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Double Eagle
Accolade Drives to Perfection With the Stunning, Deep Jack Nicklaus 4

By Scott A. May

ir-rr^i imn;
WWW, accolade.com

D

ubbed by many as ihc

“golfer of the eentiiiy.” Jack

Nicklaus is (mly a legend in

his nun time. So it’s only

fitting that the latest com-

puter game to bear his

name, Accolade’s JACK

Nicklaus i.should lx; the

preeminent golf simulation

of our lime. Nearly evet)-

thingyou could ever hope for in a golf

game is included in this comprehensive

packiige. Its an absolute model of perfec-

tion.

PRO SHOP

I lore’s what vou get in jN4 (take a

deep breath); five IS-hole courses

(Colleton lliver Plantation, Countiv

Club of the South, Muirfeld Wlage,

Calx) del Sol, and thehclionalWuKling

Sj)rings), eight play stj'les, a fuil-bloun

course designer, a course converter (for

importing JNSE courses), and a choice of

four mulli[}layer nxxles (serial, modem,

LAN, and Internet), 'llic only tiling mi.s.s-

ing is [x>st-game cocktails at the clul>-

liouse.

Pre-game options include course,

game length, golfing buddies (with

u])datcd sfat.s), a choice of caddies,

gimmes, mulligans, and weather condi-

tions (rain, fog. or clear), 'lluee of these

options can be further defined: clearing

Roil Your Own

fog, nuiximum distance for gimmes, and

total number of mulligans allowed per

round.

'i lie real kicker is the variety of avail-

able game styles, the most of an)- golf

sim on the market. 'Ihesc include Best

Score Championship, Best Score

I landicap. Stroke Play, Match Play,

Sudden Death,.$1 Million Skins

Challenge. Bingo Bango Bongo, and

Certified Chime (recorded Stroke Play

for deferred mail or email mateluip.s).

C jraphically,
]
N4 meets or exceeds

anything on the market, including

Access Soflu'arc’s 1 jnk.s [.S. Accolade

uses a proprietary' height-mapping

engine to achieve incredible terrain real-

^ PACKIN' THE TOOLS Everything you need to design ne/j

I
links—or modify existing ones—is at your disposal in JN4’s

I
unsurpassed course architect.

I

n real life, Jack Nicklaus is in semi-retirement, play-

ing only select senior tournaments. Far from inac-

tive. however, St. Nick devotes much of his energy

to course designs. To this end, I can't think of a

better testament to his architectural prowess than Jack

Niclaus 4's superb course designer. Modeled after

Nicklaus Productions' own CAD s^tem. the course archi-

tect is amazingly robust.

It can also be daunting, particularly for first-time

designers eager to duplicate their favorite links. For this

reason. Accolade devotes about two-thirds of the game

manual to course design, including tips, tricks, and a

step-by-step tutorial. There’s also a built-in design wizard,

which automates many of the tedious tasks for beginners.

Starting with a flat piece of land, you build your course

from the inside out, applying fairway shapes and greens,

setting pars and handicaps, and arranging your overall lay-

out with an eye for natural continuity. Next, fine-tune each

hole with variations in shape, elevation and terrain type.

From there, a plethora of tool palettes are available to

customize your basic design: trees, bushes, rocks,

bunkers, lakes, streams, cart paths, objects, sky, and

horizon. Using CAD-style boundary points, everything on

the screen can be moved or resized using simple drag-

and-drop mouse commands.

Auto-rendering lets you see in precise detail how your

designs will appear during play. Not only that, but every

change is instantly updated In the rendering window.

Every square foot of your course can be viewed from vir-

tually any distance or angle.

A few faults are readily apparent; There’s no option for

importing user-created objects or sounds, and no way to

automatically tile view windows on the screen. Finally,

there’s no provision for testing your design as you go,

except to save, exit, and load the unfinished course into

the game. These detractions aside, however, the course

designer is a powerful, versatile tool guaranteed to give

this product long legs in the marketplace.
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ism. I'or the real-uorlcl counses, aerial fl\-

h)'s enal)lec! the designers to accurately

detect land elevations uithiii six iiielics of

sea !e\el at 1 x 1 foot interx'als. 'Hie underly-

ing engine then ealculales variables such as

light source shading, .shadows, and reflec-

tions, resulting iii the most organic-looking

terrain I've ever .seen. In fact, lookclo.sdy

and you'll see that the termin even shades

it.self—]Droof positive of the game’s subtle

but utterK’ mind-blowing attention to detail.

Because golf is such a fast-]raccd s|}ort

—

OIC I'm being .sarcastic— jN4’sscteen

redraws aie markedly quick, 'leehnically, it’s

incredible, considering that nearly two-thirds

of what you .see is 30-rcndercd terrain, unlike

I ,INK.S 1 «S, which relies much more on a 20

painting horizon to fill tlicscieen. Of course,

os'crall Sliced is still reliant on hardw'aie fac-

tors, such as proces.sor ,sj)eed, sjs'tem and

video K'\M, graphic detail, and screen reso-

lution. )N4 rewaitls gamers with more than

20MB .system K-\M. and w ill nin at whatever

maximum resolution and color dqrtli your

vidc-o card supports. ' 1 hose with less-than-

ConviPSiDns anHiell Wes

T
alk about getting your money's worth! If you're an

avid golfer Jack Nicklaus 4 may well be the deal of

your dreams. Not only do you get five courses and

a built-in designer, but you'll also inherit what

amounts to an instant library of thousands of custom-designed

links. JN4 has the ability to import and convert courses created

with its predecessor, Jack Nicklaus Signature Edition.

All you need is a modem and access to the Internet or other

major online services, including America Online, Compusen/e,

and Delphi. There you’ll find enough courees to make your put-

ter flutter indefinitely. The conversion process only transfers ter-

rain shapes and elevations, so you'll have to add objects such

as trees and bushes. But that’s a minor chore and a heck of a

lot easier than starting from scratch.

Below is a list of only a few top Web sites offering hundreds

of JNSE courses, available as free downloads. Each site was

confirmed as active at the time of this writing:

JNSE l^ntasyland

hnp;//use[s.ao].com/ld4729/jnse.htm

The Linksland

http://quancon.com/ 'V'brent.blackburn/jnse.htm

The Wild Onion

http://www.onion.com/jns&htm

Golf Paradise

http;//www.geocities.com/TheTropics/1113/

Steve Opfer’s JNSE Golt Page

http://www.infj.net/ 'vopfer/goif.htm

Chris Furgerson’s JNSE Courses

http://www2.netquest.com/~reolakes/cfjnsahtml

Brian Silvemail's Golf Course Designs

http://members.aol.com/bsilvrnaii/index.htm

0[>timal baaiwua: can decrease

grapiiic detail, and nin the

game in a vvindriw using 16- or

8-bit color.

ON THE GREEN

Camc]3lay offers maximum

control with minimum inter-

ference. Eacb .stroke cousi.sLs of

three ea.sy slep.s: Click once for

the onscreen aiming arrow;

click again to sel; and again to

start the .swing meter in

motion. ']liedc.signer.s use an

overlaiii swing meter with visu-

al “sweet .s])ots" for both power

(backswing) and accuracy

(contact [}oint). Player stance is

automatically calculated in the

aiming proces.s, which allows

yon to manually adjust for dis-

tance, trajectory', and .sxving

intensity, 'llic .swing meter also

reflects whether the shot is a

drive, chip, or putt.

The game’s physics model is

ineredihly Hexibie, automatical-

ly adjusts to atinaspheric con-

ditions for the flight path, and

realistically reacts to ohjccLs

and terrain upon landing.
1

'or

example, a ball striking tl le Intnk of a tree will

react cliffereiilly ihan one hitting the branch-

es. I'br a dramatic demonstration of the

game’s physics hxkIcI, try designing a hole

using cart path as the primary' surface, then

watch as a 100-\'ard drive hounccs clear into

the next county.

Althoiigh )N4 docsn'l utilbx Direct-Draw

for graphics, it employs Ixitli DireetPlay for

its multiplayer modes, and DireetSoiind for

its rich aural ambiance. The souird is .so

detailed (about 42MB woitli) that the

(Icsigncis are able to a,ssigri the concct bird

calls to cacii region.

Other goodies include the ability to best

y
our low score by plaving against previously

reconlcd rounds. Adjustable views also let

vou sec the erjurse from any angle, dovvir to

one meter alxn c the ball, which is helpful for

lining up difficult putts.

HOOK SHOT

Unfettered kttdos aside, there’s a few dark

clouds on )N4's horizon. Talk about system

shock: 'lypical irrstallalioii requires a \vho|>

ping I71MB chunk of your hard drive. As if

anticipating consumer rcvsistance, /\cco!ade

makes absolutely no mention of this fact on

the Ixrxor in the manual. Also, each 18-holc

course you create zjps an additional 10MB

or more.

Minor quibbles also include Ihe animated

grid overlay used to gauge terrain grades,

'llic grid turns offbetween shols— an

annoving oversight. ;\nd “animated^ Slowly

draping over the ground isn’t a feature worth

bragging about.

Still, IVcxn play mechanics and graphics

rendering to course design and multiplayer

capabilities, )acK Nicklaus 4 is one of the

mo.st well-crafted games— of any genre-

that I’ve .seen in years. %

^APPEAL: Computer golfers of all

experience levels.

^PROS: The best graphics of any

goH sIm to date; the user interface

and course editor are models of per-

fection; excellent choice of multi-

player modes; free

galore.

CONS: High

system require-

ments; typical

installation eats

171MB from

your hard driva

CIRCLE READER SERVICE #290
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Panzer
General II

Panzer

General is the

I

reigning king of

wargames on the PC,

Now SSI returns with a picturesque sequel that

HARDWARE

seems to have preserved the fun while increasing I . 'For the first time, processor dominatrix

the realism. We think you’re going to love it! I ' hotel faces real competition from Cyrix

Air Combat
Summer
Part II

There are more flight sims coming out this

year than you can shake your joystick at. In

Part Two of the series, Denny Atkin hunts down

more than 20 top guns.

and AMD. Technical gurus Dave Salvator and Loyd

Case tear into seven new CPUs and tell you who

comes out on top.

I Hercules Stingray 128/3D board

SSI Products MTS-IOO

Speakers

Ubi Soft Maxi Sound Game
Theater 64
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medieval cathedral often

SERVED AS A CENTER FOR LEARNING.

- THIS IS GOING TO BE A VERY

RAINFUL LESSON. r'
/'' '

’

' The Four Horsemen of.tht’^jxxalyjpse lurk in the shad-

ows before you. And they are net alone. Eidolon, the last-known

Serpent Rider, lives. All of humanity has fallen to the archfiend and

his Hell-spawned hordes. As the Necromancer, the Assassin, the

Crusader, or the Paladin, you must put an end to this ravenous

onslaught. But first, you ihust defeat the Dark Generals. Each of

theth awaits your arrival scparately'in one of four demon-infested

worlds. You will know themwhen you seethem. Theywill be Death,

Pestdence, Famine and War.’'JC'ill you be the teacher? Or the student?

•*^^sess distioct spells, pavers ind weapons.

With experience, gain levels; more

hit points and certain abilities that apply to your

specific character class, such as

increased*speed, fire power and jump distance.

Lose yourself in lightning

storms, blowing leases, earthquakes, spraying

foUQtains andjiouring rain.

Bludgeon your way through four demon-infested

worlds— Medieval, Egyptian,

Mesoamerkan and Roman. Smash stained glass

windows. Collapse structural

. beams,'pulvcrixetrijes and shatter egosr
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same program.

But they do not use the

same platform.

How? How can this he?

They have 100% Pure Java!

Tt works with the platforms

and Pete are happy

can work,

work, work!



U'nique mul-ti-plat-form lan-guage

u-ti-li-zes cur-rent hard-ware

sim-pli-fies ap-pli-ca-tion de-ploy-ment

Pure and Simple.

To see how leading banks, freight carriers and telecom firms use

100% Pure Java, visit http;//java.sun.com/100percent/benefits.html

or simply call us at 1-800-JAVASOFT.

BREWED BY
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Annual Wargame
BlowOut!

I

f the Golden Age of Wargaming isn’t quite

here, it’s close enough to smell the cordite

on the battlefield. After you’ve finished read-

ing about Panzer General II, fire up our exclusive

demo and vvatch as your screen unfolds some

of the best graphics ever to grace the PC.

Our v/argame blowout continues on this

month’s CG-ROM via land, sea, and air. Test your

sailing mettle with a new Wooden Ships & Iron

Men demo, along with new WS&IM scenarios,

courtesy of A\«lon Hill.

Ready for a little heat in

the Pacific? Check out the

coming attraction of SSI’s

Pacific General, then jump

into the interactive

Dragons in the Mist demo

from HPS Simuiations.

Or, if European fare is

more to your taste, a dis-

cerning wargaming palate

will appreciate the Custom

Terrain Set for Panthers in

THE Shadows & Tigers on

THE Prowl 2. And if you’re

already a Tigers 2 fan, but

need an additional fix-, try the additional sce-

narios and training missions, courtesy of HPS,

Nick Bell, and Martin Rapier.

If all this leaves your brain swimming, or

you just need a change of pace, the CG-ROM

takes you on a 19th-century tour with brand-

new demos of ISI’s real-time Defend the

Alamo, along with the more traditional turn-

based ZuluWar! and Custer’s Last

CoMMAND-all clever, brisk recreations of less-

er-known conflicts. And for more famous bat-

tles, take command as Robert E. Lee in

TalonSoft's Bahleground: Bull Run, or battle

Cossacks in Napoleon in Russia.

Finally, if you’re having trouble emerging vic-

torious in C&C: Counterstrike, do a little recon-

naissance with our handy battle maps, courtesy

of Westwood and Brady Games Publishing.

Tired of playing by the rules in heavy traffic,

or waiting for frolicking pedestrians to clear

the crosswalk while the light is still green?

Carmagedoon may be just the therapy you

need. The rules mean nothing in Interplay’s

action/arcade racing game, which pits you

against merciless drivers in a bloody race for

your life. Although the demo is timed and

limited to one track, you’ll have plenty of fun

racking up artistic and creative points for

obliterating your competitors. Earn extra

style points for combo kills as you chase

down and mutilate innocent bystanders

along Maim Street. Want a plot? Read a

book. Want some fast action and mindless

fun? Get behind the wheel.

In Theme Hospital, BullFrog gives those peo-

ple boasting that they could do a better job

managing the healthcare system the opportunity

to prove it in this excellent game of strategy and

micro-management. Although your selection of

doctors and nurses for hire is limited in this

demo. Theme Hospital supplies plenty of

patients with a plethora of odd ailments. All you

have to do is. . .everything! From building and

supplying the offices and hiring the staff to

researching cures and staving off death, the fate

of the hospital is in your hands.

Bust A Move 2 is an easy-to-play, difficult-to-

master, addictive Terfiis-style game from Acclaim.

How many tries will it lake you to bust all the bub-

bles and advance to the next level?

ccw AUGUST 1997
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How to Use the Disc
If you have Windows 95, the CD is Autoplay enabled-Jusl lock-

'n’-load. Otherwise, select Run from the Program Manager in

Windows 3.x, and type D:\RUN-ME (where D is the letter of your

CD-ROM drive) to run it straight from the CD.

You may type D:\INSTALL to create a CGW 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 CGtV 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 strongly recommend that

you back up any previously saved games before installing a patch, as

this may overwrite your existing program.

To Subscrihe
To subscribe to the CD-ROM version of the magazine, call (303)

665-8930. If you already receive the magazine without the CD, you

must wait until your current subscription expires before receiving

the CD version. Please address subscription complaints to

cgw@neodata.com. Neodata is a magazine fulfillment house which

is not owned or operated by Ziff-Davis.

AUGUST CG-ROM TITLES

TITLE PLATFORM EXECUTABLE

Ardennes Offensive

Battleground 6: Bull Run WINfOS BGBRDEMO SETUP.EXE

Bust a Move 2 DOS BAM2DEM0 INSTALL.BAT

Carmageddon DOS INTRPLAY/CARMDEMO CAflMDEMO.BAT

Defend the Alamo DOS ALAMO DTADMO.EXE

Dragons in the Mist DOS DRAGONS DRAGONS.EXE

Movie Mogul wiN/gs MOVIE HMTRIALV.EXE

Pacific General WIN PACIFICG PCFNL320.AVI

Panzer General II 95 PG2DEM0 SETUP.EXE

The Zone 95 GAMEZONE GAMEZONE.AVI

Tigers on the Prowl 2: Scenarios N/A SCENARI0/T0P2 N/A

Wooden Ships & Iron Men DOS WOODEN INSTALL.EXE

' ZuluWar! DOS/WIN ZWDEMO SETUP.EXE

ccw AUGUST 1997



puts you in the shies in defense of Britain

September 1940: British coastal radar reports a Luftwaffe

sijuadron ofUeinkel HEllls coming from the south

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

approaching from the east.

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 well al

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

and engagements.

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-

ble and plot their

course and altitude as

you try to intercept German
Is. As a German Stjuadron

Leader, you plan the aircraft compo-

sition of each raid, and select its

target, course and timing.

EXTRA!
Based on the award-
vinning Over the
Reich'", rated 4 1/2
stars by Computer
Gaming Vforld . , .

• called, "one of the
' best games we’ve

seen, period . .
,"

Computer Games
Strategy Plus

Available at vour favorite computer game retailer or call us;

Toll Free:ouu**999-3222

Game Company
DIVISION OF MONARCH AVALON, INC.

©1997 A-H Games

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

Windows is a trademark of Microsoft Corporation CIRCLE READER SERVICE #188

4517 Harford Road, Baltimore, MD 21214
410-254-9200 • Fax: 410-254-0991
htfp://www.avalonhlll.com



ILL YOU EXPLORE NEW LANDS? Or

WILL YOU AMASS GREAT RICHES? OR WILL YOU

CONQUER EVERYTHING IN YOUR PATH?

Ahh...yes.



JOHNNY WILSON

Imitation: Flattery*

or Mockery?
"Follow the Leader" Game Design Is Entropic

I

am beginning to see

a pattern emerge. I

first began to notice

this while visiting a

game company that

had previously led

the industry with

innovative technology

and products. But on this trip, most

of what they were showing me fell

into two “Me, too!” categories: first-

person perspective 3D-shooters and

real-time strategy games. At that

point, I was aware of 24 real-time

strategy games and 10 first-person

shooters already in development.

Yet, I grinned and bore it through

their presentation. I then visited a

game company that was not only

rumored to be. but very evidently

was in trouble. Their solution? To put

out three first-person shooters and

three real-time strategy games.

Finally, I visited a relatively new play-

er in the publishing mix. Their strat-

egy? To choose four real-time strate-

gy games to be the centerpiece of

their new line.

Now, before you claim that I’m

merely alarmed because, with some

exceptions, first-person shooters

and real-time strategy games aren't

my style, let me simply state that I

would say what I’m about to say

even if every one of these games

was a SimCity clone (my favorite

game of all time) or a Civilization

clone (my second favorite game of

all time). Ironically, I have voiced

similar sentiments in the past when

SiNiCiTY and Civilization were being

imitated, and perhaps more vocifer-

ously when Myst (a game that never

struck fire with me) was the design

paradigm du jour. Yet, even those

iconic products were not imitated in

anywhere near the quantities that

today's "Me, too!” products are

being copied. Today, there are

^ U Why are

publishers

willing to pour

miliions of dol-

lars into “Me,

too!” products

when they

won’t take

even small

risks on innov-

ative games?

almost 15 first-person shooters in

the works, and in excess of 50 real-

time strategy games in production.

Do the math. How many hits does

the industry generally support at a

time? Let’s be generous. Let’s say

there are a dozen games making

money at any given point. Let’s be

extravagant. Say there are 20 or 30.

How many of them will be the same

style of game? How many gamers

walk into a store with the intent of

buying two games and walk out with

two games of the same

style? Given such a choice,

even hard-core wargamers

who only play turn-based

games would probably opt for an

advanced difficulty game and a

"beer and pretzels’’ level game. How

then, do companies expect games

with roughly the same style of graph-

ics, on-screen perspective, and simi-

lar play mechanics to break through

the noise and capture the imagina-

tion and discretionary spending of a

critical mass of gamers? We think

many gamers will say, “I’m not going

to buy any of these games until

someone with credibility tells me it’s

better than WarCraft 11 or C&C: Red

Alert.” Gamers not only like win-

ning, they want to play the “winner”

in a given category, too.

At the recent Computer Game

Developers Conference, we heard

producers of potential hits in the real-

time strategy game category suggest

that the success of their games may

be diminished by the market glut.

Even good games stand to be hurt by

mediocre "Me, tool” products. What

eventually results is that fans of that

particular game style are the big

losers when publishers act like lem-

mings and ultimately claim that real-

time strategy doesn’t work anymore.

Call me foolish (it won’t be the first

time), but ! can’t understand why pub-

lishers are willing to pour millions of

dollars into “Me, tool” products, but

aren’t willing to take even small risks

on innovative games. Even in

Hollywood, we see the occasional

independent show up with a "little”

film that makes more revenue than a

disappointing “big” movie. Why aren’t

computer game publishers as inter-

ested in finding great “little’’ games

as they are in funding multi-million

dollar disasters? Why aren’t they

investing in distinctive products rather

than plying “Follow the Leader”?

The answer is fear. A publishing

executive who greenlights a real-

time strategy game can be secure in

the fact that every other publishing

executive is greeniighting real-time

strategy games, loo. If the game

fails, the executive can point to all of

his peers and say, "We thought it

was the time for ‘real-time’ strategy

games, but we were all wrong."

After all, there are going to be a lot

of these games that will fail. If the

same executive greenlights an

epoch role-playing/strategy game or

a huge persistent world online game

that fails, all of the fingers will be

pointing at that individual executive.

“You’re the only one who thought

that could work,” they will say. There

really is safely in numbers.

As for me, I keep hoping that some

publishing executive will find some

courage. That’s what keeps me in this

job. Just when I think there's never

going to be any more innovation,

someone brings out a game that does

something I’ve never seen done

before or allows me to do more than I

ever thought possible. Of course,

there’s alw^ the risk that the lem-

mings will have 100 clones just like

the new hit on the market next year. %



Beyond the world of Krondor

- Betrayal has just begun.
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LETTERS
A

MYST-DEFYING REAQIGN
Thank you for publishing your reasons for disliking M>’ST (June,

’97). 1 had detected a snide dismissal of the game in your writing

for a long time, and I could not pinpoint wliy. Gm! Allow me to

differ with your points.

MySHspopular despite thegame's lack ofgame design quality.

Yep, any product that arrogantly promises to “become your worid”

has an uphill fight to gain admiration, but M\’ST became my favorite

game despite the hype.

Panningandmotion were s/ow. Yes, they were painful, but worth iL

It was actually not Mysi', but otlrer games, tliat forced me to upgrade.

There are no characters to interact with. Sir Derek Jacobi can

make tripe sound like poetry, but Tex Murphyand Kang Graham do not

So there areno characters to interact with?Ihank you, Miller brotlrers!

Encountering tlreir funny original characters is a rare treat. Since 1 don’t

expect humor from a m^'stery story wliich gradually reveals tire depravi-

ty oftwo madmen. Mast's lack ofinteraction Ls little sacrifice.

TIjcpuzzles are illogical.Yes, you do wander around trying to figure

out what to do. But illt^ical? Fascinating worlds have been discovered

and organized by a brilliant eccentric, so the player visits ordered

worids whose hidden, particidarmclhod of order provides a sense of

wonder and excitement over what the next screen may bring.

[^nphasis ison prettyandemptygraphicsrather than game design.

'ITiat’s like complaining that Notre Dame Catliedral is boring to visit

because it doesn’thave enouglr candles to light M^STwas amazingly

innov'ative. It was tire first game i encountered that used aural clues. It

was the first to have both detailed and imaginative graphics.

Thegame designers slept withyour spouses. Oops. M^yr kept

me too obsessed for a few months in 1993 to notice. Now, where is

that lawyer’s number...?

Well, that’s the mudpie. Here’s the eclair I have been meaning to

write for a while. ConSn.«ionps2:w^

TURN OF THE

SCREWDRIVER

Mr. Wilson, in his efforts to

explain the pervasive bugs in new

games (CGWeditorial, June, ’97)

mentions “screwdriver shops (local

computer stores that assemble

machines with components c/i;

jour, often resulting in systems

with configuration anomalies).”

Well, that may be the situation in

some areas, but 1 find the reverse

to be more the case. Wth the

advent of comiranies such as

ACER, Packard Bell, Hewlett-

Packard, and others now promot-

ing such things as Pentium 133 sys-

tems for as low as $795.00, com-

panies such as mine find ourscK'es

in a difficult position as far as price

competition goes. How do we

compete?We build better sys-

tems! We don’t use the old 'Iriton

chipset motherboards and fast

page-mode RAM with low-end,

nois)', self-destructing hard drives,

nor do we use old S-3 graphics

cards and cheap SoundBlaster-16-

compalible sound cards.

Instead, through trial and error

and constant research, we build fast,

reliable machines with the hard-

ware combinations lliat have been

proven to work well in conjunction

with each otlicr. We have to sup-

port tliese machines locallyand are

married to tliem ifwe want to keep

both our customers happy and our

reputation intact. Without demean-

ing otliers’ products, we must

explain tire difference in pro])rietar)'

hardware and upgradability. Tire

average consumer hasn’t a clue as

to tire difference between a I’-I33

system for $795.00 and a P-133 sys-

tem for $1595,00, Tire power user

or gamer will sixit tlx* pcrfonnance

difference right away, even if lx

doesn’t know tlx first thing about

hardware, software, and system

configurations. Tlie less experi-

enced user cannot.

Would you [)lcase ])rint some-

thing a little more complimentary

about us

“Screwdriver

.shops”? Better

yet, how about

doing an expose

on tlic new low-

cost Pentium

sy'stcms and

reveal the truth

for all to sec.

Michael *

R. Smith

Sunrise, Florida

JohnnyWIson

responds: 'fhe

mtentofthcedi-

torialwasnotto

denigrate

“screwdri\'cr

shops. "Indeed,

Ialso singled

outDell,

Cate\iay, and

Micron in the

sameparagraph

ibrmMng components. Since I'm

veryhappy with myMicron, /

wasn’t ti)ing to dLsjxirage anyof

those sources. 7hcpoint was simply

that it is notpossible to testall Dell,

Gateway, andMicron cont^ira-

tiotis foraerygame, much less to

test the many “scrcwxIri\ershop"

conUgurations. I was merely trying

to .showhow’ large the bug<hasing

problemis. The article was on

playtesting, noton where topur-

chaseyour hardware. By the way,

we don’trecommendthatagamer

buya P-y33anything at Ihispointin

time. By early '98, fhe P-166 willbe

tlic Ixrttom-linegameplatfomi

OopsJtEooftd

i In our fBcent Speaker Roundup

[(June, ’97), we incorrectly identi-

ified Diamond Audio Technology

I

as Diamond Sound, and to make

j
matters worse, we called Its C6-

> Choice-winning S2HPM4060 sys-

I

tern the S2. We apologize tor any

i

confusion this may have caused, j

ccw AUCUST1997



BY THE TIME THIS EXHIBIT’S UNVEILED,
YOUR SOUL MIGHT BE ONE OF THE ARTIFACTS.

A mysterious, cenmries-oltl Capricorn head has found a new home inside rhe famed Stevenson Museum.

If you can’t solve the puzzles surrounding it, your soul may soon join the exhibit.

UlOEOIIEflLUt

Coming fall '97, Temiijin™ is the world’s first game powered by Video Reality’ technology. Its a psychological thriller

that will immerse you in 360° of completely seamless, incredibly realistic, motion picture-quality gaming.

For a free demo CD, visit us at w^vw.southpeak.com.
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lolinny Wilson offers credibility, insight, and

an air of erudition to an industry- littered with

self-satirizing embarrassincnts like Krush Kill

'N DliSTROY. Martin Cirulis has a feisty view-

point that is as welcome as it is embracing.

Loyd Case and Dave Sah'alor are outstanding

on technology and obviously do their home-

work. Charles Ardai is always worth reading

regardless of the product under review because

he flat-out writes the consistently best prose of

any game reviewer I know. And thanks for the

editorial acumen that elevates the whole hobby

by publishing William Trotters apologia several

months ago.

In short, despite your Mvsropia, thanks for

ten-plus years of consistent excellence. May you

never run out of red or blue pages.

Albert Tlicm

Lansdovsne, PA

RAMSES SPEAKS

I recently read Robert Coffey’s re\'icw

of our game, Po\\n’;RSiy\VF. ('“l^ninses

Reeks," May, ’97), and felt compelled to

respond on behalf ofLobotomy

Software. /\s a developer, we realize not

everyone is going to like our game, but

wc hope that our efforts Mil lia\ c. at the

very' least, turned out a product that is

fun to play-. Mr. Coffey raises some good

points in his review, and also tosses

around some pretty damning condem-

nations ("In a staggering dLsplay of bone-

headed game design, Pf)UT':RSIA\Y man-

ages to botch almost every aspect of

gameplay through unwelcome ’features,’

limp imiial ion, and an unexplainable

inability to fully utilize DukI': Niikems

outstanding BUILD engine.’’) in regards

to the game.

Don’t gel me uTong— as much as 1

disagree with the above quote. I’m not

wTiting to you to ,say“l ley, what are you

talking about, PowKRSbW?. is a great

game! It clcsers'cs four or five stars, you

creep!’’ First of all, we here at ]^)botomv

arc the first ones who will tell you that

PciW'ERSi.W’E should have been released

much earlier, possibly' even before

Duke Nuke.M. As a result, Powerslw'E

.shows its age.

Our game uses a version ofBUILD

even older than the one u,sed in DUKl';

Nukem, which of course makes it look

bad next to DuKI-; and es'cn worse coni-

jjared to QiLSKiv But we did our best

with the tools in hand, especially when it

comes to level design. In fact, Paul

Knutzen’s levels have been singled out in

most Po\\'i'.RSlA\'i'; rex'iews as the solitary

redeeming feature of the game. Mr.

Coffey e\'cn refers to them as follows:

"To its credit, Povv 1';rsiAW. docs ha\'e a

number of intricate levels with truly chal-

lenging pu/zles and obstacles.’’

As for the writers who review for

CGW, what kind of niles (if any') do \'0u

have when it comes to them playing a

game and then writing the review? Did

Mr. Coffey actually play all the way

through PowiULSi.-W'E? At lca,s'l halfway?

More? Less? In god mode or wilhout god

mode? Wliat about iietwork ])la\’? Did

Mr. Coffey actually round up ihree to

seven other gamers and play a network

game for an hour? Doesn’t sound like it.

At this point, its also fair lo point out the

lack of modem .support in Pou'lUiSiAVi :,

As far as the save feature is concerned,

what’s the point in saving your game with

every other stc]3?You go for a bit, clear a

room, reach a new door and— ooh, bet-

ter save in ease something behind the

door kills me! It kind of takes the chal-

lenge out of the game. I have mixed feel-

ings about the save feature. I’m as guilty

as the rest when it comas lo abusing it in

QU/\KI': and Di )KE NuK>Ai 3D, but it

sure made PowI'.rslW'E a challenge

—

hey, what a no\'cl concc])l!

