNNY, YOU DONT LOOK HUMAN XS offers deathmatch-style gameplay without

Other players. The Al is good, but the rest of the game is lacking.

NOT AS SMART AS YOU LOOK Though smart, XS’s ene-

mies lack shrewdness in issues like positioning and distance.

and tlie designs are naggingly similar.

Tlx;res no water, lava, or toxic waste; no

unique level features; and no tools to build

)our ow'n levels. Plus, at first, the shields

that surround enem)’ figures make tliem

all look tlie same to tlx; untrained eye.

MENSA FRAGGERS

But...they’re iKJ/smartcr than the aver-

age NPC- 'Tliey seek y-ou out. Tlx^y wail

until you and an opironent iiave worn

each other down, and tlien s\\x)op in for

the buzzard kill. ’Tlicy pp out of cover, lei

loose a few' rounds, and then pop back in.

'1 lx;y use rocket launchers to target you

through the narrowest

w'indow'S of op|X)rlunily-

’Plicy retrieve the left-

overs of destroy ed boLs

and fallen rivals. And,

occasionally, llieynin

forthcirlivc.s.’nie illu-

sion of a multiplayer

giime was persuasive

enough that, every' now

and liien, I forgot that I

w'asn't ])liiy'ingwith

otlicr people—and

ihats an achievement.

LinfortunatelyXS

has a few iiritating ticks.

I’icking u]5 an eneniys w'capon (cm])orari-

ly locb out the ability b turn. /\lso, the

program seems stable, but craslfd on

occasion—once w'liilc loading the post-

arena sequence after I’d cracked an c-spe-

cially' difficult les el. Plus, the built-in ojjpo-

nenl tracker lakes much of llic mystery'

out of the game, and should have been

made a time-limited jxiwer-ip.

'Ihal’snot to sayXS doesn't liase any-

thing to offer.You can ])ut your character

on auto-pilot with a key-pres.s. You can

drop up to fourcamcnis to monitor your

rivals, ory'ou can detonate tho.se .same

cameras like bombs. And, you save only

upon completion of a level— somelbing

I’d like to .see more of in this genre.

But I’d ratlicr play a game witlioul much

ofan Al than anAl without mueh of a

game. Sadly; [hats what we lia\c Iktc. %

APPEAL: Action gamers who

want to play deathmatches bnt can’t

round up the live bodies.

PROS: Some

of the best Al of

any action game.

CONS: The

rest of the game,

from levels to

enemies, is sub-

standard.
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AdveriisemenI Advertisement

BLOWS THE COMPETITION AWAY WITH FURIOUS ACTION & STUNNIN|I 3-D GRAPHICS!

=

r

I
f ihere’s one thing that’s been '’x-

I
missing in the recent deluge

I
of PC games, it's intense

I action. I’m talking about the

I type of gameplay that gets

your heart racing, your hands sweating

and keeps you short of breath. Well,

thanks to Blue Byte Software, (makers

of such classic games as Archimedean

Dynasty and The Settlers II Gold
Edition), That’s all about to change...

Extreme Assault proves that, after

producing award winning titles in the

Strategy, RPG and Adventure genres,

Blue Byte also knows how to cut the

mustard when it comes to arcade-

styled. fast-paced intense action games.

Set in a futuristic theater of war,

Extreme Assault guides the player

through six totally different operation

zones, each sub-divided into multiple

missions requiring the completion of a

variety of exciting tasks. Objectives

range from destroying all the enemy
units in a given area, to rescuing

hostages, defending towns, pulverizing

hidden bases, and even engaging alien

forces!

At times you'll also find yourself in

restricted quarters and have to transfer

from your lethal Sioux AH-23 attack

helicopter to the awesome T-1 battle

tank. Each vehicle is heavily anned
with a vast airay of weapons ranging

from Laser Guns and Guided Missiles,

to enormously powerful Smart Bombs
and Thunderbolts. And I haven’t even

mentioned the graphics!

Enjoy spectacular MMX"’enhnnced

transparent effects including

holograms, explosions and

laser barriers!

Strike the enemy hard and fast with a powerful 2 1 st century attack helicopter

and stote-of-the-art battle tank!

To experience the Intense oction

for yourself, coll (800) 933-2983 and

Fight many short intense missions

that will keep your adrenaline

pumping for hours on end!

All oflhc aclinn is viewed in spectacular

3D. either from your virtual cockpit or

from the outside of the craft, with

incredibly colorful graphics and superb

•Special effects, Extreme Assault rum on

a 3D engine so advanced that you can

enjoy this finely detailed world without

an accelerator card. The realistic sound

effects and CD audio track further

enhance your immersion into this

exhilarating and treacherous world

created by Blue Byte,

Bottom line... Extreme Assault is

THE 3D iiuen.se action game for the PC!

Mall Brou^hum

Mention source code # CGW797

Next Month: Exciting details on

The Extremely Cool Sweepstakes.

Blue Byte Software, Inc.

870 E. HigginsRoad,Suiiel43

Sdtaumburg, IU0173

Phone (800) 933-2983

Fox: (847) 995-9956

Available: Summer 1997

© 1 997 Slue Syle Softwore. All righls reserved.

'Cxiteme Assault' is a trodenwic ol Slue ByleSofNvore.

*MMX* is a Irodemork of Inlet.
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Copyright© 1996 3Dfx Interactive, Inc. The 3Dfx Interactive logo and Voodoo Graphics are trademarks of 3Dfx Interactive, Inc.

Images courtesy of Eidos, Ubi Soft, Criterion Studios, Activision, and Shiny Entertainment. Deathtrap Dungeon, Flying Nightmares 2, Tomb Raider, Lara Croft and her likeness are trademarks of EIDOl

Entertainment. © 1997 Shiny Entertainment. Activision is a registered trademark of Activision, Inc. 1996 Activision, Inc. MechWarrior, BattleTech, BattleMech and 'Mech are registered trademarks and



Tky Voodoo
PLC. © 1997 Eidos. Subculture images are trademark of Criterion Studios. © 1997 Criterion Studios. Pod images are trademark of Ubi Soft. © 1997 Ubi Soft. MDK images are trademark of Shiny

MechWarrior 2, MechWarrior 2: Mercenaries and MercNet are trademarks of FASA Corporation. All rights reserved. All other trademarks and trade names are the properties of their respective owners.



3-BAuio Combat Simulation
|V,.

"ifsauast

‘'fbeVetiliekl-JBisan

eariifoontenUerfartbe

www.acthrision.com

Activision is a rcgistorod trademark orxJ IAcliVisioN idemark of Activi^, Irtc 0 1997 ActMsIoa Inc. Al olher trodemorks ond Ireds i
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YOU DON'T KNOW JACK MOVIES • REVIEW

Play It S
Again, Jack
Berkeley Systems’ Latest Romp Is a Movie Buff’s Delight

by Charlotte Panther

S

o, you lliiiikyou know

movies. hiili?"krankl)' my

clear, \x)ii don’t know jack.”

So sa)^ Berkeley Systems

abonl lire latest addition to

its hilarious trivia quiz game

series, You Don’tKNOW

Jack Mon'IBS. And, while

)'Ou’ll never be able to con-

\ince tlK‘ fast-talking

Smart-Alec quiz-show host tliat you know

a thing about lire subject, take comfort in

tlie fact that you can always con a couple

ofyour friends into believing you’re the

next Pauline Kiicl or Roger Ebert.

W^iie 1 lo\'e trivia games, 1 have my

strengths and weaknesses. Entertainment

questions I can answer in a heartbeat, but

ask me about s[X)rts or geography and I’m

clueless. Sound familiar?’! hen you’re

going to love jAt:K MoMliS, Like its pre-

decessors, the game imitates a 'IV game

show' environment, allowing up to tliree

people to com])ete on one keyboard, but

this time the interface has the glow of the

silver screen. 'Tlie black and w'bile screen

bearing the initial c|ucstions, has the

scratched-negatis e look ofan old movie.

Once you pick your category, full color

resumes. TOKj fans will recall that half

^APPEAL: Movie buffs. Jack fans

and anyone looking for a great

party game.

>PROS: Hilarious, irreverent, chal-

lenging and still fresh; the best

mutiplayer trivia

quiz around.

>cONS: Its

Fiber Optic Field

Trip tries to be

funny, but ends

up detracting

from gameplay.

I'm Fonda You, 1bo $3,(K

Based on their careers, which Fonda is LEAST

suited to star in a film about a TV reporter

investigating a nuclear accident while riding a

motorcycle to California from the Dust Bowl?

4 ^
Ch»lotte
»,500

GRAPES OF LAUGH Jack Movies includes questions that

span generations— iiteraliy.

ihc fun of this game

come,s from w'alc'h-

iiig each question

introduce itself: You'll

be iiappy to know-

that Question Four is

.still 'Ihc Question

niat Cares, but it

now has a new,

im])ro\ed sleeker

look. Each number

lakes on a mov'ie-

industry' reference.

Satirizing'ri-lX,

QuestionIw vvhotxshes onto the screen,

letter by letter, telling us “The Question is

Listening.” Question 17 ap|)ears in the

guise of an NC-17 rating warning, and

Question 20 looks .siispieioasly like a cer-

tain film studios logo,

MAKING MOVIES

The questions include a good mix of

oldies, classics, contemponiry, cull, and

GenX-ly'|)e mo\'ies, all [Dresented in the

highly amusing and familiar Jack fashion.

/^Oiig w-ith multiple choice questions, all

the old favorites are tlierc: Snicklish

l^estroom, or the Gibberish Question,

whcic a seemingly nonsensical sentence

actually rliymes with a mov'ic,

character or quote; DisorDal, in

which you must decide wivellicr a

movie starred, say;Audrey or

Katharine ITepbum; Whats-

hisnamc, in which you must try to

guess which celebrity your know-

it-all host is tliinking of; and, final-

ly, Jack Attack, a super- fiist buzzer

round that has
y
ou matching two

words based on a clue.

J/\CK iVloMES is rife with all the

sarcastic wit and humor that

we’ve come to expect from the series, and

at some ])oinls is even more risque than

the earlier titles (during one round.

Question 12 asks, “Did someone order a

giant !2-inch sausage?”Azipper is

unzip]3ed and a female voice giisps,“Oh

myi”). T lie only time the humor became

tiresome was during a ITber Optic ITcTd

'Inp, w'hen our host makes a mock-telc-

[>hone call to an imaginary v'iewer w’ho is

asked to suggest a triv'ia question. WTiile

tliis was amusing for aw'hilc, I soon found

myself wanting to get back to tlie business

of answering cjneslions. Nonetheless, this

minor irritation is a small price to ]iay for

this othenvisc terrific game. *b

cX

Price: S29.99

Minimum System

Requirements: 486/33,

Windows 3.1 or Win

95,16MB RAM, 19MB
hard disk space, 640x480

(256 colors) graphics, 2X

CD ROM Drive, Sound

Blaster 16 or compatible

sound card.

Multiplayer support:

same computer

(1-3 players)

Designer: Jellyvision

Publisher: Berkeley

Systems

Berkeley, CA

(510) 540-5535

www.berksys.com

Reader Service ti: 327

CLASSICS

&

PUZZLES



REVIEW • OTHELLO

i-w

Dueling da Vinci

Price: $29,95 (street)

Required: 486-31 8MB
RAM, Windows 95 CD-ROM.

Multiplay: iiotseat (2 players).

Publisher: Hasbro Interactive

Beverly, Massachusetts

(508) 921-3700

www.hasbro.com

Reader Service H: 328

by Charles Ardai

W
liai can yon do to

juslifya computer

version of the

classic hoardgaine

Othello?A
decade ago, Artworx tried

adding pictures of naked

women in CKyil'iW-'OLD

Squares. 'IliLs official

Hasbro adaptation of

Othello is hardly less outra-

geous, featuring the pinups

of the intellectual set,

Leonardo da Vinci and

Albert Einstein.

WHAT, NO SHAKESPEARE?

Leonardo, speaking in a Chico N4arx

accent and daubing at a canvas as you

walk in, mildly chidc.s you during the

game, as an old Italian relati\ e would do.

Einstein is a more modest caricature

with bis Viennese accent, and iris hair is

actually tidier than in .some photos of the

real Einstein. Pcr\'crsely, I find L'linstein

an easier opponent to beat.

You can also play Oil lia.i.u against a

conventional (invisible) computer o[3po-

nent, or against another huiuan.You can

play in Dutdi or Gcmian; and you can

])Iay with or without computer hints. As

irsual for a Hasbro adaptation, there are

lots of features— most of them a[)peal-

ing, all of them well executed.

But what people will remember are Al

and I.en. 'i he idea is nearly as clc\er as it

is silly, but as with the nudie version of

1987, the appeal quickly wears llrin.

Either you’ll enjoyO i l IKI.LO for its own

sake or you won’t. Ss

^APPEAL: For those who need pic*

tures with their Otheuo.

^PROS: Good computer opponents;

decent

multimedia.

ii
buy this when
there are so

many shareware

versions?

m

AlllCllCa™

This is the 125th Anniversary of Arbor Day,

the tree planters’ holiday. Tliis year The National

Arbor Day Foundation asks you to plant Trees

for America, and provide for their care.

Trees Make a World of Difference. Thanks to

trees we enjoy shadier streets, greener city parks,

and friendlier neighborhoods. Trees also produce

oxygen, absorb carbon dioxide, and help keep the

atmosphere in balance.

Tliis year, plant Trees for America. For your

free brochure, write: Trees for America, The Na-

tional Arbor Day Foundation, Nebraska City, NE
68410.

A COW JULY 1997

|The National
^ArborDayFoundation "

www.arborday.org



You've faced off against the legends
in PGA Tour:..

%

Teed off on the toughcst coufses
with Links IS...

But you haven't played in a

Only British Open Championship Coif" puts you right in

the middle of the action in golfs greatest championship.

Compete as one of eight featured pros against a full

field of top professionals. Get advice from the first-ever

fully interactive caddie. See and hear the crowd react to

your every shot. Get play-by-play announcing from ABC's'"

Jim McKay. Battle Scotland's Infamous weather on photo-

realistic 3D simulations of two of the world's most

challenging courses —
The Old Course at St Andrews

and Royal Troon. Any way you

slice it (or hook it), no other

game gives you the sheer

adrenaline rush of real

championship play like British

Open Championship Golf.

1
BRITISH OPEN

lAIWW.BRITOPEN.COM

For a limited time owners of Linl<sLS’“ PCA Tour® 96 and Microsoft’" Coif can get a $10 rebate with

tne Durctiase of British Open Championship Coif. Offer lasts until June 30, 1997. See package for details.

Available In major retail outlets or order direct l-aoo-360-7455

C It A MPIONSHIP

lOOKIMQ GLASS
TErci-iMi:ii.ocif?s lOOCJfnbodge Park Drive, Sale SCO. Camlxidae.VA 02140 GET INTO THE OPEN

C 1997 UXAina Class TeOinoloO'es. Inr Ucenscrana me Software Proaon is Brstnbiitec) under the auinonzalion of Ttie Royal arid Anoenc Cetf CluD of St Andrews The Old Course at St Andrews and Royal Troon Courses

are used By oerrtvsaon of St Andrews Unks Trust i Royal Troon Coif Club The Ooen Charnponship 1090 is usM under tense from The ChamotetslvD Committee MerchanOismg LtO"

All other traOemarks and trade names are orooerties of their resoective owners All rights reserved
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SPORTS

REVIEW • NCAA BASKETBALL FINAL FOUR 97

iiji^

Mailtet Madness
NCAA Final Four 971s Really Junior Pro League

Price: S39.99

MinimLim System

Requirements: P75,

SMB RAM (16MB rec-

ommended), 2MB hard

drive space, Win 95,

256-color DirectX-com-

patible SVGA graphics,

2x CD-ROM (4x recom-

mended), Windows-

compatible sound: sup-

ports mouse and all

major gamepads

(recommended).

Multiplayer Support:

1-4 (daisy-chained

gamepads)

Developer: High Voltage

Software

Publisher: Mindscape

Novato, CA

(800) 234-3088

www.mindscape
games.com

Reader Service fi: 329

by Terry Coleman

hih NBA
LiVKi,silic

current com-

puter sporLs

cliamp (hav-

ing won two

conscciilivc

CCW
Premier

awards) it slill

doesn’t satisfy all our hoops crav-

ings. Every spring, our thoughts

still turn to dream matcliiips of

Keutuck}’ thoroughbreds raining

tlirec-pointcrs \ crsus the patience

of Princetous ’50s-style motion offense.

We want to rattle freshman poini guards

with full-court presses, nin (he elassic

UCLA high-post offense, and even—

Michael Jordan, avert your cyc.s now'—

pla)' zone defenses.

Enter Mindscape, who has liccascd

6-f teams, exactly enough to let you

replav theNCM basketball tourna-

ment, WliilcNCM BASKi':nt;\i.i. Final

Four 97 is better than some other col-

lege hoo[)s games on the PC, il isn't

March Madness, eiliicr.

Anyone w-ho has played action-orient-

ed basketball game.s w'ill have no trouble

getting into FlNAl-Fatilt97. Best

cnjo)'ed with a gamepad, play is (he cus-

tomary pass, shoot, or turbo. Mindscape

gets brownie points for giving us a steal

button, unlike tbe PC version of NBA
Livl 97. But the di.splays are oddly orga-

nized: Wliy must you constantly

click to the next screen to see one

more menu item?

'Ihe low-res graphics arc oul of

date; even the first NBA l..l\'l’;

looked better. It’s obvious that

FiN'.ALFoiiR97w'as developed for

the PlayStation, and considering

thaf the game engine docsn’l max

out the potential of a PSX, PC

owners aren’t going to be impressed

plaving (his on, say, their brand new

Pentium 166 MMX.

SELECTION COMMIHEE

'llie confusion continues beyond the

graphics. For example, even considering

that they can't use individual player

nanic,s, the team lineups simply don’t

jibe with the actual season. Half (he

teams seem taken from the '96 lineup.s,

and half from ’97. Its hard to pin down

since the stats for each player fail to list

class .status. Worse, how' can you be

expected to duplicate Denny Crums

feat of taking four learns lo the Final

hour in seven years if you can’t recniit

your t)wn plajers from the pre[) ranks?

G'lli’s recniifing model inNCM
B,\SKl’iU\I.!. isn't tbe he.st, but it’s worlds

better (ban the lame .scason-to-season

play in Final Four 97.

No! that il makes that much differ-

ence how you do in Ihe regular season.

Since there are only 64 teams licensed.

every oiicoflhcin

makes ihe NCM
tournament field.

Guess it w asn’t

worth liccn,sing the

Coppin Stales and

Tenncs.sec-

Chatlanoogas of

the world.

OiKonrt game-

play isn’t had, just

uninspitecl. Like

inosl action-orient-

ctl s[xir1s games,

Fixal1'’our 97 is

.slanted towards offense, but at lea,st tlx;

players do miss shots occasionally. Bill,

there are way loo many blocked shots and

too few charging fouls and Iraveling calls

—e.specially considering how much cto.scr

refs call tliese in college than in IIk pros.

But the big tiling missing Iktc is lire fla-

\ or of college hoo|3s. \Micre is the box-

and-one, tlic trianglc-and-two, the 'lcni|}lc

malchnp zone?W4iy do plajers, especially

freshmen, not improve as the .sea.son [iro-

gresses? Wli)' is there no home court

advantage for teams in lcgcndar)',sta(li-

uius? Without such touches. l'’lN'AI . l''OUR

97 lx;comc“s a junior pro league; a slower,

less attractive altemathe to NI^A I IW..

Until tliey develop tlicirown ideniih;

Mindscape’s sports folks w ill be sidelined.

Ifyou crave college h()0[}s, ]iick up

liaffner’s CoUR't-SIDli; BasKRIUM ,1 , for

slat ]ilay, or GTE’sNCM Cl l/AMliON.Si llP

B.'\.SK;f 'iiULL for action.

^APPEAL: For dedicated hoops

fans only.

^PROS: Easy learning curve;

decent, if generic, hoops feel; steal

button.

COHS: Dated

graphics; too

few college

teams; confused

layout; real lack

of originality.
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Sedition

Brace ^'ourself For lightcning-Fasl redraws, main

view in a window capability, and up to 8 additional

"smart" camera vims.

introducing the Links LS 1 998 Edition. The

forces of art and science have

combined to produce a golf

experience like never

before. This new version

of the Codie Award winning

golf simulation is packed with

over 25 new features! Here's just a few;

Notice the new vsuving Hags, birds,

airplanes and other background

animations with up to 8 or_your

Friends over expanded

internet play!

THE

Our course designers have given even

more attention to detail including new
water reflections, improved textures

and enhanced sky backgrounds.

Phone Toll-Free 800.800.4880 • Fax 80 1 .359.2968
Wcbsitc-http://wvvw.AcccssSoftware.com
Available for the PC

liijsi

’ Jr 4* i ^

IMffiLS
^ Silition

niRCI F RFAnFR SFRVIf^F #248



VR BASEBALL TIP

IFYOU DON'T MIND GETTING KNOCKED

AROUND. SWITCH TO BALL CAM AND

SEE THE GAME FROMAPERSPECTIVE
YOU'VE NEVER SEEN BEFORE.

OSSicially

,1
'

'

T-

-

Check out the VR Baseball '97 interactive preview at www. vrsports.com I

Check out the official Major League Basebair" web site at www.majorleaguebaseball.com



"...VK Baseball 'V/ is the new king ot

baseball games."

HARDWARE ACCELERATED
FOR WiniDOWS® '95

Play Major League Baseball^ from any position or perspective in a real-time
360° 3-D world.

Super fast Season Play mode with top 10 or full stats, and mid-season
All-Star voting and game. Plus, expanded functionality in statistical analysis

allows you to view and sort across many categories.

Over 700 Major League Baseball^ players, ail 28 3-D stadiums, real-time

working scoreboard, four uniform options per team, four play options and
3 difficulty settings.

Easy to use, menu-less pitching and batting interface.

Simultaneous batter and baserunner control.

O 1997 Interplay Productions. All tight reserved. VR Sports. VR Baseball and The Difference Is Real are l/ademaiks of Interplay

Productions. All rights reserved. Major League Baseball trademarks and copyrights are used with permission of Major League Baseball

Prcfterties Inc. OMLBPA Oincrat Licensee-Major League Baseball Players AssKiabon. PtayStation and the PlaySlatian logo are trademarks

of Sony Computer Entertainment Inc. Microsoft, Windows and the WindowsBS logo are registered trademarks of Mrcrosoft

Corporallon.AD tights reserved. At other copyrights and trademarks are the property of their respective owners.

Now, the baseball game which received rave reviews for the

Sony PlayStation™ is available for Windows® '95. But you better

have a 3-D graphics card because VR Baseball '97 is the next

generation of PC baseball games and only works with hardware
accelerated systems. 640 x 480 SVGA graphics with over 65,000

colors, bilinear filtering for smoother polygons and textures, real

cast shadows and real-time 360° 3-D gameplay make this game the

ultimate PC baseball experience.