POWEILSIAW has consistentlv been

mted in the mid-90s (on a scale of 100)

by most console gaming magazines,

even garnering “Corridor Came of the

Year" for the Saturn version in Diellarcl

CaineFiin, yet it has more or less been

thoroughly trashed by the PC mags (1.5

stars from CGU'( 58% from FC Gamer

and I believe a 10- from PG Games).

Maybe I'm just taking tliis too personal-

ly, but who wouldn’t? Still, 1 fed that I can

make something that resembles an objec-

tive assessment of Povvi'JiSLW/]':, Not totally

unbiased byanystretcli of the imagination,

but still objective. So cles[>ile its shortcom-

ings (old-school BUILD engine, lack of

modem sii]3porl. etc.) it still adds up lo a
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iAGIC^
CIRCLE READER SERVICE #172

T he G re a t B TTLES of Alexander

You ARE Alexander. Take command of the legendary armies of Macedon. Conquer the rebellious Greeks. Crush the defiant

Persians. Capture the crowns of kings and pharaohs to earn the most^^exalted title of alhAlexanderthe Great.Or attemptto turn the

inexorable tide of Alexander's conquest. Assume the role of Darius, Mennon, celebrated military commanders

of the age. Then engage the forces of Alexander in ten different battles to rewrite the history books.

www.imagitgames.tom P.O. Box lj49l. Kesearcn iriangie rar ^

To obtain a copy, visit your local retailer or call 1-800-348-5061 tod&y

Features ten battles plus a

campaign game in one package,

offering more variety and

play value

Real, detailed units of soldiers,

horses, chariots, and elephants

are completely animated when

moving, or engaging in battle

Contains solo and easy multi-

player capabilities—wage war

against computer-controlled

enemies or match wits with your

friends over a modem, local area

network or Internet connection



LETTERS
A

fun gjiine. lb be sure, its rxit ain tiling ll uit

dcK'Cs into new terrilors’ like Qi 'AKI'', or

has the intcnidivily and attitude of DUKK,

but its definitely not something that ranks

.somcw'lx’re between “weak” and

"ahvsmal,” whieli is wlicre CG\ Vs 13

stars puts it. I would gi\-e it 3 stars accord-

ing to your rating system— it docs what it

does w ell. Nothing more, nothing less,

7 0/7? Kristensen

IAjhnloni 1
'SoUwvrc

PS— In case you’re wondering, iny

role on the PowtUCSl AN'is team was

manual writer and play-tester.

Unlike mnny letters from ckvdop-

ment tennis, your letter miscs u lot of

interesting (nicslions. Some c;in be

conlrovcrsinl. fuel's start with ihccnsv

ones, hirst, we espect nil ofour review-

ers to finish Ihcginnc. IPe iJiink we're

the onivcomputergnme mngminc

where that's iin explicit requirement. /\s

for the multiplayer aspects, weapcel

the resiewer to le.st those, too.

However, noteverx-h'celanccrhasa

L'W' in the house and thisgame did

not.support plav-hy-mndeni.

Second, ivu ina \
• be slight!} • too .scn-

.sitive about the BUILH engine com-

ments. Now here in the box or docu-

mentation does it.specify that this is an

older version ofthe BUILD engine

than that used in DUKKNUKHM 3D.

\ Vc were .simply aware that thegame

was released after Dl iKi: N( I SD

and that it didn 't compare technically

with Duke. Itseemed fair to surest

that the tools weren't u.sed vcr}'wcll./\s

you can sec, the pempcctivcs with

which we viewgames can he different.

Third. 1 on touchedon the age-old

"savegame" issue. Docs being able to

save the game at u illreduce the chal-

lenge or ei utble}ou to proceed at } our

own pace? I lean toward the latter for

the basic reason that I don’t want to

play the.same levels overand over

again. 'Ihat'snot my idea offun. liven

in the old motion picture serials where

each chapterended with a ciiflhanger,

the filmmakers didn 't replay the entire

episode when you came back to watch

the next week. Iheycutandpastcdlhe

footage to set up both the cliffl)anger

and the escape. Actiongames are a lot

like ciiffhangcrs. Most ofus want our

onscreen characters to .succeed against

impossible odds, and when they don 't.

u e a dcus c\ machina to pull us

out ofthe fire. \ Vc don 't want to cover

the.sameground and defeat thesame

enemies again. All the lack ofa flexible

.savegame routine docs isguarantee

repetition. I lnwe\’er, we admit to two

schools ofthought on this, even within

theCG\y editorial staff

Idnallv, there is a simple reason for lire

dispahtybetween the console andBC

rc\icwsoflhcsi}meba.sicgame:demo-

graphics. 7he yoi inger demographic for

the console market is agroup ofgamers

with more lime than money. 'Iheydon’t

mindphnniig lewis owrand overagain

because theypercciw that to Ixrpart of

the fun. PCgamcisare. in general, an

oldcrdemographicwith more money

and less time. Play ing levels overand

owr can seem tedious at best and wastc-

fulatworst. Consolegamers believe that

the win is better w hen vou’w had In

workandwvrkatpladng the game. PC

gamers believe that winiung is thejxrint

and that theyshould lx‘ able to get there

at theirpace, not.someone elsc’s.

1 Ve hope tbc.se answers clarifysome

ofthe bewildcnnentand that readers

realize that tew ofthese answers arc rc/e-

\anl for e\er\'onc.%

E

We prefer thatyou eniail us at

one of these addresses:

CompuSea'c: 76703,622

Internet: 76703.622® coni-

puserve.coin

or write to:

CGW Ixtter'Ib The Editor

J35 Main Street. J4lh Floor

San Francisco, CA 94105

We reseix'e the right to edit all

letters for.space or clarify'.
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Trapped between good and evil,

voull find vourself at...

"...one of the most anticipated RPG titles for the PC"
- Next Generation Online

The Adventure Begins this October.

ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS and the TSR logo are registered trademarlts owned by TSfl. Inc. BALDUR'S GATE is a
;

trademark ovmed by TSR, Inc. Trademarks are used under license from TSR. Inc. Interplay is a trademark of Interplay Productions. All nghts reserved. All other trademarks are the

property of their respective owners.
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READ.HE

A
t 3D0's recent Editor's Day, we took a look

at the company’s upcoming lineup of

games. At the top of the list is Might and

Magic VI, the latest release from New World

Computing of one of the longest-running and

most celebrated role-playing series on the PC.

Subtitled The Mandate of Heaven, Might ano Magic

VI is getting a complete makeover since the last

game in the series (1993’s Darkside of Xeen), and

it features a brand-new 3D engine (actually, two

engines-one for Indoors, one for outdoors).

The story takes place in the kingdom of

Enroth, where King Roland has disappeared,

plunging the land into chaos. Disasters and an

invasion of flying demons are plaguing the

(and, and it's up to your band of four adventur-

ers to save the world. Along the way, as

always, there will be a multitude of nonlinear

side quests to keep you busy.

New World Is promising that this version will

be much more “alive" than previous games. The

world will constantly evolve as you play, whether

you perform certain actions or not, and NPCs will

roam freely (as opposed to being restricted to just

one area) and will carry out their own agenda.

New World is adding real-time play, but longtime

fans of the series need

not worry-the game

will also retain the

series’ wonderful furn-

based combat system.

Look for it this November.

Might and Magic VI is

3D0’s premier 1997 title, but they’ve

got plenty of other gaming action wait-

ing to ensnare prospective gamers.

Meridian 59 Revelation is the next-

generation release of 3DO’s popular

Internet-only RPG. More than just an

upgrade, this version will feature completely

revamped graphics, a new interface, new

MERIDIAN 59 weapons and spells, new quests, new

MIGHT AND
MAGIC VINPCs, and an entirely

new island world to

explore. Altogether, it will

be a new experience for

online RPG fans.

Uprising, the first title

from developers Cyclone,

slated for October '98, is a

unique entry into the real-

time strategy category: It’s

son perspective. You can

jump between vehicles

and structures, playing

from the viewpoint of a tank or turret, but you’li

always be commanding your forces and placing

structures from the first-person view. Instead of

jusf commanding units, you’ll actually be able to

enter the fray and fight against the enemy in clas-

sic shooter style. This perspective makes the

game feel very much like a Quake clone though.

Also from Cyclone is Requiem, a 3D first-per-

son action-adventure slated for spring of '98, As

a just angel.

dozens of people to talk to, and more than

enough dark enemies to shoot at, this game is

a blend of action and adventure.

Look out, too, for 3DO’s Army Men, a real-

time strategy game pitting green and tan army

men against each other in real-world environ-

ments, like deserts and forests. Army Men

should be available this fall.

—Jeff Green and Elliott Chin

you must stop

an underworld

of your fallen

brethren, who

have targeted

an alien planet

for invasion.

Though this

game is action-

intensive, it has

a lot of adven-

ture elements,

including exten-

sive dialogue,

worlds to

explore, and

plenty of puz-

zles. With

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

THE ZORK LEGACY COLLECTION
Proving you can milk a good thing forever, Activision has repackaged its

classic Zork games yet again in this A-CD collection, which

includes Zork I-III, Zork Zero, Beyond Zork, Return to Zork,

and last year's Zork Nemesis. Also included are the old paper

maps and the wonder-

ful Encyclopddia

Frobozzica, an exhaus-

tive and humorous

G.U.E. compendium

that's been unavailable

for years, and which

every Zork groupie

should own. The one

Edited by Charlotte Panther (CPamher®zd.coni)
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JVeivs Flash

ra’s Back
ith A Vengeance

A
fter a few months of R&R, Lara Croft is

getting ready to spring back into action

and kick some more ass in the much-

anticipated sequel, Tomb Raider 2. Developers at

Eidos are still tying down the exact storyline, but we

do know that our heroine (who now sports a long

ponytail) will do battle with a crew of angry monarchs on

her quest to discover another powerful artifact. On her

search for a tremendously powerful jewel-studded dag-

ger. Lara will encounter the Emperor of China's men

and Tibetan warrior monks, along with the usual

monsters and beasties.

Tomb Raider 2 will feature completely new

environments, both Inside (Lara must explore the

depths of a huge mansion) and outside, prompting Eidos to describe the game as "less

tomby” than Its predecessor. And, if weapons are anything to go by, It appears Lara will be

doing some more swimming: Eidos has added an underwater harpoon to her armory.

Tomb Raider 2 will ship Win 95 native and Eidos is currently looking Into custom port accel-

eration for major 3D cards. It is scheduled for a November release.-C/?ar/o//e Psnther

Lara’s ready for action in

Tomb Raider 2

QUOTE OF THE mONTH

ii One of my favorite things to program Is

the way a ship explodes into fragments.

To me, it's a vital part of the experience. 99
-Larry Holland, designer ol X-Wing vs. TIE FiGrriER

m̂̂
KBroderbund recently announced the launch ot Red

Orb Entertainment, its new division devoted exclusively

to producing entertainment software. Red Orb’s product

lineup includes Raven Software’s Take No Prisoners, an

overhead-perspective 3D action-game expected to ship this

fall, and SSG’s Warlords III: Reign of Heroes. Trilobyte

has signed up to develop a multiplayer action/combat game

designed for Internel play, to be released in 1998. And

Riven, the highly anticipated sequel to Myst, will be pub-

lished under the Red Orb brand this fall.

X-Car: ExPERiMEiia RACiNG^ethesdaSoftwqrks’

first foray into the raing areimas been pushed back until

mid-August. The dSMft Melay the game was made in

order to satisfy som of 0® most-requested. comments fol-

lowing test group/and E^ey resulta New features will

include 3D accel|^94fldJh? '3cldilion of new European

tracks. Look ou/for more nev« on the improved X-Car in

our E3 roundqi next month.

TechnologL&^red thejr first coup by bringing

a Kurzweil synthesize ffl^ne to P-Cs |a-an external daugh-

lerbox. Their latestifend card, Apex, brings the same

great-sounding e^e to PCs- along with very clean digital

audio and Soi^laster pro compatibility. We’ve had a

chance to bang on the Apex, and have been quite

impressed with its overall performance, but that Kurzweil

sound doesn’t come cheap: At $349, this board is probably

best left to musicians rather than gamers. The good news:

AVM is planning to unleash a PCI-based sound card with

support for 3D-positional audio later this year.

sequences from the film serve as cut-scenes.

Generations blends traditional adventure gaming

with action elements and gets unfortunately luke-

warm results. While Trekkies will no doubt relish

missions played as every crew member, other

bummer is the omission of the Enchanter trilogy,

which would have made the package complete.

Other than that boneheaded decision, though, this

is a must-have for Zork newbies or completisis.

—Jeff Green

Activision, (310) 473-9200

PC CD-ROM

Reader Service ft: 301

STAR TREK:
GENERATIONS

Based on the hit film of two

years ago, Star Trek:

Generations lets gamers in on the movie’s

action as they track down the evil Soran

across space. The crew of the Enterprise is

ably voiced by all the original actors, and

gamers may well be put off by unremarkable

graphics, stuttering gameplay, and a save game

feature certain to ignite seething frustration.

-Robert Coffey

MicroProse (510) 522-3584

Win 95 CD-ROM

Reader Service It: 302

LIGHTS OUT
Lights Out is reminiscent W

of one of those annoying puz-
^

zies you find in the middle of an otherwise

great adventure game. The idea of the game

is to switch a set of buttons within a matrix,

in the optimal number of mouse-clicks.

Admittedly, Tiger Interactive has tried to jazz

up this overdone theme, with nine different

AUGUST 1997 CCW



ifs Hume Engine to Form Foumtation lor Six New Hot Action Barnes

will be called Half-Lifc, an action title with

some adventure elements to be published

by Sierra On-line.

In Half-Life, you're caught holding a

deadly technological secret that has

forced a war between Earth and a mysteri-

ous alien race (when aren’t aliens mysteri-

ous in computer games?). You'll have to

light your way out of military installa-

tions, invade the alien planet, and foil

the aliens’ plans for conquest, all while

guarding against your own kind.

Vaive promises smarter Al for your

enemies, all the Quake II enhance-

ments (including radiosity lighting,

rotating objects, transparencies, and

Iranslucencies), and more adventure-

style game elements, including an

inventory and NPCs.

Valve team members hail from

SDRealms, Shiny Entertainment, and

Nintendo, and have worked on Duke

Nukem 3D, Doom 64, and a slew of other

gaming titles.

Look for Half-Life to ship at the end

of this year. In the meantime, we’ll try to

dig up that mysterious sixth licensee.

-E//iol( Chin

T
he hottest up-and-running engine

you can license these days is the

Quake engine (sorry Epic, but we’ll

wait until Unreal releases before we con-

test Quake's 3D supremacy), and quite a

few companies are doing just that. So far.

Raven (Hexen II), ION Storm (Daikatama

and Anachronox), Hipnotic (Sin), and

3DRealms (Duke Nukem Forever) have

announced that they’ll be using the Quake

engine. But id says there are six compa-

nies currently licensing the engine. Well,

CGWs discovered that the fifth is a start-

up outfit called Valve, and its first game

^ PLAYING LATELY^

CGW Survey* Last Months on

Month Chart

1. Diablo (Blizzard) 1 4

2. Red Alert (Westwood/Virgin) 3 5

3. Heroes II {New World Compuling) 5 5

4. Duke Nukem 3D (3D Realms) 4 16

5. Quake (id Software) 6 8

6. Civilization II (MicroProse) 2 15.

7. Tomb Raider (EidOS) 9 3

8. Steel Panthers 11 (SSI) 16

9. Daggerfall (Belhesda) 10 7

1 9. Links LS (Accolade) 1

9. WarCraft 11 (Blizzard) 8 18

’ Vibmailssui\eylo 1,500 rsrxiornly chosen subscribers ^chrr}orith.fN^l^^ Miches

whal gaines rearm are pl^ng the mosb as opposed to the ‘qualit/ rankiiTg' in We Top W.

PC Data Best-sellers**

1. Diablo (Blizzard) 1

1

2. Red Alert (Weslwood/Virgin) 3

1 3. Myst (Broderbund) 4

1
4. X-Wing vs. TIE Fighter (LucasArfe)

1

5. C&C: Counterstrike (V\fes(vA)OdAflrgin) •

6. Microsoft Flight Sim (Microsoft) 2

7. Barbie Fashion Designer (Mattel) 5

8. Monopoly Multimedia (Hasbro) 8

9. WarCraft Battle Chest (Blizzard)

1
10. Quake (id Software) 9

1

" Tte lop selling PCganm as calculsled ty PC Data, during April, 1997

FORREST J.

ACKERMAH'S
MUSEUM OF
SCIENCE

puzzle lypes, four matrix sizes, randomized and tliougp, the game lacks one important

pre-programmed options, and a novel collec- ingredient: kn.-CharUe Panther

tion of buttons. Even with these eiements. Tiger Interactive, 1-8S8-TIGR-SOS

Wn/Mac CD-ROM

Pearler Service h: 303

AND
FANTASY

Forrest J.

Ackerman, as the

owner of the greatest collection

of science fiction and fantasy artwork and

movie memorabilia, is (and has been for over

70 years) arguably the luckiest "kid" on the

block. And so it is that Marlin Software has

released Forrest J. Ackermah’s Museum of

A ccw AUGUST 1997
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(RACE WO)
Otiilv(3DB)«i

(Vcn'telDOO)

frki^SttiBEiian

WIuTigtOtln

jJnm/TnliMtffiltrnd

3pKi^E^!Ktv

lenvrtCom

lutBuPHOoiyeiiiMi

ttriylarOVOPUytict

^SGRAM for 1280x1024 fully

^ textured 3D resolution

|^i(PERT@Play supports the

W ^ward-winning ATI-TV add oi

If/ c^rd - the best TV tuner and

./wdeo capture card
\

^/ticludes FORMULAlan^
^rJ^racide-FREE W
n^^^out www.atitech.S

)^^all(505) 882-2600

If you can see it, you can

be it -when you’re an ATI

XPERT@Play^
Unequaled 3D features and powerful

acceleration for immersive 3D that

blows away game consoles

• High performance 3D, 2D, MPEG-2/

DVD ready video with big screen

TV-out display in one card

• Brute force 3D horsepower with

setup engine texture cache,

edge anti-aliasing, texture with

decompression and more:

-1.2 million triangles/second

-75 million textured pixels/second

• Optimized for MMX processors

for full screen, full motion

MPEG-Zplayback

• Balanced performance for the

best in Direct 3D, DirectDraw

and DOS gaming

Up to 8MB of high performance

CCopyrighl 1997, AIlIichn<ilo^MliK.'AII,XP£RT<?F1ay.ATI-IV.and 30 RAGE PRO aieirademaiksand/otrcgisieied trademarks of ATITethnologiesInt.

lUloihtrtotiipaDysnii/citp.'odKinarr.8Ur»itadtmaih4and/otregkteitdira(leinatl(Sol ihtir tespectivemanufaciurcts.Fealutes.peilMinance.and

specifications may vary by operating environment and ate subject to change without notice. Products may not be as exactly shown.' 30 WinBench 97,

on a PH 266 Mhc, 512K cache, 32HB SDRAM, PCI bus at 6A0x48Oi!6bppG'75Ht 2 Screen shot examples from FORMULA I. FORMULA 1 is the creation of

PStGNOSlS.TerracideisafegisietedttadematkofEidoslMerattive. CIRCLE READER SERVICE #106
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andAtec
SECRET OF THE INNER SANCTUM

COMPUTER ROLE PLAYING GAME OF THE YEAR - 1986

Might andMqgfcll
GATES TO ANOTHER WORLD

COMPUTER Role Playing Game of the Year - 1988

isles of TERRA
Computer Role Playing Game of the Year - 1991

CLOUDS OF XEEN
Computer Role Playing Game of the Year - 1992

MigJ* andM?s»V
DARKSIDE OF XEEN

Computer Role playing Game of the Year - 1993

UIIWMMW



THE MA®

The next qn-^TER "

IN THE AWARD WINNING SERIES

Com I nG, Soon

NEW W^RIB BaMPurm
A Division Of The 3D0 Company

1-800-251-9563
New Woria Compuling, Ihe New WorW Compuling logo, and Might and Magic are trademarks and/or regisiered

trademarks ot The 300 Company. ©1997 The 3DO Company, All rights reserved. All other trademarks are property of their lospecilvo holders.
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Combat
fiats Nasty

A
lthough the F-22 Raptor still hadn’t made

its first test flight when this issue went to

press, the plane was the center of a

heated skirmish during involving

two software companies, a major player

in the military-industrial complex, and the U.S. Air

Force, In the end, it appears gamers won the dogfight.

The fracas began after Interactive Magic an-

nounced it was changing the name of iF-22 ASF to

iF-22 Raptor. Meanwhile, Novalogic announced a

sequel to F-22 Lightning II called F-22 Raptor.

In late April, 1-Magic received notice from

Novalogic that it had registered the F-22 Raptor

trademark, A few days later, Lockheed-Martin pur-

portedly sent a letter announcing intention to work

with Novalogic and telling l-Magic to change the

product’s name and “remove all references to

Lockheed Martin and all images of Lockheed Martin

aircraft from any and all software 1-Magic manufac-

tures, sells, and/or distributes." This request implied

chilling repercussions for the entire simulation indus-

try, and threatened to limit use of individual military

vehicles not only as the focus of a simulation, but

also as potential adversaries.

After Novalogic received a similar cease-and-desist

letter from Lockheed-Martin, it contacted the compa-

ny to try to work out an arrangement. Novalogic

announced its intent to secure exclusive rights to the

'‘F-22 Raptor” name and "exclusive access to their

technical consulting and other proprietary assets for

ongoing fighter programs."

1-Magic took the situation public with an open let-

ter posted on its Web page explaining the situation

and arguing against any one company monopolizing

the use of a government aircraft in sims. It received

overwhelming support from gamers posting to its

Web site and to Usenet newsgroups.

Novalogic’s John Garcia said that the company

didn’t want to prevent anyone from doing a simulation

with the F-22; its interest was simply in protecting the

comp^’s trademarked name.

In the end, nobody was a clear winner. Lockheed

backed down on its exclusive licensing agreement,

releasing a statement on June 6 that stated,

“Lockheed-Martin does not intend to license trade-

marks and logos associated with the F-22 fighter

without consultation with the U.S. Air Force, and no

licenses will be granted on an exclusive basis. Our

objective, like that of the Air Force, is to encourage

widespread positive use of the F-22 name. Licensing

allows us to protect the quality and integrity of our

product’s names and marks.”

Ironically, 1-Magic ended up changing the name to

just "iF-22" after it was discovered that "Raptor” was

trademarked by Apogee for an arcade game. Apogee

offered to license the name, but l-Magic declined,

press time it wasn’t clear if Novalogic chose to pur-

chase the trademark, which was rumored to be sell-

ing for a whopping $100,000. —DennyMin

Science Fiction, Horror and Fantasy. This four-

CD collection allows the genre's many followers

the opportunity to stroll through the empori-

um’s many rooms. Forrest (or '‘Forry”)'s leg-

endary collection is represented by film clips of

ali sorts pius paintings from every major artist

from the golden age of science fiction.-A//erj

Greenberg

Marlin Software. (800) 921-9581

PC/Mac CD^ROM

Header Service H: 304

PERFECT
WEAPOH

f

Perfect Weapon is an ambitious

attempt at combining the furious fisticuff action

of ViRTUA Fighter with the exploration and puzzle

elements of the hit PlayStation title Resident

Ewl. As Captain Blake Hunter, world champion

martial artist, you are transported to an alternate

dimension where you must use your skills to

battle against 20 different alien species. The

action sequences are hindered by a game cam-

era that switches viewpoints at the most inop-

portune moments, a problem compounded by

the overly complex fighting move list.

The player control also has a noticeable lag

during fight sequences. Nonetheless, this is a

decent action game with a unique blend of

beat-em-up intensity and brain-twisting puz-

zles.—My fl/cAards

ASC Games. (203) 655-0032

PC CD-ROM

Reader Service If: 305
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THE ULTIMATE RPC?
TOH HALL AND ION STORM TO CREATE THE MOST AMBITIOUS CRPG EVER

E
ven as far back as during the develop-

ment of WoLFENSTEiN 3D, id cofounder

Tom Hall wanted to inject a greater sense

of story and role-playing Into his action games. If

he had his way, Wolf3D, Doom, and Doom II would

have had character development, or at least an

Internally consistent and engrossing story Having

co-founded ION Storm with John Romero, Hall

now has the chance to finally create

the role-playing game he has

always wanted. It Is called

Anachronox, and it sounds

ike it could be a win-

ner. Hall is honest

about his inspira-

tion; Squaresoft

role-playing

games. In fact,

when I visited

ION Storm a

few months

ago. Hall told me

that every mem-

ber of his team

had to play

Square’s Chrono

Trigger RPG

before they started

work on his game.

Sly Boots

Anachronox is slated for a fall 1998 release,

but a lot of art and conceptual design has already

begun. It will use the updated Quake engine (fea-

tured in Hexen II and Quake II), and will play from

a third-person perspective.

The game takes place In the future. In a time

when humans have traveled the stars via wormhole-

like devices called Senders-massive, planet-sized

artifacts left by an unknown, long-perished race.

These Senders connect the galaxy, and create a

massive galactic community. As the game begins,

that community stands on the brink of destruction.

Mysterious forces, whether natural or not, are now

causing the galaxy to collapse in upon itself (what

scientists dub a Crunch Conundrum). Could this

imminent destruction be linked to the Senders?

As the main character, Sylvester "Sly" Boots, you

begin the game in the city of Anachronox ("Poison

From A Previous Time"), a city that once was a

galactic prison and is now the center of all that is

nefarious in the galaxy, it floats in the middle of

Sender One, the primary Sender that lies in the very

center of the galaxy. Joined by your old flame,

Stiletto Anyway, a mercenary android, you embark

on a quest that will take you to dozens of worlds

and three different dimensions, as you seek to halt

this Crunch Conundrum that threatens the galaxy.

Like the console Final Fantasy series, this game

will be vast. There are plans for the player to face

hundreds of different enemies,

talk to even more

NPCs, and visit more

than a hundred different

locations, ranging in

size from a single

room in Quake to a

full Quake level.

Along the way,

you’ll recruit a

total of eight more

player characters, which

you can play in teams

of three.

Aside from the

sheer size of the

game, and the

determination to

bring emotion

and personality to the story and characters. Hall

hopes to introduce a modular weapons system to

Anachronox. Certain player characters, called

Elementors, will be able to combine components

called Elements to create their own unique

attacks and weapons. It is an incredibly ambitious

project, but Hall is optimistic about his fall 1998

release date. We're excited, and as we hear more

about this RPG, we’ll bring you updates and a full

sneak preview. -Elliott Chin

' stiletto Anyway

a new

3D ULTRA MINI GOLF
Following the success of the 30 Ultra

Pinball titles, Sierra is inducting a new

type of game into the series:

mini golf. Mini golf translates

surprisingly well to the PC, and

this electronic version of the popular pastime

offers three ways to play: Normal mini golf-

like the outdoor version; Hote-By-Hole, which

allows you to compete one hole at a time

against up to four opponents; and Race Play,

which pits you against the clock. Two well-

designed nine-hole courses include some

familiar sights (the Windmill, the Lighthouse)

and some not so familiar: Avoid the lasers in

the Rocket or your ball will be dust; watch

out for the Octopus in Neptune’s Kingdom-

those tentacles may do you some damage.

Each hole has appropriate background

music, along with the great voice-overs, crazy

sound effects, and

animation that made

the other 3D titles a

success. The game

offers two putting

options—Easy Putt,

which requires just

one click to get the

bail rolling, and Is

perfect for those who

just want some quick

fun, and True Putt, a

more sophisticated

system, which allows

you to control the force and angle of the putt

with your mouse, for those true aficionados

who really want to polish their skills.
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'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 ...

A genre-busting 3-D extravaganza."

— Computer Gaming World

"...This one should be at the top of

your list."

— PC Gamer

"Perhaps the most

desperately anticipated

sequel since Civilization 2/

— Next Generation

'Awesomely addictive 3D

adventure... Some of the

most amazing graphics

and gameplay you've

of the most

iignificant achievements in

adventure gaming in a

ong time."

"Adventure gamers should get

ready to set aside a large

chunk of their summer."

— GameSpot
— PC Games ever seen."

— Computer & Net Player

of Alone In The Dark and Time Commando.
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THIS

JUSTIN

3D Ironworks

T
his edition of the Works has chips

brewing from 3DLabs, Number Nine,

30fx, and intel. Aii of these chips look

like potenfiai winners, but with the 3D-

chip vendor count now over 30, a

shakedown is inevitable within the next year or so.

As mentioned iasl month, 3Dfx has two chipsets

in the works; Voodoo 2 and Banshee. But despite

our best badgering, the company is staying quiet

because of its pending iPO, and the folks at SEC

have squelched any

discussion of 3Dfx’s

future chips until mid-

summer. My guess is

that Voodoo 2 wiii

essentiaiiy be a much

faster Voodoo, stiii 3D-

oniy, and with few or

no additional features.

Banshee wiii most iike-

iy be a 2D/3D offering,

which incorporates

3Dfx-ciass 3D perfor-

mance and 2D function-

aiity into a singie chip, and adds some next-genera-

tion features iike bump mapping and an advanced

filtering technique called anisotropic filtering.

3DLabs has announced its Permedia 2 2D/3D

accelerator, which integrates a complete

floating-point geometry setup processor based

on their GLINT Delta technology, offloading all

geometry setup processing from the CPU.

Permedia 2-based boards will connect to either

PCI or AGP, will have 2-8MB of 100MHz SGRAM,

and the chip's integrated RAMDAC will run at

230MHz, supporting resolutions up to

1600x1200 at 83Hz. Board makers including

STB, Diamond

Beatlemania: Number
Ticket To Ride.

(TTR) chip, a 128-bit 2D/3D accelerator chip with

a full 30 feature-set. Like Permedia 2, it will sport

a floating-point setup engine, which will relieve

the CPU of those chores. The 100MHz TTR chip

will run on either PCI or AGP, and will support

SGRAM, WRAM, or VRAM. At press time, no

board makers had announced plans to ship TTR-

based boards, perhaps owing to the chip’s rather

high price tag of $125 in 10K quantities.

The most curious entry this month concerns

Intel, with its AGP 2D/3D chip, dubbed the

lntel740. This chip is a result of Intel’s collabora-

tion with Real3D, an offshoot of 3D veteran

Lockheed-Martin. Other than confirming the chip’s

existence, Intel is remaining very tight-lipped about

details on this model,

though guestimates

are that it will

be a full-

featured

high-end

competitor

that will be on

both AGP boards

and motherboards.

—Dave Salvator

paigns, new artifacts, new structures, and a few

surprises. In this game, if doesn’t matter

whether Roland or Archibald won the Itor of

Succession: the four campaigns have complete-

ly new stories. There are two large, eight-sce-

nario campaigns, and two smaller ones. New

World has also added a few new structures,

inctuding a barrow to recruit ghosts, as well as

more artifacts, including one super-arti-

fact that Is composed of three separate

pieces. The Heroes II system is as addic-

tive as ever in Ibis expansion set, and

with the four new campaigns, new multi-

player and standard maps, there are

more engrossing battles to be fought for

those heroic enough to revisit the lands

of Might and Magic. -Elliott Chin

New World Computing,

(800) 325-8898

PC CD ROM
Reader Service it: 307

Whichever way you decide to play, you’ll find

3D Ultra Mini Golf an amusing distraction.

-Charlotte Panther

Sierra On-Line. (800) 757-7707

PC CD ROM
Reader Service if: 306

HEROES ll-THE _
PRICE OF
LOYALTY
How do you follow up one

^
of the most addictive strategy games of ail

time? With a well-done expansion disc, that’s

how. The Heroes II expansion set, Price of

Lovalty, developed by the same folks who

brought us the WarCraft II expansion pack,

Into the Dark Portal, has four new cam-



SHE'S DEALING WITH
SOME CONTROL ISSUES.

^ ^^[Meat Puppet]...may turn out to be the

most bad-ossed hard-core 2D shooter ever.^^

1

Lotos Abstraction. A beautiful woman with a

keen mind and a big gun, living in a destroyed

2tst century. Someone has taken her memory
and her freedom. Now she musf kill or be

killed, while trying to tind whoever or whatever

is controlling her.

• 300 fully Interacfive rooms throughout a

unique, stacked playing environment.

• Climb 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.

I COMMAND, YOU OBEY. EVERYBODY GETS WHAT THEY DESERVE.



Question of The Month: 1

Q ! I love playing Microsoft Flight Simulator, but I’ve found thal

there Is no lime left for doing exercise, It would be wonderful if I

could do both things at the same time. Is there a bicycle machine

that functions as a control pad? For example, one that takes the

paddle speed as the throttle opening and the handlebar as direction

control. Appreciate any input,-J, I Twu (smokerise@prodigy.net)

A ! We’ve never seen anything like this, but we think it’s a great

idea. If anyone knows of such a device, please contact us immedi-

ately. Judging from the pasty faces and doughy bodies around

here. CGW could definitely benefit from the experience! Those

dreams of fitting into a shiny white Speedo may yet come true.

Spaa0rli360

(atthesoNavKus
he industry’s latest Godot seems

\ to be the Universal Serial Bus

I (USB), but the wait may soon be

over. Systems are shipping with USB

ports and USB-ready BIOSes, and it

appears Microsoft has finally released a

USB driver for Windows 95. The first

USB controller we’ve gotten is

SpaceTec's SpaceOrb 360. While this 3D

controller might seem somewhat alien to

gamers, after some initial learning curve,

it lets you drive flying titles like Descent 2

and shooters like Duke Nukem 3D and

Quake with aplomb.

Since we’ve seen the SpaceOrb

360 before, this time

around, its installation

was actually its

most impres-

sive feat. USB

holds the

promise

of ’’hot-

swappable" controllers, where you can

unplug one, plug in another, and have

the new controller recognized and ready

to roll without rebooting. Now before this

can happen, you’ll need to have Win-

dows 95’s USB patch installed, but it was

pretty startling to plug the SpaceOrb 360

into a USB port where it was instantly

recognized, and then be asked for a dri-

ver disk. Once installed, this USB version

of SpaceOrb 360 drove Interplay’s

Descent 2 as easily as the original, but

thanks to USB, you can now have Space-

Orb, your joystick, and a gamepad all

connected at once. SpaceOrb 360

should be shipping by Christmas.

-Dave Salvalor

Ensoniq Migrates to the PCI Bus

A
udio's eventual move to PCI continues with the arrival of Ensoniq’s

AudioPCI part, the second PCI audio board we’ve seen following

Diamond’s MonsterSound. In fact, at least 10 audio PCI chipsets

are currently in the works. For their part, Ensoniq has developed their

ES1370 chip, which handles general Windows 95 audio chores, has a

wavetable synthesizer engine, and provides Sound Blaster Pro 2.0 support

for DOS games. The board is very compact, and will hit the streets for

about $75-whal a deal! AudioPCI loads wavetable samples into system

RAM rather than using an onboard wavetable ROM, and offers three

General MIDI patch sets: 2MB, 4MB, and 8MB. AudioPCI will also have

four-channel output for running a four-speaker setup.

In some quick game testing, DOS titles like Duke Nukem 3D, Commanche

.3, and Quake all ran swimmingly in a DOS box. AudioPCI also has a DOS

')ver so you can play DOS titles in exclusive MS-DOS mode. Duke and

Commanche both

ran fine using

this driver, but

Quake crashed

repeatedly.

Windows 95 titles

like USNF '97 ran

well, and the

General MIDI

patch set sound-

ed terrific, for the most part.

AudioPCI should be shipping as you read this, and as soon as we have

rev. 1.0 drivers, we’ll give you the full lowdown on this low-cost offering.

-Dave Salvator
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Microsoft Set to

Use the Force

i

n yet another foray info gaming con-

troller hardware, Microsoft is work-

ing on its new force-feedback joy-

stick, the Sidewinder Force Feedback

Pro. As well as adding force feedback

technology, this digital stick moves the

action buttons that were awkwardly

placed on the Sidewinder 3D Pro to the

front of the stick’s base; this allows you

to lay your

non-stick

hand

across the

base to dial

in throttle

settings

and use

the four

buttons.

Now the

downside:

This new

stick will

not support Immersion's Force API.

which game developers have been

using to talk to CH's Force F/X stick.

Instead, Microsoft has incorporated

force feedback functions info its

Directinput APi in DirectX 5.0, making

game developers either choose between

APIs, or support both.

The prototype unit we tested came

with GT Interactive’s Tiger Shark, an

aquatic shoot-'em-up. Force feedback

features included rattling {when we fired

the ship's machine gun) and a sluggish

feel when our character went underwa-

ter (to simulate the resistance generated

by underwater navigation). Also, the

stick reacted whenever we collided with

stationary objects or other ships.

The coolest thing that came with this

unit was the force editor front-end for

developers, which lets you tweak the

force settings and behaviors for Tiger

Shark, or create new ones. Microsoft

hasn’t committed to shipping a force

editor with the stick, though it would be

a welcome addition. Ship date is slated

lor late September, and a USB version

will follow,-Daws Salvator

I

Springfield
Springs to Life

T
hey come Into you/-

home every Sunday night. Now, the Simpsons invite

you to visit their humble abode, and meet the family

face to face. Well.,.vlrtually.

Designed in close cooperation with Simpsons creator Matt

Groening, Virtual Springfield allows you to explore every inch of

Barfs glorious hometown. Pick up supplies at the Kwik-E-Mart, join

the locals for a beverage or two at Moe’s, or just hang out at the

Simpsons' place and get to know them better.

Although the product does offer a few mlnigames

and diversions along the way.

Virtual Springfield Is primarily

an exercise in point-and-click

exploration. Nonetheless,

the all-new dialogue,

provided by Simpsons

cast-members, including

Dan Castellanefa, Nancy

Cartwright, and Hank

Azaria, brightens up the

journey. Die-hard fans

should find it an

amusing trip.

-Charlotte Panther

JERKY BOY: Homer battles the munchies at

Apu's Kwik-E-Mart

bars (hmmm...didn’t I see this in Mario 64?). The

expressions and animation for Croc are amazing, and

many of the game environments are also breathtaking.

There will be dozens of levels in the game, including

cavern, underwater, and snow levels. Like Mario 64,

this game might look cute, but the gameplay is chal-

lenging and tm— Elliott Chin

malACioc
Fox Interactive is set to add another cutesy,

bouncing animal to the list of enemy-stomping gam-

ing mascots. Croc, a lovable baby crocodile. Is the

main character (and title) in Fox's 3D plat-

former to be released on Saturn, PlayStation,

and the PC this fall. The graphics are lush,

bright, and beautiful on the PlayStation ver-

sion, and the PC will look even better, with

support for 3Dfx and other 3D-accelerators.

Gameplay is very much like a cross between

Super Mario 64 and the Sonics and Marios fron

the good old 16-bit days. You have to collect

gems, stomp and tail-slap enemies, and rescue

cute little animals trapped by evil end bosses.

There are even levels where you slide down

chutes and have to swing under jungle gym-type



IViE Carmageddoiu XV5.*

“Impact Car of
the Year.

”

Car& Pedestrian Magazine

“Best road-kill

compacter in

its class.
”

J.D. Cower&Associates

“It slices, it dices,

it wipes clean in

Consumer Contorts

_TfiUEJ3D,_36D®
GRAPHICS ENGINE
FEATURES USER-
DEFINABLE CAMERA
ANGLES, INSTANT
REPUY AND SVGA
OPTIONS

25 DIFFERENT
VEHICLES, EACH
FEATURING ACCURATE
DRIVING PHYSICS AND
REAUSTIC COLUSION
DAMAGE

36 RACE TRACKS
AND 5 DIFERENT RACE
ENVIRONMENTS FEATURE
COMPLETE FREEDOM OF

MOVEMENT

Network play

INCLUDES 7 MODES
AND 3 UNIQUE TRACKS

BY GAMERS. F{)R GAMERS.'

* Shown With optional hood ornament.

Some race for glory. Some for money. Then there are
those who drive for the sheer ecstasy of crunching bones
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 HORSES UIMDER THE HOOD.
EVEN MORE PEDESTRIANS ON TOP.

Power-assisted 4-wheel disc brakes,
FOR MANEUVERING THROUGH PILE-UPS . . .

OR CAUSING THEM.

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

Shift-on-the-fly
4-WHEEL DRIVE MEANS YOU'LL
NEVER MISS THE BIG BEACH

PARTY AGAIN.

The RACilMG GAME FOR THE CHEMICALLY IMBALANCED.

819?7and trademark SCI. All rights reserved. Interplay is the trademark of Interplay Praduct’ons. All riahls reserved. Exclusively pubTished
and distributed by Interplay Productions, All other copyrights and trademarks are the properfy of their respective owners.
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iMjyyiiaMflHiM tat:3'WpMpMIUpB iW® ^B*PP ^ppiUPp ^jP^p'liB^si

UAKE Queen I

Stevie

“KillCreek"

Case became

the darling of

the Quake community

when she challenged

QuAKE-creator John Romero to a

DeathMatch and won. Now,

KillCreek gives us some tips, uncov-

ers some secrets, and reveals just

how it felt to beat the maker.

Ob DeathMatch vs. slavlcplayers

Online compelilion makes Quake much more

competitive and personal. The friendships I’ve

formed through playing Quake make the com-

petition much fiercer. It’s great fun to know just

what your opponents might be screaming

every lime you blast them with your rocket

launcher!

Favorite

WeapoB!

I almost

always use the

rocket launcher

when I have it.

The only time I

will swi&

weapons is when I

have the quad and am low on health. I have a

specific quad alias in my config that allows

me to switch to the most powerful weapon

!

have that won’t do self-damage, such as the

super nail-gun.

by Alex Uttermann

On Beating Romero:

Playing John, I was very

nervous. I knew what would

be said about me, and

women Quake players in

general, if 1 lost. The match

was set up as a best of

three, on three different

maps. We started playing

and I was losing horribly,

16-3. At that point, 1 let ail

the sexist comments I had

heard run through my

head, and thought about what it would be like if

I lost. I came back to beat him 25-19. Though

I lost on the second map, I did win the third,

and therefore won overall. During the first

match I was shaking because i was so scared

to lose, especially to someone so well-

known in the Quake community. i(

turned out to be worth all the ten-

sion though, John is a terrific

guy and was a great sport

about the whole thing, as evi-

denced by their hilarious

shrine to me (www.ion-

storm, com/cfiaos/

I

chalienge/tshrine/

index.html).

lltfvlK to WoBBH Piaytrs:

If you are new to Quake, stick with it.

Find other women or men out there

through Quake news pages or IRC who will help

you learn how to play. There is nothing like the

feeling of beating an opponent who thinks you

can’t play Quake because you are a woman.

The time you’ve spent practicing will be well

worth it, to know what that feels like. %

On Improving Ror Skills:

You can never be tod good at rocket jump-

ing. It comes in handy constantly. Also, your

biggest advantage against even the best Quake

player can be knowing the level inside and out,

I’m still trying to learn all the important tricks to

the most-played levels.

KillCreek's three Rules of Thumb:
1 . Always keep an eye on your opponents’ patterns. All players have a natural tendency to run

patterns in a level. If you knock players out of their patterns, they will be less successful

and more timid,

2. Know the level inside and out. Play them on your own, watch demos of others to learn new

tricks, or just keep practicing on the Net.

3. Pick one config and get comfortable with it. Don’t constantly switch your controls or you

will never have the advantage of instinctively hitting the right keys.

ccw AUGUST 1997



Game
The World's First

Internet Collectible Card

Yasuban Operative'

i CraniaiTi th Air Cavalry Strike

Corporate -^ Sabotage

iiosrt/E,- 'Skma
.'V'v '0i{sln3l:A[tW0|li bV'OmarRayyan

Nonames

tOrism AilinA ty Oah Scott- Otlginat.Artwwk l>y TotM OeMefe

Corporate

oeSxjrces*
Otijinal Artmol: by Dsvid Maijil

Monastery

Oii£lnal Artwoil; by Oiilstopher J. Hlcl;$

Free Software - Free Play

Collectible Tradable Virtual Cards
Head-to-Head Internet Play

Available now in Starter Decks and Booster Packs at

www.ChronX.com
Genetic Anomalies and Chron X © & TM 1997 Genetic Anomalies, Inc. All Rights Reserved
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Can Activision's Reai-time Entrant

Give SmCam a Hun for its Monev?

E
veryone is looking to Blizzard’s StarCraft to

clean up this genre and to set the next stan-

dard in real-time gaming, but what many

might not realize is that Dark Reign could very well

be as innovative as Blizzard’s impending jugger-

naut. Among the many features in Dark Reign-

some of which were reported in our January, 1997,

preview-are more interactive terrain, adiustable Al

for units, and many multiplayer enhancements.

Units will be able to use the terrain to their

advantage: Some units will be able to hide in

forests or burrow underground, and other units

will be able to take cover behind rocks and take

firing advantages when shooting from higher

ground. Movement will definitely be affected by

the type of terrain being traversed.

In multiplayer. Dark Reign will offer alliance

play for trading units and resources, and offer

handicapping so fhat skilled and unskilled play-

ers can fight. Activision also plans to have a free

gaming service online soon, similar to battle.nel,

which will allow Dark Reign players to play

games over the Internet.

Other features will include the

ability to queue production lists and

set formations and points.

The adjustable intelligence

and tenacity of units are still

being worked out.

While many have sung the

praises of StarCraft (this writer

included), no one can doubt that

Dark Reign will be on its heels

with as many cool improve-

ments and as much fun game-

play. Whereas 1995/1996 was

the battle between WarCraft II

and Command & Conquer, this

year could very well turn into a

StarCraft and Dark Reign race.

At least on the release date

front. Dark Reign has the edge.

It is set to hit stores in late June.

-EllioU Chin
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Mindscape

Sierra

"

MicroProse

8/97

Xmas 97

Afle' 'of
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Fall 97

'TO/97;

Winler97
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Bass Masters Classic THQ 11/97

Battle Spire Beihesda
1
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Black Dahlia Take 2 Fall 97

Blade RuanctWestw8ltrr™“'”''"''''"''Tr®T5mi
Byzantine: The Betrayal Discovery

Civil War Generals Sierra

Close Combat II Microsoft

f^ootbali 97.

Confirmed KIM Eido^

Demon Isle Sierra

Daikatana (on Storm

European Air War MicroProse

Falcon 4.0 MicroProsI

Fallout Interplay

F-22F

FPS Football 98 Sierra

Front P

Fliaht Unlimited ll Lookina Glass Fall 97

Flying

Golqothacrack.com Fall 97

Heavy Gear Activi^fori r

iF-16 Viper Interactive Magic Fall 97

'

Intel740 3D Chip Inlei

'
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Journeyman’s

King's Quest: Mask of Eternity Sierra 12/97

Legacy of Kafn C^I.Dj
MiG Alley Empire^

,

Myst 2: Riven 8f6̂ amun(ri7
NFL Legends Accolade

NHi. P0WBipl#®rW
Quarterback Club 98 Acclaiiri

Pacific Tide Star

Panzer General II SSI

Pax tmperia; Eminent Domain THQ
Populous III EA/Biillfrog

Prey Apogee/SD Realms
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•

1

Red Baron II Sierra 9/97

i'RednuantBethlstIa' . Ule97 1

Return to Krondor 7th Level early 98
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Screamin’ Demons Activision

Secret of Vui(!a?¥Wi^f?^
Semper Fi Interactive Magic

Winter 97
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9/97
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SODA Off-Road Racing Papyrus

Steel Pantiiers III SSI

Fail 97W
:

Su-27 Flanker 2.0 SSI

l^am Apache Etdds

Winter 97

“Wlfiier ST- .1

TFX 3 DIO late 97

Tbne Rebellion Bfoderburi^™™®^
Trespasser: Jurassic Park DreamVVork

Turok: Dinosaur Hunter Sculptured

Unreal Epic
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"
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!
Warhammer Dark Omen SSI 11/97_ 1

X-Fiqhter Sierra 12/97

i Zork: Grand luoUHIItor Activision i0i97 1



THE M399 GAMESTER.

EATS MMX CHIPS
FOR LUNCH.

Jusi keep your hands away from iis CD-ROM and everything will be fine. The Gamester from Recompute

makes a quick meal of MMX''' 166 chips, with or without salsa. Faster frame rates mean you can fight,

blast, crash, destroy, maim and kill at break-neck speed. At 51399, you get the big meal deal on a

totally reconditioned Pentium® 120 with Sierra™ Screamin’ 3D card — including monitor, CD-ROM,

keyboard, 1.1 gig HD, pre-loaded Quake™ indy Car Racing 11™, Silent Thunder-

AlO™, Cyber Gladiators™, and sharew'are \^ersions of Heretic"' & Doom"!

(Fries not included.) And if your Gamester ever gets indigestion,

our heroic Lech support stafi’ wiil do w'hat it takes to restore its appetite

^COM PUT E~
to MMX munching speed. Call today for the blue-plate special! Rctlimkuig tlic way the world computes.

o
To order. Call toll-free

1
-800 -404-9824
Mon-Fri: 8 am -8 pm /Sat: 8 am- 2 pm CST

sscp.mM
Tex.is rtoidems add 8.25% sates lax

CIRCLE READER SERVICE #170

www.re-compute.com

6 1997 Rscompuie Siufl our Uw)frs usnt us loicll you In time muls. undtr controlled siiujiions in Rccompuic'“ icsiing laciliiy, the Gamester sutpisscd the HP Muliiraedia vinh Imel* MMX 166 chip in (came rate and screen lesolmmn Prices salid in

US. only and do not include shipping, handling and uses. Configuralions and ptudui! spccilicalions raiy be changed ai any iimc wiihoui notice RttoinjiiiU' fa Recompuic logo arc trademarks of Recompute Coip All other brands and product names are

uademaiks or registered trademarks of iheit tesptuivc companies. No afliliation, connection, associalion, sponsotsliip, endorsement or apptoeal has been ohiained from the computer raanufaciurers and none should he implied.



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

into a human and make enemies with

your friends. Conquest Earth is a world

you'll want to step into very carefully.

AMAZING
GieAI>HIC

COIVtPUTER PLAYER

‘"GLORIOUS LY

PC GAAAER

IZQni^lLJ=5T=SmTH
XA. K E S ON



You can ploy either side in this intergolactic strategy

game, Instontly morph into o weapon or battle tonk

—

even a human being.

When playing the alien side, you'll experience o

unique interface with different rules and capabilities.

You'll employ never-before-seen tactics ond strategies

to foil your human counterparts.

Vary your strategy lo keep your opponents guessing.

Keep track by monitoring them through your interface

portals. With over 65,000 colors, the action 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.

GON CkU EST EARTH . CO JVt eiDOS
ConquBSl Earth and Eidos Interactive are trademarks of EIDOS, PLC. O 1997 Eidos CIRCLE READER SERVICE #275



•^iiLV biitlf)n. ^QTisicIcr jl your bailie cry.

I lien liriiiQ.ob ihe sl?c letal warriors, zombies

and coiinllei^s oilier uncleatl denizens. Eacli one

is anollier clianee- to slice , and clice-. jibe a

Ginsu^. linlle ^one bad. Or simply cast a spell



oQ.lthe pricstcH« "wlros'yonc yo.ii ,vvron^.

.Because In iJiis caverndita maze cleylous

traps, its: all abonl cKcatiii^ deatk at every,

turn, klurriiT^ tlial line lirte kelrween pleasiu’e
'

and pain. And just wken you'jtkink you cant-

take- it’ anyfnore. consider tke. .altern^itiYe-

You’ve been warned

‘circle reaper service #276

5eq0.com_

.<if Eidat Intzncti'ft S.inT-Bdof'

no sfflfation-wlttrEidosIntenulve.

Deidi^ Duni^'ind Eidos bitmc

Ginsu IsarsjUt^tradjraatPdfSconFStvi-Cc
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www.conquestearth.com

' likeness. CORE and Eldos Inleractiv

a trademark ol Dale Design and Ekl

! trademarks oiEidos, I

ling’s ifl covergirl.EidosConqin
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FROHr THE COUrPANY THAT PUSHES
YOUR 3D CARD TO THE LIUTIT

Terracide is the neuv technological feast from EIDOS Interactiue

that exploits the latest 3D acceleration technology.

FEATURES INCLUDE:
• Space-based and interior full 3D 3GD° flight and combat

• Card specific effects suchVa^^slucency, distance fogging,

Inll colored strobing linhtstand^lpr-mnrphing

'e photon cannonsOner 20 lethal weapons, fi

to gravity bombs

Netuuorh play for op to IBiplayers u^LAN and Internet support

20 Levels spread across 7 ships

'

If you buy only one game onia 3D card this yeai^'

it should be Tefrlanide.

Compatible with the f,pl%t^ing chipsets.

Terracide is a tr^emark of 5IM1S and EIDOS Interactive ©1997. WWW.SidOSintSraCtiVB.COm
YoM^^beenTjvarned.
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PREVIEWS BLOOD OMEN: LEGACY OF KAIN

C
redit Anne Rice and her series

of Lestat noveis with single-

handediy making vampires

cool again. Rice re-ignited the

genre by making her vampires

sexy, a direction carried to the

extreme in the limp film ver-

sion of Interview With A Vampire, which fea-

tured a triumvirate of Hollywood pretty boys-

Tom Cruise. Brad Pitt, and Antonio Banderas-

prancing around in fangs and bad hair.

One word you're definitely not going to use to

describe Blood Omen: Legaw of Kain is sexy.

Crystal Dynamics’ upcoming action-RPG title,

which puls you in the role of a revenge-seeking,

bloodsucking vampire, is as violent, dark, and

disturbing a game as you’re likely to see this

season. It's also likely, given its action-oriented

gameplay, to pour gasoline onto the flames start-

ed among gamers by Blizzard’s Diablo as to

what constitutes a "true" role-playing game.

DEATH WISH

“We were sick of cutesy save-the-princess

storylines," said Kain co-producer Andy Trapani,

“We wanted to do a mature, in-depth, dark story

with lots of plot twists,” '

Cute^ is another word you won’t use to

describe Kain (which is being distributed by

Activision}, The game is set in the medieval land

of Nosgoth, where terrible things are happening.

You are Kain, an arrogant nobleman whose motto

in lite has been l^ae wcfe-‘’Suffering to the con-

quered," But now, it’s your turn to sutler.

As you emerge from a pub in the game's open-

ing scene, you are ambushed by a group of

scumbags who rip the life out of you for no appar-

ent reason. The next thing you know, you’re lied to

a stake in Hell, seething with the desire to avenge

your death. You are approached by Mortanius the

Necromancer, an ugly green guy with big ears,

who offers to revive you so you can exact your

revenge. You rashly accept without asking what

the consequences are. It is

only then that you learn the

catch: You have been

turned into a vampire.

This, however, is lust the

beginning of the story.

Soon, you find that

Mortanius has a lot more in

store for you, as you

become the key tigure in an

epic struggle to save

Nosgoth. You learn that by

killing off the land's corrupt

elder guardians, known as

The Circle of Nine, you will

restore the land to its for-

mer glory—and earn your-

self eternal rest.

by Jeff Green

REMEMBERING ZELDA

Legacy of Kain first appeared on the

PlayStation last year, (with sales, according to

Crystal Dynamics, of about 400,000 worldwide},

and for many computer gamers, this will be

their first experience with a console-style

RPG-which has a style of gameplay far differ-

ent from "traditional’’ CRPGs like Daggerfall,

The game uses a top-down perspective, and all

the action and combat takes place in real-time.

The most immediate reference point for comput-

er gamers is Diablo, but the designers acknowl-

edge that the real inspiration for the game was

the old Legend of Zelda RPG for Nintendo.

“We were huge fans of the Zelda series for

Nintendo,” said Trapani, "and we wanted to

bring that style of gameplay to the PC."

As such, the gameplay is strictly action-

oriented. Your bloody quest through Nosgoth

encompasses literally hundreds of different

locations-including towns, caves, gypsy

camps, underground temples, and forests— in

which you will encounter a multitude of ene-

mies, both human and otherwise.

In each location, you're on a mostly linear

path, trying to figure out how to survive, kill

enemies, and deal with twitch-based. Prince of

PERSiA-style obstacles such as dodging retract-

ing blades on walls or floating spiked balls,

tripping the right set of switches, and so on.

As you progress through the game, your char-

acter gets stronger and collects an ever-more-

powerful array of weaponry-both physical and
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REDRUM Scattered about this blood-filled skull are a number of

magical objects for Kain to pick up.

magicai-lo use against the evil forces of

Nosgoth, You begin the game with just one spell,

Sanctuary, which allows you to escape back to

your crypt if you’re in trouble, but as you continue

through the game your magic power will grow,

and you’ll pick up more offense-oriented spells.

Also, a host of magic objects are scattered

throughout the game, many of which are

extremely gruesome. Take, for example, the Flay, a

cute little object that tracks down your enemies

and strips the flesh from their bones. Or Implode,

which causes your enemies' bodies to collapse

inward upon themselves. You’ll also iearn the abil-

ity to shapeshift, or transform yourself into anoth-

er creature entirely (see sidebar).

BLOOD SIMPLE

Of course, because you're a vampire, you have

another constant requirement for survival: You

must continuously seek out and suck the blood

of both your enemies and innocent passersby. In

combat, you have a

choice. You can go for

the kill, or you can stop

just short of the death

blow to put your enemy

into a "waver" slate, at

which point you can

suck their blood.

The bloodsucking is

what makes the game

almost disturbing at

times. Sucking the blood

from your enemies is bad

enough, but when you

find yourself attacking

sleeping townspeople, or

the assorted hapless

souls chained to dun-

geon walls (who plead

"Oh, please, help me,

kind sir!''), you can’t help

but be creeped out. The

game's dark mood is

enhanced by a haunting

soundtrack that's punctu-

ated with the sounds of

howling wolves, thunder

and lightning, screams,

and so on.

Those familiar with

the PlayStation version of

Kain will be happy to know that Crystal

Dynamics is promising a number of

improvements for the PC. Most notably,

they are adding 640X480 16-bit color

graphics (the PlayStation version was only

320X240 8-bit color)-which makes this

often very dark game much easier on the

eyes. Th^'ve also added DirectX support

to allow for multiple input devices, and

they’ve significantly improved the game's

load times-by far the most annoying

problem on the PlayStation.

Ironically, though Legacy of Kain plays even

more like an action game than does Diablo-

which is not going to thrill oid-schoot comput-

er role-ptayers-KAiH is, in terms of plot at

least, the deeper game. There really is a story

here, and it’s a good one that plays out

through richly produced cut-scenes as you

progress through the game. It's also an

incredibly huge game; your travels through

O
ne of Kain s cooler powers is the ability to

morph into different forms. Knowing when to

transform into which shape is a key element

in the game’s strategy.

Allows instantaneous
.^

travel between game I

locations known as Bat ’rA.

Beacons.
j ^

Provides quicker move-

ment and allows you to

jump over ledges and

otherwise impassable

obstacles. On a full

moon, you also inflict

much more damage

during attacks.

lyTisT

Allows you to pass

through locked doors

and cracks in walls, as

well as move across

water. You're invulnera-

ble to physical attack,

but still open to magic

attacks.

Di sd¥isF

Allows you to disguise

yourself as a peasant,

which prevents you

from being attacked.

It’s later upgradable to

Beguile, which gives

you a noble air.

Nosgoth. even if you’re really good, will con-

sume many long nights.

Those looking for a more traditional CRP6

should look elsewhere. You won’t be conversing

with townsfolk, getting married, or joining faerie

guilds in Budod Omen; Legacy of Kain. However,

those who hunger for something darker, with a

heavy action bent, m^ want to sharpen their

fangs and step into Kain's bloody shoes. %
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Gory Combat Action: Brimming with 170 horrifying

enemies and 21 demented spells— each witit a unique

bloody graphic.

Epic Production:A staggering 100,000-plu5 screens

and 120 hours ofblood-spraying adventure enhanced

with 25 grisly minutes of full-motion, 3-D animation.
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taste it

Revenge...nothing is sweeter than the

blood ofyour enemies.

You were once an innocent man. But ha\'ing been

brutally slain and banished to Hell has put a bad

taste in your moutli. . . You are Kain— damned to

the savage existence of a vampire for all eternity.

Revenge consumes you as youjourney through the

depraved lands of Nosgoth in search of your

murderers. Quench your desire for vengeance with

the blood of innocents in real-time. Morph into

Wolf, Bat, Vampire or Mist to slaughter those who

stand between you and those who wronged you.

Vampire Bloodfcst: Drink the blood ofyour victims,

tlicii morph into one of four sinister forms to escape

— vampire, wolf, bat or mist.
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Epic RPG for the PC. Coming tliLs Fall.



PREVIEWS m
Target Release Date: August 1997

Developer: Heliotrope

Publisher: THQ

by Martin E. Cirulis

A
s the entertainment-soft-

ware industry becomes a

high-risWhigh-gain .playing

field', we find more and

more games dying in 1^6^.

late stages of develop-

ment as publishers get

cold feet. In the old days, if a game even

remotely ran, a company was willing to

work it out to the bitter end; now games

can find themselves orphaned for a vari-

ety of reasons. Luckily for some designs,

the success of the industry also means

that sometimes another home can be

found for a game, saving it from a one-

way trip to Vaporware Valhalla.

A case in point is a spacewar game

once known as Pax Imperia 2. Heliotrope

was developing this PC sequel to a popu-

lar Mac spaceploitation for Blizzard, anti it .

was intended to be a game of truly epic

proportions. Blizzard went so far as to

publish a string of ads in various maga-

zines, and alphas of the game even toured

the fledgling online gaming services, in

hopes of finding an Internet home for the

game that was going to revolutiopize

strategic spacewar. UnforJunafely, just

when it seemed Pax Imperia wa^ mere*

months away, Blizzard relinquished the

whole project and dedicated themselves

to ^’brand new space game with a more

-infflt-in audience: StarCraft. Rumors of

why Pax 2 had vaporized abounded, but

many of them revolved around the fear

that the first “monster” spacewar game

had simply grown too monstrous to be

playable by the general public. The union

of Serious Grognards and sci-fi fans was

perhaps considered far too small to yield

a profit on this project. :

Regardless of how things actually fell

out, the bottom line for spaceploitation

fans was a big disappointment after a

long wait. Vi/hile gamers turned their

hopes to Master of Orion 2, Blizzard qui-

etly sold the design for Pax 2 to an ambi-

tious bunch at THQ, who thought they

could do something with the game.. .and

slowly, rumors grew that Pax 2 was “not

quite dead, yet.” lA/e!l, I am happy to

report that Pax 2 is feeling much better

and sporting a new name. Pax Imperia;

Eminent Domain is somewhat less ambi-

tious than its original incarnation, but

seems much more playable, a combina-

tion that could put M002's spaceploita-

tion crown in serious jeopardy.