"... a reol contender for boseboll gome

of the year... 92%"

Updated stats, rosters (including new All-Star rosters), uniform styles, logos

and inter-league play for '97.

Keep your stats current by downloading updates from the VR Sports website

at www.vrsports.com.

Multiplayer option supports most
gamepads.

VR BasebaU '97
Try it. It's new. It's different.

You may never go back to

your old gome again.

joysticks and

sleep and five baseball." . ,

,

- Game Informer

The Difference Is Reair



IT'S JUST LIKE

YOUR REAL SWING.

IS THIS A GOOD THING

OR A BAD THING?



You love the game. You hate the

'Wf game. You exalt when you knock Choose from an array of fine golf apparel. 8e the first, and quite

possibly the last, to don the plaid pant and striped print shirt combo.p
your eight iron stiff, then blubber like a baby when you three-putt the hole. Ah,

TrueSwing replicates

the natural physics

of your swing right

X"flite,‘bab“Bire! the beouty of TrueSwing” by Front Page Sports'^. With the handy assistance of your

mouse, you can re-create the natural physics of your swing - good,

bad and ugly. Hook your shot. Slice your shot. Smoke it straight down

the fairway, it’s all about concentration.

Along the way you’ II tee up at The Prince Course in Kauai, Hawaii,

loin ibe on-line lour and piai against (he Pete Dye Goif Ciub in West Virginia, and amidst the
Others via the Internet. IAN or modem.

No video golfer here. Our exclusive real-

time 3D polygonal golfer moves however,

whenever and wherever you choose.

natural splendor of Northern Idaho on the course at Coeur d’ Alene . FROiPAGESPiiM

Bring your golf glove, your favorite hat, any good luck charms you wish to carry on

teigsms.

your person, and we’ II supply the rest. Here, it is all about the finer points. The courses

look exactly like the courses. The players act precisely like

players. And the ball flies, bounces, rolls, spins and

Think you’ve mastered

hitting a tiny little ball

”i’imagtetiiVbaii' ricochets just like the real-life ball. FPS: Golf, smell the grass,
moving at your head at

90 miles per hour. Next

stop, the Big Unit and

Front Page Sports: .11
Baseball Pro -98. heor the sprinklers, crush the ball. SIERRA

® 1 997 Sierra On-Line. Inc. Ail rights reserved. ® and designate trademarks of, or licensed to Sierra On-Line, Inc. www.sierra.com,/golf



and they’re bringing¥ few of their friends!

Aaronl^sfRuth: Battle ofthe Big Bats

combines the greatest-ever collection of baseball

superstars with action-packed realism and grand-

slammin gameplay.

Breakthrough features and stunningly accurate

detail bring the heroes ofpast and present to life

like never before. No doubt about it, you’re playing

with the big boys now. V

Available this spring on PlayStation and

Windows PC.

www.aaronruth.coin wiwi.mindscapegantes.com www.iiiajorleagueb3seball.CDm

g) 1997 MIndscape, Inc. All rights reserved. MIndscape Is a registered trademark and MIndscape Sports Advantage

and the MSA logo are trademarks of MIndscape, Inc. Major league Baseball trademarks and copyrights are used

with permission of Major League Baseball Properties Inc. Windows Is a registered trademark of Microsoft

Corporation. PtayStation and the PlayStation logos are trademarks of Sony Computer Entertainment, Inc. All

other trademarks and registered trademarks are the properly of their respective holders.
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DENNIS MCCAULEY • SPORTS

SBO

Caught in the Nat
Welcome to Usenet, Where Sports Gamers Gather

to Chat-and Flame One Another

A
Ithougli 1

get a great

deal of

personal

satisfaction

from bang-

ing out the

monthly

sports col-

umn for

CGW, 1 never felt I had “arrived" as a

gaming celebrity until I was the victim

of Usenet newsgroup fraud.

I’m a daily visitor to the comp.sys.ibm.

pc.games-sports newsgroup, where opin-

ions from the mundane to the outra-

geous compete for bandwidth with

flame wars, net spam, and outright slan-

der. Many legitimate gamers wade

through this noise every day, too, to offer

their viewpoints on sports games, new'

and old. The group is a great resource

for tech support, add-ons, finding oppo-

nents, and sports gaming chatter.

Sure, Usenet is a great equalizer and a

textbook example of free speech, but

emotions tend to run high, and things can

turn ugly fast. Last fall, when Microsofts

lAj[.i. Court Press was newly released,

gamers were hotly debating its merits

online. One of the lead programmers sent

a pri\'ate email to a gu)' who had jxjsted

some questions. Tliis incredibly lame

individual then posted the email, which

was mildly critical of Microsoft, back on

the newsgroup for all the world to see.

MR. WILLIAMS WILL SEE YOU NOW

Wliats most cool, however, is that

many game industry' and media types rou-

tinely' read tlie new-sgroups, and can occa-

sionally be goaded into responding. EA

and Accolade are among tiie major play-

ers tliat drop in on the s|X)rls group from

time to time. During last summer’s FPS:

Baseb^ML 96 debacle, Sierras head hon-

cho Ken Williams spent some quality' time

slumming in conip.sys.ibm.pc.gamcs.

sports, where lie dodged virtual bricks and

mended fences with his gaming public.

In real life, you’d never get past Ken

Williams’ receptionists receptionist. Yet,

here lie is online, trading |X)Sts with sports

gamers like you and me, 1 tlien decided

two things. B.'\SEa'\l.t, 96 still sucks, but

Ken Williams is a \ cn’ smart man.

Among tlie readers, of course, were tlie

.same Microsoft execs who were paying the

programmer, and for whom, we can only

assume, lie hoped to toil in tlie future. Not

suqirisingly, the .suits at MS MQ [lulled tlic

jilug on newsgroup dialogue concerning

RiU. Court Press shortly thereafter, and

it hasn’t been seen much since.

DENNIS THE MENACE?

My own descent into New'sgroup Hell

began earlier this year with a jihone call

from a nomially friendly P.ll rep at Siena.

In a tone of barely controlled anger, slie

asked wlxjns I’d gotten tlie infonnation

alxiul a “Cold Edition" of Fl^:

FooiBl-'lLI- Pro that I’d posted on Usenet

Tlie offending post claimed tliat Siena

was ditching the product, and would

release an entirely' new game in Febmary.

Of course, this was preposterous—how

could a major game be redone from

scratch in a months time? But when post-

ed under tlie name of CGTFs sports

columnist? Voila! Instant credibility.

After reading the phony message, 1

quickly posted a counter to the hoax. But

readers were now' confronted with two

Dennis McCauleys. I

wondered if the group

might start peppering

me with questions tliat

onlya real CGW
writer would know—

things like,“Hows tlie

pay?” (low') and “What

does Terry' Coleman

call everyone?” (Dude).

I eventually con-

vinced the sports gam-

ing public that they’d

been had. There was

no“FPS: FOOTB/UI

Gold." It is, I learned,

easy to fudge your name and email

address to appear as anything you want in

the header of a post . I filed a protest with

security at Netcom, but I never heard

back from them. They did send a form

letter saying that, due to overwhelming

volume, they might not respond, so I

guess in their mind that makes it okay'. But

when my' reputation’s on the line, I’d like

tlie courtesy of a rcjily:

[n any event, comp.sys.ibm.pc.games.

sports is a must for serious sports gamers.

Its a great place to cut loose about games,

meet fellow sports crazies, and maybe

even go mano a mano with the game

designers. Be there, but lieware, too.%

ii In real

life, you'd

never get

past Ken

Williams'

receptionist's

receptionist. 91



Now they know ^
where you live



Real time combat strategy comes home,

For more information: www.50uncl50urceinteractive.com

SOUND
SOURCE

Final Conflict TM & © 1997 Rhode Island Soft Systems. All Rights Reserved. Distributed by So und Source interactive.



MONSTER SOUND. Listen up. If you’re not experiencing Diamond Multimedia’s

outrageous Monster Sound 3D PCI sound card, you’re really missing something. Monster Sound

provides true CD-quality 3D positional audio—with up to 24 independent audio streams—

and support for Microsoft’s DirectSound and DirectSound 3D APIs. It also comes bundled with

a suite of advanced audio applications. Monster Sound will do for your ears what Monster

3D did for your PC graphics. So visit us on the Web at www.diamondmm.com/monstersound

for all the fects and the location of your nearest Diamond retailer. Because hearing is believing.

Don’t

leave

your

ears

behind.

Visit us at www.diamondmm.com/monstersound for a chance to win a Monster Sound 3D sound card!

Monstw

Monsier Sound is

other Irademarks

. Iradematk ol Diamond Multimedia Systems. Incoroorated, 2880 Junction Avenue, San Jose, Caiitornia OSISJ. Ali

re the property ol their respective owners. 997 Diamond Muiiimedia Systems, incorporated. Ail rights reserved. Accelerate your world.



TERRY COLEMAN • STRATEGY/WARGAMES

Pacific Generai
SSI Forges a Comeback Worthy of MacArthur

I

ith tlie

exception of

F/\nias\'

SSis vent-

ed 5-S’!M

Series has

fallen on

hard times

since the

original RENTER GeM’RM.. Pl;i\ing SlAR

Generai, tlie last iiistalinient. was akin to

watching ones fa\orite ixixer fight in

embarrassing fashion after retirement age,

]XHich-dmnk and with no sting in lus

gloves. But you should never count SSI

out until the final bell

UNCLE ALBERT/ADMIRAL HALSEY

'Ifying to capture both tlic maritime

and land-based flai or of tlie Pacific con-

flict inWWI stretches the old P/Vs'ZER

GeN!'.;R'\L engine to tlie limit.M with

R/\NZER Genera], every time fun and

realism clash, fun wins out, but the design

team has put in a lot ofwork to give the

game plenty of historical feel. Anyone

who (like me) complained that tlie

Brewster Buffalos in tlie Washington sce-

!iario of P/VN'ZER GENERALwere too

'lire naval nileshave evolved

as well. 'Fliey make a lot more

sense here than they did in P/\.NV.ER

General. You can still perfomi shore

bombardment, and your subs still get a

‘sneak

^ attack" first

shot, but the

aircraft carri-

PACIFIC ADMIRAL This close-up view shows shallow waters and shoals

(both new to the PG series). A Japanese “pillbox hut" provides scaie.

powerful, will be happy to know that tliey

have been toned down to more liistorical

limits here— lest they take out too many

Japanese Zeros and unbalance tlie game.

enough new

wTinkles to

make this

much more

than a PC

clone.

Carriers are

limited in

liow many

air units they

may carry; roughly based on their histori-

cal capacity. Within tho,sc limits, you

must cany not only fighter e.scorls, but

Continued on pg 231

(Hfi Pacific

General is a

welcome

return to the

series' roots,

and a won-

derful bridge

to Panzer

General II. 99

Space Marines Want You!

Finally, Games Workshops’ Space Marines comes

to the computer! Epic Warhammer 40,000:

Redemption will be published by SSI, tentatively

scheduled for early next year. One of our inside

sources described the game as "Warhammer Jthe

miniatures game] meets Steel Panthers," a reason-

able description, since at least one senior staffer at

Games Workshop is a closet Steel Panthers freak.

The Next Sid Meier?

Polish your mask and get that cape out of moth-

balls. Agents of Justice is finally emerging from the

evil clutches of that dreaded villain, Vaporware. The

tactical combat is much more refined than before,

with a better balance between physical attacks and

those superhero-specific talents such as energy

blasts, The strategic game has added depth, too,

featuring Ninja death squads, evil cyborgs, and the

expected group of megalomaniacs, all obsessed

with taking over the world. We’ll employ our X-ray

vision to give you a sneak peek next month.

Speaking of secret identities, SimTex is no more.

Actually, they are now known as MicroProse Austin.

This coincides with the promotion of Steve Barcia

(founder of SimTex) to executive director for all

MicroProse game products. Having a “real game

guy" in charge of game development bodes well for

future MicroProse products.

JULY 1997 CCW



TERRY COLEMAN

"This game is SUPER. If you want to L

sleep, don't play Baseball Mogul. I

You won't be able to stop." I

- Pierre Dumont, playerl

“It’s extremely difficult to stop

playing. You feel like you're

behind the GM's desk, making
calls, barking out orders, and
then watching the results. The
still photos for news events

and city shots were well done
and added to the richness of

an all-around high-quality

sports strategy game.”
- The Ultimate Video Game Reviews!

Full Financial Engine

Artificially intelligent GMs
offer you trades, and even

trade with each otherl

Top Notch Simulation

More than 1200 players

I
each with over 500 stats

Detailed News Stories

Blockbuster trades, per-

fect games, injuries, MVPs

“Like all our favorites, Baseball

Mogul looks like it will find a

home among the true gamers.”

- Sidelines Magazine!

ordering.

1997©lnlinite Monkey Systems,

All rights reserved.

The Reai Sid

Sid Meier’s next game,

released by Firaxis through

Electronic Arts, will be his

first real-time strategy game

since Pirates! While we are

honor-bound not

to tell you the

subject matter

just yet, here’s

a hint: It’s a

game that Sid’s

talked about

doing for a

long, long time.

We’ll have the

world exclusive

scoop on it for you next

month—stay tuned.

Steal Of The Month

MicroProse has had its ups

and downs financially the

past three years, but it’s

also produced some of the

greatest strategy games in

the history of the industry.

Conquer the Universe is a

stunning compilation, a

journey back to a time not

so long ago, when games

were more about addictive

gameplay than SGVA graph-

ics or full-motion video.

CGW Hall-of-Fame games X-

Com; UFO Defense, Master

OF Orion, and Master of

Magic top the list, followed

by the derivative (but still

very good) X-Com: Terror

From The Deep. There are at

least 1,000 hours of tense,

high-powered gameplay

here, and the street price of

this compelling package is

only $20.

They Really Do Have Tone

One real-time strategy game that

marches to a different drummer

is Tone Rebellion from The Logic

Factory. It has the stunning

graphics you’d expect from the

folks who crafted Ascendancy,

and a lush soundtrack some-

where between Also Sprach

Zarathustra and avant-garde jazz.

But it's the gameplay that really

caught my eye, Rather than the

excessive turbo speed favored

by the click-and-go crowd, Tone

Rebellion actually gives you time

to think, because it focuses on

the strategic picture, rather than

tactical micromanagement.

There is plenty of real science-

fiction flavor here, too, a

refreshing change from the

“Let’s place this slightly

in the future so that we

don’t have to worry

about being historical"

games so common in

the real-time strategy

genre. Sentient floating

pods, alien artifacts, a

terrible villain that would make

E. R. Eddison's The Worm

Ouroboros look like fish bait—

they’re alt here, with more than

enough to keep even casual sci-

fi fans busy for hours. Watch for

Tone Rebellion this fall.

Buying A Clue

Interactive Magic, whose strate-

gy game record has been spotty

(to be kind), seems to be mov-

ing in the right direction. In

addition to The Great Battles of

ACIRCLE READER SERVICE #241
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TERRY COLEMAN

Alexander

(due this

summer), the
'

folks from

North

Carolina have

also agreed

to publish

Great Bahles

series games on Hannibal and

Julius Caesar Keep your eyes

open for these; the boardgame

series from GMT Games on

which they are based contin-

ues to sell in an increasingly

depressed paper game market.

Also, if you haven’t finished that

Ph.D. in economics, Interactive

Magic can offer you a crash

course of sorts. In case felt

that the original wasn’t arcane

enough, Capitalism Plus offers

enough supply-and-demand

minutiae to satisfy Allen

Greenspan himself.

Semper FI

Joe Balkoski has teamed

up again with Stanley

Associates, of Wooden

Ships & Iron Men fame, but

their latest collaboration is

less like their hallmark

naval games and more like

Balkoski’s operational

designs of a decade ago for

West End Games. Semper Fi, to

be released by Interactive

Magic, is a detailed tactical look

at U.S. Marines in the Korean

War. It will be turn-based, with

an interesting morale system

that offers a reasonable alterna-

tive to the totally subtractive

psychological profiles of the

original Close Combat.

Thar’s Gold, Matey

R)r something completely differ-

ent, check out Richard Carr’s

Treasure Island, a sort of simul-

Continued from pg 229
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EDITOR GENERAL The new Battle Generator lets you

generate contlicts of your own choosing with any WWII

combatants.

Hie roughly two dozen stiind-alone

scenarios include some tantalizing

“what-ifs?" sucli as Sun Francisco;

Operation OI}inpic (tiie ])lanned but

never-executed invasion of mainland

Ja[)an); and even far-off A ladagascar. It’s

undoubtedly the best variet)' of scenarios

in any Panzer GENKR-M.-type game.

Best of ail, unlike ST/\R GiiNERAI-,

PACIiTC Generai. has full-fledged cam-

paigns, which may be played from either

the Allied or Japanese side.

di\’e bombers and— a first for tlx; 5-Star

Series— torpedo bombers. 'Iluis, huge

carriers such as the Akiigi give you mucli

more flexibility than say, the Soryu, espe-

cially when you’re deciding how many

fighters to put on GAP duty— also a first

for this game engine. As sour air units

take losses, }Ou often lack the prestige

]5oints to replace elite pilots— exactly tlx;

problem the Japanese 1 ligh Command

faced after the Battle of the Coral Sea.

'lliis is a surprisingly clegiint strategic

problem for such a simple game.

Tine land battles aren’t neglected,

either. From the jungle fighting of

Singapore to the bitter stru^les at the

Burrnese/Indian bcirder, P.\N7.ER

General fans will find plenty of tacti-

cal challenges to keep them busy. 'Ihe

Allies begin with few quality units, but

progress quickly as U.S. industrial

might gears up for war. The Japanese

start out on fire, but unlike the

Germans in P/V\7.ER Gl'tNER/U., they

can’t crank out Panther Vs and Tiger

tanks on their way to x'ictory.

"Heyyy mcn...fhe City’s swch o olowner end The Mon Is olwoys

getting on yowr co3e...weVe been picketing the lumber yord

becGwse whh, lumber hes rights too... but the neighbors end the

cops ore olwoys bringing their uptightness oround you know, so to,

uhhh, counteroct the bod vibes we just get out the i

end sook the neighborhood rn good vlbej

oil good stuff mon.. .we're like giving sup||

thot ore getting ho33led...onywoy, come!

osk the kids, mon, they love It...

blester

chno...

;u otters

lost.

HEY, ms YOUR cmr...

DEAL WITH rr.

CCNSTWJCTCP
The SimuloNen with Sfreet Smerts.™ ^ p] JMSeSm'

For more Inlormatkin on gamo ratings contact the ESRB at 1-800-771-3772. TM i 01997 Acctalm Entertainment. Inc. Ail Rights Rcscrvci).

THE SIMULATION WITH STREET SMARTS is a liademaikolAcclalmEnlerlaInmonI, Inc. ACCLAIM Is a re^steied trademark olAcSalmEnleitalnmenl,

I

Inc. Original concept developed by System 3. Windows la a registered IradenteikolMIcrosottCoiparatian.0 1996 Micrasott Corporation.
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Wide variety of fighting moves

and Dazzling rapid-fire combos

Multiple camera angles and ,

One o:^ two-player modes .

including network support

xyye icDCDORTal fiQftxeRS
R6TURN60 TO CLMOC

T^eiR RIQ^T TO WORit
50CDINM10U

Bur
ONLY owe
C3lN Rule.
A victorious
product from

b'heivje(r)
Behaviour Interactive

To find out where to buy Time Warriors, caii l-888*438-2556
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TERRY COLEMAH

taneous turn-based PiRAiEs-lite.

Both shareware and registered

versions are availabie at

www.carfsoft.cam.

Conglomerate Warriors

As the sales and popularity of

Red Alert continue to grow, it’s

hard to know where to begin. You

might consider the appropriately

titled Unofficial Red Alert Home

Page at

bttp://home.soLno/sagevik/

ra/, which features a number of

high-quality links. One of the

most unusual of these is the

Dominus Animae Web site at

http://bbs.bplanet.com/

dominus. Here, you'll find no

units or scenarios to download,

but rather, a description and

entire history behind a “new" fac-

tion for C&C called the

Conglomerate, with statistics for

doing your own units. It’s a

shame that this background wasn’t

done with one of the many C&C

hacks, but those are readily avail-

able on the Net.

Troubles & Triremes

While we weren’t enamored of

Admiral Sea Bahles (see the

review in this issue), Meridian

93's next game looks promising.

Admiral Ancient Ships is a fantasy

game that lets you ram both

triremes and monsters of ancient

myth, with multiplayer support of

as many as 16 human admirals.

Check out the demo at

www.megamed.com.

CROSS-POLLINATION PACIFIC GENERAL’S unit mix is Won-

derfully varied, from Seabees to Japanese Bicycle

Infantiy.

A AA—
Pacific Gf.nI' r-\l Ls a welcome

return to tlic series' roots, and a won-

derful bridge to R-vn'ZLR Gk\]';r\i. II. I

can’t imagine a better way for tlic origi-

nal P/\NZFR GtiNlilV'J. engine to

"go down figliting” than tliis, a wonder-

ful .sparring partner for any gamer

with even tlie .sliglitest interest in tlie

subject matter. %

MODEM WARS

In a move that will thrill fans of tlic

series, PACIFIC GENERAL has built-in

multiplayer support for modem and

network play. You can set time limits

per turn and liave multiple players per

side, much as in PANZER Geneiul

Online, if that isn’t enough to keep

you busy, use llic robust Baltic

Generator to create dream matchups of

Brits \'s. Japanese in North Africa, U.S.

vs. Germans in the Middle East, or

even Germans vs. Japanese after tlie

fall ofRu.ssia.

Tlie .scenario editor lets you control

csciything from l ictoiy conditions to

scheduled times for prestige dumps, and

is a utility that will doubtless keep this

game alive on tlie Net for a long time.

1 sliould al.so mention the nice

Tommy Dorsey-style period sound-

track, the improved graphics, tlie

new liigh score system and unit glos-

sary, and the lough AI. Wliatever

caused tlicm to stumble willi Star

GeneR'U., the SSI folks have learned

from their mistakes.

"THIS CITY'S BEEN GOOD TO ME. 'GEPT FOR THE FEW TIMES I HAD TO USE A

LITTLE CEMENT TO DROP SOME STUFF IN THE RIUER...BRING A FEW TENANTS

ETERNAL PEAGE...WHATEUER. NOW, YOU'RE GIVING ME PROBLEMS OVER A FEW

DOLLARS. PLEASE...I GOT A JOB TO DO...PEOPLE TO SEE, HITS TO MAKE. YOU

SCRATCH MY BACK AND I'LL SCRATCH YOURS. GOT IT? BUT, YOU STIFF ME AND

YOU’LL BE A STIFF. YOU MESS WITH ME AND YOU y^^Bt.WITH AN

UNEXPECTED CASE OF LEAD POISONING.