WAR AND PEACE

Pax Imperia: Eminent Domain has been

trimmed down to more traditional levels of

detail. Star systems are the usual areas of

contention: they commonly have multiple

worlds and stargates, a la Deep Space 9,

that lead to other stars. Each world has the

normal collection of traits that dictate its

suitability for colonization—gravity, atmos-

phere, and temperature—but this game »

takes a page from Spaceward Ho! and I

reduces these values to a simple Good, \

l^ii; and Bad rating, which allows you to

choose future development sites with a

glance. So far; this is pretty standard fare,
'

but given that the game is coming near the

end of a spaceploitation boom that has

crowded the shelves with endless generic

titles, this is perhaps the game's weakest
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PAX IIVIPERIA: ElVIlNEMT DOIVIAIN

point. Since the game runs in real time, there

seems to be some potential for maneuvering

fleets within a system in terms of intercept,

escape, and protecting worlds but, at present,

the scale of the game seems too large for this

grossly overlooked part of space warfare to be a

big tactical factor.

The actual tactical combat engine is a true

gem, though, and will go tar in distinguishing

this game. The level of detail, both in the ships

and weapons, tops that found in M002 by 50

percent, and while It means combats can be a

little intricate, it comes closer than any other

game I have seen to capturing that rewarding

sense of tactical power and flexibility found in

classic boardgames like SIdrFleet Bdltles.

Of course, you can’t have epic battles without

epic ships, and the ship design part of the game

is a tinkerer’s delight. With the appropriate tech-

nologies researched, a myriad of ships can be

designed for very specific tactical missions, and

there seems to be enough variety in the options

to reduce the '‘one right answer" syndrome that

seems to plague so many other spaceploitation

titles. While you won’t be spending hours in the

design process {as it was rumored you could do

in the original Pax Imperia design), it’s safe to say

that the ship-construction engine (much like the

tactical-combat engine), is the most detailed and

rewarding in the genre.

Even the peacetime options in Pax Imperia:

Eminewt Domain have that same eye toward

increasing the level of detail. While diplomacy

doesn't seem to have benefited quite as much

from this design philosophy as the combat

engine has, there are still plenty of options here

that are not found in other games, including the

ability to completely undermine another empire

through espionage, and topple a regime

through skulduggery instead of laser fire.

THROUGH THE FIRE

The late-alpha
!
played lacks both balanced

gameplay and capable Al opponents, and some

details of the \arious alien races are not in place.

The final version should take care of these prob-

lems and provide the host of multiplay options

that have become standard in the industry. I hope

that the connectivity suite will be elegant and effi-

cient, instead of ad-hoc, as seen in M002.

With just a modicum of finishing work. Pax

Imperia: Eminent Domain, with its combination of

incredible SVGA-graphics looks and attention to

detail, could easily find itself at the front of a

crowded pack of spaceploitation games, in a

dead heat with M002. If it avoids the usual

dangers of a buggy release or very weak Al,

what will decide Pax Imperia: Eminent Domain’s

chances at becoming a truly great break-out

game is how finely it treads the line between

playability and originality. With such a crowd

yapping at its heels, and so many designs shar-

ing common features. Pax Imperia; Eminent

Domain cannot afford to confuse being user-

friendly with becoming too familiar. %



Fast action and stunning realism-

that's the promise of new 3D gomes

and edutainment software. But if your

Super Star Fighter jerks along insteod

of zooming and your "terrifying"

monsters ore glaringly plxeloted -

face it. You're not having much fun.

Don't fust ploy il». live it!

With on Intergraph Intense 3D 100

graphics occelerator on your PC, expect

a fabulous new interactive experience!

Free with purchase of

Intense 3DI00!

Full version of Rendition Ready"

IndyCar II*, CD-ROM shareware

version of Rendition Reody Quake",

and trial versions of Monster

Truck Madness" and

Hellbender"

IndyCar II with SVGA Graphics IndyCar II with Intense 3D 100 Graphics
Notice the [ogged lines and edges and the flat, dull colors. Now you're racing! See the detail on the next car. Watch those

Where's the crowd? What are those blocky things in the rearview mirrors- that's real 3D! Notice the crowd in the

background? Are you really into this race? stands and the mountains in the background. And how about

that sky!

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

or fo order; www.intergraph.com/express.
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360* MOVEMENT C DYMMiC LIGHTl

EXPERIENO IN THE

HISTORY OF

SROLE

GAMES.
^

An AWESOME ARRAY OF SPELLS AND
INVENTORY ITEMS FEATURED IN I5

CHALLENGING AND ENCHANTING REALMS

GUA.RDIA DESTINY

^ i Full screen 256 color
high resolution game play
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PREYIEWSFRONT PAGE SPORTS: SKI RACING r~^

Cool Running
Sierra Expands Its Sports Roster With Front Page Sports: Ski Racing

by Tasos Kaiafas

S
ince its inception, Sierra’s

pRom’ Page Sports iine has

been synonymous, tor many

oomputer sports gamers, with

in-depth simulation and dedi-

cation to reaiism. Until now,

though, it has been limited to

just three sports: football, baseball, and fishing.

This year, the series welcomes two new sports

to its lineup, with the recently released FPS:

Golf and the upcoming FPS: Ski Racing.

To live up to the Front Page Sports reputa-

tion, Ski Racing will attempt to be more of a

simulation than popular arcade skiing games

like Namco’s Alpine Racer. Dynamix has sent

team members to six world-class ski resorts-

Whistler, British Columbia; Vail and Aspen,

Colorado; Park City, Utah; Mt. Bachelor,

Oregon: and Val d'lsere, France-to recover

topographical data about their race runs.

Back in Eugene, Oregon, this data is then con-

verted to information that can be used to model

the runs on the fly within Dynamix’s newly devel-

oped 3D engine. As it stands now, the mountains

in the background are photographic, while the rest

of the terrain is rendered graphics. The trees lining

the run are, unfortunately, a solid-wali texture map,

but, understandably, graphical performance is top

priority, so something has to give.

For added realism, weather and snow condi-

tions on the day of a race will affect performance,

making equipment choices an important factor

toward a good run

time. Skiers will have

a number of deci-

sions to make, such

as the length of the

skis they’ll use. R)ra

little assistance,

Olympic downhill

champion Picabo

Streets provides coaching and tips

through video segments.

RIDGE RACERS

Competition takes place in five dif-

ferent events: Downhill, Slalom, Giant

Slalom, Super G, and Combined.

You can run races in either first- or

third-person perspectives and in

single-race, single-tournament, or

career-play modes. In career-play

mode, gamers race for the Sierra

Cup in a tournament that consists of

racing in all five events at each of the six ski

resorts. For each event, skiers earn cup points,

which are tallied throughout the season to

determine who will compete in the Sierra Cup

finals. There will also be multiplayer support

through modem, LAN (number of players to be

determined), as well as Internet tournaments.

To look good while flying down the mountain,

gamers can customize their skier’s appearance

by changing the style and colors of their outfits.

They’ll also be able to pick which brand of skis to

use-such as K2-and choose from other name-

brand accessories, like Scott USA goggles.

During the race, even the skis will be wrapped

with a unique texture map to took right. A VCR

feature will allow skiers to edit the replay of their

run, choosing from an unlimited number of cam-

era angles. These film files can then be used to

analyze performance or just to share with friends

for bragging rights as proof of a great time.

Controller support will include Microsoft’s

Sidewinder joystick as well as its yet-to-be-released

force-feedback stick. The twisting rudder of the

Sidewinder stick will control edging to give racers

that extra bit of control. And, of course, there will

be support for most of the major 3D accelerator

cards, such as the 3Dfx and Rendition cards.

DOWNHILL FROM HERE

If all goes well with this game, Dynamix plans

to push further—snowboarding and extreme ski-

ing titles are waiting in the wings. With a game

engine and skiing model already in place, it

would be only a matter of changing a few para-

meters to accommodate the differences in these

variations of the sport. But the team doesn’t even

want to think about that yet. They still have an

October deadline to meet for this one. %
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COYER STORY

P'unete»jj *(i!t
.

by Terry Coleman

I

n 1994, at the Computer Game Developer’s

Conference, I noticed a roundtable discussion

of “What is Multimedia?" on the schedule.

Since I have always been of the opinion that

no one really knows the answer to that question, I

decided this was one discussion I just couldn’t

miss. When I arrived at the roundtable, I noticed that

the attendees seated themselves as if by some pre-

'ordained stratification; ail the game developers on

one side of the long rectangular table, all the

Hollywood types on the other.

The discussion went along in particularly bland

fashion until one of the Hollywood types said, “The

problem with the computer gaming industry is that

you don’t have a Steven Spielberg." Then he made

the mistake of looking in my direction. I calmly replied,

“Yes, we do. His name is Sid Meier, and if you knew

anything about this industry you’d never have made

such a statement.’’
I
then did my best to suppress a

smirk and watched the fireworks commence.

Now, not even Sid Meier's greatest fans could

argue that his games have garneredJurass/c Park-

sip grosses, but they didn’t cpst $50-100 million to

produce, either. Considenhat Sio Meik’s Civiuzation

sold upwards of 850,000 copies, and that Civ II has

already eclipsed that number. When you add in

PifWESli Railroad Tycoon, F-19 Stealth FicHTER-the

list goes on and on-you find that Sid not only has

the most designs in the pGW Hall of Fame, but that

he’s.ilso sold several million games as well.

At a time whemmany of the "old guard" have

. traded in their programming shingle for a set of golf

clubs, Sid is still coding away, looking for nov chal-

lenges. And in this age of 3D gurus and Al special-

ists,'you get a time warp effect from watching Sid

work, a throwback to an era when design and pro-

gramming talent resided In the.-same body. Sid has

•always designed according to his own muse, feeling

ihal.if the gameplay is there, the sales will foilow-a

strategy he and Firaxis are certainly following with

.Sid. Meier’s Gettysburg.

CGW



REAL-TIME SOPHISTICATION
Sid Meier's Gehysburg is anything but trendy. It doesn’t require a 3D

accelerator card or red-hot P200 MMX processor. Then again, that's hardly

a surprise, since even a classic Sid Meier design such as Civilizatioij didn’t

push the technology when it was released. Gettysburg is realtime rather

than turn-based, but it’s about as far from WarCraft II or C&C as Risk! is

from Pamzer General.

It's quite possible to play Gettysburg at turbo arcade reflex speed, but if

you do, you’ll miss a lot of the game's flavor. This is a very different real-

time game in that the scale, for once, is appropriate. In C&C, for example,

you build bases in minutes that would require the investment of weeks or

months of real-world time-which would be fine if the tactical combat

wasn’t so obviously happening at a different time scale. In Gehysburg, the

action occurs faster than in the real battle, enough to keep you on your

toes. But things stay in perspective: It’s easy to believe that you really are

moving Union troops to cut off Longstreet’s advance, or that you’re assem-

bling Pickett’s division for a climactic assault through the heart of Meade’s

position on the final day of the battle.

Although General Lee would have been excited by (he prospect, you

don’t build barracks on Seminary Ridge and suddenly spew out thousands

of Rebel soldiers and bronze cannon. As you give orders to froops-though

they’re formations rather than individuals-you’ll do well to employ them as

judiciously as would Lee or Meade themselves. Unlike any of the C&C

clones, manpower in Gettysburg can’t be replaced. As a result, you can’t

simply throw units to the winds of war-which puts Gehysburg on an

entirely different level of real-time gaming.

That doesn’t mean that the game is complex, however. The interface is

warm and inviting, with active buttons large enough to keep confusion down

for the novice, and small enough that there’s plenty of room for maneuvers

on the active game screen. You can deploy troops as skirmishers, have them

fix bayonets to hold a position at all costs, or form them into a column to

march as briskly down the Baltimore Pike as their fatigue level will allow.

units on both sides Is directly related to the efficiency its leader showed In

real life. Buford’s cavalry, for example, moves swiftly and decisively, and

takes a great deal of damage before giving ground during the bitter fight-

ing outside Gettysburg on day one of the battle. Other commanders are by

turns brilliant, taciturn, or even sluggish, but all are essential to lead

troops, and to rally them.

The gameplay Is simplicity itself: Move by dragging the mouse; fix bayo-

nets and charge with a click; swing formation left or right with another.

Since the interface stays out of your way, succeeding at Gettysburg

requires only that you think like a Civil War commander. You are forced to

ask yourself the tough questions: Where is the dominant terrain, and can

my forces secure it? If I stretch his flank farther to the right, will his center

lie open for Sickles’ thrust? What is A. R Hill doing behind that ridge?

All of these tactical questions must be answered with the clock running.

Especially in the early stages of the battle, you are besieged with messages

from the front, telling you that reinforcements have arrived, or requesting

FUN FACTOR
What makes all this work is Sid’s uncanny

sense of when to add historical flavor, and

when to trim realism back to keep the fun fac-

tor from lapsing. Civil War aficionados addict-

ed to TalonSoft’s award-winning Battleground

game series will have a few adjustments to

make. Gettysburg doesn’t model in detail

every different type of small-arms or cannon

weaponry, so you lose a bit of the tactical feel

of pitting rifled muskets vs. the smoothbore

variety-and you won’t find shotguns armed

with a mixture of rock salt and nails, as histor-

ically happened at Pea Ridge.

What you wiii find is that the morale/com-

mand system works like a dream. Famous

units, such as the Iron Brigade, can anchor

your line when most formations, asked to do

too much, shatter like 19th-cenlury glass.

The elan of Marse Robert's finest is modeled

by the increased aggressiveness of Con-

federate formations. The responsiveness of

A PEACH Whether playing against the Al or a human commander it’s

h to defend the Union salient at Peach Orchard.

^ ROCKY ROAD Whether infiltrating through trees or firing from behind boulders at point-blank range

I
—it doesn't get much better than Devil's Den.
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Solo Flight

Hellcat Ace

Floyd of the Jungle

Silent Service

Conflict in Vietnam

.
Crusade in Europe

^ Decision in the

I
Desert

! F-15 Strike Eagle

Rekindling Sid’s
|

Realtime Jones
^

S
id Meier is no stanger to real-time ^nies.

He’s done fliglit sims, action/roIe-pliiRing

hybrids, and real-time strategy’ games, but

none since Railrqxd T^'COON. \Vlien I remind

him of tiiat,iie rematks,“E\ er\iDne seems to tliink

lliat I’ve gone totalK overto tiim-based-becaase

of C[\llJZ\TlON, 1
guess-biit I’ve ahvajs used

whatever seemed to be most apjjropriate. Real-

time and tum-based strategy’games both liavc

tlieir place; one’s not better than tlie otlier.”

Wiiat Sid wanted to do witli

\\'as“to make tlie battle-

field come alive,

ratliertlianseem

like something

from a museum."

’^riievabrancyof

realtime is

nowhere more

evadentin

CLiJt’nsBURGthan

in a multiplayer

contest, which brings

up another question:

about putting multiplay in

Gi'Tn'SBURC, wlien lie seemed to tliink it was a

w'asle of time for his last game, tlie computer ver-

sion oftVUCIC Tl-ili:Gw lERlNC?

“Well,
5
'ou see," he chuckles, “I’d always

thought that multiplayer was more hype tlian

anything else. . .until I started playing

W\rGR\FT II with m)' daughter. We liad a great

lime (she always enjoys beating Dad) and it

occurred to me tliat you could balance a real-

time Civil War game between novices and vet-

erans much tlie same way.”

So, does this mean well ever see a multiplayer

C^'-style game? Sid won’tcomment on specific

titles, and he imjilies that tliere will alway'S be a

place for solitaire fining— including Ci\-

iLK-KnoN and otliers of its ilk. '^ITie glint in liis eye,

however, betrays his nevvfouiKl multiplr^'mojo.

We’re betting tliat after SiD Meier's GeI’II'SBLIRC

becomes a hit, it will be a long lime before this

famed designer goes back to solo game designs.

one, day two, and day three o( I

Gettysburg. There probably won’t be I

one multiplay scenario for the entire

battle, simply because at this scale, it

would take too long to play.

If you don’l happen fo know on

which side Longsireet parted his hair,

or which forage cap General Henry

Helh favored for a dawn assault, don't

fret. To balance the game for novices,

versus those gamers who live for Civil

WHAfS THE siTUAnON, COLONEL? The battle analysis gives War minutiae, Sid Meier’s Gehysburg

I

you an overview of the action, complete with fields of fire. offers random scenarios. These assume

that either the Union or Confederate

new orders when the tactical situation has

changed. And since the troops move only at

their historically correct pace, simply switching

to a slower game speed {which you can do on

(he fly. by the way) won't let you minimize the

inherent tension. This also avoids the shortcom-

ing of so many real-time strategy games,

because the AI can’t cheat by moving units

absurdly faster than a human can.

A MATTER OF TIMING
Battles in Gettysburg are about maneuvering,

and bringing superior fire fo bear on an enemy

position. When units are supported on both

flanks, their morale and cohesiveness improve.

Conversely, when you fire upon Ihe flank or rear

of an enemy formation, it not only takes losses

more quickly, but is also more prone to break

and run. Everything comes down to how

quickly and decisively you can make decisions

under pressure, and how you react to the ever-

changing nature of the real-time battlefield.

The combat system is simple, direct, and fast-

moving-perfect for modem or LAN play

between two human generals.

So, in addition to campaigns against the

computer from either the Union or Con-

federate side, Firaxis will include three to four

scenarios specifically designed for multiplay. I

Right now, those look to be the obvious; day |

armies, or both, took a different route to the bat-

tlefield, or that the first or second day’s lighting

turned out dilferently. Such hypothetical scenar-

ios extend the life of the game indefinitely. Best

of all, you can save your randomly generated

scenarios and share them with friends.

It would have been easy for Firaxis to put out

another C&C or WarCraft II clone, especially

since they have the marketing muscle ol EA

behind them. Instead. Sid Meier’s Gettysburg

shows the famed designer at his best, merging

the excitement of real-time with a strong dash of

the sophistication of his earlier strategy classics.

Gamers addicted to sci-fi and fantasy affairs may

pass this one by. If so, they’ll be missing a real

treat. For my part, I can hardly wait for multi-

player Chickamauga. Are you listening, Sid?

PLAY IT AGAIN, SID After each battle, Gettysburg

lets you view the replay in military history map style.

F-19 Stealth

Fighter

F-15 Strike Eagle ll

Gunship

> Pirates!

V Red Storm Rising
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CIRCLE READER SERVICE 0363

WAIT ’TIL IT’S IN YOUR

r-ra""'

i'c

PC Gamer called NASCAR Racing “...simply the best racing sim ever created.”

Here’s what makes NASCAR Racing 2 even better:

* 1 996 season cars, drivers and 1 6 tracks provide

up-to-the-minute realism

• Crew chief and spotter audio aiert you to track

conditions
^

• Fast and easy Arcade Mode iets you jump in and

• New, easier mouse-driven interface ^ ||

• Network play for up to 8 drivers

• Faster graphics/frame rate in SVGA
^

• Officiaily licensed by NASCARn
-

'

• NASCAR'^. Racing is aiso available for the Mac

Change lires, gears, suspension, and more to the PlayStation i« Game Console in-car view puts you in the middi

customize your car to your driving style in Sim mode
jjjU^

action.

, C D D A • •

W m'y

In-car view puts you in the middle of the racing

action.

See your local software dealer or for a taste of the action,

download our demo from http;/ www.sierra.com/papyrus

iP/-F<~>inur

Inc. PlaySiation"'' snu tlie PlaySlaiior

OesignalB tfademafks Ol. or Itcensed lo Sierra On-Line, Inc. All righls insorvod, HASCAR® Racing 2 Is oKldally licensed by NASCAR®. Panyrus and Papyrus logo are Irademaiks ol Papyrus Design GtouR,

e Iraflematics nl Sony Cnmiiutoi Errtptlainmenl, Ir liKonc.ss end marks uf rrO 01^ Gaodvrrencb Service stnck car and Dale Earnhardl. are licensed vr



How DojYou Stay* Calm With A 7,000 Ton Nuclear Predator Listening For

7

688(1) Hunter/KillerT We Build Sims By The Book and Electronic Arts are trademarks or registered trademarks of Electronic Arts. Jane's' Is a registered trademark of Jane’s Informatio



WE BUILD SIMS BY THE BOOK

WWW
, j ones . ea . com
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THE GAME

AS HISTORY
PIUS A FEW ALTERNATIVES

McPherson’s Hill

A tremendous delaying action by

Buford's cavalry.

Devil’s Den

This rocky cover aided the tenacious

Union defense.

Peach Orchard

Union troops were caught out of position

and punished.

Little Round Top

This strategically placed hill was the critical

point of the battle.

Tan^o^n Road

Encircted'by.the Rebel army, Meade's forces

, try to 'break out.

Baltimore Pike

Union troops strive to get between Lee and

Washington.

Cemetery Hill

Forced to withdraw on the first day, the Union

army counterattacks.

Culp’s Hill

After containing the Rebels on the first day,

Meade contests control of the hill.

Emmittsburg Road

Stopped in his tracks, Lee attempts to escape

with the remainder of his army. %

TiistoricafW

Confederate

Maneuvers

Non-Historical

Alternative Union

Maneuvers

Historical Battle

Non-Historical

Alternative Battle

J
Covert

IAction.

K Covert Action > Sid Meier’s

Civilization jrfl

> Sid Meier’s

Colonization > CivNet

:C!VnMlML SID MEIER’S

^ Sid Meier’s

Gettysburg

Magic The

Gathering



Sound Blaster® AWE64 Value

own alien sounds. AlsoI ^—MEEfclkJiiliJifflaBBBBS samples and high performance, lets you add your

included, rhe hottest Internet software. To learn more about the Sound Blaster AWE64 Value, contacr us at:

www.soundblaster.cora/sound/AWE.

l9770nthrT«i:^fvJc^ [oL Souni SUtfer and chc CRamc logo aic rc^nrd trailc

art tttlcnuHu ofCrcuhrTcduwlo^Lid-in iSe IMiicd Sales smVnrmhef anim
iwncis.AU5rn.-il!a««i''!>'l> WW W. S U N D B LA S T E R . C N

CIRCLE READER SERVICE #078

1 . “We Come In Peace."

2. Blasting Ray Guns.

3. People Screaming.

4. “You Must Believe Me!"

5. Exploding Buildings.

6. Whirring Space Ships.

7. Brains Being Sucked.

8. Bones Crunching.

9. Aliens Phoning Home.

10. Metallic Scraping.

11. Cars Crashing.

12. Kidneys Bursting.

13. insertion of Probes.

14. Heads Exploding.

15. “Run for Coverl"

16. “Warning."

17. Aliens Melting.

18. Pods Hatching.

19. Destroying the Monster.

20. Buildings Imploding.

21 . Spaceships Docking.

22. Boiling Flesh.

23. “Mayday, Maydayl"

24. Exploding Spaceship.

25. People Running.

26. “I saw a UFO!"

27. Planes Taking Off.

28. “We’re at DefCon 4."

29. Aliens Communicating.

30. Children Crying.

31. Slurp.

32. Clinking of Autopsy

Instruments.

33. Laser Swords Crashing.

34. “Hyperspace!"

35. Flesh Being Torn Off

Bones.

36. “They’re Coming."

37. Wailing Sirens.

38. “You Must Die."

39. “Beam Me Up."

40. Zap!!!

41. Air Locks Closing.

42. "Oh, My God!"

43. Lasers Charging Up.

44. “We Need More Powerl"

45. Ray Guns Blasting.

46. Calling the Mothership.

47. Horns Blaring.

48. “We Won!"

49. “Lock on Target!"

50. Crystals Charging.

51. Area 51 Guard: “No

Admittance."

52. Zap-Zap!

53. Warning Alarms.

54. Air Locks Opening.

55. “Set to Stun!"

56. "Red Alertl"

57. Shields Up.

58. Warp Speed.

59. “Blast ’em!"

60. Eyeballs Squishing.

61. Spaceships Cloaking.

62. Radar Ping.

63. “Rreat Will!"

64. Take Me to Your Leader."
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“Warlords AI not only blows away the immediate

fantasy-based competition, but other strategic

wargames as well." -PC Games
“For this gaming scries, third

times a charm!" -PC Gamer

LLLarlorDsHT
RGigN OfV)eROes

‘Warlords 111 pushes the envelope forward for turn-based games

— especially for internet play.” -Computer Gaming World

Unique simuitancoiis movement mode lor up to S

pJa)'crs in multiplayer games reveals cacK pla)'ers

aclioiLS in real time.

Test your strategies with move than SO diffcreiii

animaicd creatures and warriore. phis countless

spells, abilities and rewards over multiple terrains.

Struggle against computer opponents whose AI

monirors your eveiv tendency and plots elaborate

strategics against you and vour allies.

Hordes of the Undead overrun the Selentine Empire, leaving utter devastation in their wake.

From the ashes, a powerful new reign of heroes arises to contend for power and build a new empire.

Arrayed against zombies, elementals and other unspeakables. you must arrange alliances, cast

horrific spells, and lead your armies to victory... or be crushed beneath the enemy’s merciless heel.

aiCUUi.mi5lRLORDS3.CO(D

CIRCLE READER SERVICE #151



PANZER GENERAL

Heir General, It Is Time for You to

Retain to Battle!

SUITABLE FOR FRAMING Mike Bennighof and Brian Knipple of Avalanche Games
(known for their paper wargames) made the accurate maps for Panzer General il,

and SSI's artists enhanced them to yield these scenic battlefield landscapes.

Fight From Both the

German and Allied Sides

and Battle Over the Internet

in Panzer General II

by Terry Coleman

f

ou wouldn’t know it now, with games such as Steel

Panthers II and Close Combat doing well in the market-

place, but it wasn’t all that long ago-1994-that histor-

ical wargaming was in a state of collapse. And while a

number of factors turned the genre around, none was

more significant than the release of Panzer General,

which featured great campaigns, an aggressive Al, and

plenty of period flavor. But what truly set Panzer

General apart was its incredibly focused design. Every

time realism and fun clashed, fun won out, and the result was so

addictive that novices and hard-core wargamers alike had a great

time-even while the latter complained about the lack of realism! In

fact, it’s fair to ssy in retrospect that if Panzer General had been a

flop in the marketplace, SSI probably would have gotten out of

wargames entirely. Happily, there's no need to speculate, as Panzer

General continues to sell more than two years after its releasa

Anything but a Retread
Any time a company tries to update a classic, il walks a

tightrope; Change loo much, and fans of the original get disen-

chanted; approach the design too conservatively, and the new

title gets written off as more of the same. So far, the design team

al SSI is developing Panzer General II the right way. If anything,

the sequel will be more fun than the original, wilh-hold on to

your Jagdpanther-more than a dash of added realism.

The game’s mechanics are much the same as before: Move

and fight, or blow things up and then move. Panzer General II

can still be played in timeworn turn-based fashion, but building

cow AUGUST 1997



on Itie lessons learned from Panzer

General Online, it can be played in phas-

es as well. For example, your opponent can

move or figlil with four units, and you can

respond in kind. This is a lot more manageable

tor Internet play, especially when you can agree

beforehand on the amount ot time allotted for

moving each unit. Plus, it makes for a lot more

tactical intrigue: Should I soften up the town

with my artillery, knowing that my enemy will

probably move in reinlorcemenls, or blitz with

my armor instead? What about infantry sup-

port? When should I commit my reserves? All

of this becomes much more relevant when you

consider that Panzer General II will have both LAN

and Internet support built in, so gamers won’t have

to join a dedicated games network to play And unlike

the original. Panzer General II will have at least four sce-

narios designed solely for multiplay.

A Matter of Scale
The biggest change from Panzer General to Panzer

General ii is that there is now a consistency of scale. Each

space represents two kilometers in ei^e/y scenario, This

means that you don’t have artillery attacking from one mile

aw^ in Poland and four miles aw^ in Russia, as in Panzer

General, Rguring out the exact unit scale is a bit more problematic.

I’d put the scale somewhere between Steel Panthers and the original

Panzer General. Order of battle freals might pull their hair out trying

to figure out if the unit scale is a battalion or brigade, but who cares?

The more obvious benefit to gamers is that the consistent map scale d

allows tor some of the most beautiful landscapes ever rendered in a ’

computer game of any genre. Gone is the boardgame-on-a-compuler-

screen look. It is replaced by photorealistic, painstakingly detailed terrain.

The game is still played over a hexagonal grid, but it’s nearly impossible to

tell that it's there when the grid overlay is turned off. Once you’ve moved

your digitized tanks over the vast steppes of Russia or use engineers to

bridge one of the exquisitely painted rivers or have your infantry take refuge

in really rugged terrain, you'll have trouble going back to the original game.

Sweeping Campaigns
As in Panzer General, the longest campaign in Panzer General II takes you on

a tour of the greater European theatei; from Poland and France to North Africa

and the Soviet Union, But there are a few very welcome twists on the venerable

Panzer General theme. Your first training mission lakes place not near Warsaw, but

in the middle of the Madrid Offensive, as you have been secretly sent by the German

High Command to lest tactics and equipment in the Spanish Civil Vl^r.

Even after you begin the WWii portion of your European tour, ail is not quite as it

seems. For instance, a full-scale invasion of Yugoslavia by the forces directly under

your command is impractical given the newer map scale in Panzer General II. So,

you take out Tito’s partisans and their British allies in a smaller scenario much more
|

brisk than that of Panzer General. The road from North Africa to Russia is similarly

“Wheat we want is

io make you the

most important

general at the most

important point in

history At the

some time, we
don’t want a less

subtle game than

the original.”

—Rick Martinez, SSi

> Designer: Rick Martinez, SSI Special

Projects Group

^ Publisher: SSI

> Target Release Date: November, 1997

cew



llie bluest

change from

Panzkr

GKNl'iR'M.is

that ijecausc

of tlie smaller scale, some units may shoot far-

tlier. Despite any minors )OU may ha\'e Iiearci,

however, infantiy'may not shoothw or more

hexes. Units with “big guns,” such as tlie Allied

I05mm and the famed Gennan 88, on the

other hand, are so empowered. Ilie reason for

tiiis is not diat these weapons had tiie farthest

range, but that their high velocity gave them a

greater effective kill radius.

Artiller}' batteries are occasionally able to

shoot farther as well—somelimes as far as

four hexes. But tlieir main benefit in PANZFJt

Gener.’M. II comes from tlieir increased range

when using defensive fire, w'hich is now' two

I
hexes. Plus, multiple

artillciy'pieccscan

rain fine down on a

I
single attacker, mak-

I ing it touglier than

before to take cities when facing well-

positioned artillery. Close assaults now suffer

final protective fire from artillery as vvell.