NOW YOU WANNA PAY UP OR GO DOWN...?".

STRATEGY/WARGAMCS
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^Mhis isometric shooter is going to

biow you away...Meat Puppet takes the

top-down action shooter to the next ievei.^'^
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Created by Kronos Digital Entertainment, Inc. ©1997 Kronos Digital

Entertainment, Inc. All rights reserved. Artwork and design © 1997 Playmates

Interactive Entertainment, Inc. PIE ' is a registered trademark of Playmates

Interactive Entertainment Inc. All rights reserved.



BITCH ...MEET LOTOS ABSTRACTION

Lotos Abstraction. A beautiful woman with a keen mind and a

big gun, iiving in a destroyed 21st century. Someone has taken

her memory and her freedom. Now she must kili or be killed,

while trying to find whoever or whatever is controliing her.

• 300 fuiiy interactive rooms throughout a unique, stacked piaying environment.

• Ciimb your way through different levels from the streets all the way to the top

of the city.

• 29 dangerous characters, six massive cities, and 22,000 frames of animation.

• Outstanding futuristic graphics and a stunning cinematic opening.
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Flight School
By Robin G. Kim

W
ith the current trend toward ever increasing real-

ism and complexity in today’s combat flight simu-

lations. it is no surprise that many newcomers to

the genre end up crying uncle. Unlike siin veter-

ans who cut their teeth years ago on relatively

primitive products and have since been riding the

simulation technology cur\'e upwards, beginners

are forced to digest a host of concepts all at once, usually by read-

ing just a single game manual.

If this “sink or swim" scenario sounds all too familiar to you,

then read on. In tliis l\\ o-part series, we will co\'er the fundamen-

tals every sim pilot should know, plus some basic principles of air

combat to help you survive your first few sorties. T’his installment

focuses mainly on WWll-era prop plane sims. Next month’s article

will delve into the tactics and complications unique to the high-

tech realm of modern fighter combat.

Takeoffs and Landings

Getting up into the air isn’t difficult in most sims. just accelerate

ujT to speed, then gently ]tu11 back on the stick until you are airborne.

If the flight model is accurate enough, you will j)robably need some

right mclder throughout this process to stay pointed in tlie right

AIR
COMBAT
SUMMER

m

Bf4

CRASH AND BURN The Surgeon General has determined that not reading this arti-

cle may be hazardous to a flight simmer's health.

direction {see‘'’l'ORQUE EEhECTS" sidehar). For tail-draggcrs—

planes that lean back on a tail-wheel wlien at rest— it is important to

lift the tail by pushing fonvard on the stick .soon after you start to roll.

Tills not only improves accelemtion on the ground, but lowering the

nose lets )'ou see where the hcek )ou'rc going!

Wliat goes up must come down; the trick is to get it down in one

piece, 'lliis requires you to juggle airspeed, dc.sccnt rate, linc-up

(heading and alignment with the runway), and distance from the

pa\ emcnt simultaneously. Wliile this can be daunting at first,

em|)!oying the following teebniques will help you avoid mental

overload. First, line up with the runway from a good distance out

so \ (ni will ba\ c one le.ss thing to worry- about later. Second, main-

tain a constant airspeed just above landing speed during final

ap])roach by adjusting the aircraft’s pitch through

fore/aft stick movements, and control the steepness

of your descent with the throttle. Yes, this is opposite

to what works at cruising sjteed.s. so it takes gelling

used to. Tliird, jjick out the .s|)ot on which you want

to touch down (or a landmark off to the side if the

minvay is obscured by your plane’s nose) and strive to

minimi/e its relative motion. If the spot moves up.

you are descending loo rapidly, so add power. If it

moves down, reduce throttle because your glide

.slope is loo shallow'. The piston engines of most

WTVll fighters provide good throttle response, but

jets often exhibit a noticeable lag between input and

result, forcing you to think farther ahead.

Ifyon have done every'thing right, all that is left

once you cross the ninw-ay threshold is to case off the

ihmltle and .slowly flare (pilch back) until the w-heels

kiss the ground. Practice these techniques and you

will soon be greasing those landings like a pm.

ccw JULY 1997
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Angle of Attack

D
ne of the most misunderstood

aerodynamic concepts among

novice sim pilots, angle of attack

(AOA) is an important determinant of an

aircraft's turning performance. AOA is

the vertical angle between the direction

an aircraft is pointing and the direction

it is moving: it has nothing to do with a

plane’s pitch angle. The accompanying

diagram of an aircraft descending to land illustrates this dif-

ference. Although its nose is pointed slightly above the hori-

zon, it is nevertheless losing altitude {anyone who has

watched airliners land at an airport will be familiar with this

phenomenon). Its pitch angle is about 5 degrees, but its AOA

is 15 degrees. If you rotated the picture a quarter-turn clock-

wise, the plane’s pitch angle would become 95 degrees, but

its AOA would stilt be 15 degrees.

In normal flight, the pilot can increase AOA simply by pulling

back on the stick. The lift an aircraft’s wings generate, which

can be used for turning as well as just staying up in the air. Is

roughly proportional to AOA at a given airspeed. That is why

you hold the stick back to make high G turns. The greater the

AOA. the more lift produced—to a point. Going beyond this

point, increases in AOA result in huge reductions in lift and a

boatload of drag. This is what it means for an aircraft to stall.

Note that a stall occurs whenever you exceed the AOA at which

lift is maximized, regardless of your airspeed. When this occurs

at higher speeds it is called an “accelerated stall," the onset of

which can be sudden and violent. The way to maximize your

rate of turn, then, is to ease up to the edge of a stall without

stepping over. Finesse is the key.

Fighting Styles

Once you liave mastered the rigors of routine flying, it is lime to start

thinking tactics, lliough the number of po,ssible air-to-air combat styles

is practically infinite, it is irseful to divide them into three basic cate-

gories: angles tactias, energy tactics, and “boom zoom." Wliich is

most appropriate depends on the plane you are flying, your own profi-

ciencies. and the circumstances of the engagement.

/\ngles tactics, the most intuitb’c of the three, fa\or the use of

aggrc.ssivc turns in a brute force attempt to gain the upper hand, lliis

is generally the quickest wa)' to get a kill when it works, and is tlx; nat-

ural choice if your plane has a turn rale advantage. Wth energy tactics,

(he goal is not to out-turn the opponent, but to build up a .sufficient

energy advantage (in the form of airspeed or altitude, or both) to

enable you to manem er into firing position while the bandit lacks the

energ)' to counter. This decisive cnerg)' advantage is achies’cd through

aircraft superiority, more efficient flying technique, or. against an even-

ly matched ojjponent, by giving up aiiglcs. The prototyjjical end game

in\ olves pulling up into a zoom climb that the bandit cannot follow,

then coming back douo for the kill while he’s slow and helpless.

Successful use of energy tactics rec|uires more skill, jjaticncc, and good

judgement than angles tactics, but they are )'our best bet if you find

yourself trapped in a dogfight against a more maneuvcrahle plane.

WTale there is some overlap between energy and angles tactics,

“boom & zoom" is a whole different ballgame. Instead of fighting it

out at close quarters, a boom & zoomer will typically make a diving

firing pass (the “boom") from a large energy ad\'antagc and then, if the

target was not destroyed, climb (the “zoom") so far away that the bandit

cannot retaliate. 'Fliis series of slashing attacks and climbing disengage-

ments is repeated until tbe bandit is killed, the attacker gives up and

THIS MONTH:

Step-b/-Stsp Hints tor the Hardest Scenarios!

meJmestf^or'W^oWest Uamesi



IN X-WING VS.XIE FIGHXER

YOU Will BAXXLE
HEAD-XO-HEAD AGAINSX

*
.

• • •

• •

AN ENEIMY IMORE RUTEILESS XHAN
* * • *

JABBA XHEXiUXX
AND ]M OR’E . S 1 N I ST E R X’h A N '

*
.
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* .*
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* •

E>ARXH yAE>E:R.

Today it's Floyd. Tomorrow, the greatest pilot in the Star W/t/'s''-’ universe could be a dentist

in New Jersey. That's the beauty of X-Wing vs. TIE Fighter' It allows you to engage in

head-to-head combat against real people over modem, network and the internet . It's a

real first, and it's in real time. The graphics have been galactically enhanced. The flight



engine is phenomenal. The new missions are masterstrokes of space mayhem. There's

even single player campaigns for an all-new explosive experience. No wonder Computer

Gaming World proclaims X-Wing vs. TIE Fighter "number one on every space sim-er's

wish list." And if you don't believe them, just ask Floyd, http:/ / www.lucasarts.com



STRATEGY & TIPS! FLICHT SCHOOL

flies off, or the energv' difference between the two phincs shrinks

enough that tlie attacker can no longer zoom awm’ with impunity.

Lead Turns

Boom & zoom tactics onl\' ajjply when \ou hold all the cards. If a

dogfight between evenly matched o|5[5onenls begins with a head-on

pass, angles or energy tactics must come into play, and the eventual

outcome is often decided in the first few seconds. 'Ihe basis for most

cffecti\o opening mosses is the “lead turn.”A lead turn is simply a turn

started before
)
on pass your opponent. Figure 1 .shows an offset head-

on pass w'here both pilots turn toward each other as they go by. Since

they both do the .same thing, neither gains any edge over the other.

Now look at Figure 2, in which the fighter on top begins a lead turn

before the other aircraft passes. By the time the second fighter begins to

tuni, it is already at a considerable disad\'antage.

'Ilie principal components of a successful lead turn arc timing and

flight path .separation (the lateral offset between the two planes’ flight

pallvs, also known as“tuming room”). Ifyou turn too late, >011 won’t

gain enough angles to make much difference. If )'OU turn too carls', )our

opponent can slip in behind s ou. Flight path separation is not strictly

necessary for a lead turn to be useful, but does allow you to turn in

.sooner and ])otentially grab a greater angular advantage.

Even the most basic lead turn described above can prove devastat-

ing against someone svho has never .seen it used before.

Unforlunalely, it is pretty easy to counter: just steer tosvard the bandit

and minimize flight path .separation. That svill render any lead turn

the bandit performs mucii less effectis'c, but not totally ssorthiess.

One w'ay to discourage this countennove is to do your lead turn

straight up as shown in Figure 3. It works similarly to a level lead turn

except that if the bandit wants to take away your flight path separa-

tion, he must commit to a steep dive (not shown), necessitating a

lengthy, encrg\ -consuming recovery afterxvards.

Corner Speed
The most common mi.stake beginning sim pilots make is to hold

the stick all Ihe way back during a dogfight in a vain attcm])t to

maintain a light turn indefinitely— it just doesn’t work that w'ay. No

fighter'has so much pow-er that it can sustain a maximum rate level

turn without losing air.speed, and if airspeed decays too much, so

does turn rale. Excessive speed will also impair a plane’s turning

abilit)’. Between the.se two extremes is a sw-eet spot that optimizes

turn ])crformance at a gi\ cn instant. This sweet s])ot is called an air-

craft’s "comer speed.”
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Torque Effects

S
ingle-engine prop planes have a strange tendency to yaw/ to

one side at high power settings, especially at low speeds.

For planes whose props rotate clockwise from the pilot’s

point of view (as most do), the effect manifests as a leftward pull

on the nose that must be countered with right rudder The cause

[

TWO PROPS ARE BETTER THAN ONE The P-38 Lightning’s twin
|

counter-rotating propellers almost perfectly cancel out each •

other’s torque, P-factor, and slipstream effects, giving the plane •

exceptionally stable low-speed handling.
I

1

of this uncommanded yaw is often referred to simply as “torque,"
j

but it really results from three separate effects; engine torque, spi-
j

ral airflow caused by the prop, and something called "P-factor” !

If engine torque spins the propeller clockwise, an equal and :

opposite force will roll the fuselage counterclockwise, to the
1

left. This does not produce any yaw per se, but by countering

this roll with some right stick to keep the wings level, you 1

increase the drag on the left wing relative to the right; that
j

does cause a leftward yaw. •

A clockwise rotating prop wit! create, naturally enough, a clock-

wise rotating current of air behind it. This helical slipstream will hit
-

the vertical stabilizer on the left side (but only at very low speeds),

causing the tail to move right and the nose to move left,

P-factor describes how one side of the prop disk will produce

more thrust than the other at non-zero angles of attack (see the

Angle of Attack sidebar). When AOA is positive, such as during

takeoffs, landings, and tight turns, the right side of the prop disk is

dominant, causing the nose to pull—you guessed it—to the left.

Alt these effects are modeled to some degree in most recent

prop sims. Usually, some right rudder is all that is required to

keep the plane in line. Nevertheless, the yaw can actually become :

unmanageable if sufficient power is applied at a tow enough air-

speed, so it is best to avoid such conditions. i

FINAL APPROACH To avoid getting overly fixated on any one

thing as you come in for a landing, it helps to cycle your

attention continually between your plane’s airspeed, sink rate,

line-up, and glide slope.

The maximum lift a plane’s wings can pro<kice rises rapidly with

increasing airspeed— the faster you go, the more Gs you can pull

and the c|uicker you can turn, pA'cntually, the number of Gs available

reaches the structural limit of the airframe. Beyond this speed, it is

not practical lo take advantage of the extra lift because any additional

Gs could cause the wings to snap off, possibly ruining your whole

day. The lowest speed at which a plane can generate its structural

maximiiin G load is its corner speed (the name comes from the a

sharp peak, or corner, that appears at that speed when graphing max-

imum iuru rate versus airspeed).

A plane may have its highest instantaneous turn rate potential

when flying at corner speed, but if this entire potential is constantly

exploited, airspeed will inevitably drop off (unless executing a diving

turn, but you can only dive so low). If you expect a prolonged turning

fight, it is therefore a bad idea to use all the turning ability you have

unless you are going for the kill, or if your life depends on it. For such

engagements, )'ou \s'il! want to fly nearer the speed that offers the

highest turn rate that can be siustained in level flight witli no deceler-

ation. TTiis speed is typicallj' below- comer speed for WAVIl fighters

and above it for modem jets.

Mission Debriefing

Air combat tactics arc an extremely comple.v topic. Tire concepts

and techniques explained here barely scratch its surface, but they

should gi\’e \’ou something to think about as you de\elop your ouai

fighting style. (For an authoritative book-length treatment of the

subject, I higtil)’ recommend Robert Shaw’s Fighter Combat:

Tactics and Maneuvering.)

Although several of the ]e.ssons covered in this article apply to jets

as well as WVVll prop fighters, be sure to check back in next month’s

CCWfor the final part of this series, w'hich will give details specific

to modern air combat. Until then, have fun up there! %
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musmmim

by Gordon GobLe

onipleting the 17-scene TRIP is the ultimate achievement

in 76— tlie one that proves w'hether jou're

really cool or not. Since Scenes I-*! arc little more than

extended training missions, we’ll kick things off with

Scene 5, and then check out some of the more challenging

forays that follow.

TO THE RESCUE

A

fter the infuriating dream sequence of Scene 4, the action starts

getting hairy. Among tire smoldering wrecks just to the right of

tlie intersection of highwaj’s 380 and 87, )ou’ll find Taurus, still

in his car and only slightly wounded. You’ve got a trio of creep-

ers to ]5ick off along the w'ay, but since they’re sjjrcad out, tr)' using

your handgun for better salvage opportunities.

Don’t sweat the multiple creepers on your way to rescue Skccter,

because w'ith a two-minute time limit, you’ve got to move. Gel the

speed up and hang a right on Oil Well Road,

Speaking of oil, lay plenty of it behind you and your pursuers

won’t be a problem. With a killer chasm off to the left and very little

shoulder, drive fast, but take care through any hard rights. Oh j'eah,

negotiating that monster jump just before Fisher’s Field will require

the judicious rise of nitro.

away. So. turn oil your headlights (so tliey don t see you) and pick

up your adversaries when they first hit your radar, before tliey

swarm the station. Make sure )’ou use your targeting computer so

you don’t accidentally hit Inferno instead.

THE KEYSTONE BRIGADE

I

n Scene 7, theres a bunch of cops on the take who are trying their

best to box )'ou in between impenetrable roadblocks, but here’s a

plan. Just past the first roadblock, make a quick right on Bauxite

Road and drive until \ou sec a brown bam off to )our right. Drop a

load of bloxdroppcrs around the perimeter of the ham. because you’ll

be leading a fuzz parade back here later.

Back out on the highw'ay, travel down to where )<iu’re just in sight of

the waiting cniisers. You should have the chance to get in some long

Interstate
Hot Advice for the Long and
Winding Road of Interstate 76

, ii ,
' iiii i

HEY, I’M JUST TRYIN’
TO GET SOME GAS HERE!

ake the side road (as detailed on the map) and speed up to 85-95

mph for each of the upcoming jumps. Since it’s dark, it’s a good

idea to drive slowly through each segment to gauge tlie distance

to the next ramp, then turn around and come back at full speed.

Ifyou do miss the third jump and plunge down into the chasm, you

can still get to tlie station by following the directional arrows on the

barriers, then cutting through the desert.

At the station, you’ll get two swarms of creepers. You’ll want to

kill ’em quick before they destroy the station, but you’ll get some

limited assistance from Inferno, an ally with a flame thrower and

somew'hat shoddy marksmanship.

Don’t be afraid to chase each bad guj' dow'n. It works because

they don’t have much in the way of rear-mounted weapons, und

because others won’t take the opportunity to attack w'hile you’re

HIDE OUT In Scene 7, hide in the bam on Bauxite Road. The fuzz

won’t see you, but you'll see them from inside the bam, and be

able to shoot them from this cover.

ccw JULY 1997
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' ^ with LagunaSD Graphics and

You Could Win a Ford Explorer.

r . j Race Monster Truck Madness with M
LagunaSD'" accelerated graphics,

and the action comes alive. And
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Down & Dirty Racing! you could win a new 1997 /
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U
se the “F” keys for alternate

perspectives. For example,
.

Scene 6 sees.Groove hLlrtllng

several knocked out bridges, and the -

only WcV you can tell if it’s a bridge or .

just a hill is to check your satellite view. '

:

Off-roading isn’t as damaging or •

as difficult as the manual would lead -

you to believe, and cutting comers

where the terrain is flat is advised. ,-"i r

Look around for alternatives to the

suggested routes—even Taurus can be :

.

wrong sometimes.

SATELLITE TV Here is an overhead perspective of

Fort Smith, using the blimp view to locate a tank.

This view makes it easy to locate enemies and spot

the terrain for bridges and chasms.

Get yourself a multi-button stick.

Using the period and comma keys to

change gears is not ftjn.

Learn the fine art of driving at

:
the Burnetti racetrack. Run this mis-

‘ Sion over and over again to become

a boss Piranha pilot.

Salvage bigger and better perfor-

mance parts whenever you can, but let

• Skeeter repair anything highlighted in

yellow or red before you use it.

Because they improve cornering

and road grip over bumps, suspension

upgrades should be considered a priori

. ty, as should fatter tires.

ningc Aiiii-Nciii niis,sile hiLs before they scramble. Now, lead ibcm back

clown die highu-ay, discharging the rest of your bioxdrop|)ers en route.

When you get baek to the bam, drive imide it. Tlierc’s enough room

to turn around inside, and since the cops can’t get at you while you're in

there, )ou can take pot shots at them as they drive by. Wtli a little luck,

some will dri\ e over those bloxclroppers )'ou laid earlier. After awhile,

the helicopter they’ve called in will vacate and you can drive out, finish-

ing Ihc job. 'laking out a fourth car will [persuade them to remove a

roadirlock and let you pass.

WAREHOUSE PATROL

T

his is one tough mission, but you should know tlial the clanged

lielico])ter’s going to take off no matter how fast you get there.

\Vlial you have to do is eliminate the creepers before they can cir-

cle the warehouse.

Kill ihc first ear you sec. Mc’ll use his rear-mounted flamethrower on

the warehouse undyou, if you get too close. Tlicn nail the gra)' Cac'cra

and don’t let cither get to the warehouse, which stands just soutli on

highway 21-f. 'llie key here is to bait the rest of the creepers and lead

them away from the warehouse.

CATCHING CALISTO
^y nt)W)OU .should have e(|uip|)ccl your death machine with

I fjKragcrs all 'round, 4-wheel disc brakes, and other near top-notch

B^pcrfonnancc parts— all ofwhicii arc definite necessities for this

mPw* mano a mano mis.sion.

Calisto drives an absurdly fortified car. Don’t get tejo close during

the chase, and stay away from that gun on his right side. Try getting

in front of him and dropping a bunch ofbioxdroppers and mines,

then duck in behind, all the while throwing lots of linked machine

gun or cannon ordnance his way. Don’t kill him; just watch until his

damage bar turns red— then you’ve got him.

ROADBLOCKS R US

M
ore bad cops, more roadblocks. Quickly head straight toward

tlie assembled throng (use a nilro), then veer slighdy to the left

just past the final side road. Tliis will put you on the cliff just

above and to the left of the roadblock. Drive just past it and drop

backdown to the roadw'ay before the lieight gets too severe.

WTien a[)proaching from the rear, tlic cops put up a curiously w'eak

fight w'hile you're able to pound them with turrets or mortars. One or

two may sneak up the cliffand get close, hut ifyou monitor tlie satellite

view you’ll know before they get there.

A BRIDGE TOO FAR

T

here's no w'ay to stop the creepers from taking out both obvious

bridges, but a third awaits. You’ll probably have to take a bit of a

drop gelling down into the chasm, but once there, drive a very

long W'ay and you will find the last bridge.
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GROOVE TO THESE MOVES Mounting a

I

turret on your roof is a good idea,

I

because it will track your targets.

The Good:

Linked Machine Guns: Bar none, the best

thing you can do for your hitting power

throughout the game.

Oil Slick Dropper Often it’ll simply delc^ the

inevitable, but in missions where screening

past the bad guys is advisable, it is veiy useful. -

Turrets: Will foliCM/ taiget even if you’re fedng

another direction and are great for helicopters.

Cherub Missile: A rare beast but stupen-

dously fatal. Use from long di^ance only. .

The Bad

Cannons; They pack a punch but don’t

have nearly as many rounds as machine guns

and feel and look a bit odd when being fired.

Mortars: Effective only when blasting a static

target, and static targets can be hard to find.

'

Specials: Aside from repeated nitro applica-

tions, i didn’t use a one. I mean, a oip holder?

,
The Ugly

Handgun: Great for eliminating a driver

while leaving. his or her vehicle unscathed.

But mastering the pistol can be quite difficult,

and you can easily muddle your m/ through

,• without ever using it.

;• Flamethrowers: Turn virtually anything into a

crispy critter, but you've got to be really close.

Car-E-Racer: Does what it says, but a

brand new one has just fiw applications.