And what of infantry, the sad sack of PANZlill

GliNERUi’ In addition to new' infantiy types

{Gemian assault troops, for exanijile), tlie

defensive benefits of terrain arc enhanced for

all gmnts. In particular, ariillciy' using ranged

fire has less effect on

infiintr)', due to tlie

troops’ disirersal abilit)

Finally, infantiy' of all

t)'pcs seems to hav''

Streamlined, bu! the famous battles, such as

Tobruk, are all included.

Panzer General II has fewer losing paths than

its predecessor because, according to SSI’s

research, most gamers only played the losing

paths after negotiating the more straightforward

winning campaign trail. To compensate, Panzer

General II has more victory levels: Brilliant much

like the old Decisive level; Victory, which repre-

sents a solid win for you; Tactical, where you sur-

vive, but incur the High Command's unrelenting

glare; and finally, Deteat, which is self-explanato-

ry. Different levels of victory send you, as was the

case with Panzer General, to a variety of locales,

including some hidden scenarios that we're not

authorized to declassify just yet. In any case, you

will no longer have to guess how many turns are

necessary for each level of victory in a campaign

scenario; they’re all listed at the beginning of

each turn.

Just in case you

couldn’t wait to get your

Patton or Zhukov fix,

you don’t have to spin

your six-shooters until

Allied General II comes

out, Panzer General II

has mini-campaigns for

the Russian Drive To

Berlin, and for the Allied

Victory in Ihe IVesf.

Playing as (he Soviets

has a lot of variety, as it

balances huge (ankfests

like Prokhorovka with

paradrops like Kanev,

among others. The

other Allied campaign

has the added twist of

letting you play as either

the U.S, or British,

which gives you differ-

ent core and support

units. It these mini-cam-

paigns aren’t enough,

you can try Defending

//refle/c/?, awildmix of

maneuver, set-piece

assaults, and last-ditch

offenses by the

Wehrmacht.

You Vill Follow My
Orders, Ja!

While you strive to become the next Rommel,

you will finally have some quality support on

your staff. For the first time, there are subordi-

nate leaders in a Panzer General game. You

don’t choose them; rather, they appear with your

core units as the units advance in experience

levels. There is a limit to which units become

famous enough to merit these tactical leaders,

so the leaders don’t lose their impact.

If the leader is a tank commander, he will have

a special tank skill, and so forth. Each comman-

der will also have some other additional ability,

such as allowing the unit under his command to

move a little farther or have a greater morale.

Since this extra ability is chosen by the player,

you have a chance to mold your junior officer

corps to retlect your own particular campaigning

HOME COOKING Like the original Pansr General. Panzer General II has

plenty of hypothetical scenarios taking place on British and American

soil (like this close-up of Savanna/?), plus a few surprises In store.

DUNKIRK OR BUST One of the best what-if scenarios is Dunkirk, which

speculates that the Germans kept pushing after the fall of France, The

Gennan unit on the left (note the faint outline of the hidden hexgrid)

attempts to reach the coast before the retreating British units.
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style. Overall, the leaders add a nice touch of

chrome to Panzer General II, without the danger of

their overwhelming the game, as often happens

with the all-powedul heroes of Master of Magic.

Other nice bits of chrome are the options for full-

screen play along with a boatload of hot keys, both

welcome changes from Panzer General. Currently,

the design rewards you with medals when you

score multiple Brilliant vlctories-shades of Wing

Commander. Best of all, the computer opponent

has been much improved. For example, no longer

will the Al neglect to escort its bombers. It also

won’t forget to dismount from vehicles in the face

of the enemy, which alone makes a huge difference

in the Al’s overall effectiveness.

The design is still being tweaked at press

time, of course. The initiative system, so Impor-

tant to Panzer General, is currently being modi-

fied so that it becomes more dynamic and less

predictable in each individual combat. The naval

system is using little of the code, but a lot of the

added flavor of Pacific General. Antitank units

attacking in Panzer General II don’t always lose

initiative to tank units-provided they remain sta-

tionary. I could go on and on, but the simple fact

remains: Panzer General II is, so far, the perfect

blueprint for how to do a sequel. It should be to

Panzer General what Civ II and WarCraft II were

to their respective originals. Like any Panzer

pusher, I can hardly wait for the blitz to begin. %

1 . If you want to get up-

ciose and personal with

the stunning maps, run

them in full-screen (no

obvious interface) and

play via hot keys.

3. Tanks that employ

high-velocity shells may

now attack from two

tiexes av^ay.

4. Roads follow more realis-

tic paths in PG II, and now

you only get the road bonus

when traveling along the

road, not just across it.

9. The toolbai interlace is

much the same as in the

original PA'-af! except

for a second “hidden" toolbar

for less-used functions.

2. Not only does

artillery look more

realistic, it now

provides defensive

fire from two

hexes

5. Yes, there are still hexes, but this

subtle hex outline highlights the

active unit without spoiling the rest of

the gorgeous map.

7. The larger ship silhouette

is a legacy from Fali:::

General. Each vessel, how

ever, still only really occu-

pies one hex on the map.

6. You can’t blithely capture towns deep in enemy territory

and immediately crank out new units. This port, though, is

close enough to the Allies' front line that they will be able to

designate it as a supply point after they capture it.

8, In addition to displaying info on the cur-

rent unit, this area expands briefly at the

beginning of each turn to show how many

turns remain for each level of victory.

ECofi/Zni/ed from pg 78

belter chance than in PAiV/NK Gem:R/\L of

attacking annor in towns O^ased on the foot

soldiers' experience).

Recon

units have a

more robust

role titan

before.

Instead of

wailing until

the end of the recon unit’s movement to

utilize its greater search range, )'ou may

move it a few hexes at a time, checking

for enemies along the way. Of course, if

you uncover hidden enemies halhvay

through the recon units move, you still

can’t take tlie move back— a nice touch.

7\ir units in general aie very similar in

temis of attack and movement. \Vlicrc

they base, hovvex'er, is greatly changed

from P/XNZERGENKlUi., Airbases are citlicr

two- or threc-hex afhiii^
,
capable of bold-

ing one air squadron per licx. Wliat lliis

means is that tlic days ofhaving six or

seven air units filling up all the available

terrain adjacent to each airbase are over.

Plus, airfields m;i)'now be destroyed.

z\nother big cliangc Ls tliat tlrere are no

n icdiuin- or heavy bombers in P-\NZI'R

GnnilIVXL II. Tlicir main functions, sui>

pressing units for an entire h.im and reduc-

ing ciremy resources, have been taken over

by tactical bombers. '^ITic irony is that US.

iVlaraiidcrs and similar aircraft have been

reclassified as lac bombers. ’ITie designers

just wanted to gel rid of B-17s and the like,

whicii makes

sense, given

llie smaller

scale of

PAN7,IlR

GIlNIlIUL II,
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There is only ONE Solution...

ONE SITE. ONE USERNAME. ONE PASSWORD.
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The most multiplayer games on the Internet
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Call us today and become a member oF EarthLink Network.

Free soFtware package For Windows/Mac, with all the goodies

you expect and the best support in the industry.

EarthLink Nutworic'

1.800-94-EARTH
01997 EarthLink Netwatk, Inc. Tradomaiks are properly of Iheir respecliv
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CGW’s Radar Locks on the Next
Wave of Flight Simulations

BY DENNY ATKIN

T
he next generation of flight sims is about to take wing, loaded for

bear with 3D-card support, Internet play, dynamic campaigns, and

other often-requested features. World War II and Korean sims are

back with a vengeance, and helicopter sims continue to pop up from

behind cover. It’s looking like a good year for simulation fans.

Last month we took first hands-on looks at six hot sims coming for fall.

This time, we scope out the rest of the pack, focusing on more than 20

intriguing simulations. In our effort to be all-inclusive, we’ve tried to pack in

all the new details available on each sim. Some entries will be shorter than

others, but that doesn’t mean these sims are any less enticing—simply that

there wasn’t as much information available on them. So without further ado,

let’s launch our recon mission.



cooperative play, sends your

forces into a near-future con-

flict in the Northern Iraq/lran/Azerbaijan region. Antagonistic

play takes place at the NTC (National Training Center) at Ft.

Irwin, California. Both air and ground wars will be taking

place, and each team will pilot Its own helicopters as well as

command Al-flown craft. In the meantime, the ground war

will proceed, and as troops advance, each side can gain and

lose territories. Re-supply will also be a factor.

In addition to actual former Soviet equipment, the NTC

uses American helicopters painted and visually modified (or

Jane’s Combat
Simulations/Origin

A

H-640 Longbow 2.0, the sequel to 1996’s Premier

Award-winning AH-64D Longbow, is practically a

whole new game. This game was designed In large

part from feedback the team received from avid

Longbow pilots. An Improved graphics engine, a fully

dynamic campaign and seamlessly integrated multiplayer

play will highlight this updated helicopter sim.

Longbow 2.0 will Include not only the AH-64D but also two

new helicopters that you'll need to fly during various missions:

the OH-58D Kiowa Warrior armed reconnaissance helicopter

and the LIH-60 Blackhawk utility helicopter. On the real battle-

field these helicopters work together as a team during a battle,

and In multiplayer play you’ll be able to re-create this team

effort. For Instance, you send OH-58Ds out to the battle-

front to scout enemy positions; enemies will go into a joint tar-

get database once located.

^ HIND DOWN Longbow 2.0 will once again send you against forces flying Russian equip-

I
ment in the desert, but this time the campaign is dynamic.
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VISMOD, as the Army calls it) to appear as

enemy equipment. Thus, even though both

sides will fly American hardware, one side will

appear to be flying Russian helicopters.

Up to eight players will be able to participate

in games, connecting via local-area network,

TCP/IR or modem. In addition, two players will

be able to occupy the same helicopter. This will

make the helicopter a deadly opponent, as the

copilot/gunner can fire on one target using the

Longbow's gun while the pilot attacks another

using Hellfire missiles.

This coordination is proving to be quite a

challenge for the Austin Origin Skunkworks

team. It’s difficult enough to deal with network

latency and keep players coordinated when

they’re in different aircraft. When they share the

same cockpit, close timing is a must.

The Sim’s graphics engine has been com-

pletely rebuilt, with support for a variety of

major 30 graphics cards, including 3Dfx. The

terrain will sport four times the level of poly-

gon mesh detail as the original Longbow, so

you'll see far more pronounced irregularities in

mountains and other terrain. Roads and land-

marks will also be more detailed, and a soft-

ware filtering effect will get rid of pixelation—

even on 2D cards. Complementing all this will

be real-time lighting effects that promise to

light up the night sky and the hills below with

tracers and rocket fire.

The Sim will also feature a series of training

missions, with basic systems and control

overviews in the Blackhawk and specific mission

training in the appropriate helicopters.

'>THE NEXT GENERATION With 3D-card Support,

I

Longbow 2.0 will provide a dazzlingly realistic

environment. This is a very early shot; expect

far more dramatic effects in the final version.

Sierra/Dynamix

A
lthough it builds on the hard work of

Dynamix’s Red Baron II team, Aces: X-

Fighters is far from just an excuse to

reuse that game’s engine. In fact, this

World War II air-combat game appears ready to

duke it out with Flying Nightmares 2 for the title

of the most innovative flight sim of the year.

performing, what operation your squadron is fly-

ing, and which air doctrine each side is using.

These factors also affect the flow of technology

each service will see over the course of the war.

It’s this technology flow that makes X-

Fighters special. Between missions, you can

access the Aircraft Designer, where you can

.:- DEAD MAN CRASHING AcEs: X-Fighters features an updated version of the Red Baron II graphics engine.

Even at its most basic level, X-Fighters is an

ambitious simulation. Spanning a period from

mid-1940 to early 1946 (the date of the armistice

depends on how well your chosen country per-

forms), the sim lets you fly for Germany,

England, or the United States. During that peri-

od, you fly in historical operations, including the

Battle of Britain, the invasion of Normandy, and

Operation Cobra, as well as in speculative bat-

tles, such as Operation Sea Lion and the Battle

for London. Each operation lasts a variable num-

ber of weeks, and the operation that follows is

dependent on how well your squadron has per-

formed. For instance, if you're flying for the

Americans and you botch the Normandy cam-

paign, you may end up fighting Operation Sea

Lion in 1944 due to your loss in France.

The types of missions you’ll fly depend on a

number of factors, including how well you've been

either modify an existing aircraft or take an

empty airframe and specify all the details—

engine, armor, armament, fuel, and so on. The

Designer predicts the plane's performance

specs based on the theories of the day (which

weren’t always accurate when put into practice)

and the influence cost of submitting the design

(you gain influence points through successful

missions). Minor changes, such as putting four

20mm cannon in a Spitfire Mk.l, are inexpen-

sive and will be delivered fairly quickly.

“If, on the other hand," says Producer Scot

Baytess, "you start with an airframe that was

just developed, stick the hottest new jet engine

on it, and load it up with airfoil technologies

that have only recently made it out of the lab,

you’d better be the fair-haired boy of Fighter

Command or you’ll never have the influence to

get them to build the thing. And even if you do.

cow AUGUST 1S97



"GRAPHICS ARE GORGEOUS/

FLIGHT MODELS IMMACULATE"
Boot

"FLYING CORPS IS OUTSTANDING"
PC Gamer

"THE NEW KING DF WW1 GAMES"
Computer Gaming World

"THE TOP WWl FLIGHT SIM/ FROM TOP

TO mm, THIS IS A GREAT GAME"
PC Games
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it’ll be a long time before you see It," Of course,

if you’re a stickler for complete accuracy, you

can keep with historical aircraft, or limit your

modifications to creating variants that actually

fought in the war. Aces: X-Fighters

will include one of the widest

ranges of WWII aircraft yet seen in

a simulation. Although it's likely

only one variant of each plane will

be included, the ability to alter

equipment should make it possible

to create virtually any model of

each plane.

X-Fighters is also slated to have

multiplayer play. In addition to

modem and network play, you’ll be

able to find Internet opponents in

battle.net fashion on Sierra’s SIGS

web page. Mission types will include

deathmatch furbails, ground-attack

contests, and runs against bomber formations.

The host player can configure the exact parame-

ters for a game, including scenario type, realism

settings, minimum difticulty level, and the num-

ber of influence points that can be spent build-

ing an aircraft.

For cooperative play, you can mark the wing

tips and fail of your aircraft with a squadron

color. The game will sport persistent pilot

records, so you’ll be able to see other players’

kills and losses. In addition, "ace stripes" will

appear on players’ wings, making it easier to

spot the hot pilots in a furball. The number of

players that can join a battle is yet to be deter-

mined, but the team hopes to support eight-play-

er action over the Internet.

The sim will support most 3D cards through

Microsoft’s DirectSD. Native support will be pro-

vided for cards based on the 3Dfx Voodoo

chipset, and possibly for other chipsets as well,

X-Fighters is extremely ambitious in scope. If

it delivers 90 percent of what it promises, it will

go a long way toward making up tor the long

drought of World War II sims.

LIGHTNING REDUX Novalogic’S F-22

Raptor promises a much more accu-

rate combat experience than the com-

pany’s previous effort.

There are a number of promising F-22 sims in the works, although the names may change

(see ‘’F-22 Combat Gets Nasty" in this month’s READ.ME section), interactive Magic’s iF-22

Raptor should be available by the time you get this issue. Impressive terrain graphics,

promising flight modeling, and an ambitious dynamic campaign make this worth a close

look; check out the preview in the May, ’97 CGW for more details.

Novalogic is promising that the similarly named F-22 Raptor, a sequel to the F-22

Lightning II, will appeal to the serious simulation fans who felt the flight

modeling in the earlier sim was a bit too arcade-like, (Given that the compa-

ny, tried to defend the ability of the F-22 in that game tq.do iaws-of-physics-

-j f|a{ {yms ysfog fudder pedals as being possible with the
'

le's tiy-by-wire programmability, we’tl reserve judgment until we try it.)

are still sketchy on this lafe-1997 release, but Novalogic promises a new.

flight model (based on the company's pending cooperative agreement

;heed-Martin), new missions, MMX enhancements, better multiplayer

support, and a Windows 95 executable. Support for. 3D

cards will likely be AWOL, as Novalogic

believes they can achieve equal or better results

without 3D hardware.

Finally, there's TFX;F-22 from the U.K.’s Digital Image Design

This sequel to EF2p00 will build on the features of the original program and

tegic mode that, will allow you to sit at an AWACS control station managing

jump into the.cockpit of an F-22 to join the action. The AWACS station has

a 10.000-word vocabulary. Another promised improvement is a much

that in EF2000. Not only will tank platoons move to take territory, but

even spot VIPs booking out in limousines. Ground-attack

modeling will be more sophisticated, with collateral damage from explosions, Graphics will

feature dazzling lighting and explosion effects, as well as DirectSD support.

most amusing feature of TFX:F-22 has to do with the name it will be sold under in

it: F-22 Raptor.
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The best just got better. Introducing Flight Unlimited n from

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

Fly through a sky riLLEO with commercial, civilian and

MILITARY AIRCRAFT. REAL-TIME COMMUNICATION BETWEEN

YOU AND Air Traffic Control gets you through the |am.

Experience 25 keart-pounding adventures, including

DODGING TWO F-16S WITH THE LICENSE TO KILL WHEN YOU

VIOLATE RESTRICTED AIRSPACE.

At THE CONTROLS OF THIS DeHaVILLAND BeAVER SEAPLANE,

YOU CAN TRY SOMETHING TOTAUY NEW IN A FLIGHT SIM

—

LAND ON WATER.

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
C/Net sGameCenter

. . r,. , . ,

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 dvilian aircraft, including the

legendary P-51 D 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. Now You’re Really Flying

"The richest, most

detailed environment yet

seen in a PC flight sim.”

Computer Gaming World

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

mOKOP GLASSTEOM rs!^LOG I ES.

CIRCLE READER SERVICE #069

®1997 Looking Glass Technologies, Inc., Cambridge, MA Flight Unlimilcd II and Looking Glass are trademarks of Looking Glass Technologies, Inc. All rights reserved.

Microsoft Flight Simulator is a registered trademark of Microsoft Corporation. All other trademarks and tradenames are properties of their respective owners.

Ali rights reserved.



“We’ve got to hand it to Spacetec - they’ve invented the...

SpaceOrb"360: The Best, Most

GrippingWayTo Quake!”

« ...the SpaceOrb

was the first

controller to

come here that

did not end up

in the wall.

- AMERICAN McGee

iD SOFTWARE

SpaceOrb 360

Recorded Demos at

www.spaceorb.com

“The SpaceOrfc will make you

SO good, everyone vrill hate you.”

- Bryan del Rizzo, boot magazine

“ ...the movement is so smooth, precise

and intuitive. The SpaceOrb 360 is the

best game controller around for Descent

and Quake.” -Zoobbaarr

“ ...my new SpaceOrb is incredihly SWEET.

It blows my Wiriffnan Extreme out of the

water.” -Paul Adams

“ ...it's amazing how easy it is to dance

aroundmy opponents elfordessly, while

sending loads ofbuckshots their way.
”

-Rich Armstrong

“ Great Product! I can’t play without it.
”

-BREn Alexander

“...great stuff. It makes

Circle Strafing a hreeze.”

- NEXT GENERATION MAGAZINE

“ ...the SpaceOrb 360 is an incredibly

intuitive controller ...the ONLY

controller for 3D games. ” - Matt Phears

“ ...the motion is so fluid and real, I almost

puked the first time I used it.
”

-ALAN HUNTER

<‘...the most amazing

control device

of any kind. >>

- SJANTZ

Available in the Weird-Looking Green Box at

Major Computer and Game Retailers Everywhere.

The SpaceOrb™360
The Weird-Looking Gizmo WitliA Ball

Unique Six-Axis PowerSensor* Ball

TechnologyAllowsYou To Strafe, Rotate,

Freelook and Create Complex Moves

OnAny Axis - Instantly!
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f you've ever wanted to make the transition

from virtual flying to the real thing, or if

you’re a real pilot looking to shoot some very

low-cost touch-and-gos at your local airfield,

Sierra Pro Pilot Is definitely worth a look.

This general-aviation simulation lets you take

flight in five different aircraft: a Cessna 172

Skyhawk; Beechcraft V35 Bonanza, Baron, and

Super King Air; and the Cessna CitationJet.

Each aircraft features a meticulously modeled

Instrument panel. These panels are fully Interac-

tive and mouse-controllable, so say goodbye to

having to learn 50 different key sequences to

manage your aircraft. Much of the development

team came to Dynamix from SubLogIc, and

they’ve brought along realistic modeling of flight

characteristics and navigational aids.

Gone, however, are the creaky EGA graphics and

obscure control sequences of the SubLogic days.

The Integration of the next-generation Dynamix

3Space engine with the SubLogic flight data and

airport/navigational databases is seamless. The

only general-avialion sim that looks better is

Looking Glass’s Flight Unlimited II. Unfortunately,

Pro Pilot won’t feature 3D-card support.

Despite its name. Flight Unlimited II is limited to

only one terrain area; Pro Pilot includes terrain for

the entire continental United States. Every U.S. air-

port is modeled, as well as all the navigational aids.

Even if you live in Hattiesburg, Mississippi, you’il

still be able to shoot touch-and-gos at your local

airport. Major cities have authentic buildings and

landmarks, while generic textures are used in other

areas. Elevations are correct across the country, so

you can do the Death Star

trench run down the Grand

Canyon or buzz imaginary

campers in the Smokies.

Newcomers to general avia-

tion will appreciate Pro Pilot’s

thorough training regimen. In

addition to animations that

cover basic and advanced pro-

cedures, there’s an interactive

flight instructor that will guide

you through your training.

Once you have your wings,

you can plan your own flights

or the sim can assign you

cross-country flights. Time

acceleration up to16x helps

keep those long flights from growing dull. A

flight recorder feature lets you replay your flight,

which is very useful for figuring out what you did

wrong in your training phase. Pro Pilot should

be landing in stores by the time you read this.

T

he long-awaited Red Baron II will finally

arrive in stores only a few weeks alter this

issue hits the newsstands. This sequel to

what many consider the best flight sim of

all time will feature more than 40 types of WWI

aircraft and a fully dynamic campaign engine

as well as a mission editor. In addition to your

own aircraft, you’ll encounter other flights of

both friendly and enemy planes, each on their

own missions.

Although the sim won’t include 3D-card

support, the graphics stilt look great, the

stereo sound effects are top-notch, and SVGA

frame rates were fairly smooth on a PlOO in

the beta version.

I

icroProse’s European Air War (EAW), the

sequel to 1942: The Pacific Air War

(PAW), seemingly dropped off the map

after last year’s E3 show. The delay was

worthwhile, however. The DOS version shown at

last year’s E3 looked like little more than an

SVGA-graphics version of PAW in a different set-

ting. After things settled down from the big

MicroProse staff exodus last year, the reconsti-

tuted EAW team got to work on moving the

game to Windows 95, adding 3D-card support,

and making other modifications to ensure that it

would be more competitive in today’s market.

EAW features two campaigns. The Battle of

Britain lets you fiy for either the Luftwaffe or RAF

and covers the period between July 10, 1940,

and September 15, 1940. The second cam-

paign adds American forces to the mix, and

covers a period from April 1, 1943, to April 25,

1945. The simulation is historically accurate on

a squadron basis, with the proper squadrons

based at the appropriate bases. Missions are

historical in nature, but don’t necessarily exactly

match the events of a particular day.

Although missions are randomly generated,

there is a sense of connectedness between them.

It your squadron takes out a bridge on a mission,

it will still be destroyed on the next mission.

In addition to the campaigns, there’s a single-

mission generator that lets you set up battles

between up to four different aircraft types, A mul-

tiplayer mode will support up to eight players.

The game’s Al has been improved considerably

over PAW. Not only will computer pilots fly belter,

but they’ll also be affected by morale. If they’re
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Real, point-and-click active cockpit — sit in the

cockpit modeled after the real F-22 where every-

thing you see, every switch and button, actually

works. Control your aircraft like the real pilots do...

ultra-realistic avionics are just a mouse click away.

Truly dynamic campaign system — mission editor and dynamic campaign system make for

unpredictable enemies and unlimited gameplay: never the same missions twicel

Modem and Network support-

declare war on your friends!

If you want to fl^

realism. .. j oil

Active Cockpit

Dynamic Campaigns

Multiplayer Options



an P-22 with more

the Air Porce

!

Peel the power and exhilaration of .flying the

P-22, recreated with stunning realism and detail

vdth iP-22 Raptor from Interactive diagic.

^MACiC

Visit your iocal retaiier or cali 1-888-232-5839

to obtain a copy today.

www.imagicgames.com

P.O. Box 13491

Research Triangle Park, NC 27709

iP-22 Raptor, DEMON and iMagic Labs are trademarks and Interactive Magic is

a registered trademark of Interactive Magic, Inc. All other trademarks are the

property of their respective owners.

Photorealistic terrain - Magic Labs' DEMON'^'^-1 graphics engine

generates photorealistic terrain from satellite imagery and real-

world elevation data for unprecedented visual realism. The game

includes a Free Operation Navigational Chart of Bosnia so players

can layout their flight
'

oncf-2

plan before flying the

mission.

CIRCLE READER SERVICE #171



losing the fight, they’re likely to turn tail and run

rather than fight to the death. Damage effects are

modeled in much greater detail than in the origi-

nal game. Shoot out the left engine on an Me-110

and you'll see the plane yaw to the side. Damage

will affect your own plane’s handling as well, and

you'll have the option to ditch a heavily damaged

plane if you don’t want to risk bailing out.

Flight models In the alpha version feel pretty

good. They may not be as detailed as Warbirds or

Fighter OuEu-you probably won’t have to fight

accelerated stalls, for instance-but performance

differentials between aircraft should be accurately

modeled. The cockpit features both fixed views

{although, alas, apparently lacking a "look straight

up" key) and a PAW-style virtual cockpit.

The developers have gone to great lengths to

capture the mood of the time and locale. When

flying for the Lultwaffe, your mission briefings will

be in German, with English subtitles.

In addition to 256-color SVGA. EAW will also

support 3D cards through Direct 3D. MicroProse

is also considering adding direct support for a

couple of popular 3D cards if time permits.

Hmn 4.0

W
e previewed Falcon 4.0 last month, but it

seems worth reporting that the sim is

still on track for its holiday season

release. When I visited the Spectrum

Holobyte/MicroPfose offices to see European Air

War, I also saw a version of Falcon 4.0 that had

progressed much since the previous month.

The biggest technical hurdle-the dynamic

campaign engine-was fully up and running

and looked quite impressiva Also new was the

povely 16-bit color instrument panel, with lots of

minor but engaging details such as smoothly

scrolling tape instruments.

A

[

O
nline flight sims will see advances

over the course of the year as

well. Perhaps the most Interesting

of these is real competition, as

Warbirds and Air Warrior II will

be joined later this year by

Confirmed Kill and Fighter Ace. Of course, the

eventual winners will be sim pilots, who will

likely see accelerated competition in both fea-

tures and prices.

Warbirds is slat-

ed to see its sec-

ond big update-

Warbirds 2,0-

about the time you

read this. New to

this version witi be

rolling terrain that

should make low-

level dogfights a lot

more challenging,

as well as graphic

enhancements

such as sun glare

and 3Dfx support.

New planes will

include the Me-IIO, Hawker Hurricane, Bf-109E,

and an early-model Spitfire. Interactive Magic

Online recently started beta-testing real-time

voice communications, which will allow you to

talk with up to three other players.

Kesmai’s Air Warrior II is also slated to see

improvements later this year. Flight models are

supposed to be updated to allow pilots to better

utilize historical tactics for individual aircraft.

Graphics are also

due for a significant update, likely with DirectSD

support, but the biggest enhancements are

slated for online gameplay. Automated historical

play will replace the "forever war" between

countries A through D with a battle more

resembling actual World War II combat. Newbie

players will be sent on missions, and more

experienced pilots will be able to take on

squadron leader roles.

Full details remain sketchy on Confirmed

Kill, the Eidos sim

that will appear on

Ten this fall. Instead

of a persistent

arena, this online

multiplayer WWIl

sim will allow players

to set up a variety of

combat scenarios.

You’ll be able to fly

cooperatively with a

group against a

squadron of enemy

bombers, or chal-

lenge a hot flier to a

one-on-one duel.

Finally, Microsoft’s first “pay to play"

Internet Game Zone game will be Fighter

Ace, developed by VR-1. This sim has some

of the best graphics we’ve seen on systems

sans 3D cards, and includes a superb virtual

cockpit. Fighter Ace seems geared more

toward casual players than the other online

sims, but the developers promise a number

of play levels to appeal to a wide variety of

experience levels.

> ROLLING ON An early look at Warbirds 2,0 shows

rolling terrain that will add much to strategy; expect an

I

even better look in the final product with 3Dfx support.
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'
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y the time you read this, Su-27 Flanker 1.5,

an expansion disc for the acclaimed hard-

core flight Sim, should be available. More

than just a mission pack (although it does

include 150 new missions). Flanker 1.5 adds

16-player network play, an extended mission edi-

tor, which allows you to create mission scenarios

that last a period of days, and a comprehensive

manual with plenty of tutorial information.

Although it still uses simple polygon graphics, it

does support Direct 3D, so 3D card owners will

see smoothly Gouraud-shaded graphics.

In the works is a far more dramatic update: Su-

27 Flanker 2.0. A dynamic campaign complete

with resource management highlights the gameplay

improvements; a mission editor will still be available

as well. The sim’s terrain will be based on previous

classified Russian geographic data derived from

stereographic satellite photos. Damage modeling

should be significantly more detailed, and there will

be visual indicators of damage.

The update will also address Flanker’s biggest

weakness, its primitive graphics. The new engine

will feature support for 3D cards, MIP-mapped tex-

tures (which eliminate pixelation at low altitudes),

alpha blending, and fogging. The game will also

support resolutions up to 800x600 with 32,000 col-

ors. If your hardware

isn’t up to it all, you

can toggle off new

feafures-the mini-

mum requirement for

the sim is still only a

486/66. The16-player

multiplayer mode will

allow pilots to join

games already in

progress. And for

those intimidated by

the first FlaT'Iker, the

new Quick Start

mode simplifies

things so you can

LOVELY PLUMAGE In addition to other improvements, Su-27 Flanker 2.0 will

finally sport a modern, texture-mapped graphics engine.

learn the ropes with-

out dying quite

so often.

Roll Call

Web Address

Interactive Magic Online II fighters www.icigames.com

A COW AUGUST 1997



ll| 1 ^ They called it the Korean "Canflict." But

I I 111 III 1 _ well let you be the judge. Put yourselF in

I I I if ll I J P'l°* F'86 Sabre jet, fly one

I
of its 45 missions ripped directly from the

F|J|v LAI |\|
pages of history, and engage in brutal

I I 110 I flL L IV combat with a MIG-15 while a pack of

\A/ll\inn\A/C® Oil bogeys blast away at your tail. Then tell us

VVIIlUUVVO wU if you think it's still a "Conflict."