)usl pust (lie bridge is a rcladvcly gen-

tle upgrade, one you can use to get up to

the bridge. You’ll encounter loLs of big-

time firepower, but it’s way bolter to

forsake the shooting gallery routine in

fa\or of a little nitro.

Just keep following tlie road and you'll

hit the highway where you hang a left to

meet up with Taums once again.

ROSWELL WEIRDNESS

I

et subtlety be your master, and wait

for Octoberfest to get inside the

Autowerks before attempting the

same tiling. Take out (lie helicopter,

the rather lame creepers that follow, and

then begin shooting the building.s,

’Hie door of one of the buildings will

fall backward, which should sen'e as a

great jump ramp to get you the hell out

of there. Remember tliat there’s no

opportunity for salvage, and hitting the

“S" key starts the car.

ARE STRATEGY GAMES TOO

CIVILIZED?

CIRCLE READER SERVICE #239



^ Call for ^
Win 95 Demo.
.Supplies Limitecl

Dark Rift brings oul the best in people. Eve works her butt off to turn Gore into a meaty pin cushion. Gore busts his gut to

move Eve into the path of his axe. And you’ll need your best, because Dark Rift gives it up. Dark Rift delKers more fight, more

often with more speed than you have ever seen before. Check out Dark Rift for N64 or Win 9S and get flesh scorching

projectiles, hyper quick ten hit combos, blazing frame rates and some very unpleasant surprises for the competiibn.

NINTENDO” '.-.-...iS

N64

®VIC TOKAIINC
22904 Lockness Avenue

Torrance, CA 90501

(310) 326-6880

Ninlendo-^ snd Ne4 arc trademarks ol NIKTEHOO OF AMERICA INC.

Dark Rill'”, Kronos™, their logos and characters ate trademarks ol and® 1996 Kronos

Digital Entertainment. Inc. All rights reserved. Distribirted Oy VJC TOKAI INC.

CIRCLE READER SERVICE #107
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GO SOUTH, YOUNG MAN

Y
OU should be loaded with neady the best perfontiance equip-

ment by now. Turn right down the first road you see and use

your compass to continue south, hugging the mountains to

your right. You’ll drive a long way and do some off-roading as

you locate the pass over the cliffs.

Its a bumpy ride through the first range, but once through, continue

south past all the gunfire (which j'ou should igmore). \Vlien )'ou

approach the next mountain range, drive straight into it until you see a

pass to the left. Take it over the mountains, and the highway will lie to

your right. \Vlien you get there, go north again to find Fort Smith or

you’ll nin head-first into creeper central.

A TWO’TANK GARAGE

T

aurus will tell you to protect the van by going the opposite direc-

tion and picking off creepers, but that’ll only alert a flock of them

to your presence. Instead, turn around from your opening direc-

tion, travel down the road a spell, and where the road veers right,

go left. With a little searching, you will find a passage down the other-

wise impossible canyon wall.

Link up a couple of 7.62-mm machine guns for the upcoming

pair of tanks and single creeper. Once you’ve taken them out, shoot

down the guard lower, w'hich then acts as a con\'enient ramp over

the fort w'ail. Jump it, baby.

U. I

'

THE GRANDE FINALE

T

ills is a one-minute mission if perfectly performed, and you’ve

finally got some hca\’)'-duty trans|)ortat ion altematii'es for your

explosive show'dowTi with head bad dude Malochio. \bu need to

select the groovy Amiorcd car, and blast Antonio with a deadly

OR, PERHAPS, NOT

RISKY
ENOUGH?

CIRCLE READER SERVICE #239
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^

with your Norns as they expli

your Norns
|

to eat, speak and «
interact with you if

and other creatures. .

'

creatures to breed.
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clicrub missile from long range— that slroiikl be enough to effectively

cripple him,

Linked 7.62-mm machine guns work well against the two other cars,

but reserve your final pair of chembs for that damned truck, if yon w'ant

to live to tell the tale, get him before he has the chance to take aim.

So there’s an overview of the 11 hardest scenes in fNTERSlA'Ii’ ’ 76.

Now you’re ready to strap on your mirrored shades, pick out your afro,

and hop into your souped-u]) dcathmobile for some serious action. %

As exemplified' by Scenes 6 and .8
,
it’s always smart to

deal with creepers individually rather than en masse—they're

often more Interested in gunning you down than accomplish-

ing their primary goal.

Monitor your radar constantly and respond to it early.

'

There are a few missions where an- overwhelming number of

evil-doers will force you to run rather than fight, but if you

must fight, get involved quickly.

Ramming a creeper, then blasting him before he gets his

wits together is often quite effective,

Perfect the art of the bootleg turn. Your 7” key is the emer-

gency brake and using it while slamming the wheel to either side

will immediately spin you around. Much quicker than traditional

turning and a great aid for in-close dogfighting.

With a pair of linked machine guns you’re rarely out of

' ammo. If you find yourself surrounded by two or three creep-

ers, just keep that trigger finger depressed and you will get in

a few unintended hits.

Creepers don’t seem to see well in the dark, so teep your

: lights off when fighting after sundown.

THE FINE ART OF
conqjjering the world.

COMING THIS FALL

A ntnoscArf conpAfii’

IMPEnUUSM li I IndintaA tt SIntigIt 8lniul*tl»ni, Ine. eiHT Stntigic tlinatilloM, Ine., i MIHUCAPE CarnpwY. All rlgMi ntimd.
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GAMER’S EDGE

Discworld II
Is Rincewind RunningAround in Circles? Let Scorpio Set You Straight

by Scorpia

I ell, suiiuners here, ll's not iny fa\orilc season; games

I
tend to be scarce during the hot intmliis, and the long

I

days don’t improve Fred's temper any, Hiese are the

times i think about taking a vacation. Somewhere.

Anywhere. F\cn Discu'ORLD. Or DiSCWORl.D 11,

w'hich is c\'cn worse!

'I'lic first mlc in this game is to grab excrything you come across.

F\'en if you’re in someone's shop or home or whatever, there are usu-

ally items lying around just waiting for your hot little hands. Take

your time in each scene to run the cursor all over the view. W'hile no

items arc actually invisible, a few are hard to see, and yrni could miss

them if you’re not careful.

'llic second rule is to talk to everyone
}
on

meet —several times— using all the conversa-

tion modes, 'Ilicn save after talking, .so you

don't have to go through the conversations all

over again (heh!).

Act I

Okay, so here we arc in Act 1, where

Rincey has to pick up a bunch of things to

summon Death back from wherever it is he

went to. To be more speeific, our boy needs

glitter, sticks, special candles, mouse blood,

and a vile smell.

Glitter: '^Hiis is Maril)-n Monroe stuff pulled

off from below'.A real breeze.

Candles; Nothing beats do-it-yourself. You

just have to get rid of the beekeeper,

Everyone wants to be in the dickies. Rincey

does need a little protection (visit the dessert

la<i\' for that). /\nd some hot flowers (or were

they chilly?). Tlie rest is pretty obvious. Just keep in mind you need

two things from the hives, sweetie.

Sticks: Tliis is the old switcheroo trick. You need one from the shop,

and two from the docks. Be stuffy, fake out the pelican. If the net gives

yoii trouble, visit the morgue, muck around.

Mouse Blood; You have to sink your teeth (or someone’s teeth)

into this one. Have you noticed that it’s nighttime? A little corn, a

little booze, and a little caffeine can help. If you can’t do any

climbing, talk to someone about a woman. \Vliich woman?

’Nuffsaid (heh!).

Vile Smell; Give this one the boot, and bottle it uj). See Mrs. Cake

about that. \V!ien .she says “order your thoughts,” she means it; go

through the talk options in the right order, 'llien you should hbol

around with a brick; careful, this is high energy stuff.

Okay! Death is summoned and...hc’s not interested in his old job

anymore. ;\rgg! So now you have to get him into the movies, /\ct I i

begins, and here we go again.

Act II

Boarding TTie Ship; Tciugh.'lalk to people first 'Ihcn warm up to a

reflection, give Rincewind a hand, and put him on ice (or vice-versa).

After getting on the ship,
)
ou can go anjavliere, like 1 lolywood, to find

out what you need to make the clickie.

Novelties: Tiiis one is a ton of trouble, 'len times as much, actually.

Get in the swing of things, though, and you should be okay.

Band: Ifyou need help with this, you probably shouldn’t be playing

adventure games.

Jingle: Complicated. Chat with Uri first. Ask for a demo (lioop to

it!). 'Ihcn talk to the old hcmiit at the wheel. Sail west and grab a cou-

]3lc of things. Stock up at Uivsccn University. Ant we having fun? Plan

your jiyramid wisely and hex it.

ccw JULY 199?
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Camera; Naughty little imp! You're too

l)ig to foQow liim into the scenery. You need

something small. Something small you can

get hack easily. Right, mate!

Babe: Finally, you can do something

about the Suffrajestcr. Ya have to get her

first, and that requires a stakeout. Tlien its

time to rock and roll (or at least rock). Now

you can (so to speak) go trolling for the

babe. Bribes never liurt (except maybe

trolls, hell!).

Elven Queen: Really complicated.

Before you can go horsing around,

there’s a lot to be done. Pull a switcheroo at the oasis after visit-

ing the pyramid. After you have what suits you, you need a

friend to help out (let’s not monkey around here, or should we?).

Then you need info on Elves. Someone dead might know about

this (1 wonder if her name is Morgana?). You’re almost ready, but

an ordinary equine just won’t do. An addition to the disguise is

needed, and it's a real hoot.

The Sheep Double: Poke around in tlie sicinity' of Mrs. Cakes

place. Tlien head for llie beach to catch some waves. I’m sure you saw

a board around liere. If
y
ou’re basing trouble hanging ten, you need to

stick to it (and I mean that literally).

7110 Clickie: Not a big success, huh? Well, all I’ll say is this: Variety is

the splice of life. Check your inventory and go do it.

Act III

This brings us to Act 111, where Rincewind gets to play' Death— if he

can prove himself up to tlie job.

Black Robes: You’re dying to know about this one, huh? Well, it might

be curtains for you, at that. Let me write that down (oh dam. out of ink).

Riding Tlie Horse: yMberts iiot only a pain,

lies a ding-dong. Lise that to get him out of the

way and grab the bribe. If you're ha\ing trouble

staying on the horse, an.swer tliis riddle; Wliy is

riding a hor.se like riding a surfijoard?

Cutting TTie Com: 'Ilie complicated one.

Talk to the kid and get her what she wants,

which turns out not to be good enough. Now

you have to visit that dark alcove. I lavcn’t

.seen a light source? You know what they .say:

do-it-yourself.

Deja Vu II (Return Of TTie Hives!): Now

you just ha\’e to mow the lauii (err. com). Look

sharp here. ])ut things together, and you'll be done in no time.

Ant Souls: Co fish, honey.

Voice OfDeath: Pretend you’re Santa Claus, only just talk. 1 f \'ou

need to get on to[). rope in a good comeback for some helj).

Act IV

Tliis brings us to Act iV wliere we, er, put some life back into

Death. Let’s not think about this one too closely, okay? At least the

Acts are getting shorter.

The place to check out is Djclibeybi. 'Iliis one's really a quickie,

although you'll likely have to go in and out of town more than once.

You'll need some assistance in following the prospector. In fact, you

need something else to follow the prospector for you. If he’s anned,

that will be a great help.

Act V
So we come to the totally superfluous Act \( which is e\en shorter.

/Ml you really have to do here is look around at e\ crything and every-

one, talk to a couple of people, fill up. and take to the skies. What could

be simpler that that?

And that’s about it for now. In the mean-

time, if you need help with an adventure

game, you can rcacli me in all the usual

ways. Plus, be sure to check out my new Web

site! Until next time, happy adsenturiiig. %

^ How to Reach Scorpia

World Wide Web; Scoipia’s Domain at

www.scorpia.com (a subscription seivice)

AOL; Scoipia’s Lair (keyword; scorpia)

Internet: scorpia@ao!.com or

scoipia@scorpia.com.

US Mail; (enclose a self-addressed,

stamped envelope if you live in the

United States):

Scorpia, PO Box 338

Grade Station

New York, NY 10028.

JULY 1997 CGW
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l
iSTMTECy & TIPS :

-

Magic:
The Gathering
Tips and Tactics for the Budding Sorcerer in Magic: The Gathering

by Bob Proctor

T

here are few strategy games like MicroProses

M\GIC; Tl 11': Gaii ii':i<]NC where you can get so

mucli gaming for your dollar. You can spend hun-

dreds of hours in either the Dud environment—

constnicting a deck and trying to run the

Gauntlet— or in Shandalar, the adventure/cam-

paign game. Here are some tips on tiic latter.

What Color to Choose?
Eariy on, you will he dueling creatures with 4-10 lives,

and you only have 10 yuiirself. Duds will be short, and a

deck that kills quickly is a niiLst. 'Ihe best early stiateg)' for

all colors is a fast creature deck, witli low<ost instants and

enchantments. Other strategics would work, except that

the necessary spells are scarce in Shandalar. For example, most starling

red decks have one or no direct damage spells.

Flying creatures are im[K)rtant for offense and defense. First Strike and

Pumping are better than Landvvalk and Protection, which are only useful

against one particular color. Instants like Giant Growtli, Blood Lust, and

Howl From Beyond can be cast afcr blockers are declared to deliver tlx;

kill. Low-cost creature enchantments can be used to make small crea-

luncs bigger tlian tlx; enemy. Each color has a few unique spells;

Rod: Dwarven Warriors can make your small creatures unblockablc;

use Firebreatiiing, Immolation, or Blood Lust to increase the damage.

Bi3Ck: [Don’t overlook the most plentiful anti-creature s[>dls.

Weakness and Terror, in tlx:

early going.

Gr60n: Elves and iVlana

Birds are scarce at first;

useWld Growth for

extra mana.

WhR6: One of the few use-

ful Astral cards is Knights of

tlie RainbowVale— a 2/1

creature that costs 2. with

protection (color chosen at

random), first strike for 1, arxl

can be pumped.

Blue: Tviddle and

Unsummon get

blockers out of the

w^ay: Unstable

Mutation provides

killing power; Power

I-eak is an excellent

card since so many

decks make heavy

use of enchantments.

Dungeon
Crawling

By mid-game,

j'ou'll want to get the power cards buried in the dungeons. A problem

here is that }’ou get ejected after a single loss, so you can’t afford to

lake chances w'ith mana shortage. My decks are 50 percent mana

sources (about 40 percent land). Not all mana needs to be colored;

make u.se of Strip Mine and Mishra’s Factory.

Many Dungeons have a special condition that life losses carry over

from one duel to tJie next. So being able to gain life is cnicial. All colors

except Red have such spells (although Blue is pretty weak). Here’s the

complete list; tliosc in red areX spells that can use all that “extra" mana:

Black: Drain Life, El I lajjaj.

Blue: Relic Bind, Ufetap (onij' against green).

Green: Stream of Life, l^birlh.

White: /Mabaster Potion, Healing Salve, Spirit Link,

Re\'erse Damage.

Artifacts: ivory Tower, Onulct, the five “lucky charms"

(one for each color).

'llie last tip for dungeons and castles is to find out what card

starts in play Your opponent will aKva)'s have an enchantment or

creature in pla)' to start the duel —you mustknow what it is.

Wth castles, you can go in. find out, and leave to prepare a

revised deck, but Dungeons go away when )'ou lea\'e, so you

only have one chance— get the clue first. Taking an all-black

deck in and finding Kanna in play is not fun, w'hereas the same

deck with a Bad Moon out is pretty cozy. S

-.ife .

in frer!

DiTpiit rofatv rhr tinnl elall'nfir.

Yi'ui fi;trr/(S iv/ltf: \Vl/f^tunfyh rlirrvil

Chnh m Atnh
.
will ta)ii3h it far to adJilia'al

Oiwd r.uelJ .

A HERO’S DEATH The final Challenge of

Azrakon isn’t intended to be winnable. It’s

just for extra points, so play accordingly.
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Adventure/RPG

Action

Interstate ’76

A
S one of the hottest games this )'ear,

IwniRST/VlE 76 is busy satisfying our

action addiction. However, if the game is

getting too tough for you, type in this

cheat code to jump levels:

Ctrl-Shift-GETDOWN

All the enemies in the level will con-

verge on you, but once they kill you, you’ll

jump to the next level,.

HeliCOPS
Ifyou want more deptli, eheckout

iKn-RSiATu: 76 orAchimedean Dynast^',

But 7(h Level’s helicopter-based action

shooter is a good time ifyou arc into fast-

paced, mindles; fun. To that end, here are

some clieat codes to help you through the

crime w-ave. Type these cheats in at any time

during gameplay;

/ironman Makes you invincible,

/stagewin Automatically completes

current mission.

Slrategy/Wargames

Leisure Suit Larry 7; Leve For Sail

C
ertainly there can’t be anything more pathetic than wanting to look at nude pictures of

2D cartoon women. Nc\’crthcle.ss, as a public scn'ice for those with no pride, here's a

list of just some of the caster eggs in 1

.

1'llSt iiU’; Suri' L\Hlri' 7: Lo\E For S.-ul.

1. Go to the Glothing Optional R)oi,

click on the Pesky Brancii covering

Drew Baringmore’s chest. Select

“Other,” and type "pash.”

2. In Gaptain Queeg’s Ballixxjin,

click on Larry, select “Other,”

and type "dream.’’

3. After the Jugg’s perfonnance, go

backstage, click on the mixing table,

select "Other,” and typc“l'ccl.” 'Ilicn

go to Drew Baringmore and talk

about Anton Fokker.

4. In the library, click on the stuffed

beaver, select “Other” and then

type “milk.’’ Proceed to the Jugg’s

dressing room for your big thrill.

5. After killing Aristotle Boning, go back to

Annettes room. Before pushing the

doorbell, click on the crotch of the third

male statue, select “Other,” and then

type "Unzip.” Now ring tl'ie doorbell.

’Ilicre’s actually more, but that’s quite

enough, don’t you think? Now try meet-

ing sonic real women, studboy.

Admi ra l Sea Battles

W hile this game can be fun, its lack of

realism makes Panzeil Gi'-NiiRA), look

like WuchlAjn Wiein by coinjiarison. Your

best bet is to unlearn anything you know con-

cerning real naval tactics. For example, the

best defense to prevent the enemy' from caj>-

turing your ships is to keep them in pairs.

Only two ships will fit in a square, and if both ve.ssels in that square are yours, then no

enemy can enter or board. W'ondcr what Nelson would hav'c thought?

Red Alert

I

f you’ve played Ri-:dAlekt online, you’ve likely fallen prey to the infamous Soviet Tank

Rush. Since the designers w-anted to avoid smail-anns fire being able to take out armor

{as in G&C), building infantry isn’t much heliJ. Also, since the design prizes mobility' sim-

ply going on the passive defense doesn’t help. \Viiat you have to do, to paraphrase Gen,
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Simulalion/Space

Puzzles/Classics

IIVI1A2 Abrams
• Advance to contact in a wedge. Thi,s

gi\'es you flank protection as well as a good

forward field of fire. Go into echelon toward

known threats, and employ line formations

onl)’ for defense.

• Infantry will deploy when their carriers

halt and will only move with carriers. Make

tliem )'our backstop forces.

• Know' your \ehicles; read tlic data charts.

The best /\mericanAA weapons, otlxjr than

special units, are APCs with Stingers, so use

tliem against those enemy Hinds.

• Ifyou stop when ordered to, \’oii may

incur a victory point penalty, despite what

your communications data says. Make sure

to play missions to the \'ery end.

• \Vliile it might seem obvious, use terrain

to )our advantage. Above all. trust your gun-

ner. Don't play Da\'y Crockett when com-

manding a platoon or company.

• l^kct artillery is dexaslating but takes

longer to re-load. Use mortars and 155s for cau-

lioas, .slow advances and defense.—Jim Cobb

Marble Drop

I

f you fiiKl you’re spending all your hard-

earned points buying back marbles in

Maxis’ Marblic Droi’, hcrcs one way to get

your bank balance back up. On certain

puzzles, such as IS Demoemtis, if you

quickly drop a bunch of marbles one after

the other into all the available funnels, pret-

ty soon they’ll start bouncing around in per-

petual motion. Every time a marble hits the

cro.ssbow'you gain ten points. We left the

program running for a while and relumed

to a score of 50,000 points. You’ll want to

reset liiat j^articular puzzle in order to solve

it, but when you do, your newly accjuired

high score will remain intact.

Sports

QSoocer

S
ince theres currendy rx) kick-ass soccer

game on the market (botli FIFA and

Microsoft Soccer leave a lot to be

desired), why don’t you try a Idck-Aeac/soccer

game instead?A group of deranged folks who

go by the name of Qsports have come up with

a free QUAKE add-on called QSOCCER that

lets you play die w-oild’s most popular sjDort

with a whole new twist You kick a severed

head iastead of a soccer ball. Tliough Uiis

sounds like more of a gimmick than a game,

the multiplayer matches can be awesome fun

(thougli we wish you look damage hits for shin

kicks). Be on the lookout for Veraion 4. w'hich

promises to add a working referee to tlx:

match. One question: will we get to kill him?

You can find QSocCERat www.

planetqual^«)m/qca/qs.

James Longstreel, is to make the enemy fight

on grounds ofyour choosing— easier said

than done, of course.

The key is to recc^iize that the combat algo-

rithms in Rt;DAlERT^ve a huge firqxrwer edge,

both in terms of accuracy and damage, to sta-

tionary' units. So, position rows of tanks widi their

fields of fire covering the most obviorjs avenues

of approach to your base, and

smother tlx; lead tanks ofyour

op|x>ncnts fomiation with over-

whelming fire. You don’t have to

worry about tlie angles of your

shots, bccaiLsc Red AiEKP (unlike

.say, S'lEEL P/WrHKRS) doesn’t

model front/side/rear armor dif-

ferences. If your enemy stubborn-

ly persists in futile attempts to

punch through your defenses, you’ll have time to

scout around for tebase.

X-COM: UFO Defense

W ith the re-release ofX-COM as part of

MicroProse’ CONQUER'IHE

Univi'.RSI'; collection (see Terry Coleman’s

StrategyAVargames column this issue).

there’s been an upsurge of interest in this

Hall of Fame title. If you’re basing trouble

winning at the higher levels of difficulty',

check out the unofficialX-COM Web site at

www,fi:anken.deAi5ers/speedy/halcan/

hobbies/daddeUKComAVelcome-eJitml. It’s

worth typing this ridiculously long URL to

get the easy-to-use utilities, w'hich include

editors for weapons, soldier and base stats,

UFOpedia, and even alien containment.

cow



QVS!
Simulation/Space

F/A-18 Hornet 3.Q
G

r;i|)liic Siimilations’ 1%-18 HORNIilT 3.0 is a fun sini, bill it liniil.s

you to Hying just one of the 15 planes it siinulates. 'I’liat is, unless

you know the insider codes used by the prograinnicrs for debugging

the gainc's missions.

Simply type the codes listed below in tlie pilot callsign field in the fol-

lowing fonnat; flyiPLANE-#//, where PLANE is the aircraft code and Htf

is the aircraft ID for that mission.

Please note that you cannot fly helicopters using this feature, and

that the codes only work in specific missions. Also keep in mind that

these codes are designed for the release version of the game,

not the demo version.

Because this feature was designed for debugging purposes, you'll find

that some planes exhibit quirky behaviors. For acample, ifyou engage the

autopilot, the computer will take control of the plane. Also, tlie plane may

occasional!}' take control itself. Aid aircraft may no longer taxi on their

own, cs'cn with autopilot on.

Tills Easter egg is not officially supported b}' CSC, and tliey kindly

recjiiest )ou don't bother tech support with problems about flying tlx; B-52.

Aircraft Key

A10A = Fairchild Repuhiic A10A Thunderbolt II

AWAC = Boeing E-3A Sentry (AWACS)

B52G = Boeing B'52G Stratofortress

8727 = Boeing 727

E2CA = Grumman £-20 Hawkeye

F117= Lockheed M17ANighlbawk

FA18 = McDonnell Douglas RA-18C Hotnel

8C10 = Douglas DC-10

MG21 = Mikoyan Gurevich MiG-21MF Fishbed

MG23 = Mikoyan Gurevich MiG-23S Flogger

MG27 = Mikoyan Gorevich MiG-27 Flogger-D

SU27= Sukhoi SU-27UB Flanker

TU20 = TupelovTu-20Bear-G

Training (Hawaii) Theater

MISSION ID # CODES

Takeoff and Flight T-001 FA18-00 FA1801 FA18-02 DCIO'OO OCIO'01 B727-00 8727-01 AWAC-00

Airstrip Landing T002 FA18-00 FA1801 FA18-02 DC1000 DCIO'01 672700 8727-01 AWAC-00

Carrier Operations 1003 FA18-00 FA18-01 FA1B02 OC10-00 DCIO-Ol 6727 00 8727-01 AWAC'OO

Navigation S Radar T004 mm FA1801 FA1802 DCIO'OO DCIO'Ol B727'00 8727-01 AWAC-00

Air-to-Ground T005 FA1800 FA18-01 fAie-02 AWAC-00

Air-to-Air T006 FA18-00 FA18-01 FA1802 DCIO'OO DC1001 8727-00 B727-01 AWAC-00
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Tour of Duty (Kuwait) Tbeater

MISSION ID # CODES

Pull the Plug M-228 FA18-00 FA18-01 MG2300 SU27-00 SL)27-1 SU27-02

Red Ball Express M-227 FA18-00 FA1801 FA18-02 MG23-00 SU27'00 SU27-01 SU2702

Tanks Anyway M’226 FA18-00 FAieoi FA18-02 FA18-03 E2CA-00 MG23-00 SU27-00 SU27-01

Hole In One M'225 FA18-00 FA18-01 FA1802 MG23-00 SU270 SU27-01 SU27-02

Burning Waters M-224 FA18-00 FA18-01 FAie-02 FA18-03 E2CA00 MG23-00 MG23-01 SU2700

Bad Waters M'223 FAt800 FA18-01 Wie-02 FA18-03 E2CAOO SU2700 SU27-01 MG2300

Night Threat mil FA18-00 FA18-0I FA18-02 FA18-03 E2CA.OO SU27-00 SU27-01 UG33-00

Chopper Hop M-221 FA18-00 FA18-01 FA1B-02 MG23.0(] MG23-01 SU27-00 SU2/-01

The Bridge M-220 FA1800 FA18-01 FA58-02 FA18-03 E2CA00 MG23-00 MG23'01 SU27-00

Night Hawk M-219 FA18-00 FA18'01 mm F117-00 F11/-01 MG23'00 MG23-01 SU27-00

High Flyer M-218 FAISOO FA18-01 mm A10A-00 A10A-01 MG23-00 MG23-01 SU27-00

Surf’s Up M-217 FAieilO FA1801 FA1802 AlOA-00 B52G.00 M62300 MG23-0J SU27-1)0

Turkey Shoot M-216 FA18-00 FA18-01 FA1802 E2CA.00 MG21'00 MG21-01 MG23-00 MG23-01

Road to Destruction M'215 A18-00 FA1801 FA1802 FA18-03 E2CA00 MG23^0 MG23-01 MG23-02

Intercept Santa M’214 FA18-00 FA1801 FA18-02 FA18-03 MG2300 MG23-01 MG23-02 DC10-00

Red Glare M'213 FA18-00 FA18-01 FA18-02 FA1803 AWAC’OO MG23-00 MG23-01 MG23'02

Incoming M-212 FA18-00 FA1801 FA18’02 MG21-00 MG23-00 MG23-01 TU20-00

Heads Up M-211 FA18-00 FA1B-01 FA18’02 MG2100 MG23-00 MG23-01 MG27'00 MG27-01

Chemical Dependence M-210 FAie-00 FAieoi FA1802 MG2100 MG23-00 MG23-01

Switch Sides M-209 FA18-00 FA18-01 FA18'02 MG21-00 MG23-00 MG23-01 SU27-00

Warm Welcome FA18-00 FA18-01 FA18-02 F117-00 MG21-00 MG21-01 MG23-00 TU20-00 TU20-0i

Bomher Run mi FA18-00 FA18-01 FAie-02 B52G-O0 MG21-00 MG21-01 MG2300

Duck Hunt FA18-00 FA18-01 FA18-02 MG2100 MG2101 MG23-00

Just Say Ho M-205 FA18-00 FA18-01 FA18-02 B52G-00 MG21-00 MG21-01 MG23-00

Home Coming M-2W FA18-00 FA18-01 B52G430 MG21-00 M621-01 MG21-02

You Can’t Hide M-203 FA18-00 FA18-01 fA18-02 E2CA-00 MG21-00 MG21-01 MG2r02

Bird Down M-202 fAie-00 fA18-01 FA1802 E2CA-00 MG21.00 MG21-01 MG21-02

Black Gold M-201 FA18-00 FA18-01 FA18’02 AWAC-00 MG21'00 MG2r01 MG21-02
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CHIPS&BITSinc.
POB 234 DEPT 1D902 ROCHESTER, VT 05767

INT’L 802-767-3033 FAX 802-767-3382

ing

www.cdniag.com/chips.html

orcall1-800-6gg-4263
Source Code 10902

COMPUTER GAMES: STRATEGY
rni! Reius! Price

ISSORR/RbbrBaron NOW $34

7111 Legion NOW S48

4clilu/ig Spitfiie 07/97 $40

Admiral AncienI Ships 08/97 S44

Admiral Sea Batlles NOW $41

Advened Clvillzalion NOW $39

Sgeol Empires 07/97 $48

4oe Cl Wonders 08/97 $47

Pgenls of Justice 07/97 $48

Amphipius Assault 07/97 $48

Ares Rising 11/97 $46

Army Men 09/97 $46

Ascendancy NOW $38

BalliecniiserSOOO NOW $16

0irtlirightW95 NOW $29

Blood & Magic NOW $45

Buccaneer 09/97 $45

0 & C RA Cnir $trk8 NOW S21

C&CRedAlartW95 NOW $48

Capitalism Plus NOW $46

Cave Wars NOW $39

Cnnlizalion 2 NOW $41

Civilizalipri2Scen NOW $26

Cnnlizalion Nelwork NOW $25

Coipnintion NOW $25

Comm CnqCovrt Ops NOW $22

Command $ Conquer NOW 540

Command & Conor 2 11/97 $48

Commr>d&CnqfW95NOW $40

ConqolNewWrldDlnNOW $43

Conquer NOW $9

Conquered King SOI NOW $9

Tint RiiusE

Conquered Kingdoms NOW
Conquest Earih NOW
Conquest New World NOW

Dark Reign Future Wr NOW

OarkllghiConllicI NOW

Oeadlock NOW
DesltnyWSS NOW

Domimcin NOW

Dune 2 NOW
Dungeon Keeper NOW
Emperor olFadng Sns NOW

Empire 2 W9S NOW
Empire DIxMsIt Ed NOW
Enemy NelionsWCS NOW
Evolullon NOW
Explorallon NOW
Fallen Haven W95 NOW

Fallen Heroes 09/97

Flight Commander 2 NOW

Forbes Corp Rdr Gme NOW

Fragile

.

Front Lit NOW
Galactic Mirage W95 NOW

Heroes MSM 2 Ejp Pk NOW

Heroes MSM W95 NOW
Heroes Might S Mgic NOW
Heroes ot M S M 2 NOW
History ol World NOW
Imperialism 09/97

Impenum Gaiactica NOW

into the Void NOW

JaggdAllricDdlyGme NOW

09/97 $46

NOW $46

1OT7 $42

Siihmariria Titans 09/97 $46

Syndicate Wars NOW $46

Transport Tycoon NOW $24

Uprising 10/97 $48

Waicralt 2 NOW $37

Waicralt 2 70 Levels NOW $19

Waiciall2AddOn NOW $20

WarhmmrShdHmRI HOW $28

WailDrds2 0lx NOW $41

Warlords 3 08/97 $48

Warwind2 11/97 $46

Wooden Ship Iron Mn NOW $39

X-Com Apocalypse NOW $45

X-Com Terr (im Deep NOW $29

X-Com UFO Defense NOW $19

Z NOW $43

COMPUTER GAMES: WAR
NOW $42

09/97 $42

10/97 $42

Battleground Md East 07/97 $42

Battleground Shiloh NOW $30

Battleground WaterlooNOW $32

Close Combat W95 NOW $38

East Front NOW $42

Fantasy General NOW $35

Great BahlesAlekndr NOW $44

Harpoon 2 Deluxe NOW $25

Harpoon 97 W9S NOW $44

Last Blitzkrieg NOW $44

Man ol War NOW $42

NOW IMyth

Nam 07/97 $42

Napoleon In Russia 07/97 $42

Over the Reich NOW $39

PT0 2 NOW $34

Pacilic General W95 07/97 $45

Panzer General NOW $19

Panzer General 2 11/97 $42

Panzeiblitz NOW $42

H E Lee CW Gen W95 NOW $48

Steel Panthers NOW $37

Steel Panthers 3 11/97 $45

SllPaiitbrsCmpl-2ea NOW $16

SleelPnlhisECmpnlNOW $15

SleelPnlhi$2 NOW $43

TACDPS NOW $44

Tank Resistance 2024 08/97

Thud Reich HOW $39

Tigers on the Prowl 2 HOW <

VViClory Bundle NOW $28

War Inc 07/97 $46

Wargame CS3 Rilles NOW $42

BOARD GAMES

f $42

f $33

W $33

W $26

W $19

W $29

W 525

W $21

$34

I War MOW $19

lizalion NOW $29

onial Diplomacy NOW $42

;is Korea 1995 NOW $29

us Sinai 1973 NOW $25

Cry Havoc

Dark Blades

Daysol 0edslDn2

Decision in France

Deluxe Diplomacy

Die Hanse

Dragon Lords

Empire of Rising Sun

Federation 8 Empire

Field Command

e East

Flashpoint; Golan

Geronimo

Geltysburg

Grand Prix

Great War at Sea 1

Hannibal

Harpoon Box Set

latlleNOW $25

Necromunda NOW $44

No Better Place Die NOW $24

Waitiammer Quest NOW $50

World In Flames Olx NOW l

Cybeiia2 NOW $16

Daggerfali Chronicles NOW $19

Dark Forces 2 06/97 $16

Descenl2 NOW SIS

land Lore 2 06/97 $16

Lords of Realm 2 HOW $16

MTG Battiemage NOW $16

Star Control 3 NOW $16

Star Fleet Academy NOW $16

Stonekeep NOW 516

3DUIIr PpllCrpHghl

Alien Rampage

Balls ot Steel W9S

Beavs Bttbd LRI Th

Bomberman

Bvs & Bttbd Clip Drks

Bvs & Bnfid Wnr Takes

Full Tilt Pinball 2

Full Till PinbllW9S

Hyper 3D Pinball

NOW $29

NOW $34

NOW $32

NOW $19

NOW $40

NOW $19

NOW $19

NOW $24

NOW $24

NOW $34

Looney LabyrinlhPbll NOW $29

MntyPylhnsWsteTmNOW $32

Pro Pinball HOW $37

Pro Pinball Tuneshock NOW $23

Psycno Pinball NOW $12

Re-Loaded NOW $28

Rebel Assault 2 NOW $25

Road Rash W95 NOW $42

Sonic 20 Blast 08/97 $30

Vilua Fighter 2 NOW $39

WWF-ln Your House NOW $40

BattleshipW55 NOW $41

Boggle 08/97 $30

Brunswick Billiards NOW $24

Chessmsir 5000 W95 NOW $35

Clue NOW $40

Dragon Dice NOW $46

GameOuru NOW $19

Golden Nugget W95 NOW $32

Hong Kong Mahjong NOW $21

Hoyle Board Games 10/97 $32

Jeopardy Plallnum NOW $28

Magic Gathering W95 NOW $37

Monopoly NOW $40

Monty Pythn Holy GrI NOW $38

Piciionary 09/97 $41

PowerChessB 11/97 $42

Power Chess W95 NOW $38

PuZZlS0fTrlbyleW95N0W $19

Scrabble NOW $19

Snanghali Grt Mom NOW S2S

Uliimaie Yahizee NOW $19

Yoda Slpries NOW $19

'DIABLO' As a young boy. you return to your vil-

lage to find it razed and your family dead.

Exploration of the countryside reveals that a sim-

ilar late has befallen neighboring towns except for

one.

Blizzard

Release Date: NOW PCCDS37

'LANDS OF LORE II' You are Luther.

Sorceress of Darkness, exploring tre

search ol ancient magic, a super power that

you from your vile birthright

Virgin

Release Date: 08/97 PC CD $48

'ADVANCED CIVILIZATION' retains

essential elements of civilization, and can

learned quickly. The additional cards ensure a

greater diversity ol cultures, while the

Calam-lties make the game even

lenging.

Avalon Hill

Release Date: NOW BG $25

'TWINSEN'S ODYSSEY’ involves travel not

only to Twinsen's home world, under attack

by the Esmer aliens, but off to Twinsun's

moon and boyond, Twinsen's job, as Grand

Poobah of Twinsun magic, Is to stop the

Esiiters, save the children, save the magic

and make Twinsun safe.

Activision

Release Dale: NOW PC CD $46

'DARK FORCES JEDI KNIGHT' In your ser-

ach lor Jerec, the man who murdered your

lather, you go to the Valley of the Jedi, where

1000's ol Jedi are trapped. You can fight as

a Jedi or embrace the Dark Side. Which ever

role you choose, you will need all the Power

ol the Force yaou can summon, when you

encounter the seven Dark Jedi.

LucasArts

Release Date:NOW PC CD $53

'IF-ZZ RAPTOR' The

most lethal jet tighter

ever designed.

Combining advanced

stealth capabilities with

superior doglighting and

air-to-ground strike

capability, you will domi-

nate the skies ottheZIsl

century, You will soar over more than 160,000 square

miles of photorealistic terrain. Strap yourself into an

active cockpit where everything you see, every switch and

button actually works, where you can simply click on the

controls, right there on the screen

Inleractive Magic
Release Date: 07/97 PC CD $49

'COMANCHE 3' Missiles away! The helicopter itselt is

fully light-sourced, shaded and rendered with 30 real-

time animation, while easier to get into and handle. Night

time maybe the right time for many of Comanche's mis-

sions.

NOVALOGIC
Release Dale; NOW PC CD $49

Jedi Knight
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CHIPS&BITSinc.
POB 234 DEPT 10902 ROCHESTER, VT 05707

INT’L 002-767-3033 FAX 802-767-3302

.Se\ect«ons INotld Wide
Shipping

'BIRTHRIGHT' You are the leader ol your own k/ngdom and

domain. It's up to you to wage v/ar or preserve peace. At a single

command, armies martdi and Idngdoms fall. Wild Itie blood abil-

ities of a bom king, you command tieroas, wizards and might

armies. But will it be enough?

Sierra

Release Date: NOW PC CD $29

THRUSTMASTER F-22 PRO’ With a powder coated

metal base, glass filled ABS handle, metal gimbal

mechanism, and heavy gauge spring tension, the F-

22 PRO gives you the edge you need in advanced

tactical warfare,

Thrustmaster
Release Date: NOW PC $128

IRUSTMASTER F-16 TQS’ Complele your arsenal of con-

s with this fully programmable throtlle with thumb track-

I and requires Thruslmaster's F-16 FLCS.

Thrustmaster
Release Dale: NOW PC $198

COMPUTER GAMES: SIMULATION
Tint Ruixs PXICI Tnii R!CF«i FeiCE Tint Riii.x Fnirr tali “d,

1943 Euro Air War 08/97 S44 Earthsiege 3 10i'97 $49 Manx TT 07/97 S42 Silent HunIrPtrn-2eaN0W $15
6eSi Hiinrer KiOer NOW S4S F-22 Lighlning 2 NOVI S39 Mecttv/cfiorMercniies NOW S48 Super EF 2000 W9 NOW $46
A10TatiVKi(tr2W95 NOW S48 f16 Fighlng Falcpn 08/97 S48 Micrpsoll FS 6 W9 NOV. $53 Super Molpcross

ACS Marine Fiflliter NOW S2S FA 16 Hornet 3 W9 NOVi $44 Mig Alley 11/97 $46 TFX EF2000 NOW $29

ACS Navy figlilis Gill NOW $34 FPS Fly Fishing 10/97 $45 Monslr Trek Mdiiess NOW $49 TFX: X-22 NOW $48

AH-640 LongbawGM NOV/ S4G Falcon 4,0 08/97 $52 Mwarrior 2 Balllcp NOW $46 Test Drive: Off Roa NOW $39

AH54 flash Pnl Korea NOW S25 Falcon Gold NOW $29 Nascar Racing 2 NOW $43 The Condemned Wgs 08/97 S4B

ATf Nalo figtiters NOW S22 FighlerOuel2W95 08/97 $39 Need tor Spaed 2 NOW $46 The Darkening NOW $49

AifCtrbtNvyFlts97 NOW S45 Flight Unlimited 2 08/97 S44 Rally Championship NOW $42 Thunder Truck Rail NOW $45
AirCmbl Padic 1942 NOW SI9 Flying Corp NDW $41 Red Baron 2 W95 09/97 $48 Tie Fighlr Coll

Air Combat PacilicGB NOW $34 Flying Nightmares 2 oa'97 $42 SU-27 Flanker 2 lt/97 $46 Touring Car 08/97 $42

Air Warrior 2 W95 HOW $43 Flying Saucer HOW $46 SU-27 flanker Msn 1 NOW $15 Trophy Bass 2 NDW $37
Apache HOW $19 G-Npme NOV/ S3I SWIV 07/97 $44 Trophy Bass 2 Exp Pk NOW $19

Armored Fist 2 NOW $49 Grand Then Auto NOW 548 SabrAce 09/97 $48 Wing Commander 4 NOW $38

Comanche 3 NOW $49 Heavy Gear 10/97 S49 Sand Warriors 08/97 $46 Wing Commander 5 Oa/97 $55
DatkIighI NOW $46 Mind Helicopter NOW S44 Screamer 2 NOW $24 World Rally fever NOW $44

Daytona USA DIx 07/97 $42 Ihdy CarRcng2W! 6 NOW $26 Serm Omns Ovr Eurp 09.197 $48 X-Fighlers 03/97 $46

Descnl Z.lnime Abyss NOW $48 Jet FighierS HOW $46 Ship ol Ihe Line W95 03/98 $45 X-Wing Colleclor NOW $24

Oesltudion Derby 2 NOW S43 Jetfighter 3 Mission NOW $25 Sierra Pro Pilot W95 08/97 $51 X-WngVTieFghler NOW $52

OreadnaugblW9S 09^7 $42 MIAS Abrams W95 NOW $41 Silent Hunter NOW $39 iF-22 07/97 $49

1 COMPUTER GAMES: 3D ACTION
Blood NOW $46 Doom 2 W95 NOW $26 Golgotha 09/97 $48 Quake Miss Pk t-2 la NOW $29

Captain aiiar3rW9 NOV $15 DuckmanLegndol Fall NOW S44 Hexen2 08/97 $49 Rums NOW $48

Chasin NOW $44 DukeNukeni 30 NOW $33 Hexen Death Kings NOW $25 Shadow Warrior 08/97 $49
Colliderz W95 NOW $40 Duke NukmSDAlnii: NOW $46 Hexen W95 NOW S2I SlarTickGenration NOW $48
CrusadetiNo Regrc NOW $34 DiikoNukmSDPlIPkNOIA $26 Jungle Bols 11/97 $38 The fallen NOW $41

CyberMage NOW $15 Erarticator NOW $36 MDK NOW $44 Tomb Raider NOW $42

Dark Forces NOW $30 Fade to Slack NOW $15 Meal Puppets NOW $44 Tomb Raider 2 09/97 $44

Dark frees 2 JediW95 NOW $53 Final Doom HOW $46 Normandy 97 09/97 $36 1 riifi..»i 0a./97 $48

Dark Vengeance NOW $45 Fireliglil NOW $38 Prey HOW $50 XS NOW $46

Die Hard Trilogy HOW $46 Freelancer 11/97 $44 Ouake NOW $53 2PCW95 NOW $46

[ COMPUTER GAMES: SPORTS
30 Ultra Mini Gott NOW $42 Grand Slam 97V/95 NOW $43 MS Soccer NOW $44 PGATr96Wenlv(oi1h HOW S19
APSA Pro Boxing HOW $38 Hardball B 07/97 $42 Madden Football 97 NOW $45 PGATourG«9SW9S HOW $37

Adidas Porxer Soccer NOW $32 Hooves Thunder VV95 NDW S35 Micileague Basebii NDW $34 Pro Goll 09,S? $42

British Open Goll NOW $44 HypeiBiade NOW $40 NBA Live 97 NOW $43 SimGott NOW $40

Crusti! Deluxe NOW $44 Jack Nicklaus Goll < 7 NOW $46 NCAABball Final 4 97 NOW $40 Solid Ice NOW $38

FIFA Soccer 97 NOW $45 Legends FB 97W95 07«7 $43 NCAA Champ Bsklb NOW $38 Ten Pm Alley W95 NOW $40

FPS Baseball 97 NDW $40 Links LS NOW $46 NFL OB Club 98 09/97 $46 Tripple Play 98 NOW $45

Frnt Pgc Spits Skiing 10/97 $42 Links LS Oakind Hll NOW $19 NHL Hockey 97 NOW $46 VR Baseball 97 NOW $44

Frnt Pge Spls Gif Bnd NOW S48 Links LS Val Halla NOW $19 PBA Bowling 2 NOW $35 Wodd Senes BBall 9 07/98 $42