SABRE ACE: Conflict over Korea is a trademark of Virgin Interactive Entertainment, Inc. © 1 996, 1 997 Virgin Interactive Entertainment is a
trademark of Virgin Enterprises, Ltd. Microsoft, Windows ond the Windows Logo are registered trademarks of Microsoft Corporotion.

Virgin Interoctive Entertainment, Inc. 1 8061 Fitch Avenue; Irvine, CA 92614 U.S.A. visit US OTl th© Wsbl WWW.vi©.COm
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AcIiVisioK,

HWR Will SHAniR VOBR £B0.

FIGHTER
SQUADRON

CONFRONT YOOR OEMONS THIS FALL.

CIRCLE READER SERVICE #109

Nine WWII aircraft duplicate plane

physics fortrue-to-life dogfighling

maneuvers such as snap rolls, tail

slides. Immelmanns. barrel rolls

and spin outs.

Customizable planes, an objective-

based mission editor, multiplayer

combat and nab've 3-D card support

wHh up to 30 frames per second.

FEE! THE EFFECTS OF WAR,
In WWII air combat, anything could happen. In Fighter

Squadron K actually does. Revolutionary flight advancements

and "live environments' with individual object Al make every-

thing you do— and don't do— affect your Right 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 "Hellcats" Parker.

Live environments feature concussion

effects, terrain deformation, and

integrated road and rail systems

which offer unparalleled interactions

like tunnel fly-throughs.



Yet another evil plot to undermine the
PRODUCTIVITY OF THE AMERICAN WORKER.

Work fast to match up marbles

and make them disappear.

Lose Your Marbles. Bringing America
to a grinding hall this September.

System requirements; Windows 95 IBM PC or compatible with P60 MHZ
processor, CD-ROM, I MB SVGA, 8 MB RAM. Direct X 3.0. Lockable

door. Disconnectabic phone. Authority to cancel prior commitments.

(SegaSjft)

CIRCLE READER SERVICE #360



Empire Interactive

E

mpire Interactive’s MiG Alley is a Korean

War air-combat simulator that builds on the

foundation of the company's Flying Corps.

Although that product singlehandedly turned

NECK AND NECK The F-86F Sabre and MiG-15

Fagot in MiG Alley are a close performance match.

around Developer Rowan's reputation in the U.S,,

it still had some quirks in the initial release that

Rowan had to address In patches.

This time the company is attempting to incorpo-

rate the works in the initial release. In addition to a

fully dynamic campaign, the sim will feature multi-

player support from the start. What’s more, 3D-card

support will be built-in, to alleviate the biggest com-

plaint about Flying Corps-sIow SVGA-graphics

frame rates. The terrain engine has been improved,

and the jagged Korean topography should make for

some thrilling low-level dogfights.

The aircraft lineup is very similar to that found

in Virgin's Sabre Ace. You’ll be able to fly the F-86

Sabre, F-80 Shooting Star, F-51 Mustang, and

MiG-15. Unique to MiG Alley, though, is a flyable

F-84 Thunderjet.

The campaign will be similar in some respects

to Falcon 4.0’s Korean campaign. You'll choose

from a wide range of missions in an attempt to

force the North Korean troops back to the Chinese

border and win the war before the start of peace

talks. Your planning will have direct implications

on the future of the war.

D

eveloped by Digital Integration, creators of

Apache and Hind, iF-16 Viper marks the

company’s return to the fixed-wing arena it

excelled in with F-16 Combat Pilot and

»^Conlmed on eg W5

For a FREE CATALOGUE CALL

1 • 800 • 8-THUNDER

ThuntierSeat 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 cor»trofs and mouse at

a convenient position. Add a keyboard holder

and you have the perfect setup for both flight

simuiation 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!"

Ed Dilie, ELECTRONIC GAMES

HOW IT WORKS
A too 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 S1S9.9S!

ihunderSeai
Feedback System Used in

Real F-ie Simulators
UTOPIA!”
COMPUTER SHOPPER

CIRCLE READER SERVICE #181



FALCON NORTHWEST
GOMPOTEB SYSTEMS

onlyj^be^

gan^ playing, gai

W gjSSI^' CIRCLE^OOTSERVICE 3267
le work done

Upgrade your standards

www.falcon-nw.com



Activision

Fighteijtiuadron: Sereamin’ Demons Over

A
ctivision's Screamin' Demons has happiiy lound a new preface to its

name that makes it sound a iittie iess iike the iatest Quake mission

pack. Parsoft, creators of A-10 Cuba!, is deveioping this Worid War !!

fighter-combat simuiation. Creator Eric Parker promises an even more

sophisticated physics mode! than was found in the A-10 game, which

shouid be awfuiiy impressive.

!h addition to building on its strengths. Fighter Squadron shouid address

the biggest gripes about its predecessor as weil. Gone are the poiygona!

graphics, which wil! be repiaced by foil 3D-card support, in addition, Parker

has deveioped a software "SD-card emuiator" for the game, so even if you

don't have 3D hardware you shouid stii! see impressive, speedy visuals.

Also, a mission planner will allow you to create missions for single- and

multiplayer action, in addition to the 30 to 50 missions that will be included.

Combat will take place over compressed versions of England, France,

Germany, and North Africa, with distances reduced to get you to the battle

faster. Terrain will use "super textures" that will avoid any repeating patterns.

Nine aircraft will be modeled initially, but the open

plane interface will allow more to be added later. On

the American side, you'll be able to fly the P-51

,

B-17, and P-38. FiAF pilots will lly the Mosguito,

Typhoon, and Lancaster; and the Germans will pilot

the FW-190, Ju-88, and Me-262. Look for accurate,

unique virtual cockpits in each aircraft. Parsott's Eric

Parker says the texture detail in the sim is so great

that there's no 2D instrument panel-the sim's built-

in perspective-correction features keep the panel

readable, even as a 3D object.

ARE STRATEGY GAMES TOO

CIVILIZED?

CIRCLE READER SERVICE #239





^^Kontinued from pg 101

Tornado. The sim is buil!

on an enhanced version

of the Hind engine, with

dramaticaiiy improved

texture mapping that

iooks far more state-of-

the-art, and provides

much better altitude

cues than the simple tex-

tures used in Hind.

Missions take place

over Korea, Israel, and

Cyprus; each theater will

feature 10 single missions

and 20 campaign mis-
"

sions. In addition, 20 training missions will introduce

you to the F-16’s systems. Cockpit simulation looks

good, with the latest avionics upgrades modeled and

full virtual cockpit control. Cooperative and antago-

nistic multiplayer support will be included, with both

deathmatch and capture-the-fiag scenarios.

Although not as ambitious an effort as Faixion

4.0, iF-16 Viper still looks quite promising. Look

lor a hands-on preview in next month's issue.

j

- MASS DESTRUCTION In TEAM Apache, you'll need to vrarry as much about

I managing your teammates as you will about taking out ground targets.

Eiflos Interactive

D

e

i

eveloped by Simis and Eidos' Bryan Walker,

I

a former AH-64A Apache pilot and Gulf War

I

veteran, Team Apache is designed to be

about more than just the coot hardware.

You must deal with the personal challenges that a

commander faces in a combat situation. More

than simple wingmen, your teammates are "artifi-

cial pilots" who have individual traits and charac-

teristics, and who can become fatigued and

stressed as the campaign goes on, Think of Team

Apache as the first character role-playing simula-

tion, Equipment management also figures info the

equation, and you may at times be faced with the

prospect of sending pilots up in a damaged bird.

This AH-64A Apache attack helicopter sim will

feature campaigns in Colombia, the Middle East,

and Russia, as well as a "quick start" and a mis-

sion editor. Up to eight players can participate in

modem, LAN, or Internet games, and direct sup-

port is included for all the major 3D cards.

J

SF models the aircraft competing in the

upcoming Joint Strike Fighter competition.

Contrary to initial reports, the sim will fea-

ture the Boeing and Lockheed-Martin

entries in this competition to develop a tri-ser-

vice, stealthy attack jet.

OR, PERHAPS, NOT

RISKY
ENOUGH?

CIRCLE READER SERVICE #239



interactive STPATEGY GUIDE
f ^^atch act^f‘S^g
same
Jaoti,

I ^easiife!”

'''°‘'-^he!Alare
R»"ie iV:xaro

Run to your nearest retailejp
'
^'^reai

i or call 800-229-2714
.

WWW.GAMEWIZARDS.COM
WWW.WIZWORKS.COM

GameWizards Is developed by ©1997 GameWIzards, Inc. Marketed by WizardWorks. Inc. All otlier trademarks are property of their respective owners.
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> ULTRA MODERN The Joint strike Fighter modeied in JSF won't actually go into

service untii weii after the year 2000.

Although JSF promises four dynamic campaigns and 10 miilion square

miies of reaiistic lerrain, indicalions are that this wiii be an action-oriented

simulation, along the lines of NovaLogic’s F-22 Lightning ll. Initial reports

are that the graphics engine is breathtaking. We’ll report in detail after we

get a hands-on look.

COBRA'S VENOM A SuperCobra takes out a target before it can cross the

(

bridge in Flying Nightmaaes 2. a game unique not only in its strategic element,

but in its simulation of both helicopters and fixed-wing aircraft.

F

lying Nightmares 2 is two-thirds flight simulator and one-third real-time

wargame. In addition to a traditional combat sim campaign set in Cuba,

FN2 will also feature a Commandant mode, in which one player can man-

age the real-time war from an overview map while others fly missions in

AH-1W SuperCobra helicopters and AV-8B Flarrier II Plus attack jets. For the full

scoop on FN2, check out our preview back in the June, '97 issue, %

THE FINE ART OF
CONQJJERING THE WORLD.

COMING THIS FALL
CIRCLE READER SERVICE #239



• ACT laboratory's EASLEMAX Joystic

• ACT laboratory's POW-

ERRAMP Gamepad

• Plus the deluxe flight sim

znd Pri

The deluxe flight sIm package Includes

Empire inTeraitive's Interactive Magic's Navalogic’s F-22 Take 2's Jetfighter III

Flying Carps iF-22 Rcptar Lightning 11

Techralagies’ Right Dynamix'Red Baron II

Actiwslen’s A-10 UnlimitedJI^^

Cuba!

(Nate; In the event ef unavaidable preduct

delays er unavailability, titles of equal value may

be substituted.)

3ril Prize
100 contestants will receive a

gift and honorary membership

in CSWs 4077th Three

Wisemen Squodron.



Just (answer these three questions

based on 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 ot the above.

3. The powerplant of the F-1SC Fighting

Falcon is:

a) one GE J-47 turbojet

b) one GE F-110-GE-1000 turbotan

c) one GE 36-inch frost-tree refrigerator

with ice dispenser

d) a non-GE engine.

To Enter: Send a postcard with name, age, address, telephene 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 be received hy 11:59 P.M. Pacific Coast time August 30, 1997.

Swepslakfs Rules;

1) fio pufchase necessaiy; lb enter, send a sOnderil sisO postcard containing

naina, address, phone number, and die cotrecl ans',wrs to the tfiiee queaions list-

ed abcw to "Summer Sim Sweepstakei cfo Comp'jter Gaming VArld magazine

135 Mam SUeel 14tti Ftoor. San Franosco. W 941(S,' or an email with the same

inloirnation lo: summerjmS-zicom. Ho purchase or parwent ot an/ money Is

necessary to enter. One entry per household. Mechanically reproduced enities will

not be accepted. Entries must be rKcived by lt;59 P.M. FScific Coast lime August

30, 1997.A1I entries be

aneCSponsor-laodw

recteoenliies Only one prize per tamdyo

value c< SI, 100 One Rrsl Prize: Rtst Prize winner wil pne ACT

UboraiQty's BAGLEMAXipyslIck, ACT taporatory's POV/ERRAMR and nine flight

simulation pioducts. fiist Piize has an approximate retail value S4M. One

Second Prize: Second Pnze winner will receive nine tight simulalion products The

second Prize has an approximate retal value ot S300. 100 Third Prizes: The Third

Prize vnnnetswill receive a giP and one honorary membership in CGP/s 4077lh

Three VAsemen Squadron Third Prize has si apprmimate retail value ol S2.

September 15, 1997. All prizes will be awarded. Ail prize winners will be nolilied Iv

mail. Piize(s} are non Iransierafite Mo subsliluiion ol piize(s) are aiowd, ecept al

the option ol Sponsor should the featured pri2e(s) become una«a!iabie,

3) Odds Winning: Ttte Odds ol winning will be determined by number ot

Of affect Itie administration, security, lairness, Inlegrity, or proper conduct olthis

aweepstates, Dtl-Oa'is Inc reserves Ihe nght at its sole disaetion, to OtsquaBy

any individual who tampers with Ihe enl^ process, and to caned, letminale, mod-

communications line laiiuie, theft oi destruction oi unauthorized access lo, a

alteration ot, entries. Zill-Davis Inc Is not lesponsihle lor any problems or techni-

cal maiunction of any Idephone nelwoik or lines, computer on-line systems,

serwrs or providers, computer equipment, sottwa’i tailute of arv e-mail ot entry

to be received by Zift-Davis Inc on account ol technical problems or traffic con-

gestion on the Inlcrnet ot at any VW) Site, or any combination thereof. Including

any iniury w damage lo part-cipanrs oi any olhet person's computet related to ot

es by Sponsor whose decisions ate final. Drawing to behakt on ot about

iponsibleloratrydan

mat consumers might incur as a tesui ol this sweepsla

Wnnets accepting prizes agree that a'l piizes are awarded on the condiiion that

Zifl-Dans Inc, Sponsor, and Iheir agents, lepresenaiivK, and employees wil ha^

no liability whatsoever lor atry Injuries, losses, or damages ol any kind tesulling

Item acceplance possession, ot use ol me orizea it lor any reason the online

pofton of Ihe sweeps&kes is not capable of rurming as planned, including infec

lion By computer virus, bugs, tampering, unauthorized inleivenlion, fraud, techni-

cal falluies, or arty other causes Deyond the conbol of ZItl-Davis Int whicti corrupt ly ol the respective sponsors All tights reserved.



Nim^
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/s) Video Memory

• 1024 X 768 resolution with 16.7 million colors

• Microsoft Direct3D and Active Movie support

• 170Mh2 RAMDAC for refresh rates up to 160Hz

NITRO 3D. New from STB, one of the largest multi-

media companies in this world. Helping you create

yours, From $99,99'

Available at:

micRpcEri!^
'Iflj'is ELEK-TEK'.inc. [jompulAbililv

STB Systems, Inc.

(868) 234-8750 htlp://www.stb.com
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LOYD CASE* HARDWARE

Shining Light

in a Daih Pia
The Heralded Arrival of 3D WinBench 97

by Loyd Case

T
here’s an

old fair)'

tale about

several

blind men

trying to

describe an

elephant.

I

One feels

I the trunk,

and proclaims that the elephant is much

like a snake. /Xnothcr feels a leg and says

that the elephant is like a tree.A third

feels the elephant’s side and su^ests that

the elephant is like a wall.

So its been with 3D graphics accelera-

tors. I've looked at dozens of 3D accelera-

tors os'er tlie ]r<ist year, and in writing

about them it’s become clear that the tools

to really test 3D accelerators ha\'e beai

limited, to say the least. Tlicre are a scant

handful of Direct3D giimes that mn on

most— but not all— of tlxi 3D graphics

chips. ’I^re are tlie infamous ’llinnel.

Twist, and D3DTestthat ship with

Microsoft’s DirectX dc\'doper’s kit.A cou-

ple of vendors have tried to toss out

benchmarks, but tl>e)'’ve often l)een le.ss

tlian objective. Tliis serious dearth of both

Direct3D games and thorough testing

tools ha.s created the need for a compre-

hcasivc, objectis e 3D-lx;nchmark.

It’s a serious problem. Unlike bench-

marking 2D graphics. 3D graphics are

much more complex, and no two

chipsets have the same features. Some,

like the Matrox Mystique, sacrifice some

image enhancement features in search

of better frame rate. Others layer 3D

feature sets oii to]5 of existing 2D archi-

tectures. Some, like 3Dfxa]id \^deo-

logic/NEC, focus only on the 31D side

of the equation.A good 3D benchmark

needs to let the user not only check the

image qualit); but also turn features on

and off. Better yet, a good benchmark

would notify the user when certain

features don’t work.

Tlien there’s the issue of perfonnance.

No two games will nece,s,sarily generate

the same workload. A card that mns

Mons'IKK Truck Madness well, with

its relati\'elj' low' polygon count, might

choke on a title with lots of smaller poly-

gons, like Eidos’ ElAlNG NiGtri'M/\Rt:s 2.

So a thorough benchmark needs to vary

both pofygon count and size.

Another issue with benchmarks is

accuracy. Certainly a well-designed

benchmark needs to minimize the possi-

bilit)' of cheating, but it should also be

aware of external factors that might

affect the numbers. For example, most

3D titles will double-

buffer their animation,

meaning that while the

existing frame is being

displayed on the screen

{the front buffer), lire

next frame is being

drawn in off-screen

memory on the graph-

ics card (the back

buffer). But there’s a

problem \v'ith using a

double-buffered pro-

gram to measure per-

fonnancc. It’s called

vertical retrace, which is the gun in your

monitor that scans back and forth, draw-

ing the pixels on the -screen. It scans at

the vertical refresh rate of the computer.

’^Ilie problem is that most games wail

until the irexl vertical retrace starts

before flipping which buffer is onscreen.

If they didn’t, you’d see image ‘'tear-

ing"— not a pretty sight.

To address tliis issue, a benchmark

needs to write to only one buffer. Because

tlie l)enchmarkwould be wTitinga new

frame right to the display buffer each

time, tliere would Ik a flashing effect. And

while it vsoulcln’t be pretty, it is a more

accurate meas'uremcnt technique.

l‘br simplified comparison of 5D chips,

a good benchmark should produce a sin-

gle number when testing is done— one

that takes into account both feature set

and perfonnance (frame rate, fill rate, and

polygon throughput). Dnalfy, tliis bench-

mark needs to push existing hardware by

first .simulating tlie workloads generated

H Wouldn't

it be great to

have a

benchmark

that did it all

right?

Guess what?

We do. p p

You can reach

Loyd at his new

email address:

lcase@pacbell.net



HARDWARE

LOYD CASE

When you run any

Windows-based benchmark,

there are several things you

need to do. First, make sure

no extraneous programs are

running. The Ziff-Davis bench-

marks warn you about back-

ground programs, but double-

check. Second, if you haven't

Benchmarking Tips

defragmented your drive in

some time, do it before run-

ning a benchmark. Third,

make sure you turn off screen

savers and power manage-

ment. Finally, if possible, run

the benchmarks from a clean

Windows 95 installation. The

last one isn't always practical

for most working systems, but

if you want to see how your

system does at its peak, a

clean Windows install is the

only way to do it. The more

software you install, the slower

the benchmark results—even

when you don’t have any other

programs running. Oddball dri-

vers. DLiLs, fonts, and other

junk lying around from previ-

ous installs can adversely

impact benchmark testing.

by current titles, but also by having tests

that push pol)'gon counts up to levels that

game dcs’clopers will probabl)' be creating

in a year or two.

Wouldn't it be great to ha\ e a bench-

mark lliat did all tliese things?

Guess what? We do.

It’s called TIT WinBench 97, brought to

vou b)’ the pcrfonnancc measurement

wizards at tlieZiff-Da\as' Benchmark

0]XTation Croup (ZDBOp).You can

download it from ZDBOps Web site at

wwwadbop.com. Mowe\'cr, ills a 20MB

download. For a nominal charge, jou can

order a 3D Wniknch CD-ROM.

3D \Vini3cnch 97 Ls a Diiect3D bench-

mark, and uses lT3D’s Immediate Mode

— tlx: same one most game dcvclopen;

will use. Tliis lets dcvclo|Dcrs gel ckwer to

3D hardware, and gK'cs tliem tlx freedom

to constmcl their own geometry engines.

.
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MIX AND MATCH In this dialog box, you can turn indi-

vidual features on or off and test your 3D card's per-

formance with different combinations.

The benchmark consists of three

groups of tests.

The 3D Quality tests step through II

short interactive sec)uences, then ask you

if certain features {fog, for example) look

correct, Tlicrc are actually samples of

“good" and “bad" images to make the

judgments easier. If your screenshot

matches Ihe'had’’ example, tlien the test

has failed, and you should check the “no"

box. If )'our image Is close (o the'good”

image-even if its not exact-lhcn )’0u

should check“yes.”

If tlx cards Direcf3D drirer doesn’t

su[)]Tort a feature, you’ll just get a dialog

lx)x telling jou that tlx feature isn’t imple-

mented. Wliats important is that tlx “pcr-

fonnancc" is more than just tlx amount of

framc,s/polygoas/pLxcl.s ])er second. Image

qualit}’a].so has to be uj) to snuff

The minimum rcc)uirements for 3D

\Mnl3cnch to u.se hardware acceleration

are /-buffering, perspective-corrected

texture ma])])ing. and point sam]5ling of

textures. You can only explicitly test for

perspective correction; the ollxrs arc test-

ed before you mn the 3D WnMarklcsI.

If jour card flunks the per.s])cctive correc-

tion test, tlxn all of 3D \\hiBcnch will

mil in software emulation— very .slowly.

After the 3D Quality tests complete,

the 3D WinMark test nins, generating a

scries of fls'througlis or w'alkihroughs of

tliree scenes, with different haixlware fea-

tures enabled. Tlieres a flylhrotigh ofa sky

scene witli futuristic buildings; anotlxr of

an i,slancl with roads, trees, and buildings;

and a third lhals a walkthrough of the inte-

lior of a cha])cl.Tliesc fiythroughs will

generate tlx final 3D W'inBench score.

Tlie 3D Tnangle tests throw a spin-

ning ball on the screen and measure liow'

fast triangles are generated. Tliese results

don't affect the 3D WinBench score, but

they do show how' well your card handles

triangles of different sizes with different

acceleration features enabled.

One other cool feature is the ability to

explicitlj' turn features on and off, so you

can force certain Dircct3D features on

to see w'hat happens. ' 1 lierc are check

boxes for disabling certain rendering

capabilities, w'liich can be useful to see if

there arc bugs in the Direcl3D drivers.

Is 3D WnBcnch perfect? In a word, no.

For one thing, its still a synthetic bendi-

mark, and only measures rendering perfor-

mance ofllx 3D card. Because 3D ren-

dering also relies on tlx CPUs floaling-

pointperfoniiance, 3D WinBench 97 also

happens to lx a good tesHng tool for gaug-

ing that as|)ect of i>crfoimancc as well. In

tlx real world though, games base audio,

Al, physics, overlaid 2D-cockpits, joysticks

input, and tlx like, all of w'liidi can alter

pcrfonnance. It’s possible that some 3D

cards might be more adversely affected by

real gamas than tlx benchmark might

indicate, T lx best testing ap]iioach would

combine 5D WinBench 97s granularity

and thoroughness with a gaming bench-

mark to capture perfonnance measurc-

niciits from a series of games. Wc don’t

have the tools for that yet, but we’ve got a

new testing method called LivcPIay in the

vwDiks tliat wilt addre,s.s tliis second area.

We’ll be using 3D WinBench 97 exten-

sively in all ofour 3D accelerator testing.

We also used it for this months CPU

RHiiidup, and got some very' interesting

results. It has a level ofgranularity that

hasn’t existed in pa,sl tests. It’s objective,

and doesn't fa\or any particular feature

set, and it will also pusli the industry for-

ward a bit. Tlx feature set that’s tested in

3D WuiBeiicIi will most likely i)e univer-

.sallysupjwrted within tlx next year.

If you’re interested in 3D perfor-

mance, download the benchmark or get

llic CD to see how'ytiur sy'Stcm stacks

up. Even if all you do is test your ov\n

card, you'll Icam a little more about the

inner-workings of 3D graphics, and

every little bit helps. S
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And now. Mystique pushes the limits even further with its new Matrox Rainbow Runner Studio

add-on (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 Destruction Derby 2

at 3

Do you crave over 30* fps

games? Looking for the fastest Windows and video performance?

Then power up your Pentium with the award-winning Matrox

Mystique graphics accelerator - now with a new low price and the

option 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-bit design. With all these advanced features, you'll be ready to

ikim€iiiferliiimsilie:mi!iu««(iUii
Or tunnel your way through exciting 3D game titles at

over 30' fps. Be sure to check out our web site tor the latest speed tested games! Whaf 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.

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 Rainbow Runner Studio installation offer

Free Mech Warrior'"

2

Free Scorched Planet'"

available al CompUSA, Elektek, Fry's, Future Shop, J&R aiul NCA (Valid for July 1997 only)

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

' Estimsied stresl price. All pcrfornunce lasts conducted by Matrox Graphics Inc. on a Gateway 200 MHt MMK with 32 MB cl RAM and 512K cache. Matrox Mystique
,
Dieniond StoalIh3D 2000X1, Creative 30 Blaster PCI and All 3D Xpression-l-

PC2TV, were conhgured with matintummeinorvCDnliguiatrons using driver releases 3.41, 4.03.00.310S. 4.02.0204 ond 3.03 reepacUvely. IMnBench 97 business tests conducted at 1024 x 768 (tblO bit al7S H; using small lotits under WvkMS
96. 30WnBotdiO? tests onticIcdaldeiaullrescUian G40x480^Ifrtil at 76 Htwilh DirectX “OaifiigsmilftrtsinlefVVnkMvs 95. 30 WinBench settingswen dbaUdlryOsilySulfinspanscs lor ther^iectiviipabjcts.
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Check out these powerful PCs.
Available now:

f’' processor with MMX " technology

Che, Hash BIOS

ISX EIDE variable speed CD-ROM drive

3.5Jopp,driv^

^

32 voice wavetabie stereo sound with speakers

PCI 64-blt 30 video, htPEG, 4M6 EDO DRAM

I?" Micron DFGi, .26dp(16.0” display)

Tool-free niinitower

Microsoft ' Intellimouse', 104-hey keyboard

Microsoft Windows^ 95 arid MS '' Plus! CD

Microsoft Office 97SBE CDs

Multimedia Xcllerueut Pak:

[Comprised of MMX technology-based software)

II processor (features MMX technology)

"B BIOS

S.lfiS EIDE hard drive

24X ElOE variable speed CD-ROM drive

3.5" floppy drive

lOOMB Iomega Zip drive

32 voice wavetabie stereo sound

56Kbps technology modem'

PCI 64'blt 3D video, MPEG, 4MB EDO RAM

IT’ Micron IZFGx, .26dp(i6.0" display)

Tool-free minitower or desktop

lQ4-key keyboard

ws 95 and MS Plus! CD

97 SBE CDs

(Comprised of MMX technology-based software)

Universal Serial Bus connections

5-year/3-year Micron Powerlimited warrantyj

'Maximum transmission speed of up to 56Kbps when downloading data and 33.6Kbps when uploading. However, actual

performance is dependent upon numerous factors and observed transfer rates may Be less than the maximum potentials.

' The CD ROM drive will be removed upon the purchase of the DVD upgrade.

Are you ready to dish up computer

entertainment - real entertainment like

graphics-intense games or video-packed

Internet sites? Check out our Millennia

models featuring Fusion 3D. Our Millennia

XRU and MME models are built with Intel

Pentium processors featuring MMX

technology, 3D video, USB connectors,

MPEG and 16X EIDE CD-ROM. That means

you gel unsurpassed speed, performance

and easy upgrades. Visit our Web site or

call today - get a Millennia at a price that

will have you licking your chops, and

everyone else eating their hearts out.

MICRON
POWER

HP PRINTER OPTIONS

IP DcsHet 692c printer ,‘319

IP Laserlet ELii printer .'429

Micnm Sales Hours; Motvf ri 6am-l0pm, Sat 7am-5pm (MT) Technical Support Available

24 Hours A Day-? Days A WfeekToUfree from Mexico: 9S8OO-70&-1755

Tolltree from Canafla: 800-708-1759 ToUtree from Puerto Rico: 800-708-1755 • Intematonal Sales: 20889J8970
IntsmatiDnal Fax: 208893-7393

Becnns' cufTsniienTis art] ixoouiisor sale. Lease pnces based on i8rrxxith lease. Tr« Intel nsioeLm ») Ibnliutn ate rensi^
of In® Ccxpcxaiion.MiaosofrWnOows.tttnitowsNT and BteWndOM ego ate registered traOemarksolMierosoNCoiporaticn.Ofrwse

lered traderriartis are the property ofdw respective cwiiparties.

Pentium'

call to order

1
*888 *669*0969

rMICRON^ " ELECTRONICS

' www.micronpc.an>;'J

CIRCLE READER SERVICE #100



The New Generation of CPUs Pushes

the Gaming Enveiope Even Further
by Loyd Case and Dave Salvator

T
here's never been a more confusing, yet more exhilarat-

ing, time to choose a brain for your PC. A couple of

years ago, the 486 and the clones from competitors

Cyrix and AMD were getting tong in the tooth, and the

only choice lor an upgrade was the Intel Pentium. Then

last year, Cyrix fired the first shot across Intel's bow by

shipping the 6x86 processor line. At that time, AMD could only offer

the anemic KS—which is really only a souped-up 486.

But now the landscape is changing. Intel has several viable proces-

sor families: the P54C (“classic" Pentium), the P55C (“Pentium with

MMX Technology"), the Pentium Pro, and the spanking-new Pentium II

(which looks much different from its predecessors, resembling a small

plastic cartridge with an edge connector that plugs into a slot on a

motherboard called a Slot 1. Naturally, this means that the Pentium II

won’t run in older motherboards). AMD has launched the K6, a

Pentium Pro-class CPU with MMX that fits into the same motherboard

socket (Socket 7) as the standard Pentium; and Cyrix is poised to

deliver the 6x86MX, touting it as another MMX-equipped Pentium Pro

equivalent that also plugs into Pentium’s Socket 7.

While it's great to have choices, most of us have to vote with real dol-

lars, CPUs are expensive chunks of silicon, and making the wrong choice

can seriously bruise a budget. We decided it was time to see how these

CPUs really perform. On the "old-timers" list are Intel's P54C “classic"

Pentium, the Pentium Pro, and the Cyrix 6x86L. The new kids on the

block are AMD’s K6, which has generated a lot of buzz, the P55C MMX

Pentium, and Intel’s new baby, the Pentium II. Though we weren't able to

get Cyrix’s 6x86MX chip in time for testing, we'll still give you the low-

down as to how this chip may have Pentium II looking over its shoulder.

Integer performance has often been the primary metric when evalu-

ating CPUs, but with the push toward 3D games and accelerators,

CPUs’ floating-point performance has become a much more impor-

tant factor in overall performance. With that in mind, we tested both

criteria extensively, and the results may surprise you. There are a lot of

numbers here, so hold on to your hat as we dive in.
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• 32MB of 60ns EDO DRAM

• STB LightSpeed 128 graphics card (Tseng ET6000 chipset)

with driver rev. 1.06

Benchmarking is fraught with a host of choices, none of them

ideal. What methodology produces the

you test all CPUs at the same clock rate? This approach

an interesting test of CPU efficiency, but it’s not how gamers buy

systems. We ran all the CPUs at their specified clock rates and kept

components as similar as possible. But given that the Pentium II

and Pentium Pro have different socket and chipset requirements, we

used different motherboards for these CPUs.
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overall efficiency. Plus, (he fransisfor count

has been boosted to 5,5 million transistors.