Fron Pge fball 97 NOW $38 Links Pro 386 NOW $19 PGA Tour 96 Sawgiss NOW SI9 Worldwide Soccer 93 07/97 $39

Gone Fishln' NOW $29 Lunar Goll NOW $44 PGATr96SpnsliBay NOW $19 Wild Cup Gll Dor Bch NOW $19

COMPUTER GAMES: HARDWARE
30 Magic Accelerator NOV/ St2G CH Pedals NOW $46 Giv Grp/Gm Pd PrA ri NOW $19 Slealin 64 2 MSORm NOW $136

3D Spex NOW S79 CH Pro Pedals NOW $80 Joyswitch NOW $39 TM Driving ContriT NOW $108

Assassin 3D Conillr NOW S6S CH Pro Throttle NOW SI 02 Labtc LCS26l2SpkisHOW $112 TM FIB TQS NOW $108

Assn 3DW/Wngman NOW $99 CH Virtual Pilot Pro NOW $75 Lgitch WngMnWrii rNOW $85 TM F22 Pro NOW $128

CH F16 Combatslick NOW $60 Game Vievr NOW $99 MSSdwndi PiW/HIIbNOW $85 TMFLC FI 8 System NOW SI08

CH F16 Fighleisnck NOW $im Gravis Firebird 2 NOW $65 MsollSidwndr PioPdNOW $39 TM Flight ConlrPro NOW $99

CH Flight Stick Pro NOW $50 Gravis Grip Conltoll NOW $85 Sound Blasler 16 Va NOW $95 TM 6P1 NOW $74

CH Force fX NOW SI69 Gravis Grip Pad 2 PakHOW S24 Sound Blaster 32 PNPNOW $152 TM Game Card HOW $25

CH Game Card 3 Auto NOW $26 Giavis Grp Sind Ain NOW $69 Sound Blasler 64 AWE HOW $179 TM Phazer Pad NOW $47

CH Jane's Combi SIckNDW $71 Gravis PC Game Par NOW $19 Space Orb 360 HOW $75 TM Rudder ConlrSys NOW $98

CH PC Gamepad HOW $19 Gravis PC Gniepd P oNOW $27 Slealth 64 2 MB VHm NOW S299 Verbal Commander NOW $85

I
COMPUTER GAMESTADULT |

INTERACTIVE INTERACTIVE MOTION MOTION

2069 Oriental Sex NOW $50 Ncutodancer NOW $32 101 Sex Posilioiis 2 NOW $24 House Sleep Beauties NOW $12

Asians in Wonderland NOW $30 Nightwalch 3 NOW $46 American Blond NOW $24 In Delchse ol SavanahNOW S16

AssTroidS NOW $40 Outpost 69 NDW $40 Asia X NOW $29 Jade Palace NOW $19

Buster Cherry NOW $45 Passion Poker NOW S29 Asian Heat NOW $24 Kama Sutra NOW $24

Casting Couch OB/97 S39 Penelration NOW $16 Aslan Paradise NOW $39 La Blue GrI Sern Svr NOW $25

Club 21 NOW S35 Pleasure Zones NOW $29 Asian Silk NOW $16 Last Act NOW $16

Crystal Fantasy NOW $34 Porn Mania NOW $29 Babes lllustratd 2 NOW $19 Legend 4 NOW $16

Cyber Pbologtapber NOW $39 Porno Poker NOW $36 Bangkok Nighls NOW $19 I ins NOW $19

CyberStnp Black Jack NOW $36 Pnvale Investigator NOW $49 Bare Exposure NOW $19 Made In Japan NOW SIS

CyberSlrip Poker NOW $36 Private Prison HOW $44 Bedlam NOW $16 Mam Slicel USA NOW $19

CybeiXpeiience NDW $29 Samurai Pervert 2 NOW $64 Black Book HOW $34 Making It NOW $16

DivaX Ariana NOW $38 Scissors N' Slones NOW $19 Blond Justices NOW $16 Mastrs. Metrsses Shs NOW $19

NOW $39 Sex Castle NOW $29 BloiKfage NOW $24 Mata Hari NOW $22

Doll House NOW $39 Sex TV 2 NOW $25 Bonnie and Clyde NOW $12 Mystique Orient 2 NOW $24

Dream Machine 2 HOW $49 Sex Wilh Jena HOW $49 Borderline NOW $19 New Machine 6 Pk 2 NOW $44

Duke Screw em HOW $46 Space Sirens 2 HOW $34 Casling Call 2 NOW $36 New Machine 6 Pk NOW $42

Eros 3 NOW $24 Strip Poker Pro 2 NOW $39 Cenleilplds CvrGirls NOW $24 Oriental X-Press NOW $22

Fantascenes NOW $34 Slop Tease NOW $19 Christy In the Wild NOW $14 Racquel Released NOW $12

Fenlascenes Anal NOW $39 Texas Table Dance NOW $24 Cyberolica 2 NOW $25 Racquelle In Wild NOW $24

Fun House NOW $39 Time Warp NOW $45 Deep Throat Girls 5 NOW $25 Rornsoll Six Pack NOW $36

Fuzz Buzzers NOW S29 Ultra Slots NOW $28 Deep Thrl Gris 4Pk NOW $52 Romsolt Six Pk 2 NOW $29

Girllriend Donna NOW $49 Ultra Vixen NOW $49 Desert P.TSslon NOW $19 Secret Garden 2 NOW $19

Heidi s Hduse NOW $30 VCA 6-Pack NOW $39 Ditty Debiitnt 6 Pk NOW $44 Sex in Public Places NOW $16

Hot Leathers NDW $25 Venus Playhouse NOW $29 Dirty Western 2 NOW $25 Sexy Six Pack NOW $39
Hot Slots NOW S37 Viil Las Vegas Nile 2 NOW $29 Eruption NOW $9 Superstars ol Porn NOW $24

Interact Seymore Bt NOW $49 Virtual Director NOW $39 Flame NOW $23 SuperstrJapan Pom 2 NOW $39

Intimate Journey NOW $24 Virtual Golden Eye NOW $44 From Asi.l With Love NOW $15 Swedish Erotica

Intimale Secrets NOW $25 Virtual Sex 2 NOV/ $39 Geisha's Secrets NOW $12 Taming ol Savannah NOW $16
Japan inieradive NOW /46 Virtual Sex Shoot NOW $44 Gills Doln Girls 2 NOW $19 Tokyo Nighllile NOW $48

Latex NOW $44 Virtual Valerie 2 NOW S36 Glamor Girls 3 NOW $19 Tokyo Nymphs NOW $19
Lust Connection NDW $39 Virtual Veronica NOW $48 Hawaii NOW $16 Ultimate Tokyo NOW $29

Nasty Paris NOW $29 Virtual Vidar HOW S42 Heidi's Girls Exposed NOW $19 Virgins Vol 3 NOW $39
Net Erotique NOW $29 Virtually Yours 2 NOW $39 Hisl Ol Blue Movie NOW SIS Women Bevedy Hills NOW $19

'LEISURE SUIT LARRY 7-LOVE FOR SAIL' drops a

world class lounge lizzard onto a cruise ship filled

with gorgeous v/omen, Sort along with Larry using

an authenh’c scralch 'n' sniff card included In the box.

Meet the ship's sexy skipper, a casino fiy
,
a mother-

daughter singing duo and more.

Sierra

Release Date: NOW PC CD $48

BULL RUN' The 1st battle won Gen.

J. Jackson the nickname "Stonewall Jackson."

ig lollowing summer ol 1862. Gen. Robert E. Lee lured

Pope's Union troops Into a trap on the same battlefield,

g the way for ihe Confederale invasion of the Norm.

TalonSott

Release Date; NOW PC CD $42

'HOLLYWOOD BODY DOUBLE'

You will be In total control over

Shelly Micliellel and her beauti-

ful co-slars in a dozen full

screen erotic locations where

your imagination can run wild.

You choose Ihe camera angle

and close up lenses and escort your stars to the private

penthouse where the action begins.

Paradigm
Release Date; NOW PC CD $39

ILFRIENO DONNA’ With your new girllriend game, you

get to talk to one of Ihe cutest women in the world IN

IN ENGLISH! Our game features and artificial intelligence

kthrough. Watch her respond like a real woman.

Treasure Chest

Release Date; NOW PC CD $49

cowTsrpJ
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COMPUTER GAMES: ADVENTURE
Tun nrir.« Pnici Tint 1

SlIIlU PR« Tun 1HiLiAse Pnict Trill RliliSi PRICE

lOlh Planet 11/97 $48 Clandesliny W95 NOW $30 Netstorm 0797 $48 Space Quest 3000 0797 $45

7lhGue5t2111h Hr NOW $29 Creation NOW $52 Neverhood HOW $55 Spycialt W95 NOW $47

7lhGuest2W95 NOW $29 Crov/ City ol Angels NOW $34 Outlaws W95 NOW S48 Star Trek Judg Rt Coll NOW $38

7lh Guest W95 HOW $23 Curly s Adventure 0897 $45 Phantasmagoria 2 HOW $54 Star Trek Voyager 1197 $48

Abe's Odysee 08/97 $42 Curse ol Monkey Isle 07/97 $48 Plague 0997 $42 Star Trk Sir Fit Acad NOW SS5

Aden Quest W95 01/98 $43 Cybsiia 2 NOW $48 Police Quest 5 SWAT NOW $47 Stars NOW

e NOW $3$ Dark Rill NOW $34 Principles ol Fear 0997 $47 Surreal W95 0897 $42

Albion NOW $19 Death Trap Dungeon 09/97 $44 Qin Tomb Mid King NOW $28 The Last Express NOW $53

Alien Trilogy NOW $42 Demon Isle 1097 $48 Quest lor Glory 5 1297 $48 The Trial NOW $44

NOW $41 DIscworld 2 NOW $44 Quiver 1197 $48 TinieLapse Anc Civil NOW $46

Alhanor 07/97 $40 Ecsiaiica 2 NOW $47 Rama NOW $39 TitahicJrny Out Time NOW $44

Atlantis 07/97 $40 Fable NOW $45 Redguard 1097 $54 TnieWrp Or Brain W95NOW $33

Geavis Butihd Virl St NOW $31 GabnelKnighl2 NOW $40 Redneck Rampage NOW $45 Tone Rebellion 0997 $52

HOW $49 Intersiale 75 W95 NOW $48 Return to Krondor HOW $45 Toonsiruck NOW $48

Blade Runner 1CV97 $48 Journeyman Projecl 310/97 $48 Reverence 0897 $43 Trespassr Jrssic Park 1097 $48

Blue Heal NOW $43 Jumanji NOW $32 SPQR NOW $46 Tvnnsen's Odyssey NOW $46

By/anline NOW $46 Kings Quest 8 1297 $48 Shivers 2 W9S NOW $48 Urban Decay 0797 $43

Callahns Crsim Sloon NOW $42 Leisure Suit Larry 7 NOW $48 Siege ol Slotmhaven 1097 $48 Voyeur 2 NOW $12

Circle of Blood NOW $43 Lighthouse NOW $29 Sign of the Sun 0797 $34 2ork: Grnd Inquisitor 1097 $50

City of Lost Cbildren NOW S41 Mysl 2 0797 $52 Solar Crusade 0797 $44 ZofkiNemesIs NOW $53

c COMPUTER: ROLE PLAYING
ani.il nf n^.i.n NOW $19 Disciples of steel NOW $12 Legcy of Kn Bid Oran 08/97 $48 Serpent's Kiss 0797 $43

NOW $47 Dragon Lore 2 NOW $39 Mageslayer 0997 $46 Star Trail NOW $29

Baittespirc 09/97 $49 Dungeon Master 2 NOW $18 Meridian 59W9S NOW $19 StarTek TNG FnlUntyNOW $46

Betrayal In Anlara NOW $48 Elder Scrolls 2 NOW $56 Might 8 Magic VI 1197 $48 Stonekeep NOW $24

Cobra Mission NOW $29 Elder Scrtls Mrrownd 02/98 $54 Ol Lighi & Darkness NOW $48 Teiracide 0897 $42

Dark Projecl 11/97 $49 FR DscnIloUndimln 08/97 $46 RavenioH Siiahd HOW $25 Ultima 7 Senes NOW $15

Dark Sun 2 NOW $19 Fallout 0797 $48 Ravnilt 2 Stn Prop NOW $19 Ultimas Pagan NOW $15

Dark Sun Online W95 NOW $15 Knights Xenlr PG13 NOW $34 Realms ol the Hnting NOW $54 Ultima Online 0797 $42

NOW $37 Lands Lore GrdnsDsI 08/97 $48 Rims Ark Shadow RvaNOW $45 Ultima Undivild 1 S 2 NOW $15

Die By the Sword NOW $48 Lands of Lore NOW $25 Sacred Pools NOW $46 Wizardry Gold W9S NOW $19

ROLE PLAYING GAMES
AD80 Core Rules NOW $54 OiagoniancB 5tn Age NOW $21 Mutaiion NOW $30 Star Wars SourcebookNOW $19

ADSO Cmbt 8 Tadic NOW $17 Earthdawn NOW $25 Nephilim NOW $18 SlarWars Revised NOW $25

A08D DM Guide NOW $16 Earihdawn Compann NOW $15 Nightspawn NOW $16 Toon Deluxe NOW $16

A08DUonslr Manual NOW $20 Fading Suns NOW $22 Ol Gods And Men NOW $22 Traveller Htdcvr NOW $25

AD&D Players KandbkNOW $20 GURPS Auloduel NOW SIS Once Upon a Time NOW $14 Traveller NOW $24

AD&D Skills 8 PoweisNOW $17 GURPS Compendium NOW $18 Paranoia Fifth Ed. NOW $20 Twilight 2000 2 2 NOW SIS

AD8D Spells 8 Magic NOW $19 GURPS Compendm I
II NOW SIS Paranoia Rulebook NOW $13 Underground NOW $19

AD8D Player Pack NOW $16 GURPS RulebOPk NOW $20 PendtaganAlh Ed. NOW $19 Undergrnd Nolebdoi( NOW $22

AD8DDark Sun NOW $25 GURPSCobtins NOW SIS Psychosis NOW $13 Vampire Huniers NOW $16

AD8D Forgolten Rims NOW $25 GURPS Mecha NOW SIS Rifts NOW $21 Vampire Clan Books NOW $10

AD8D Planescape NOW $25 GURPS Warehouse 23NOW $15 Rifts Hardbound NOW $28 Vampire Hunirs Huntia NOW $10

AD8D Ravenlofl NOW $25 HarnWorld 2nd Ed. NOW $15 Robotech NOW $11 Vampire Dark Ages NOW $24

Albedo NOW $18 HarnPlayer NOW $15 RuneOuest 4lh Eb. NOW $19 Vampire 2nd Ed. NOW $24

Ars F/agica4lh Ed NOW $26 Heavy Gear NOW $25 Senzar NOW $21 Vampire Player Guide NOW $19

Bloodshadows NOW $25 Hidden Invasion NOW $17 Shadowrun 2nd Ed. NOW $20 Webs Basic Game Sys NOW $21

Bubblegum Chsis NOW $20 In Nomine NOW $25 Skyiealms Jorune NOW $17 Warhammer FantasyI NOW $19

Cell of Cthulhu NOW $18 In Nomine Limited Ed NOW $28 Species NOW $21 Werewoll NOW $24

CIhulhu Live NOW $15 Indiana Jones NOW $25 SIrWarsJediAcadmy NOW $20 Wilchcrall NOW $20

Champions 4th Ed. NOW $22 Macioss 2 NOW $11 SW Live-Action Adv NOW $15 World ol Darkness NOW $16

Changeling NOW $21 Mage 2nd Ed. NOW $21 SW Mini Battles Set NOW $28 World Necroscope NOW $25

Conspiracy X NOW $20 Mage Chronicles 1 NOW $19 SW Miniature Rules NOW $15 Wraith NOW $24

Cyberpunk 2020 NOW $17 Mochwarrior NOW $13 SWMInIs Companior1 NOW $13 Wrailh Player Gde NOW $10

COLLECTIBLE CARD GAMES
Baltlelech Booster NOW $2 MTG Mirage BP NOW $2 MJdEarth Drk Minioi1 NOW $2 Star Trek Boaster NOW $2

Baltletech Starter NOW $8 MTG Mirage SO NOW $8 MidEailh Wizard BP NOW $3 Star Trek NG All Univ NOW $2

Di Who Booster NOW $2 MTG Starter NOW $7 MidEadh Wizard SD' NOW $9 Star Trek NG BP NOW $2

DiWho Starter NOW $8 MTG Visions NOW $2 Monty Python SD NOW $9 Star Trek NG Hdeck NOW S2

Great Dalmuti NOW $5 MTG Homelnds NOW $1 Monty Python BP NOW $3 Star Trek Starter NOW $8

Illuminati BP NOW $2 Magic Fallen Empirs, NOW SI Mythos CIhulhu Rsii NOW $2 Slat Trek TNG SD NOW $7

IllumlnaU SD NOW $8 Magic Galherng BP NOW $1 Mylhos Exped Misk NOW $2 SlarWars BP NOW $2

MTG 5lh Ed BP NOW $2 Magic Ice Age BP NOW $2 Mythos Leg Necron NOW $2 SlarWars SD NOW $7

MTG 6lh EdSD NOW $7 Magic Ice Age SD NOW $7 SlmCity BP Ltd Ed, NOW $1 X-FllosBP NOW $2

MTG Chronicles BP NOW $1 MidEarIh Dragons EIp NOW $2 SimCity SO Ltd. Ed. NOW $5 X-FIlBS SD NOW $9

1 SONY PLAYSTATION 1 SEGA SATURN _J
3D Ultra Pinball 07/97 $46

BeyonQ the Beyond NOW $50

Big Bass Wrid Champ NOV/ $54

Bteain of Fite 3 09/97 $54

Bu&sy 3-0 NOV/ $39

CiCRedAIett 10/97 $46

Contralegacyol War NOW $46

Crash Bandicoot 2 09/97 $54

Crusader NOW $49

Crypt Killer NOW $48

Dark Forces NOW $49

Destruction Derby 2 NOV/ $52

DukeNukemSD 12/97 $54

Final Doom NOW $52

Final Fantasy Tactics 11/97 $56

Final Fantasy VII 09/97 $72

Game Shark NOW $50

Hexen NOW $52

ID4;ln(Iepndence Day NOW $52

NOW $44

Kings Field 2

Legacy of Kam

Mechwarnor2

NBA Live 97

NFL Game Day 97

Nanolek Warrior

Need lor Speed 2

PGA Tour '97

Resident Lvll 2

Soul Blade

Suikoden

Syndicale Wars

Tekken 3

Toh Shin Den 3

Tomb Raider 2

Turok Dino Hunterl.5

Twisted Metal 2

NOW SSt

NOW $52

NOW $49

NOW $49

NOW $50

NOW $45

NOW $49

NOW $50

11/97 $54

NOW $-15

NOW $46

NOW $44

NOW $54

NOW $46

11/97 $54

06197 $52

NOW $44

NOW $46

NOW $44

NOW $46

Andretti Racing 97 NOW $48

Bomberman NOW $52

Bieakpoini Tennis NOW $42

Broken Helix NOW $44

Brulal2210 09r97 $52

Command S Conquer NOW $52

ContraiLegacy ol War NOW $46

CrusaderNoRemorse NOW $49

Crypt Killer NOW $46

Dark Savior NOW $54

Descent 2 NOW $52

Die Hard Arcade NOW $44

Dragon Force NOW $48

Dream Knight 08/97 $52

Fighters Megamx NOW $54

Game Shark NOW $50

Gender Wars NOW $52

Guardian Heroes NOW $36

lD4;lndeoendence DayNOW $52

Incredible H

Ironman/XO

Legend oi Oasis

Lunar Directors Cut

Marvel Super Heroes

Mechwainor 2

Mega Man 8

NBA Live 97

NFL QS Club '97

NHL Hockey '97

Night Waiiiors

Nights

PT0 2

Pandemonium

Robotica

Saluin Net Link

Scud

Soviet Strike

Tomb Raiders

WWFiln the House

NOW $50

NOW $46

NOW $52

09fl7 $46

NOW $52

NOW $49

NOW $44

NOW $49

NOW $39

NOW $60

NOW $52

NOW $46

NOW $52

NOW $46

NOW $29

NOW $199

NOW $46

NOW $49

NOW $50

NOW $50

‘STAR TREK FLEET ACADEMY’ Before Captain KirK, Commander

Chekov and Captain Sulu were legends, they were cadets at the

most celebrated school in the universe, the Star Reel Academy.

Test your ingenuity, leadership and courage and determine K you

have what it takes to graduate 1st in your class.

Interplay

Release DaletNOW PC CD $55

‘REALMS OF ARKANIA III' Something sinister

is happening in the seaside town of Arkanla.

Brave, honored warriors refuse to fight, while

an evil mind preys upon their minds and souls.

Can your band of heroes defeat it in time?

Sir Tech
Release Date: NOW PC CD 545

'DARK REIGN' In the 27th century, the Impenum with con-

trol of precious water resources commands the fate of a

1,000 worlds. The Freedom Guard attempts to break the

Imperlum's grip on the galaxy and the water supply.

Activision

Release Date; NOW PC CD $48

•NEED FOR SPEED N' Carving swaths of pave-

ment from majestic Himalayan highways to

twisting Yucatan roads, you are driving the most

coveted vehicles ever to incinerate a radar gun.

Electronic Arts

Release Date: NOW PC CD $46

X-COM APOCALYPSE' You command the

elite X-COM troops as they investigate and

repel an alien invasion of Earth. You

research and manufacture weapons,

armor and vehicles. Destroy the aliens

before It is too late.

Microprose
Release Date: NOW PC CD $45

'FALLOUT Set in the aftermath of a world-wide

Interplay

Release Date; 07/97 PC CD $48

'BETRAYAL IN ANTARA' An Emperor faces a

bling infrastructure where bribery, intrigue,

tism, deceit and assassination run rampant.

Command four main characters and develop their

skills as you talk with, light, help, and hinder various

Empire Inhabitants.

Sierra

Release Date; NOW PC CD $47

rSd'^and'etveVdrarfs, orks, and trol?s have

power you possess to make a sbadowrun.

FASA
Release Dale: NOWRPG $20

‘MAGIC THE GATHERING 5TH EDITION’ This deck contains 60

tradable game cards, randomly assorted, plus a rule book. Each

player must have a deck. This deck may be enhanced with mere

cards sold In booster packs.

Wizards of the Coast

Release Dale: NOW CG $7

'ALBERT ODYSSEY' Legend of Eldean, MasQuerade of

the Impostor. In this fantasy role playing game, there

are up to Tive characters in your party, you never know

what's going to happen. The only way to find out is to

play it through.

Working Designs

Release Date: NOW SAT $52

'RAYSTORM' This arcade style, shoolergame takes

with building toppling explosions and appropriate sound

elfecis.

Working Design

Release Date: 07/97 PSX $56

Vim MC and Discover accepted. Checks herd'4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, av.illabllily, olfer subject to change at any time. Release schedules

and sbiDDihO limes are aperoximale, not guaranteed, and suWeet to change at any lime. Hardware orders may require additional shipping and handling charges. Doleclivcs replaced with

same product All sales final. Call lor details. Shipping and handling charges calculated on a per order, per shipment, and par item basis. The "per order charge Is charged once per order
p,

placed and the "per item" charge is charged once for each item ordered and the "per shipment" charge is charged once lor each shipment we make to you. Each United States order will p.

include a 12-monlh subscription to CompulerSmes Slra/egy Plus Magazine, lor which $10.00 of the order cost will be allocated. p

7-10 Cays 2-3 Cays 2 Du
$100 $2 00 $2.00

. $1.2S SI.OO $300

01997 CHIPS. r.lRf!! F RFADFR .'tFRVirtF #068



R&G GAMES
PO BOX 5008 Glendale His, IL 60139

We Buy & Sell New & Used IBM Games
Cal (ax or email request for prices before sending games

Cal 1-800-S25-GAME Canxm 630-980-9995 Fax 630-980-9996.

Emal rggamcs@3i^com More games in slockcaS for prices.

**njsed Games*” Shivers CD $23

r GuesI CD S19 Silent Thunder CO $26

11" Hour CD $26 Silent Hunter CO $29

Age of Soil CD $32 SpacoQuosl Collection CD $25

Ago of Rifles CO $29 SpycraltCD $25

Caesar 2 CD $22 Star Control 3 CD $26

CivifealionZCD $28 StrifoCD $24

Commands Corrquer CD $29 Torrin's Passage CD $22

Crusader No Rcgrrd CD $27 UndcraKiingMoonCD $18

Crusader No Remorse CD $20 VR Soccer 96 CD $20

Dig CD $22 Wages ofWar CD $29

Diablo CO $29 Warcraft2CD $27

DaggorfaliCD $30 WarwindCD $32

Dark Forces CD $22 Wing Commander 4 CD $28

Deadlock CO $25 Woodruff SSchr^lo CD $20

Eradicalor CO $25 Wooden Ships & Iron Men $27
Exploralioa CD $18 ZCD $25

FrtPg SpBascbaldSCD $22 ””Nbw Games""
FugitvottloCD $22 AftcrffoCD $32

Gene Wars CO $15 Battleship CD $35

Grand Prix 2 CD $25 Deadlock CD $37

Heroes Mights Magic CD $22 DiableCD $39

LighIhousQ CO $26 Final Doom CO $34

Lords oflhe Realm 2 CD $29 KoracsMight&Ma^2CD $39

Madden 97 CO $29 KKNOCD $39

Masters of Orion 2 CD $30 Magic the G:4hermg CD $39

Mcchwankir 2 CD $24 NBA Live 97 CD $38

Mission Crtical CO $18 Power F-1 CO $39

MunmyTomb PharohCD $26 Privateer CD $39

MystCD $22 Road Rash CO $39

Normality CD $26 QuakoCD $39

Pandora's Dircclivo CO $29 Timo Commando CD $36

Quest for Glory Anthology $28 Trophy Bass 2 CD $39

Free UPS Shipping with purchase of $75 or more
Hours M-F 9anv9pm hftpd/members.sol.com/RGGAMESAndexhtml

VisalMC/Oiscovcr/Am Express, Cashier Check, Money Order Accepted
ft fistnes must have original

corxEbon, working. Scratch Swus free. Any unoccepbble games wil be returned

at your expense min S5 ups per box. Prices subject to change i avaiablity.

CALL TO

SUBSCRIBE TODAY!

Eveiy month COMPUTER LIFE is

packed with answers, clear-cut

Information, practical tips and
how-to’s — everything you need
to wring more power and plea-

sure from your machine.

To stay on top of it ail you’ve got

to subscribe to it.

So oall today. It's a better deal at

a better price— FREE software,

too — when you subscribe to

COMPUTER LIFE!

FREE BONUS SOFTWARE
WHEN YOU CALL!

D0N7
MISS THE NEXT

COMPUTER LIFE!

CALL 1-800-926-1578

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.

All you DO Is call to subscribe. miss the FREE software!



FREE PRODUCT INFORMATION
camifiir
IT’S AS EASY AS 1*2,3

CIRCLE FOR FREE INFORMATION

1. Fill in your name ard address and check off 2. Circle Ihe numbers on the card that correspond lo 3. Ttie literaljre will be mailed to you from

your answers lo ihe seven research qjeslions. Ihe ads or arlicles you'd like more inlormalion about. the adveniset Ireeol charge.
|

Void after October 31, 1997

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

I.Whal isIheMgfiesI level oledii

you compieled? (Check one onl)

01. OSome high school or less

oleducallonihal

ly)

3. II Intel, what level? (Check one only)

Ol.OPovrtr PC

02. Pentium (586)

03.

D486
04. 386

05. 0286

4. Do you own (or plan to buy In neil 6 menlhs)

a CD-ROM? (Check one only)

01. Own

02, Plan to buy (6 months)

5. How alien do you usually buy compuler games?

02. Once every two to three weeks

03. Once a month

04. Once every two to three months

05. Once every lour lo six months

06. Once a year

Name
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:
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Address

1
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^

^ ^
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'
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> 1

City

1 i . ^

^

State Zip

4. Please send me a one-year (12-issue) subscription lo Computer Gamino World lor S27.94

(U.S. price); all other countries add $16.00 for additional postage.

tn a Hurry? Fax Tliis CarU To: 609-829-0692
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ADVCRTISCR INDEX
IHFREE |H=REE

R.S.# COMPANY PRODUCT PAGE

lOS 3DrX liiteracli\f Vocxlrx) 212-213

120 7liil/.'vd,iiic. C-Nome 83

2-18 Access Software, Inc Uiiksldi 219

212 /\cdaiiii Conslmctor 23U33

293 /Vcoladc Hard Bali 6 2-3

290 /Xccolade lackNicklans G5,C7

192 ACl'LaboratowUd Power RiiiH)) Mile 109

US .•\tthisi()n Dark Feign 8-9

109 Adftision Fighlcr S<inadron 106-107

HI Aclisisioii llc:venll 52-53

36S /\cii\ision Inletslatc76 214

147 .V;li\tsior» NeLsIonn 102-103

HO .'Vlivisioii Twniiisens Odyiscy 158-159

142 Activision ZorkGran<IIn(|ULsitor 114-115

351 Advanewi Gravis 'Ihc Blaekiiavvk 135

106 A'n Tcclirwlogies •ATI Urge Pro 31

lOS iVvalon 1 UllGame Convpaiw /\clilnug Spitfire 13

82 Bj/<x)b (S/VS) Compiiler Choiip 127

268 [3!iz?;ird Entertainment Diablo 17

175 Blue Byte Sofrtv.irc EMremeAvsaull 211

110 Brodcrbimd Wven 56-57

370 BnKlcrbimd 'Ihc iM l'A()ress 192-193

294 BnKicrbuiid VVarlordslll 177

60 Oil Products Force I'X 179

68 Chips &: Bits wvvw.eiliuag.c()Ui/dii|5.s.html 265-267

269 Cirrus Logic Monster Tniek Madness 245

Columbia House Gll-FOM 25

42 Cord Coiporalion l''amily'!'ree Suite 23

78 Creative Libs, inc. Sound Bla.sterAW: 64 39,41,43

133 Ciyvi iutemdivc Entertninmcnt /Mtaiilis 183

129 Cryo Interactive Entertiiiiiinent Dragon lore II 185

Dininond Multimedia DLimoiid 5D/\iidk> 228

62 Discovery Communicatioas, Inc. Discovery GD-llt)M 47,49,51

275 Eidos Conquest Earth 168-169

274 Eidos I'lviiig Nightmares il 98-<W

279 iiidos 'romb Baicler 27

70 Electronic Arts Tri|)le Play 242-243

362 empire Interactive Entertainment I'hing Corps 61

41 Engage Games Warcrafl II 257

257 Falcon- Northwest |•alconM/\C!l\' 130

105 Gateway2000 Desliiialion 139-142

282 Cn’lnteraclivc Software BIoixl 208-209

2S5 Gl’lntcraclKe Software BcbelMomi Ikising 116-117

365 Crinleractive Sofrtvarc ShadowAVarrior 67-69

366 Gr Interactive Software I'olal Annihilation 197-199

367 GT Interactive Software Unreal C2-C4.1

241 Infinite Monkey Systems Baseball Mogul 230

75 Interactive Magic Capilali.sin Plus 171

171 Interactive Magic il’-22 111

73 Intergraph Gompiiler Sysicnw Intense 3D 35

74 lntcrgra|>h Gompiitcr Systems Intergraph Computer Systems 136-157

67 lnfer])lay Prodiicliunv, Inc. Camiageddon 88-89

262 Interplay i’roduclioiis, inc. Die By the Sword 203

354 Interirlay Prtxliiction.s. Inc. Fallout 186-187

261 interplay Productions, Inc. Forgotten Ecalms Archives 207

355 Interplay PTirduclions. Inc. SWIV 71

263 Interplay Pfodiiclioiis, Inc. Vf< Baseball 220-22!

298 JavaSoft Java Technologies 90-91

65 Looking CiassTedmolo^c.s British Open Cliam|)ionsbipGoIf 217

IR.S.# COMPANY PRODUCT PAGE
1

69 l,ooking Glass 'I'echnologies FliglilUtilimiledll 94

118 LucasArts Entertainment Company X-Whigv-s.'llcl'-iglitcr 238-239

174 MaloFilm Interactive 'Hme Warriors 232

259 MatroxCraphics, inc. Mystique 121

256 Mans Streets ofSimCity 204-205

255 Mans TonyU Ru.ssa4 18

163 MGM/LV\ Interactive Machine Hunter 65

100 Micron Sedronics, hic. .Millenia&Homc MPC 122-123

193 -MicroProsc St.irTrekCencralioiis 195

71 MicrofVose X-COMeVcalypsc irs

Micro.sofl 'fhe’/one lO-ll

132 Mindscape /\aronvs. Ikiith 224

151 Mindscape Creatures 250

45 MPACT 3D Speakers 19

260 NEC Electronics Inc. Power \qk 132-133

143 New World Computing 1 leroes 11 191

144 New World Computing Magic \1 36-37

219 NovaLogc.lnc. E-22 105

ORIGIN Systems. Inc. Ultima Online C8

115 Panasonic (lokleii Gate 162-163

137 Playmates Inlenictive F.iilcrtainmeiit Dnckinan 33

134 Playiuates interactive Entertainment MDK 78-79

136 Playmates Interactive Enterlainmciit Meal l*n|5pct 234-235

286 Psjgnosi.s Fc.stalica 77

284 Psygnosi.s FonnuialAVijrcOutXL 258-259

285 Psvgnosis 'lluinderTnick Rally 44

112 R&G Games Used Game Software 268

267 SegaSoft I lent 200-201

373 SegaSoft S()jce Bar 48.87

155 Sierra On-Une Betrayal m.-\ntara 188-189

361 Sierra On-iJne Front Page Sports; Crolf 222-223

154 Sierra On-Line Lords of the Ikcalmli 180-181

364 Sierra On-Line Mask of Eternity 20-21

569 Siena On-Line (Xitposlll 62-63

371 Sierra On-lJne 'I'rojrhy Bass 2 175

185 Software Source I’CClMkOM Games 268

372 Sound Source Interactive Final Conflict 226-227

291 SoutlrPcak Interactive Video Reality 4-5

250 Spot Media Came Spot 272

195 S’!? Systems N'itrn >D /\ecelerator 118

239 StialE^ic Simulations. Inc. Inipcrialism 247249,251

235 Stiatc^c Simulations. Inc. Pacific C»eiicral 115

236 Strategic Simulations, Inc. Pan7crCbicral2 84

237 Strategic Siiiiulalions, Inc. fhe /Adelines Offensive lf)6

254 Take 2 Interactive Software Black Dahlia 161

251 Take2 Inleradive Software JetFIghterlll 101

270 Taloiisoft East Front 59

127 THQ Paxlmiseria 46

161 'niundcrSeat Technologies 'nmiiderSeat 95

271 UBlSofl, Inc. Pod 254-255

40 UniledCD-ROM Miil Order Products 273

107 VicTokai,hic. Dark Rift 248

292 VideoLogic, inc. Graphics 1 fardw-.irc/3[9 Games 50

•
\firgin Interactive Entertainment Command &Coiiquer; Rc'd/\lcrl 73

Virgin Interactive E.ntertainment Liiiilsof lore; Guardiiii:isofDestiny 74-75

66 WizardWorks Group, Inc. GameWizard 15



came to play
]

WWW. jjamesp ot.com

^

’
,1 . “IV

And they wanted it all. So we created GarrieSppt,.The one place online vyith everything

a gamer could want Interactive reviews; Dowriloadable demos,

Game secrets. For more PC games than they could ever hope to play. All in one place,

updated daily. We gave them what they wanted. Now we can't get rid of them.

CIRCLE RE'WJER SERVICE S2S0



VUEBSITE AT

Check out

UGO IS YOUR GATEWAY
TO GAMES ONLINE.

With direct access to the

TOP online gaming services

& over 25 UNIQUE
GAMING websites.

Check it out today &
enter the UGO

MEGA CONTEST!

http;//www.ugo.net

Over
1 0,000 ‘

TITLES IN

STOCK DAlLYl

Free Software

. Same Day J

Crush! Deluxe

by Mega Media
Eight alien life forms

balle humons through

lobyrinlh-lilie arenas in

a search for ihe B.A 1 1.

[Bionic Augmented

lower Life-form),

59257 ^28

Hyuhdai pi 66

Intel PI 66 MHz with

16 MB RAM, 256K

cache, 1.6 GB herd

drive, 12X CO-ROM

drive, 64-bit

I PCI video with

P
I

2 MB ORAM,

S I
33.6 internal

= I
fox modem,

^2 16-bit sound

card, speoh-

Strip Poker II

Wilh lour gor-

geous opponents

who ore willing &

oble to bet it all

for the chonce to

"beat the pants

, off you.”

X-Meii Childreii of Atom

Born of the otom. Roised

in the arcade. The next

great fighling gome for

the next generation of

home systems,., o direct

conversion of Ihe

monster W f/i'l

orcode

gome,
$AC

53342

Cabiii Fever

Sizzling full-motion video

opponents wilh on

Qwcrd-winning poker

engine, inleroclive story

elements & a "point-of-

view” interface that

CU
$oo

157648

In the mysticol world

of Rovenlofi, you

fight oneon-one or

choose 0 leom of

combotonis & cam-

paign for ullimote

rwq power.

by CT In/eracUve
j

You carved your soul to
|

shreds In servitude to a
|

dark god, but belroyol

was your only reword.
I

Now you've got o

score to settle.

*1459 5308259542 59543

SI Baseball '97

by /vli'cro/eogue

Wilh over 10,000 slots

per ployer, including

hitting, fielding S

running, il reolly puls

you in the game.

Betrayal of ANTARA: a skill based gome where ployets can improve one lo five skills

ol 0 lime, with new taclicol combal and new combat options,

Shivers 2; a paranormal force has abducted ihe inhobitanls ol Cyclone, Arizono

ond left cryptic clues ond messages for you in the form of mysterious music videos.

Kn N. 3D Ultra Mini Golf: Mini golf just the way you remember it...

cooler. Vintage holes you love, plus a whole bunch of

new ones, jam-packed with gadgets, gizmos, creatures and

Shivers 2

58254

44956

World Book '97

by IBM
Written to be concurrent

with school curricula &

designed lo be eosily

understood, it is the

reference ol choice for

students grodes 4 - 12.

X-WItIG VS. Tie Fighter: choose from 15 original Slor Wors environment scenarios

thot range from asteroid & spcce junk fields to ihe Endoslor system, ihe site of the

Death Slor battle in "Return of the Jedi."

JeDI KiIIGHT Dark Forces: Kyle Koton returns lo learn the ways ol ihe Jedi & stop

seven evil Jedi from unlocking ihe powers of o hidden Jedi Burial

pXp L,^ Ground. Will he give in to the Dark side or will good prevail?

Tie Fighter COLLEOORS CDROM: with over lOO missions, high rescom-

II KSlW bol grophics & exciting new scenes. Full voice mission btielings & new

Ty spoce vehicles. Perfect for even the most demanding spoce combol veteran.

53007

Jedi Si
53005 I

Tie Fighter Sj
54422 ‘

RoadTripsDoortoDoorVirtual Reality

Earth Quest

by Daiing Kindersky

You will journey lo ihe

center of the plonel &

explore the secrets &

Ireosures beneoth the

Earth's surface.

Home Medical

Advisor

by Learning Co.

Developed by more ihon

50 medical specialists,

this is a procticol guide

lo symptom diognosis &

preventative care.

by Virgin

Rip into sneer speed

rood rocing leoluring

real-life teiroin, rood &

weother conditions, 4-

ployer network i team

ploy & occurate^ysics.

5558Q ^23

by Trav Route

Generotes msiruclions

& customized mops for

ony slreet-to-slreel trip

in the US S ony city-lo-

cily trip through the US,

Conodo & Mexico.

5860659065

Sportster 56K Modems

by US Rofaofics

Moximum speed for

’ minimum effort! If yo

’
ore ready for speeds

olmosi double the current

stondord, the 56K is the right choice, , ^ _
;

right now! 57372 Externor22C

jimohotiCS' 5?370|„,.,nd *20C

Business Hours: Mon 8am-8pm, Tues-FrI 9atii-8pm; Sat 1 lom-5pm; Sun 12pni-5pm,

Mai! Orders to: 800 Uniled CD ROM Drive, Urbana, IL 61802

Contact us!

CompuServe: 76043,1605 http://www.unitedcdrom.com

America On-line: UNITEDCD Fax back 1-217-352-8123

Int'l orders 1 -2 1 7-337-8532 Fox orders 1 -2 1 7-337-853

1

Aa Major Crhmt

CIRCLE READER SERVICE #040



HALL OF FAHE

w elcome to the Cooperstown of Computer Games. Here

you’ll find, raised upon pedestals, the games that broke

the records, established the benchmarks, and held gamers in

delighted trances for hours untold.

HIGHLIGHTS

Hew won

T ;

;

MIGHT AND MAGIC
New World Computing, 1986

I

he Might and Magic role-playing

series is now one of the most

beloved of the genre, but its roots

are humble indeed. Jon van

Canegham, a self-taught programmer and RPG

fan who had never made a game before, took upon himself

the task of creating an RPG that would stand up to the giants of the day,

the Ultima and Wizardry games. He did it almost all himself-the story,

the programming, the computer graphics, the manual-and the result

was an epic RPG that more than accomplished his ambitious goal.

Although the game looks primitive by today’s standards, Might and

Magic's 3D graphics were effective and original at the time, and helped

create a distinct look for the universe that has persisted throughout the

evolution of the series. Also present in van Canegham’s first game are

the foundations of the series’ enduringiy engaging combat and spell sys-

tems, as well as an emphasis on exploration and plot advancement (in

addition to the usual hack-’n’-slash) that became a hallmark of all Might

and Magic games. As we look forward to Might and Magic VI, due at the

end of this year, it's worth pausing to salute the original chapter of van

Canegham’s epic work, which has had the might to stand sword-to-

sword with the giant franchises of the genre, and the magic to enchant

gamers into playing far later into the night than has been good for us, as

we seek out just one more town,

one more magical fountain, one

more treasure chest full of gold....

tiea

I
:

B

M.U.L.E.

Electronic Arts, 1983
n the early ’80s, Cartels & Cutthroats was

all the rage. But when asked to create a

Cartels clone for EA, Dani Berry (then Dan

Bunten) decided-luckily for gamers-to

throw away the template. Bunten created an environment

where four players would try to explore and colonize another planet

using a M.U.L.E., the robotic “mule" that enables you to farm, mine,

transport equipment, and perform any other function you wish to per-

form on the planet’s surface.

Somehow, Bunten managed to seamlessly merge elements of econom-

ics, from supply and demand to the hassles of production and storage,

into a tense four-player exploration and strategy game. M.U.L.E. was the

landmark for multi-player hotseat play, because to win, you had to ruth-

lessly drive all other players out of business-sort of Monopoly meets

Dark Side of the Moon. The game contains no bombs, guns, or missiles.

It just offers an exciting game of cutthroat competition complete with live-

auction action that actually makes economics fun. With a straightforward,

humorous interface years ahead of its time, we can only speculate on

how much fun M.U.L.E. might have been via modem. Because EA could

never manage to come out with a sequel, many of us held on to our C-

64s and Atari 8-bits just to play this, still the best-and most balanced-

multiplayer game we’ve ever seen.

t
-J

^Inductees Prior To 1989

Battle Chess (Interplay Productions, 1988)

Chessmasteh (The Software Toolworks, 1986)

Dungeon Master (FTL Software, 1987)

Earl Weaver Baseball (Electronic Arts, 1986)

Empire (Interstel, 1978)

F-19 Stealth Fighter (MicroProse, 1988)

Gettysburg: The Turning Point (SSI, 1986)

Kampfcruppe (Strategic Simulations, 1985)

Mech Brigade (Strategic Simulations, 1985)

Might & Magic (New World Computing, 1986)

M.U.LE. (Electronic Arts. 1983)

Pirates (MicroProse, 1987)

SimCity (Maxis, 1987)

Starflidht (Electronic Arts, 1986)

The Bard’s Tale (Electronic Arts, 1985)

Ultima III (Origin Systems, 1983)

Ultima IV (Origin Systems, 1985)

Wab in Russia (Strategic Simulations, 1984)

Wasteland (Interplay Productions, 1986)

Wizardry (Sir-Tech Software, 1981)

Zork (Infocom, 1981)

Alone in the Dark

(l-Motion, 1992)

Master of Orion

(MicroProse, 1993)

Betrayal at Krondor

(Dynamix, 1993)

Railroad Tycoon

(MicroProse, 1990)

Day of the Tentacle

(LucasArts, 1993)

Red Baron

(Dynamix, 1990)

Doom

(id Software, 1993)

Sid Meier's Civilization

(M icroProse. 1991)

Falcon 3.0

(Spectrum HoloByte, 1991)

The Secret of Monkey Isund

(LucasArts, 1990)

Front Page Sports Football Pro

(Dynamix, 1993)

Their Finest Hour

(LucasArts, 1989}

Gunship

(MicroProse, 1989)

Tie Fighter

(LucasArts, 1994)

Harpoon

(Three-Sixty Pacific, 1989)

Ultima VI

(Origin Systems, 1990)

King’s Quest V
(Sierra On-Line, 1990)

Ultima Underworld

(Origin Systems, 1992)

Lemmings

(Psygnosis, 1991)

Wing Commander 1, II, & III

(Origin Systems, 1990-91)

Links 386 Pro

(Access Software, 1992)

Wolfenstein 3-D

(id Software, 1992}

M-1 Tank Platoon

(MicroProse, 1989)

X-COM
(MicroProse, 1994)

Master of Magic

(MicroProse, 1994)



PATCHES
A

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. New patches are in red.