In our benchmarks, the P55C is the

fastest 16-bit CPU tested, as evidenced by

its WinBench 97 CPUMarks performance,

and also in Duke Nukem 3D, which makes

heavy use of 8- and 16-bit data types. Of the

three processors with MMX support, the

P55C comes in mid-pack on the Rebel

Moon Rising test. It easily bests all of the

Socket 7 CPUs on Quake and 3D WinBench.

Recently. Intel announced that P55C's

top-end clock rate would climb to 233MHz,

because of improvements to its process

technology, if you don’f need Pentium Pro

performance, or can’t bring yourself to

spend the additional dollars, then the P55CIntel P54C

“Classic” Pentium

T
he classic Pentium has become some-

thing of a stepchild in an incredibly short

time. The good thing about this is that

prices have dropped radically. With a little

careful shopping, you can find a 200MHz

Pentium for under $350. You’d think from

Intel’s advertising that the Pentium is about

ready for CPU heaven, but its performance

belies that notion. The 200MHz part still has

stronger floating-point than either the Cyrix or

AMD chips and, when coupled with a 3D

accelerator, is still a viable gaming platform

T
he P55C is a significantly enhanced

Pentium processor that sports twice

the LI cache size (16KB for data,

16KB for instructions, 32KB all told) of the

classic Pentium. MMX instructions and

some additional features also increase its

(especially at the fire-sale prices that

we’ve seen recently).

Turning to the numbers, P54C easily

outpaces AMD’s K6 and Cyrix’s 6x86L

in Quake TimeDemo tests. In Duke

Nukem 3D, it just misses a first-place

tie with its successor, Intel’s P55C, and

beats both the Pentium Pro and

Pentium II, And while relatively slow on

the CPUMark front, it hits the median

for the 3D WinBench test, a testament

to Intel’s strong floating-point perfor-

mance. In USNF '97, the P54C is

respectable, pacing its sibling, the

Pentium Pro, at about 13 fps.

Overall, if you’re on a tight budget

and don’t need MMX capability, the P54C is

still a viable-and affordable-option.

Intel P55C Pentium

With IVIIVIX Technology

' How We Tested

• Diamond Monster 3D (3Dfx Voodoo chipset) with driver rev.

1 ,07, Note; These drivers overclock the Voodoo chipset’s GRX-

CLK to 57MHz.

• Screen Refresh Rate: 75Hz

Internal LI cache sizes were necessarily different, depending on

the CPU tested.

We used the ABIT IT5H rev 1,5 motherboard with 512KB of L2

cache to test all Socket 7 CPUs: P54C, P55C, K6, and 6x86. We

chose the iT5H because it supports all necessary voltages and mem-

ory clock speeds for all CPUs.

The L2 cache on the Pentium II was 512KB, versus the internal

256KB L2 on the Pentium Pro.

To lest the Pentium Pro, we used a Micron Millenia Pro with the

440FX chipset. For the Pentium II, we used an Intel-supplied refer-

ence system that also uses the 440FX chipset.

The Benchmarks

For DOS testing, we used Quake version 1.07’s TimeDemo test,

running ali three demos at 320x200 and 640x480, and averaging the

V

three resuits at each resoiution. Because Quake’s rendering engine is

very.fioating-point-intensive, these tests are a good measure of a

CPU's bare-knuckie lioating-point performance with no assist from a

3D accelerator, in the game-specific tests, we had audio and joystick

enabled, though we didn’t always use the joystick,'

We also used Duke Nukem 3D funning at 640x480 because of its

intense use of 8- and 16-bit data types for rendering. We used the fol-

lowing commandjiine switches: PUKE3D /M /S3'/L4; and look a

frame-rate measutement at the beginning' oTlhe level.

In Windows 95, we used WinBench 97 CPUMark 16 and

CPUMark 32 tests, which rigorously exercise the integer portion df-a

CPU. To test floatiiig-point performance executing 3D rendering

through DirectSO, we used 3D WinBench 97.

Another lloating-point-inlensive test was US Navv Fighters '97,

where we measured frame rate with an F22 sitting on the runway of a

custom mission. For this test, we turned sky and water textures off.

To test the three MMX-equipped CPUs in this roundup, we used

Fenris-Woll’s Rebel Moon Rising, whose rendering engine makes

use of MMX for dynamic lighting effects, and for speech recogni-

tion, We recorded frame rates at the beginning of the first level with

MMX both enabled and disabled.
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is worth a close look. At 200MHz and above,

it's stiii pretty pricey, but the 166MHz part is

availabie for weii under $400. Given intei’s

big push on the Pentium li front, it's likely

that P55Cs will be available at bargain-

basement prices in the next few months.

Note that the P55C is a split-voltage CPU,

with a 2.8 volt core and 3.3 volt I/O power

reguirement. If you’re considering a P55C,

make sure that your motherboard supports

this voltage reguirement. For only a few dol-

lars more, you can also get OverDrive MMX

Pentiums that will run in a wider variety of

Socket 7 and Socket 5 motherboards.

Cyrix 6x86L P200+

L

ast year, Cyrix and IBM delivered the first

strong contender to Intel's Pentium line

with the 6x86L. At first glance, it seems

guite attractive, selling at a much lower price

than the equivalent Pentium. The 6x86L gen-

erates stellar results in standard desktop

benchmarks, such as WinBench and

WinStone. Upon closer examination though,

the P200-e turns out to be a poor choice for

any gamer not on an extremely tight budget.

The benchmarks tell the story. On any-

thing with substantial floating-point code-

3D WinBench, Quake, or USNF '97 (which is

strapped for cash or are only running

older games, give it a pass. If you do

get one of these, make sure your

motherboard supports the necessary

75MHz-memory clock speed.

practically a slide show)-the P200-r- totters

along like Bill Clinton on crutches. Even in

16-bit benchmarks, ostensibly Cyrix’s strong

suit, it barely reaches parity in CPUMarks,

and fails behind in Duke Nukem 3D testing.

The 6xB6L P200-t- is a classic example of

marketing run amok. The P200-t- actually

clocks at 150MHz, although the memory

bus runs at 75MHz. If this were positioned

as a really fast 150MHz part, we might be a

little more forgiving, but positioning it

against the P54C and P55C 200MHz CPUs

is misleading, at best. Unless you're

^ AMD K6 PR200

T
he K6 is the fruit of AMD's acqui-

sition of NexGen, a CPU design

company started by some former

Intel CPU engineers. We were pretty

eager to check this one out. There's

been a lot of heat generated about

AMD's latest foray into the processor

wars; we hope this will shed a little

light on the new developments.

At 8.8 million transistors, the K6 is a big

chip. It's also the first Intel competitor to

support MMX instructions. In one of those

odd engineering decisions, the K6 supports

a voltage scheme slightly different from Intel

CPUs, The K6/200 requires a 2.9 volt core

voltage (not 2.8 volts, like the P55C) and a

3.3 volt I/O voltage. The K6/233 supports a

very odd 3.2 volt core voltage. If you pick up

one of these chips, make sure your mother-

board can handle it. We managed to obtain

a K6/200 for our lest.

Speeds

and Feeds

Intel

P54C

Intel

P55C

Cyrix

6X86LP200+

Pentium Pro Pentium II Cyrix

6x86MX

AMD K6

Price About $350 $500 $150 $517 (256KB internal L2)

$1,060 (512KB internal)

$626 (233MHz)

$775 (266MHz)

Unreleased at

press time

$440 (200MHz)

Clock

Speed

Tested/

Max:

200MHz/

200MHz

200MHz/

233MHz

150MHz/

150MH2

2Q0MHZ/

200MHz

233MHz/

300MHz

180, 200 and

225MH2

200MHZ/233MHZ

(266 announced)

Transistor

Count;

3.3 million 5.5 million 3 million 5.5 million 7.5 million 6 million 8.8 million

Socket

IVpe:
Socket 7 Socket 7 Socket 7 Sockets Slotl Socket 7 Socket 7

LI Cache

Size:

16KB 32KB 6KB 16KB 32KB 64KB 64KB

MMX: No Yes No No Vfes Yes Yes

Voltage; 3.3 volts 2.8 volts core

3.3 volts I/O

3.3 volts 3.3 volts 2.8 volts 2.5 volts core,

3.3 volts I/O

2.9/3.3 volts,

(K6/166 & 200)

Memory

Bus Speed:

66MHz 66MHz 75MHz 66MHz 66MHz 60, 66, and

75MHz

66MHz
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Perlormance proves to be an odd mix.

Integer performance is certainly close to

the 200MHz Pentium Pro, according to

WinBench 97, but its Achilles’ heel is

floating-point (though the FPU is still far

superior to Cyrix’s P200-I-). Floating-point

intensive benchmarks lag behind all of the

Intel processors. Quake, 3D WinBench,

and USHF ’97 all run slower than even the

P54C. Oddly, even Duke Nukeiu 3D also

runs slightly slower than on the Pentium

processors. Our sole MMX benchmark.

Rebel Moon Rising, also runs a little slower

than the P55C.

However, please note that although the

ABIT BIOS officially supports K6, we ran

several AMD utilities that enabled

K6’s write-back allocation caching.

Since the K6 is cheaper than the

P55C, it’s still a great choice for

someone who has modest tioating-

point needs hut demands terrific

integer performance (strategy

game players, for example).

Note that K6’s floating-point is

not egregiously bad-it’s about

equivalent to a 166MHz Pentium-

but if you’re a serious QuAKE-head,

or if you play similar games (and

you can afford it), the Intel CPUs

give you more floating-point

and MMX punch.

The K6 is a worthy competitor to the

Pentium line, and even pushes a bit into

Pentium Pro territory. But, unfortunately, the

AMD marketing folks are taking what would

be a great Pentium upgrade and trying to

position it against the Pentium II.

Finally, we’re more than a little annoyed

that AMD chose odd voltage requirements

for the K6, which makes motherboard

selections more restrictive. By now, the

K6/233 should be shipping in quantity Be

sure to check AMD’s Web site (www.

amd.com) and the motherboard manu-

facturer to make sure you have the right

board for your K6.

Intel Pentium

Pro 200IVIHZ

W
hen Intel's Pentium Pro debuted, this

first P6-generation chip was remark-

able for a couple of reasons. It was

the first X86 CPU to put the Level 2 (L2)

cache inside the chip Itself, and it also ran

the L2 at the CPU core’s clock speed, rather

than at memory bus speed. P-Pro was also

the first Intel chip to reduce X86 CISC

(Complex Instruction Set Code) instructions

to smaller, RISC-like (Reduced Instruction

Set Code) instructions for faster execution.

But the chip has also had its problems:

Despite blazing 32-bit performance, its 16-bit

performance is actually slower than standard

Pentium chips, and unlike the P55C and

Pentium II, P-Pro lacks the MMX instruction

set. On the upside. P-Pro is a very able

floating-point performer, and turned in gen-

erally favorable numbers in our testing, trail-

ing only the Pentium II in many tests.

In DOS, the P-Pro fared well in Quake

TimeDemo and CBench tests, though its

Duke Nukem 3D performance was the slow-

est of the lot, owing to Duke's reliance on 8-

bit and 16-bit data types for rendering. In

Windows 95, again, the numbers were gen-

erally good, though P-Pro suffered on

WinBench 97’s CPU16 test, where it came

USNF '97 TEST: This title is floating-point-intensive. The numbers

are similar to those seen in 3D WinBench: P-ll is the clear winner,

AMD finishes behind all four Intel CPUs, and Cyrix’s 6x86L is late

for lunch. What’s interesting to note here is that P55C and P-Pro

turn in nearly identical performance, duke nukem 3D TEST: Duke

is a curious test for CPUs because of its heavy use of 8- and 16-bit

data types. As a result, it has P-Pro and P-ll actually bringing up

the rear, Intel’s P55C and P54C are the winners here, with AMD a

not-too-distant second, QUAKE TIMEDEMO TESTS: Quake relies

heaviiy on floating-point performance for its rendering, and P55C,

P-Pro, and P-ll are the winners here. AMD K6 lags behind all Intel

CPUs, and Cyrix’s 6x86L is nowhere to be seen. REBEL MOON

RISING MMX TEST: RMR uses MMX for its dynamic lighting and

for speech recognition, and of the three MMX-equipped chips,

again P-ll comes out ahead, though not by much. With MMX on,

AMD is about on par with Intel’s P55C.



The Seven Processors

Short-term Memory
To deliver speedy performance, CPUs need to be

smart about how they cache information.

Caches work based on theories pioneered by

Hungarian Computer Scientist and Game

Theorist John von Neumann. He

determined that recently-used

information will more than likely be

used again in the near future, so

it makes sense to keep some of

it close at hand. A CPU first

puts instructions and data into

the Level 1 (LI) cache,

located onboard the

processor itself. When

the LI cache lines are

full, the CPU moves

information to the

Level 2 (L2) cache,

and when that's full,

to system RAM.

These seven CPUs each

have different cache

configurations, but

bigger isn't necessariiy

better. For exampie,

AMD's K6 has a sizabie

64KB LI cache, yet it

wasn't a star performer.

P-Pro and P-ii benefit

from their faster-

clocked L2s.

Intel Pentium II

running at 1/2 of

CPU's core clock speed

(up to 150MHz)

Intel Pentium (P54C)

Level 2 Cache

running at 66MHz

Intel Pentium With MMX (P55C)

Level 2 Cache

running at 66MHz

AMD K6

Level 2 Cache

running at 66MHz

Intel Pentium Pro Cyrix 6x86MX

Level 2 Cache running at

CPU's core clock speed

(up to 200MHz)

Level 2 Cache

running at

60, 66, or 75MHz

Cyrix 6x86L P200+

Level 2 Cache

running at 75MHz
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in dead last, and in the USNF ’97 test, P-Pro

was no faster than the P55C.

There’s a recently discovered bug in the

Pentium Pro and Pentium II that Intel has

dubbed the “flag erratum.” though some

may know it as '‘Dan-0411," The error

occurs when performing floating-point to

integer conversions of very large (80-bit)

floating-point values. The problem is that

these floating-point values are sometimes

loo large to fit within the storable range of

integer values. When such a conversion

happens, the CPU should return a value and

flag this conversion as an "exception.” The

problem is that the value is returned, but the

exception flag may not be returned

as well. Conversion of such high val-

ues is relatively rare, and Intel has

acted quickly to lest mainstream

applications to see if they're affect-

ed, and the initial finding is that this

“flag erratum" shouldn't pose a

problem for games,

Intel has posted testimonial state-

ments on their Web site (www.

tntel.com) from a phalanx of soft-

ware developers, including John

Carmack of id Software, who staled

that the flag erratum "...has no

impact whatsoever on Quake.” EA

echoed the sentiment, stating that

"...this erratum does not negatively

impact any of our entertainment software

titles.” Both the Pentium Pro and Pentium II

executed all of our tests without a hitch and,

tor the most part, turned in top-flight num-

bers. And while this bug could possibly

affect some future game title, for now, that

seems unlikely.

At some point in the near future, the P-

Pro will be phased out of Intel's line-up in

favor of the MMX-equipped Pentium II. Also,

P-Pro uses the Socket 8 form factor, and

there probably won’t be many options for

AGP Socket 8 motherboards when AGP

shows up later this year. Given P-Pro's

planned retirement, and its spotty 16-bit

performance, this is not an ideal chip for

gamers. But for current P-Pro owners,

there’s good news: Intel is planning a P-Pro

OverDrive upgrade chip with MMX technolo-

gy that will ship early next year.

Intel Pentium II 233IVIHz

I

ntel's latest creation, the Pentium II, marks a

milestone in CPU evolution in several ways.

Its new Slot 1 form factor will allow Intel to

scale P-I!’s clock speed to 300MHz with the

current design, and to a blistering 400MHz

when Intel moves P-ll to a 0.25-micron design

process later this year. Unlike its predecessor,

the P-Pro, P-ll has an external L2 512KB cache,

which lives on a daughtercard with the CPU.

Intel chose this layout to reduce costs, while the

L2 could have its own bus instead of making it

share bandwidth with the main memory bus.

This is so the L2 could run at half the CPU’s

core clock speed, rather than at the 66MHz

clock speed of the main memory bus.

Now for the bad news. P-ll is the only Slot

1-compatible CPU out there, and Intel’s

main competitors, AMD and Cyrix, may have

difficulty producing Slot 1 -compatible CPUs

owing to certain legal restrictions surround-

ing the new form factor. AMD and Cyrix are

banking on their price/performance advan-

tage and the wealth of Socket 7

WINBENCH 97 CPU WINMARK TESTS:

WinBench 97's CPU tests stress integer perfor-

mance, and here Cyrix paces Intel's P54C, while

AMD compares favorably to the P55C. In 32-bit

performance, AMD is within striking distance of

P-Pro, P-ll again finishes on top, and its archi-

tectural enhancements show up in improved 16-

bit performance, the best of the lot.

3D WINBENCH TEST: Though designed to test 3D-

graphics accelerators, ZD’s newest benchmark also

puts a pretty heavy load on a CPU’s FPU. We used

a 3Dfx-based 3D card to test all CPUs, and what

proves interesting here Is how the scores scale

across the Intel CPUs, with P-ll clearly coming out

ahead. AMD's K6 disappoints here, finishing behind

all Intel CPUs, and Cyrix's 6x86L is again dead last.

CBENCH SVGA GRAPHICS TEST:

CBench is intended to test graphics

boards. But the rendering it does also

puls a load on a CPU's floating-point

unit. AMD and Cyrix don't pace Intel’s

P55C, or even the P54C. Intel's P-Pro

finishes ahead of all Socket 7 CPUs,

and P-ll cleans everybody’s clock.
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"This game is SUPER. If you uvant to I

sleep, don't play Baseball Mogul.

You won't be able to stop. "

I

“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 other!

Top Notch Simulation

More than 1200 players

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.”

O

motherboards out there to help find

homes for their K6 and 6x86MX

processors. As for future-generation

chips from these two companies, well

just have to wait and see.

Although a Slot 1 motherboard

essentially marries a gamer to Intel

CPUs (for now), the upside is speedy

performance across the board, A look

at the numbers tells the story. In DOS,

P-!l smokes all contestants in Quake’s

TimeDemo tests, though its perfor-

mance in Duke Nukem 3D under-

whelms, owing to P-ll’s 32-blt optimiza-

tion and Duke’s use of 8- and 16-bit

data types tor rendering. In Windows

95, P-ll clearly dominates across the

board, and it beats all comers in every

test we can throw at it. What proves

interesting is P-ll's 16-bit perfor-

mance-a place where the P-Pro stum-

bles. P-li takes first place in WinBench

97's CPUMark 16 test, thanks to archi-

tectural enhancements Intel added to

address P-Pro’s shortcoming in this

area, in USNF ’97, P-ll again finishes

well ahead of the competition, and its

MMX performance in Rebel Moon

Rising ranks also as the best of the lot.

Granted, AMD’s K6 will fare slightly

better when it’s at clock parity with the

233MHz P-ll, but even then the P-ll

will still most likely have the edge,

AMD will have a price advantage, but

it comes close to matching P-ll only in

its MMX performance. And system

vendors are already offering 233MHz

and 266MHz P-ll systems at very

aggressive prices, The question mark

here is Cyrix’s 6x86MX,

because we don’t yet

have performance data

on that CPU. For out-

and-out performance

though, P-i! will be very

tough to beat.

Cyrix 6x86IVIX
long with AMD,

Cyrix is set to square

off against Intel in

the CPU arena with its

new 6x86MX (formerly

known as the M2) proces-

sor. This design takes

Cyrix’s 6x86L processor core and

makes several important architectural

enhancements, most notably quadru-

pling the unified LI cache from 16KB

to 64KB and giving the chip’s floating-

point unit its own dedicated cache bus.

Unfortunately, we weren’t able to get

even a prototype chip in-house in time

to be tested, but let’s take a look at how

the 6x86MX’s design may make it a

viable Intel alternative tor gamers.

The 6x86MX will debut with three dif-

ferent speed options: 150MHz (PR166),

166MHz (PR200),and 200MHz

{PR233). The PR numbers refer to the

chips’ performance equivalence to Intel

processors at that clock speed. Cyrix is

billing the 6x86MX as a competitor to

both Intel's P55C and P-ll. We hope

(unlike its 6x86L P200-i- ), Cyrix won’t

position the 6x86MX too high. The jury

is still out until we can get an actual

chip and put it through its paces.

Cyrix has implemented a much-need-

ed enhancement to the 6x86L core

design; improved floating-point perfor-

mance. As seen in our tests, the 6x861

fares very poorly in fioating-point-inten-

sive tests, not only well behind the

Pentium Pro and P-ll, but also signifi-

cantly slower than both the P54C and

P55C. Apparently, the 6x86L’s FPU

shares its LI cache data path with the

CPU’s bus interface, and the FPU stalls

if the bus interface is using the cache

when the FPU’s cache request occurs.

To address the problem, the 6x86MX’s

FPU now has its own dedicated cache

bus, so both the FPU and the bus
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inlerface can access the cache simultaneously.

Given the number ot 3D games in the works,

with their ever-growing polygon counts, the

6x86MX will have to deliver at least nearly-

equal floating-point performance to the

Pentium II in order to be truly competitive.

On paper, the 6x86MX looks promising,

and if its architectural ehhancements deliver

on their promises, Cyrix could have a seri-

ous contender on its hands.

oomph for high-performance 3D

games. The 6x86L is clearly not a

viable choice tor anything that

requires floating-point perfor-

mance-which rules out many 3D

games and simulators. Given the

bargain prices on classic

Pentiums, Cyrix's 6x86L is an

even less desirable choice. The

P55C is a good balance ot price

and pertormance, especially since

its price will continue to drop.

If you’re set to build the fastest

hot-rod rig, and are prepared to

pay up, then by all means, go for

the Pentium ll-but be aware that

you will likely want to swap motherboards

and graphics cards in a few months when

AGP arrives in the stores.

Given the pricing on the Pentium II, we

don’t suggest getting a Pentium Pro; lor

roughly the same cost, with the P-ll you get

MMX support, better 16-bit performance,

and faster clock rates. We are somewhat

surprised at the minor performance

dffferenlial, given fhat Pentium IPs L2 cache

runs at a slower speed than that of the Pro.

Another important consideration is moth-

erboard support. If you have an older sys-

tem, it probably won't even support the

P54C at a 200MHz clock speed. Before you

decide to go with any CPU upgrade, make

sure you check with both the CPU vendor

and motherboard vendor to make sure it’s

properly supported.

The Pentium II will become the premium

choice In just a few months, when the new

440LX chipset ships on AGP-enabled moth-

erboards. Of course, that will mean a new

motherboard, CPU, and graphics card. But

the good news here is that the rate of hard-

ware change may finally level off just a bit. A

Pentium II/266 AGP system with a last 3D

accelerator may actually be able to run most

games for the next 18 months or so.

Imagine that. %

Our thanks to our sister publication,

Microprocessor Report, lor providing research

relerence material.

The 6x86MX will also have

a price advantage and its

Socket 7 form factor, pro-

vided motherboard vendors

support its clock multipliers

and memory bus speeds-

and most probably will. Its

integer performance wilt

most likely be nipping at

the heels of a similarly

clocked P-il (233MHz), but

the 64KB question is

whether the 6x86MX’s

floating-performance will

stack up well. As soon as

we know, you'll know.

The Bottom Line

C

hoosing the right CPU

isn’t easy— it’s a bal-

ancing act between per-

tormance, obsoiescence,

and cost. On a price/perfor-

mance basis, the K6 is an

interesting choice, but it

lacks the tloating-point

^35 .0^
^FF MSRP.

'^30 .00
^

^FF MSRP.
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• Intel* 1 66 MHz Pentium® Processor

• ] 6 MB Synchronous DRAM

• 512KPipelined Burs! Cache

• Intergraph Intense 3D'“ 1 00 Graphics

W/4MB EDO RAM

• ]7GB10msEIDE Hard Drive

• 12XE1DE CD-ROM

• Microsoft* inlelliMouse"

• 2 USB Ports, 2 Seriol Ports, 1 Parallel Pott

» 15sd67 Monitor (1 4,0"viewahle)

$1 ,649
'

» Intel * 200 MHz Pentium® Processor with MMX'“ Technology

* 32 MB Synchronous DRAM

* 512K Pipelined Burst Coche

* Intergraph Intense 3D'" 1 00 Graphics w/ 4 MB EDO RAM

* 5.2 GBlOmsEIDEHotd Drive

* 12XEIDE CD-ROM

* Ensoniq'"3D Woveloble Cord plus Amp, Speakers & MIc

» 2 USB Ports, 2 Serial Ports, 1 Parallel Port

• 1 7sd69 Monitor (1 6.0"vlewable)

$2,649
*

• Intel 233 MHz Pentium* Processor with iMX'“Technoiog

• 32 MB Synchronous DRAM

• 51 2K Pipelined Burst Coche

• Intergraph Intense 30'" 100 Graphic 4 MB EDO RAM

• 5.2 GB 10ms EIDE Hard Drive

• 12X EIDE CD-ROM

• Ensoniq'" 3D Wavetable Card plus Amp, Speakers & Mic

• Microsoft* IntelliMouse*

• 2 USB Ports, 2 Serial Ports, 1 Parallel Port

• 1 7sd69 Monitor (1 6.0"viewable)

33.6 Baud FaVModem

$2,999
*

Systems include.- 30-dny money-beck guarantee, 3 yeor limited wottnnly.’one year on site, Windows 95*w/30 Doys Free Phone Support,

Windows* 95 ready 1 04-key keyboard, tool-free mini tower cose



266MHzTD-225 HCW*.
• Intel 266 MHz Pentium® II Processor with MAW'“ Technology

•64 MB EDO DRAM

•512K Pipelined Burst Cache

• Infergroph Intense 3D'“ 1 00 Graphics w/ 4 MB EDO RAM

•5.2 GB 10ms EIDE Hard Drive

•12XEIDE CD-ROM

• Ensoniq'“ 3D Wovetoble Card plus Mulh'media Keyboard

• Microsoft* IntelliMouse*

• 2 USB ftrris, 2 Serial Ports, 1 Parallel Port

• 17sd69 Monitor (16.0"viewQble)

$3,349
'""’

Order Direct Now!
1 -800-692-8069
or order on-line

www.intergraph.coni/express

Next-day shipment availahle.
•S<wt«pi»Wb(lnl<iyiiphti«iioWii«.Chii»SKiffiTOt»ihOTitolhn»liiinT»Wli>ffli<in.30KiiFtn»wy-bi>(lpo(qr(te(iol

sljpneiii, taocMplWa iwofiwIeTOiKltwdilioiisofaisot liiniiri'(*jranliB,[Jeo»«i* Ifflujupli. One Modison IndusttW fW. Stop CJOSO. 356H0MI."*«ioiiiedBE»iein*30 iMi(oU«

•daleupplinlint. hto9i>dsp«taiws(innlidlorlh«ll.$. mVtiidptopjli|Ktig(l»iigt>dllii»tppnct. PikodoulinJudethippiiigondMIiiig.ADpinlinaaiesutiiali^ Ineigtgpli oitd il» Intsgtppli

logpimngiMtdniduioiig^rDiiotioiloiniioIfnlsgHipliCoipHPlion IligMlii9idilpjo,FeatwnPto.Bnrigii^gndMMXo.rtgBn!cdrTOdirabofMelCnponsimWlndiiMBgii9iUindligdmikcd«l)ii^

C.nr9tiin.W7ro«)3 liitergtaph Computtr Systems 1-2(IS-73a-544l
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HARDWARE

REVIEW • HERCULES STINGRAY I28/3D

Stingray Gives
Gamers a Rush
Mixed Blessing From First 3Dfx-Based 20/3D Board

Price: S299
(suggested list)

Manufacturer:

Hercules Computer

Technology

(800) 533-0600

www.hercules.com

Reader Service H: 326

by Loyd Case

' Ik-h boards using

3DfxWoodoo

chi[},set first

ship|)cd, gamers

were treated to

some of the best 3D

e)'e cand)' ever.

'nK;.se cards

demonstrated vvliat

aliigb-perfonnancc

3D accelerator could dcib er to tlx; giim-

ing experience. But there were several

[Droblems with tliese early cards, Inrst,

most of tlxise 3D-only Ixrards were priced

abos e $300, and required a dedicated BCI

slot, Dually, tlx;y could only run full-

screen— tlierc was rra '‘3D in a window',"

Wouldn’t it be great to get Voodoo jjcrfor-

mance in a 2D/3D single card, at a rea-

sonable ])rice— and get 3D in a window'?

The folks at 3Dfx and Mercules may

have delivered just that, bist year, 3Dfx

cut a deal with several graidiics chip com-

panies, including Alliant Semiconductor.

'Ihc idea w'as to bring 3Dfx 3D perfor-

mance and 2D graphics into a single slot.

Alliant has deii\ ered the ProMotion

AT3D, a 2D accelerator w'ith some 3D

functionalit)'—and the cajjability to inter-

face with 3Dhcs Voodoo Rush chipset.

ITcrculas has paired these two tech-

nologies in their new' Stingray I28/3D. and

ratlier than putting both chips on a single

board, has implemented tire Rush as a

daugiitcrcard. Hie main video board uses

/MliantsAT3D for 2D and \ideo chores.

Slingra)''s frame buffer has 4MB of single-

cycle, EDO DRAM, which theAflD

andVoodoo Rush share. Theres an addi-

tional 2h'IB (6MB total) used by 3DI>:’s

texture |3roce.ssor to store texture maps,

'ihe board hits an integrated 175MHz

R'ViMDAC, and can support higher

refresh rates, Slingia)'’s

bundlcware will include

Crystal D^'namics

RWDtAtONIUM,

Psygnosis’ FOilNUJlA 1,

and a shareware version of

LucasArts’ SH/U')0\\'S Oi-

•lltti EMPIRt'.

Having great 3D accel-

eration is one tiling, but

litres still a ixied forgood

Windovs's 2D and DOS
SVGA-graphics performance for 2D titles,

'llie news lx:re is a little mixed. Tlie

Wndows drivers arc still a little rough

around tlx; edges, and while Stingray posts

a reasonabh'gorxl 53 WinBench 97s

Business Graphics WinMark test at

1024x768 with i6-bit color, its perfonnance

tanked running willi 24-bit color, and

scaled video pkiyback in 24-bit is very' poor.

US Navy DGi rii-.RS '97 also runs with a

slow frame rale of about 12 fps at 640x480,

DOS perfonnance is also somewhat

mi.xed, DUKI:: NtJKIvM 3D only pasts a

modest 36 fps at 800x600, and CBench

scores are on tlx; low side. QU;\KE posts

only average TlmeDemo scores as well;

perfonnance on ail tlirec demos averaged

out to 47.6 fps at 320>200, and 16.2 fps at

360x480.11100 again, ifyou had tliis card,

you’d be running CEQuaki-: anyway.