A-lO Cuba!: Latest upgrade allows

you to reverse the rudder settings,

press Enter or ESC without prob-

lems, and even center your joystick.

What’s more, the original A-IO

Cuba! serial numbers now work.

Age of Rifles V1.3: Commanders

will find campaigning much facilitated

by the variety of command control

tweaks, scenario enhancements, and

casualty rate adjustments, among

other fixes. Be sure to reconnoiter the

exhaustive READ.ME file.

Age of Sail V1.05: Bow/stern

chasers no longer reload after being

destroyed. There are also improve-

ments to the ship repair rules.

Air Warrior II VI.Ola: This is

the latest upgrade for better multi-

player turballs.

Battleground Shiloh Vl.l:

Winner of CGWs best wargame is

improved even more by this latest

upgrade, which includes Al tweaks

and more realistic casualty rates.

Battleship Vl.l: Hasbro’s ship

finally saiis as it should have, with

many of the multiplayer and timing

issues solved by this patch.

Blood & Magic Vl.Ol: As Aleric

the Avenger on Level 3, you should

no longer have the problem when

the Brigand is attacked after the

game is saved. Modem and Direct

Link performance is improved.

Capitalism For Mac Vl.l: Both

Mac and Power PC users will find

the road to capitalistic riches a

smoother ride with this archive.

Cave Wars VI. 20: Godmode bugs

are banished, and you may now

select the number of levels to piay-

a boon for shorter games. Plus, any

video card problems are banished.

DaggerfalL Vl.07.213: Another

welcome patch (or Bethesda’s

award-winning RPG.

Diablo V1.03: Dungeon delvers of

all persuasions will benefit from this

upgrade. No longer can illegal spells

be cast in town, and this patch ends

duplicate item generation at the

Blacksmith and Witch within the

same game. Game speed, latency,

and packet loss issues over the

Internet are also much improwd.

Interstate 76 V1.05: More than a

dozen fixes make this the hippest,

baddest multi-melee around-espe-

cially since the host no longer gets

double kills.

JetFighter III Update 1: New

wings for Mission Studios’ flight

sim, including better throtlle/rud-

der/joystick calibration, support for

sound in Windows 95, sound board

autodetect, programmable joystick

buttons, and more.

MechWarrior 2 For Mac: Mac

'Mech-meisters now enjoy support

for 603e and 604e processors and

additional joysticks.

MechWarrior Mercenaries

V1.06: Regardless of clan affilia-

tion, all will benefit from this latest

upgrade, which repairs more

'mech deficiencies.

MOO II V 1.31: This latest in

galactic technology evidently

repairs much of the damage to the

diplomacy model, as well as

adding an initiative-based system

for ship combat.

NCAA Championship Basketball:

NEC Systems with Alliance Pro

Motion Video Cards that are experi-

encing lock-ups will find this more

refreshing than a 30-second timeout.

Over the Reich Vl.Ol:

Gameplay hits a higher ceiling with

several adjustments to bomber

defensive fire, frequency of rein-

forcements, angle of interceptions,

high-G maneuvers, and banking.

Privateer 2 The Darkening: Since

the movie is the best part of the

game, it’s nice that this patch solves

most of the video difficulties.

Tomb Raider: The 3DfX support

patch is now final, and shows off

Lara Croft’s attributes in stunning

high-resolution, complete with

mip-mapping and more hotkeys,

Wages of War 1.28: Several

minor fixes for New World’s mer-

cenary strategy game,

WarCraft II Dark Portal V1.23

for Mac: If your Ore grunts are

''clipping" under System 7,5,5 or

7.5.3, this patch is as welcome as

a new magic spell. It also solves

CD-ROM compatibility problems,

audio feedback dilemmas on

Performa/LC 57x series Macs, and

a host of saved game difficulties. It

supports 256-f zones on an

AppleTalk network.

War Wind V1.2: KALI-compati-

ble, LAN and Internet-enhanced

version of SSI’s strategy game.

Wooden Ships & Iron Men V1.02:

Sailing into battle with 8MB RAM is

now a breeze.

^ Cbeck lor

new patches

on ibe demo

disc.

Patches can usually be down-

loaded from online networks

(such as CompuServe and

ZDNet), from CGlV’s Web site

(www.computergaming.

com), or from the individual

software publisher’s Web site

(see listing below).

^ Publisher Web Sites

Many patches are available from the publishers at the following sites;

Accolade: www.accolade.com

Activision: www.activision.com

Apogee/3d Realms: www.apogeel.com

Avalon Hill: www.avalonhill.com

Bethesda: www.beihsoft,com

Big Time Software: www.bigtimesottware.com

Blizzard: www.blizzard.com

EA: WWW,ea.com

Eidos; www.eidos.Gom

Epic MegaGames: www.epicgames.com

id Software: WWW, idsoftware.com

Interactive Magic: Vifww.imagicgames.com

Interplay: wwwinterplay.com

Jane's Combat Simulations; www.janes.ea.eom

LucasArts: wwwlucasarts.com

MicroProse/Spectmm HoloByte: www, microprose.com

Microsoft: www,microsoft.com

New World Computing: www.nwcomputing.com

Origin: www.origin.ea.eom

Papyrus; www.sierra,com/papyrus

Sierra On-Line: www.sierra.com

. SSI: www.ssionline.com

Talonsoft: www-talonsoft.com

. Vii^’n: www.vie,com
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THE COMPUTER GAMING POLL • a monthly survey of cgw subscribers

E
ach monlh, 2,000 CGW subscribers are selected at random to rate 100 computer games. Tbe results of that poll are combined with the results ot

previous months to yield a cumulative average for the best plays in gaming. It you receive a ballot, please return it with your ratings so that other

gamers and game publishers can benefit from your feedback.

a TOP ACTION GAMES

1 Tomb Raider Eidos 8.53

2 Duke Nukem 30 Apogee/3DRealms 8.46

3 Crusader: No Remorse EA/Origin 8.20

4 The Need For Speed SE EA 8.09

5 Quake id Software 8.04

8 Crusader: No Regret EA/Origin 7.94

7 The Need For Speed EA 7.58

8 Syndicate Wars Bullfrog 7.40

Pro Pinball Empire 7.38

10 Descent il interplay 7.30

You Don’t Know Jack II Berkeley Systems 8.52

You Don’t Know Jack Berkeley Systems 8.20

Power Chess Sierra 7.36

Incredible Toons Sierra 7.25

Incredible Machine 2 Sierra 7,09

Monopoly Virgin/Westwood 6.90

Mind Grind MicroForum 6.88

Baku Baku Sega 6.06

Clue Hasbro 5.65

2 Pandora Directive Access 8.31

3 Rama Sierra 8.18

4 The Neverhood Dreamworks 8.10

5 Spycraft Activision 7.67

6 Leisure Suit Larry 7 Sierra 7.66

7 Circle Of Blood Virgin 7.64

8 Full Throttle LucasArts 7.54

9 Lighthouse Sierra 7.48

,0 Zork Nemesis Activision 7,27

i TOP SIMULATION/SPACE COMBAT GAMES

Wing Commander IV EA/Origin 8,47

2 MechWarrior 2 Activision 8.24

AH-64 Longbow EA/Origin 8,12

Privateer 2 EA/Origin 8.00

Silent Hunter SSI 7,92

U.S. Marine Fighters EA 7.92

EF2000 Ocean 7.78

U.S. Navy Fighters EA 7.60

9 Advanced Tactical Fighters EA 7.56

10 F-22 Lightrring 11 NovaLogic 7.55

1 TOP SPORTS GAMES
^1 Links LS Access 8.74

2 NASCAR Racing 2 Sierra 8.35

3 NHL ’97 EA Sports 8.29

4 Grand Prix 2 MicroProse 8.17

5 NBA Live '97 EA Sports 8.12

6 FPS Football Pro ’97 Sierra 7.80

7 FIFA ’97 EA Sports 7.69

8 NASCAR Racing Sierra 7.66

Tripleplay ’97 EA Sports 7.61

NS FPS Football Pro '96 Sierra 7.60

1 TOP ROLE-PLAYING GAMES
'

1 Diablo Blizzard 8.84

2 Daggerfall Bethesda 7.53

3 Anvil Of Dawn New World Computing 7.28

4 Stonekeep Interplay 6.89

5 Albion Blue Byte 6.17

6 —
7 —
8 _
9 —
10 -

TOP STRATEGY GAMES

WarCraft II Expansion Disk

WarCraft 11

Red Alert

Heroes of Might and Magic II

Civilization II

C&C: Covert Operations

Command & Conquer

Civilization II: Scenarios

Jagged Alliance: Deadly Games

Heroes Of Might & Magic

Blizzard

Blizzard

VIrginAVestwood

New World Computing

MicroProse

Virgin/Westwood

Virgin/Westwood

MicroProse

Sir-Tecti

New World Computing

i TOP WARGAMES

steel Panthers Campaign Disk SSI 8.75

2 Steel Panthers II SSI 8.61

3 steel Panthers SSI 8.46

4 Battleground: Antietam TalonSoft 8.19

5 Battleground: Shiloh TalonSoft 8.12

6 Tigers On The Prowl 2.0 HPS 7.74

7 Battleground: Waterloo TalonSoft 7.68

8 Battleground; Gettysburg TalonSoft 7.50

1

9 Robert E. Lee: Civil War General Sierra 7.42

10 Age of Sail TalonSoft 7.14



TOP 100 GAMES

DAME COMPANY TYPE SCORE 1

1 1 WarCraft II Expansion Disk Blizzard ST 8.98

2 WarCraft It Blizzard ST 8.88

3 Red Alert Virgin/Westwood ST 8.87

4 Heroes of Might and Magic ii New World Computing ST 8.86

^ 5 Diablo Blizzard RP 8.84

6 Civilization Ii MicroProse ST 8,80

1 1 Steel Panthers Campaign Disk SSI WG 8.75

>C
8 UnksLS Access SP 8.74

9 Steel Panthers II SSI WG 8.61

k-io Tomb Raider Eidos AC 8.53

You Don’t Know Jack II Berkeley Systems CP 8,52

kc12 Wing Commander iV EA/Origin SI 8.47

13 Steel Panthers SS! WG 8.46

Duke Nukem 3D Apogee/3DRealms AC 8.46

15 C&C; Covert Operations Virgin/Westwood ST 8.40

^16 Gabriel Knight 2 Sierra AO 8.36

17 Nascar 2 Sierra SI 8.35

18 Command & Conquer Virgin/Westwood ST 8.34

19 Pandora Directive Access AD 8.31

20 NHL '97 EA Sports SP 8,29

21 MechWarrior 2 Activision SI 8,24

22 Crusaden No Remorse EA/Otigin AC 8.20

You Don't Know Jack Berkeley Systems CP 8.20

24 Battleground: Antietam TalonSoft WG 8.19

25 Rama Sierra AD 8,18

26 Grand Prix 2 MicroProse SP 8.17

27 NBA Live '97 EA Sports SP 8,12

AH-64 Longbow EA/Origin SI 8.12

Battleground: Shiloh TalonSoft WG 8.12

30 Civilization ii: Scenarios MicroProse ST 8.10

The Neverhood Dreamworks AD 8.10

32 The Need For Speed SE EA AC 8.09

33 Quake id Software AC 8.04

34 Priimteer 2 EA/Origin SI 8.00

35 Jagged Alliance: Deadly Carnes Sir-Tech ST 7.97

36 Heroes Of Might & Magic New World Computing ST 7.95

37 Crusader: No Regret EA/Origin AC 7.94

38 Silent Hunter SSI SI 7.92

U.S. Marine Fighters EA SI 7,92

40 FPS Football Pro '97 Sierra SP 7.80

41 EF2000 Ocean SI 7.78

42 Tigers On The Prowl Ii HPS WG 7,74

43 Lords Of The Realm II Sierra ST 7.73

44 RFA97 EA Sports SP 7.69

45 Battleground: Waterloo TalonSoft WG 7,68

46 Spycraft Activision AD 7.67

47 Leisure Suit Larry 7 Sierra AD 7.66

NASCAR Racing Sierra SP 7.66

49 Circle Of Blood Virgin AD 7.64

50 TKpieplay '97 EA Sports SP 7.61

51 U.S. Navy Fighters EA SI 7.60

FPS Football Pro '96 Sierra SP 7,60

53 NBA Live '96 EA Sports SP 7.59

NHL Hockey '96 EA Sports SP 7,59

55 The Need For Speed EA AC 7,58

56 Fantasy General SSI ST 7.56

Advanced Tactical Fighters EA SI 7.56

SB F-22 Lightning II Nova Logic SI 7.55

59 Full Throttle LucasArts AD 7.54

60 Daggerfall Bethesda RP 7,53

61 Battleground: Gettysburg TalonSoft WG 7.50

62 Lighthouse Siena AD 7.48

PGA Tour Golf 485 EA Sports SP 7.48

64 CivNet MicroProse ST 7.47

65 Robert E. Lee Civil War General Sierra WG 7.42

66 Syndicate Wars Bullfrog AC 7.40

Tony La Russa 3 '96 Stormfront Studios SP 7.40

88 Pro Pinball Empire AC 7.38

69 Power Chess Sierra CP 7.36

70 M.A.X. Interplay ST 7.31

71 Descent II Interplay AC 7.30

72 Anvil Of Dawn New World Computing RP 7.28

73 Zork Nemesis Activision AD 7.27

74 Virtual Pool Interplay SP 7.25

Incredible Toons Sierra CP 7.25

Misslonforce Cyberstorm Sierra ST 7.25

77 Road Rash EA AC 7.19

Jetfighter III Mission Studios SI 7.19

79 Hexen Raven/id AC 7,17

Magic Carpet 2 Bullfrog AC 7.17

81 Terra Nova: Strike Force Centaur i Looking Glass AC 7.16

82 Age Of Sail TalonSoft WG 7.14

83 Legends Of Kyrandia 3 Virgin/Westwood AD 7.12

System Shock EA/Origin AC 7.12

85 Flight Unlimited Looking Glass SI 7.09

Incredible Machine 2 Sierra CP 7.09

87 Phantasmagoria Sierra AD 7.06

88 Hyper 3D Pinball Virgin AC 7.05

Stars! Empire ST 7.05

90 Toonstruck Virgin AD 7.01

Star lYek: TNG, Final Unity Spectrum HoloByte AD 7.01

92 Hind Interactive Magic SI 7,00

93 The Dig LucasArts AD 6.99

94 NHL Powerplay Virgin SP 6.98

95 Star Control 3 Accolade AD, 6.95

96 Caesar II Sierra ST 6.94

Aces Of The Deep Dynamix SI 6.94

98 Madden '97 EA Sports SP 6.93

Virtua Fighter PC Sega AC 6.93

100 Phantasmagoria 2 Sierra AD 6.92

Games on unnumbered lines are tied with game on line above, Top game of type. Red = New Game, AD = Adventure, RP = Role-Playing, SI - Simulation/Space C

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.



MARTIN CIRULIS

Whats the

Deal with...

SiekAds?
riginally, this

was going to

be a sequel

to last year’s

“Dumb Ads"

column;

another witty

little rant

pointing out which companies really

need a slap in the PR department,

and perhaps a little musing about

how ad proposal meetings must be

going much better with coke-they

must be because 1 can't imagine how

else a group of adults decides that

using the word “douche-bag” is a

clever and hip idea.

And then I stumbled across this

little gem from the kids at Kali, and

eveiything just tumbled into place.

My whole disgust and loathing over

the endless violence-and-gore ads

ci^stallized when I read their ad and

realized that poor taste could be the

least of our problems.

‘‘In prison interviews, psychopaths

often speak of the incredible power

that comes from killing another

human being. You're a lot closer to

being interviewed than you 'd like

people to know.
’’

Now Kali is a cool net-gaming ser-

vice, and I am sure everyone working

there is wry hipper-than-thou, but I

really have to ask them one question;

What the hell were you people thinking

when you OK'd this vile piece of tripe?

Are we living in the same dimension

here? Because the one I am writing

this column from is the one where the

biggest threat to young adults are

other young adults, and every legisla-

tor on the planet who can’t think of

anything useful to do is looking to find

an easy goat to blame, and to pass yet

another dumb-ass law to fix things.

I can’t

imagine how

a group of

adults decides

that using the

word ‘douche-

hag’ is a

clever ideaA^

Regardiess of how tasteless and

just plain stupid that kind of "serial

killer chic" ad copy is, isn’t anybody

paying attention to the news? Do

these people, who think crap like this

will sell games (or online time, as the

case may be here), have some sort ot

brain-damage that keeps current

politicai events from sinking in? Are

they unclear on the fact that people

out there are so desperate for easy

answers (and easy targets), that you

can’t find a political being anywhere

willing to stand up and s^ the V-Chip

is the worst idea since plutonium?

I hate to break it to anyone, but

computer gaming is stiil out on the

fringe of society-and when push

comes to shove, we aren’t any safer

than lesbian volleyball players or

communist Boy Scout leaders when

the ciypto-fascists with an agenda

come looking for somebody to blame

for the “dire state of tody’s youth."

Nobody is going to bother with sub-

tieties like dead-end poverty and soci-

etal contradictions when some guy

can stand up and say, "Lookee here

Bubba, this ad says it’li make kids

into psycho-killers...somebody ought-

ta do something about this!"

Do you think that way back in

1980, when Tommy Hanks was get-

ting work portraying a crazed college

Dungeon Master on TV, and eveiy

reverend on the tube was burning

AD&D manuals, that TSR would have

been real smart to run full-page ads

to the effect of, "Hey adolescents! We

know what you REALLY want to do is

stab people in the back and steal their

gold, worship Pagan gods, dabble in

dark, violeni sorcery, and have tons of

sex with over-endowed people in fur

underwear! Buy a D&D slarter set and

you could do all this and more!
'?

Money-crazed Internet entrepre-

neurs may think the past can’t touch

them, but all you have to do is look at

the ratings on computer game boxes

to realize how easily our hobby can

be clubbed by the misinformed. Given

the current state of politics, a retarded

hamster could walk into Congress

with the Kaii ad, that delightful Re-

loaded campaign, and a few pics of

guys lying around in bathtubs of

blood, and our little hobby would be

regulated back to Pong. While I

wouldn’t mind the eradication of a few

brainless shooters, I am not so stupid

as to think that it wouldn’t take only a

few more days before strat games

using nukes and flight sims where

you can fly German or Russian air-

craft were found “inappropriate."

If you think I am being hysterical, or

just not "getting the joke," go down to

the libraiy, check out a littie paranoid

gem called Seduction of the Innocent,

and look up the artistic horror that

was the Comics Code /VJthorlty Seal.

It’s part of evolution that computer

gaming has to be put at risk by the

Mortal Kombats and the Night Traps,

but we shouldn’t have to be put in

danger of being legisiated to a levei of

morality that would bore an 8-year-

old, just because some idiots have

decided that vioience is all that sells

games. And if companies can’t

sense the chill in the air, then per-

haps magazines, C6W included,

should have the guts to see further

than the power of the Almighty Buck

and start sending a few ads (and

checks) back with a iittle note saying,

“get a grip and try again."

After all, there won’t be much left

tor anybody if we have to try to fill

gaming magazines with lO page

strategy guides for the Tipper Gore-

approved Lemmings 27. %
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Pub s Mail Product (Canada DIstnbution) Sales Agreement No. 1058649. Periodicals postage paid at New YorX, NY 10016 and additional mailing offices. Permit #672-910. Prlnled in the U.S.A.



Jack Niddaus 4

reen

Challenge golfing legend Jack Nickiaus -

The Golfer of the Century - on one of his

own signature courses!

Play with friends across the room or

around the world via serial, modem, LAN,
and the Internet!

This is the Course Designer that created all

5 Nicklaus-designed courses in the game!

Use the Designer to re-create your favorite

course! Import, modify, and play courses

from previous Nickiaus games!

Computer Gaming
WorM

...gives Links LS a

run for its money."

strategy Plus ^
M' '

me Course D

",,Jhe preeminent golf

simulation ofour time

...an absolute model of

perfection ...one of the

most well-crafted games -

ofany genre - that I've

seen in years
"

"a superb piece of work:

powerful, full-featured,

gorgeous and fun...it

will undoubtedly rule,

its category for some i

time to come"

r. Liam McDonaU

CIRCLE READER SERVICE #290
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'W-

"lack Nicklaus 4 provides a rich, wonderful,

involving experience ...the Course Designer

is so much Am, it could almost be a game
unto itself."

"...promises to be among the greatest

achievements yet on the electronic links."

"The Course Designer is a landmark!"

"A truly revolutionary product, links finally

has some stiffcompetition."

"...impressive..."

Featuring Colleton River Plantation,Country Club of the South,

Muirfield Village, Cabo del Sol, and Winding Springs.

The Course Designer



e to Green
The Approach Shot

Separate

chipping

and putting

meters

maximize
controi

around the

New "Intensity Control'”"

reproduces the dynamics
that shape the shot. "Club
up and swing easy" for

control or a low trajectory;

"swing hard" when you
want spin and distance.

Pop-up
displays are

optional-

For enhanced gameplay, this optional

grid floats down and drapes itself

over the green, clearly showing all

high and low spots.

purest

golfing

experience.

Every shot flies, bounces,

and rolls true to the

game, with the best

ball physics model in

existence. Courses are

accurate to within 6

inches!

Our new
approach
makes putting

more realistic.

Mow lines on
the green help

you read the
contour.

Multiplayer play is fully

supported, including

recorded rounds, shared
keyboard, serial, modem,
LAN and Internet play.

Weather can
change in the
middle of the

round, and
natural wind
variations and
every possible

turf condition

add to the

challenge!

Call 1-800-245-7744
to order direct

\e~r-r\t %rw-.

The fastest

screen
redraw times

on the PC
allow the

camera to

automatically

switch to the

landing in

full-screen,

from varying

viewpoints!

Look for the Jack Nicklaus 4

playable demos in select

magazines, online at

http://www.accolade.com
or at your local retailer.

For hints and tips on Accolade products,

call Accolade Direct 1-900-4S4-HINT.

S0.99/minute. Ifyou are under 18,

please get your parents' permission

before making this call.

lack Nicklaus 4, Acculadu, and the Solo Plus logos arc trademarks of Accolade, Inc. 01996 Accolade, Inc. All rights reserved. All other trademarks are of their

respective owners. Screenshots from pre-Alpha version of the game. Actual screen shots may vary.

CIRCLE READER SERVICE #290



Rodrigo

Extortionist. City of Nujel'm*

Uses magic for unsavory torture.

Lives with his mother.

www.ultimaonline.com

aaiaigi
We create worldi.”
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