/\ix)llier ding; Stingray I28/3D only' su|>-

ports VESA 1.2 SVGA-grdi)hics modes in

hardware— and the current version of

Scflech’s Display' Doctor doesn't yet.sup-

[Kirt tlie ProMotion ATTD. According to

f'lcrcules, the next version of Display

Doctor w'ili support tiieABD, .so full

VESA 2.0 SVC/Vgraphics support with

linear frame buffer will have to wait. At

best, the Stingray i28/3D is a middle-of-

the-road 2D card, though wo hope that

TWO-TIERED Stingray puts Voodoo Rush on a daugh-

tercard, with a shared frame-buffer on the main board.

tlie Windows drivers will improve in tlie

retail product after a revision or two.

Then there’s 3D—which is a different

story, indeed. Tlie SUngray 128/3D gener-

ates a score of 109 on 3D WinBench 97,

comparing favorably to Diamond Monster

3Ds score of 120 on the same platform.

Running GLQU/\Kii;, Stingray' averaged

19.6 fiis in 'TimeDemo tests at 640x480.

Stingray 128/3D is a so-so 2D accelera-

tor with very solid 3D perfonnance. It’s

more expensive than other 2D/3D con-

tenders based on chips like Renditions

Veritd 1000, but Stingrays Dircct3D per-

fomiance puls it well aliead of those

boards. Stingray’s 2D perfonnance is spot-

ty, but with 6MB of memory, and tlie

need for only a single PGI slot, tlie

Stingray’ 128/3D might be the ticket for

gamers looking for a wild 3D ride.%

^PROS: Excellent 3D perfonnance

in a single PCI slot; Voodoo 3D
graphics In a window.
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Monster Sound;

The First PCI based sound card

Accelerates DirectSound, the new

Microsoft AUDIO standard

Ideal for headphones or 2-4 speakers

Monster

3D graphics!

Monster

3D sound!

(PC gaming

will never

be the same.)

Monster 3D:

Wicked Direct 30 and Glide Gaming action

Award-winning, realistic 3D performance

Works with your existing graphics cards

Bundled with more than 20 free games

Visitwww.diamondmm.com/monstersound

for your chance to win Killer PC Gaming!

It doesn’t just surround you. It swallows you with realistic,

heart-pounding 3D sound. And now, when you combine

the amazing new Monster Sound PCI-based 3D audio card

with our award-winning Monster 3D graphics accelerator,

you'll have the ultimate gaming system for your Windows 95 based PC. Using

ground-breaking A3D Interactive technology from Aureal— initially developed for

NASA virtual reality simulators— Monster Sound provides stunning, digital-quality

3D positional sound. And, according to Computer Gaming World, the Monster 3D

graphics card is the ideal solution “for no-holds-barred blistering 3D performance."

Separately, they bring the absolute best out of today's most outrageous

games and Web sites. Together, they deliver

performance that blows everything else away.

Mot>5let 3D is a tradcmaik of Dlamoni) MoUlmedla S/swtos, (ricofpoiated. jBSo lunctlon

Avenue. San Jose, CA 9513a. All oINer t;ademartis atu tlie pfoperiv ot itielr respective

owners. O1997 Diamond Multimedia Systems. Incorporated. All rlshis reserved.

MULTIMIRIA
Accelerate your world.
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-k-kAi REVIEW • SSI PRODUCTS HTS-lOO

Is More Better?
by Dave Salvator

k atlx;r than doing ^rden-rariety 2.1

D:
n:

Isiitellite-woofcr systems, SSI

f instead makes 5.1 —left, right, cen-

k ter, left-surronnd, right-surroiind,

land woofer— Dolby ProLc^c-

enabled .s[)caker systems. But w-hat’s really

remarkable about their latest offering, tlic

fvn^lOO system, is its $179 price.

Wliile the documentation is a bit

sparse, it shows pretty clearly how to

configure the MI'S-lOO for cither Dolby

Prologic, or Dolby Multimedia

Surround. In the ProLogic setup, the sur-

round speakers get placed behind you,

whereas the Multimedia Surround con-

figuration places the surround speakers

center and surround speakers; this also lets

)'ou tweak tlic woofers cro.ssov'er frequen-

cy. In a [Mor design choice, controls are

mounted on tlie front of tlie woofer, mak-

iiig )ou crouch to change any settings.

So how do tlx; MTS-lOOs sound?Wc
A/B'ed llK;m against Cambridge Sound-

works’ Microworks, a favorite from our

recent speaker roundup. Using tlx: M'lS

lOO’s Prolrogic setting, tlx overall sonic

image is good, with very beefy bass, and

fairly well-defined mid-range, llx high-

end treble is a bit muddy compared to

Cambridge, but is passiible. The Prolx^ic

on stereo si^ials adds depth to tlx overall

image, creating an added expansivcncss.

really enlianccs tlx audio compared to

going through regular stereo speakers.

Another concern is whether a 5.1

.speaker setup will muddy imaging of 3D

positional sound cards beginning to ship

that expect two speakers. MT’S-lOOs 5.1

channel setup may not combine well

witli these boards. Nonetheless, this is an

impressive system that sounds good,

comes in under $200, and will certainly

improve your rigs audio if you're endur-

ing the agony of dixie-cup speakers. ^

^APPEAL: Gamers looking for big

sound from more than two speakers.

^PROS: Good overall sound; a very

Price: $179

Manufacturer;

SSI Products, Inc.

(800) 845-4774

www.ssixttp.com

Reader Service d: 327

just miLside die left and right s|Deakers. Game audio sounds fiix, and even

Once you’ve placed the speakers and jxrks up Qu.’\KEs somewhat unremark-

plugged ev'erything in, iVITS-lOO has a able sound effects. We were expecting

speaker system.

CONS:
Awkward control

‘‘test tone” sequence that sends pink noise spicier audio in COMMANClIli 3 and placement; A
through each four satellite channel (the WiNC COMMVNDl-Ilt IV, both ofwhich Dolby-enabled

'A'
two rear speakers receive the identical sig- use Dolby Mullimedia Surround. But, nei-

titles don’t seem

to benefit. mnal), allowing you to set levels for tlx ther the Pix>l ,ogic nor the Surround setting

kkki REVIEW • UBI SOFT HAXI SOUND CAHE THEATER 64

For Gamers Only
by Dave Salvator

Price: $199

(suggested retail)

Manufacturer:

Guillemot

International/Ubi Soft

Entertainment

(800) UBISOFT

www.ubisoft.com

r Service #; 328

hile it is better known for POD,

a futuristic, MMX-aceelcrated

racing title, Ubi Soft has now

shipped its Maxi Sound

GamcTlieaterGd. Notables

on this Plug-and-Play (PnP) ISA board

include a 4MB General MIDI wave-

table patch set, 64-note poly[)hony, and

adjustable four-speaker output that pro-

vides a 3D '‘surround" effecl.

Wndows 95 installation is certainly

painless enough; Plug in the board, bring

ujj your system, feed the driver CD, and

Game Tlieater 64 is ready to roll, sans

reboot. An additional install adds DOS
utilities for miming in exclusive MS-

DOS mode, but tlx DOS drivers are

added to theAU'rOIDXKC.BAT.and not

to the D0SSTAR'I:BAT, the file

Windows 95 uses when rebooting in

MS-DOS mode. The good news here is

that these drivers initialize the board and

then exit, leaving no memory foot[>rint.

Ganx 4 heater 64s configuration utility

lets you enable or di.sable four-speaker

support and adjust tlx ovcrall“surn)und’'

effect. You can add choms, reverb, and

echo if j'ou want.A small amount of cclio

makes gaming audio seem a bit‘‘bigger."

But, turning on tliese effects also adds an

audible, albeit faint, amount of hiss.

Also included with Came 'Iheatcr 64

is a full version of Ubi Soft's own POD,

that lakes advantage of GameTlxater’s

3D audio features. In the works is a dri-

ver to sup[K)i1 Microsoft’s DirectSound

3D API, using two or four speakers.

Tlx digital audio perfonnance is solid

in DOS titles, including Qi )AK1': and

NovaLogics Co\LM/\NCl iti 3. Game
’1 heater 64’s DOS driver can enable il,s

four-speaker capabilities for playing in

exclusive MS-DOS mode. Win-9!

is pretty clean as well, and tlx General

MIDI is also very convincing.

All told, Ubi Soft has put together a

solid offering that covers the traditional

bases well, and brings some new things

to the party, ail for under $200. If you’re

looking to upgrade an aging sound

card, take a listen to Game Tlieater 64,

and .soak up the .sound. S

^APPEAL: For gamers seeking a

sound card with some Interesting

extras, and four-speaker support.

4k
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"You’ve got a friend in the humesa.





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.

The Destination system’s Boston Acoustics®

MicroMedia™ speaker system pumps out the quality

sound to heighten your multimedia and video experience.

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.

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.

So, you want the Destination system in your

face, digital cowboy? Call Gateway today and

get into the game.

penti_um®][



D5-166

Gateway Destination™ Big Screen PC/TVs

D6-266

Intel® 266 MHz Pentium® II Processor

wilh5I2K Cache

64MB EDO DRAM
Destination 31" VGA Color Monitor

STB 2MB Graphics Accelerator

with Cable-Ready TV Tuner

6.4GB 10ms EIDE Hard Drive

12X min/24X max CD-ROM

& 3.5" Diskette Drives

EasyPhoto Drive'" Scanner

Ensoniq® Wavetable Audio

hamian/kardon® High-Fidelity Sound System

TelePath® 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

Micro.soft® Windows® 95

Destination Software Collection”

MMX'" Technology-Enhanced Software Bundle

Gateway Gold’" Premium Service and Support*

for Big Screen PC/TVs

$4499 As low as* $156/mo.

Intel 166MHz Pentium Processor

with MMX'" Technology

32MB SDRAM
256K Pipelined Bunsl Cache

Destination 31" VGA Color Monitor

STB 2MB Graphics Accelerator

with Cable-Ready TV Tuner

3.2GB 12ms EIDE Hard Drive

12X min/24X max CD-ROM

& 3.5" Diskette Drives

Ensoniq Wavetable Audio

Boston Acoustics®MicroMedia™

3-Piece Speaker System

TelePath Modemfor Windows

withx2 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

$2899 As low as*$10l/mo.

“The Destination Software

Collection features popular

titles like You Don 't Know

Jack"'— Family Edition,

Monopoly® Launch®

Magazine and more!

‘Maximum data Iramfer rate dependent on

certain vanaUcs including particular

modems with which you are aimmunicatirtg,

telephone lines, communicaliow: sofinvre

andammunicalions protocols.

*Tlie Destination 31" VGA monitor is

covered by a ime-iear limited mrronty.

Call or writefor afree copy.

4(ijn GArEvm2ooo
“You've got afriend in the business. "®

800 - 846-8571
www.deslination.com

610 Gateway Drive, P.O. Box 2000 • North Sioux City, S.D. 57049-2000

Phone 605-232-2000 • Fa.x 605-232-2023

Pentium®!!

01i)97 Gateway 2(X)0, Inc. GATEWAY 2000. black-and-white .tpol design. Field Mouse, "G’' logo, EZ Fad, TelePath and "You've got a friend in the business" slogan arc registered trademarks, and Destination and Gateway Gold are trademarks of Gateway

2000, Inc. The Intel InsideLogo, Intel and Pentium are registered trademarks and MMX is a trademark of Intel Corporation. All other brands and product names arc Iradeinarks or registered trademarks of their respeclivecompanies. All prices and

confiprations are subject to changewilhout notice or obligation. Prices do not include shipping orapplir.iWcsalcs tax. Many Gateway 2000pruductsarecu8tomengim'Ca‘d to Gateway 2000 specifications, which may vary from retail versions of the software

and/orhardwirein functionality, performance circorapatihility. 'Flnancingavailableon approvederriit issued and administered by MBNA America^Bank. N, A. PaymcnlsbascdonTfi-monthtemiaian Annual IVrantage Rate,as low as 14.9%.
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The Most Respected Reviews IIjCiljr

I

in the industry for 15 Years liiiiW 11 If

CGW REVIEWS POUCY
We only review from the final copy

of the game. Though some PC gaming

magazines review from unfinished

games, we feel that the reader is best

served by reviews of the same product

the consumer can play.

We expect our reviewers to finish the

game. We do not review based on ini-

tial impressions of a game, but on a

thorough evaluation of the entire game.

We make every effort to match the

reviewer to the game. We take into

consideration the preferences, back-

ground and possible biases of the

reviewer, and. where possible, we find

people with real-life experience that

matches a given title.

SCORPIA’S REVIEW

Review Quete Of the MenUi

"If Redneck Rampage

isn't born from the

bowels of the

American South,

it's certainly born

from the bowels of

something."

—Robert Coffey,

reviewing Redneck

Rampage

HOW DO WE RATE?

We only review finished products, not pre-release versions. The ratings are as follows:

Outstanding:

The rare game

that gels it all

right. The graph-

ics, sound, and

gamepiay 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

fails short in sev-

eral ways. It can also be

a game that does what

it does weil, but lacks

fiair or originality.

Weak:

A game with seri-

ous problems.

Usually buggy,

seriously lacking

in piay value, or

just a poorly-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 diose

products so

ill-conceived, or

valueless that you won-

der why they were ever

released in the first place.

A
buggy,

ik.
AUGUST 1997 CGW



ADVENTURC/RPG

REVIEW « THE CITY OF LOST CHILDREHAi

Price: S43

Minimum System

Requirements: DOS 6,22

or later; 486DX4/100

(Pentium 75 recommend-

ed); SMB RAM (16MB

recommended); 45MB
hard disk space (500MB

tor full install); SVGA
graphics; 2x CD-ROM

drive (4x recommended):

Sound Blaster-compatible

sound card.

Multiplayer Support:

None

Designers; Laurent Cluzel,

Jesus Martinez, Eric

Metens, Phillipe lesson.

Publisher; Psygnosis

Foster City, CA

(800) 438-7794

www.psygnosis.com

Reader Service H: 332

Lost Gameplay
More Proof That Great Movies Don’t Always Make Great Games

by Robert Coffey

A

cIcITiikCi'iv of Lost

Ciin.DRFNtothc list of

movic-to-game casualties.

P.sygnosis has taken a

wholly original film and

gutted it of almost every-

thing that gaveitworth-

Laden with a ciiniber-

sonic interface and frus-

trating gameplay, yet

blithely unburdened with any sem-

blance of story, character, challenge, or

nidimentar)' gaming satisfaction, Tl !F,

CriY oi’ Los"!' Ci III.DREN trumpets its

originality while delivering nothing

more than pretty pictures.

EMPTY CITY

Ti IF CriYOF Lost Ci iifdiifn looks

great. Rich graphics capture the op]5res-

si\'e v\or!d of Mietlc, the twcKe-s ear-old

orphan at the game’s center. Forced to

steal by Pieuvre, her evil Siamese-twin

headmistress, Miettc scampers across a

decaying waterfront cit)' and unco\’crs

the tmlh behind a scries of child kidnap-

pings. A variety of camera angles high-

lights the game’s beauty while ablv

emphasizing the vulnerability of tiny

Mietlc as she movc.s in believable

motion-ca|)tured animation. Unfor-

tunately, too many of the lash visuals are

wasted in numerous non-interactive

tran,sition screens.

But the outstanding graphics cannot

disguise a game that is hollow at its

core. Astonishingly, the game designers

have managed to take a cast of wholly

unique characters— including the

headmistress, cyclopcan thugs, a mad

scientist stealing children’s dreams, and

a brain living in an aquarium— and

deliver a product absolutely devoid of

plot and character- More than half the

game passes before the alleged story-

revealed in lackluster, non-intcractive

cut-scenes- actually kicks in, and then

it is paid even less li]) service than the

latest Pauly Shore vehicle.

STUMBLING IN THE DARK

Ti IF. CriYOFl-DSTCuil-DRI'N is fur-

ther encumbered with a remarkably

clunky interface. Lverything is controlled

by keylxrard, which results in finicks',

imprecise movement that alternates

between ])lodding and maniacally uncon-

trollable. 'lalking to characters or asing

objects requires lining up Miettc just right

(or else nothing ha[)pen.s). Going upstairs

is particularly tedious as Mietlc bums ten

seconds or so finding that perfect line

before tnidgingon lierwa)’.

'Ihc unfriendliness of the interface is

echoed in the elements of gameplay.

ivsscntial items arc frequcntl)' hidden

entirely from view, forcing you to fumble

your way through clutter aud inky shad-

ows until you finall)' stumble upon fhem.

'riiis, coupled \\'ilh the unwieldy con-

trols, would make a game nf“hunt the

[Dixel" a w'clcomc rclief.

’llic games biggest transgression

occurs at the very end. \V!iat little stor)'

there is gets resolved entirely without any

input from the gamer. With gameplay as

skimpy and short as it is in CriY, mdel)'

snatching the culmination of the player’s

efforts aw'ay from him is inexcusable.

You’re not the hero— the game is.

One more thing. Tl IF. CliY OF Lost

C l IILDREN is guilty of one of the most

jarringly inappropriate, unfounded, and

simply distasteful actions I’ve seen in a

game. Miettc murders an innocent

man for his watch.

It makes absolutely no sense in the

context of the game for a sympathetic

child, acting under the honorable

impulse of wanting to rescue other

exploited children, to casually kill this

wholly unthreatening man. Tlic story

lays no foundation for this sudden, easy

brutality, and it is doubly confounding

considering that the m)Tiad characters

responsible for Miette’s miserable life

go unpunished.

Visually rich but gaming poor, 'I’hf

Cm' OF LoS'I'CiiII.DRFN really isn’t

worth visifing.%

^APPEAL: Fans of the film who
can stomach the perversion of

inspiration.

^PROS: Beautifully rendered envi-

ronments create an appropriately

seedy mood; lifelike animation of

heroine.

kCOHS: Bari game controls; fails

to utilize film's

unique charac-

ters or plot; dull

object-fetching

gameplay; game
resolution denied

gamer.
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Uncover the mysteries of an advanced civilization in this epic game of adventure.

Breathtaking visuals. Exotic locations. Plot twists and intrigue. All to he found in Atlantis.
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ADVENTURE/RPG

REVIEW • SENTIENT

Price: $43

Minimum System

Requirements:

Windows 95 or DOS
6,22 or later; Pentium

90 (P133 recommend-

ed);16MB RAM: 160MB
hard disk space: 1MB
SVGA-graphics video

card (2MB recommend-

ed); 2X CD-ROM drive;

mouse; Sound Blaster-

compatible sound card;

Creative Labs 3D

Blaster 4MB or Matrox

Mystique 4M8 for

Direct 3D support.

Multiplayer Support;

None.

Designer:

Visual Sciences

Publisher: Psygnosis

Foster City, CA 94404

(800) 438-7794

www.psygnosis.com

Reader Service ft: 331

Space Junk
Fly Straight Into a Black Hole of Gameplay in Psygnosis’ Sentient

by Robert Coffey

he /civnf.v space stiition is in

tn)iible. After the station is

sent to mine a distant .sun,

the captain is innvdercd, an

a,ssassiii is aboard, radiation

sickness plagues the crew;

and lire station’s orhil is rapid-

ly delcrioraling. I'accd with

these ])rcdicanienls. one

que.stion races o\er and o\er

in
)
nur mind: Can I get my nionc)' back

even though I've broken the shiink wrap?

WASTE OF SPACE

In a jaw’-droppingK’ thorough example

of exactly how nol lo produce an adven-

ture game, Si',N'llKNI' manages to botch,

bungle, and bollix virtualK’ ever)' a.spect of

gameplay. llic trouble is apparent [irior to

installation; Ihe manual says that owners

of certain 3D cards should consult the

K1v\D.MIl file on the software for proper

iirslallation. I’m still looking for that file,

'I he manual is a treasure trove ofawk-

wardly wTiilcn half-infomialion.

Unfortunately, youll have to consult

the manual in order lo stumble your w'ay

through if only because you

can’t believe that the interface is as clunky

and non-intuit iv e as it is. Arrow keys are

used for mov ement, but accessing objects

in the environment requires pressing C
on your keyboard lo turn the cursor arrow

into a hand to examine or pick up objects.

One click on an object and tlie hand dis-

appears, so you have to repeat the key-

stroke to perform the next action. \Vliy

tile default cursor couldn’t be used is

unfathomable, especially considering that

it docs nothing more than litter the screen

when not opening the occasional door.

Conversations with chanielers are han-

dled via bloated, cumbersome dialogue

trees that result in .such unnatural sen-

tences iis“I own the radiation report.”

Characters speak in big cartoon balloons;

tlwre is no audible .speech. In fad, tiiere is

very little sound in Ihe game c.xee|it foot-

stc[)s, opening doors, and an extremely

annoying Klaxon. If Ihere are .several char-

acters present, s[x.’ech balloons fre(|uent]y'

overlap, obscuring important infonnation.

Graphically, Si:;N’ni';N‘'i' is bloeky and

jagged unless [ilayed in a tiny window.

'^Ihe scrolling movement is as jittery as

LTon Knotts after an espresso binge.

Characters are jerkily animated and,

honest to Cod, .seem to be constantly

picking their butt.s. 'Ilie screenshots on

Ihe box are nice enough, and are <jbvi-

ously 3D accelerated (apparently the

jiaekaging guys found that Rh'AD.ME

file). Maybe it also exjjlains why the

game won’t nin in DOS mode, despite

tiic manuals claims to the contrary.

CRASH LANDING

Gameplay is limed; the learns is defi-

nitely going down ifyou don’t get mov-

ing. Tiiis prevents you from exploring

the station, com’crsing with the sixty-odd

crew members, or dealing with the ran-

dom subplots each new game generates,

hlon’t feel cheated, though— the sub-

plols arc cosmetic in the extreme, and

the main plot is hardly compelling.

Unfortunately, you’ll need to explore to

lind necessary items, but with 200 loca-

tions onboard you’re basically going lo

base lo get luck)' or the lamiswiW crash.

Rut the space station isn’t all that will

crash. SEN'nKNTwi'll too. Often. VVlien

you elick on New Game. Wlien you try lo

sa\'c a game. \Vlicn )’ou inhale. Sl'iNni'^NT

also has the utter!)’ cliamiing habit of

every so often clearing out all those messy

saved games you've accumulated, forcing

)'ou lo start o\'er from the beginning.

SENTIENri'cloes ha\'e one redeeming

feature. Every time you launch tlie game,

it infonns you that you’ve got a version of

it already and asks,“Do )'ou want to

remos'c it?” Do )oursclf a fa^ir. .

.

elick on%.s. ^

^APPEAL: Sci-fi fanatics who will

play anything.

^PROS: Convenient uninstall feature.

VCONS: Lame gameplay; unfriendly

inventory and dialog interfaces; ugly

graphics; mini-

mal sound; inad-

equate documen-

tation; as tech-

nologically sta-

ble as the San

Andreas fault.
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Ue first ever STAIf TREK space battle simulator.

TranslucBnt tExturE mapping far

unprECEdEntBd cloaking Effects.

Real-time color light sEurcing for Startling rBalism.

Enemy artificial intBlIigEnoe that learns

and adapts to your bsttlE StylE.

Ho one this side of Kirk has flown anything this advanced.

"The most anticipated space sim

of the year" — computer Camlng World



ACADEMY
AVAILABLE THIS JUNE FOR WIN95/DOS AND MACINTOSH.
COMING SOON FOR PLAYSTATION GAME CONSOLE. Developed and Published by

MacFlay

BY GAMERS. I'OR GAMERS.

lighlitcimed. SljrTtck. Slijrtleel Academy and rela'

nghu tcserved. PlaySlaticn and the PlayStation logo .

osotl Coiporalion. All ilylils lewtved. All other trader

I 01997 Paramount Pictures. Al

irks ol Interplay Productions. A!

is a registered iradensark of Mic

101997

nt Piclun

Slartlccl

.

ol Sony Computer Eiilcrlj

copyrights arc the propcrl respectiv

jumpniDri



©1997 Sierra On-line, Inc. All rightj re>erved.



In che beginning, chcRe mas the end.

www.sierra.com/mask
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ACTION

k'k'ki A REVIEW • NEED FOR SPEED II

Price: $54.95

Minimum System

Requirements: Pentium

90. Windows 95, 16MB

RAM. 10MB hard drive

space, 4x CD-ROM drive,

1MB SVGA-graphics PCI

video card; supports

most major sound cards;

supports most major

gamepads and joysticks.

Multiplayer Support:

Modem, Serial link (2

players), LAN {2-8

players, 1 CD per

network game).

Oesigner: David Lucas

Publisher: Electronic Arts

San Mateo, CA

(800) 245-4525

www.EA.com
Reader Service if: 336

Toontown
Highway
Drive the CarsAAA Doesn’t Want You to See

by Greg Fortune

T

hose of us who bought and

lilced Need For Speed did

so for the incredible produc-

tion cars you could race in

that game; the l^mbor-

ghinis and Ferraris we could

never drive. It was a great

game, but we played it for

the cars. EA has continued

that tradition with Need

FOR Speed II by acquiring some of the

greatest exotic cars in the world and

making them available for you to test

drive in the comfort of your own home.

While it may not have the appeal of

actually owning one of these beauties, it’s

as close as most of us are going to get.

CONTROL YOURSELF

NFS II works with any analog steer-

ing device Wndows will support, includ-

ing analog pedals and throttles. This is a

major improvement over its predecessor,

which supported a limited number of

devices. For those on the cutting edge.

Win 95-compatible force-feedback

joystick support is included as well. If

you want to play the game well, don’t

bother with the keyboard. Only a wheel

or joystick will give you the smooth

control you’ll need

to bring in the top

lap times.

y LOCAL FLAVOR Better visual elements

could have turned this descent Into a truly

breathtaking scene.

means you can now

wander off tlie road

and drive through

the trees if you so

choose. 1 have a

couple of problems with this concept

and the way it was implemented. First,

especially for a 3D engine, the scenery

looks far too much like a cartoon. Wliat

this game really needs is support for

3D-graphics accelerators to make the

sun glint off your Ferrari. But that

option, amazingly enough, wasn’t

included. Seconrl, why would you want

each tree, sign, and rock to be an

object? Did EA seriously think that we’d

take a car tliat docs 0-60 in just over

tlirec seconds and pull off the road to

admire a tree? If you flew through

Quakj: at 150 mph, you wouldn’t care

that it was 3D, either. The object is to

make the scenery a blur as you blow

by, not to make the blurred scenery

individual objects.

Tliis doesn’t mean that NFSII

doesn’t have its charms. Tire cars are

a lot of fun to drive. The camera

angles also work well (my favorite is

the bumper cam mode, which puls

your point of view right on the front

bumper of the car), The tracks range

from the no-brakes-required proving

ground to the incredibly narrow and

twisty Tibetan village. Tliere are two

fewer tracks here than in NFS, the

3D Vi/HERE IT SHOULDNT BE It looks like someone didn’t

Store their luggage properly in the overhead compartments.

two omissions being the linear courses.

This is a shame, since the coastal

course was one ofmy favorites from

NFS. The game also includes multi-

player support over LAN, modem, and

direct cable connections.

FINAL LAP

Although it may seem like I'm spend-

ing most of tliis review complaining,

NFS II is not a bad game, Tire problem

is that with just a little more attention to

the visual elements and track selection,

this could easily have been a five-star

product. NFS 11 is a good arcade racer

for the action racing fans, but I’m disap-

pointed that EA didn’t make it better. %

^APPEAL: Gamers willing to sacri-

fice appearance and realism for all-

out arcade-style fun.

VPROS: Great cars; outstanding

controller support; network play.

CONS:
Marginally

updated graph-

ics; no 3D-card

support; fewer

track options

than NFS.
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SPECIAL ADVERTISING SUPPLEMENT

You’ve seen it on your screen, heard about on the tube.

It’s Java’" computing and it’s going to rock your world.

That’s because Java computing is one of those break-

through technologies that changes everything. And, for

once, things are changing for the good!

Java computing’s origins lie on the corporate flank of

our society, funded and nurtured by large organiza-

tions with big problems to solve and big budgets to devote to

their efforts. Already the Java platform has ventured spectacularly far

from its beginnings — In just two years the Java language has gained

momentum in the business world much faster than either Windows or the Macintosh did. And now, it’s going to start to change

things in your computing world as well.

computi
the real

nq

wo
in

rid

Java"

Why is Java

computing

diFFerent?

ecause it was conceived and built

to be a totally platform-neutral

computing environment, unwilling

to be wedded to (or limited by)

any of the many proprietary

computing platforms we’ve had to choose

from in the past, such as Windows or the

Macintosh. The Java platform will change the

way you buy and use applications and it'il

bring dimension, depth and vast shopping

opportunity to the internet and the World

Wide Web.

The lava environment is kind of like a

uniform: every individuai wearing it is

unique and idiosyncratic, but when in

uniform they all look the same. What's more.

they've all agreed to interact in certain

ways, so no matter how different they are

beneath their uniforms, they'll be able to

communicate and work together.

Similarly, a program written in the lava

language will run wherever a Java platform

is present. It doesn't matter whether

the underlying proprietary environment is

Windows, the Mac, or UNIX®. The Java

platform acts as a standard, uniform

programming interface to lava applets and

applications running on any hardware.

Because Java computing is platform-

neutral, lava applets can run in any lava

enabled web browser, like Netscape

Navigator’", Microsoft’s Internet Explorer or

Sun Microsystems’ new Hotjava'" Browser.

Which makes Java computing perfect for the

World Wide Web. where the same program

needs to be capable of running properly on

any computer in the world.

The Java platform is unlike anything

that's come before, with capabilities for

software engineers that make it easier

to turn out more applications with fewer

bugs in less time. That means better, more

creative apps.

But that’s not all, not by a long shot. Java

computing is transforming the web with

new kinds of websites and new kinds of

information. In the Java environment, you

download not just information or graphics,

but also the software tools that allow you to

tviewert

host acces

manipulate your new information. So, for

instance, a map you might download will

automatically include a viewer. Or a mortgage

application sent to you online might have a

lava based rate calculator applet built right in.

There’s more: Java computing’s high-

performance security capabilities help make

the World Wide Web safe for electronic

commerce. Java computing will make web

shopping an everyday event.

And finally, Java computing won’t be

limited to your desktop, or even your

notebook computer. The Java platform

will soon be embedded into all manner

of machines: cellular phones, pagers, TV

set-tops, game machines. Nowhere is the

potential of the lava platform being exploited

more dramatically than with what’s called

smartcards.

So read on to find out how Java computing

will help shape your future ....



WhyJlava
computing is

part oFyour

desktop computer? If it doesn't yet, it will

soon, because online services cost them less

than human tellers (and online services

don’t need to sleep at night like people do).

Javal
Qomputiii^

Transforming the web

Future

^ ^ hether you know it or not, you’ve

probably already encountered

w the lava platform. The lava Virtual

Machine has been incorporated into all

major web browsers, so your ability to traverse

lava computing worlds is likely part of your

computing environment already.

A BETTER DESKTOP

Thanks to its virtual machine orientation,

the java platform’s tightly-designed set

of bytecodes make programs easy to

transport across the Internet, lava computing

encourages production of reliable, simple

code and its object and component orientation

promotes re-use and library-building. Already,

hundreds of thousands of programmers

have learned the lava language and have

begun churning out applets and java based

websites that are transforming the Internet.

"lava,” notes Ken Nicolson, vice president

of marketing at KIVA Software Corp., "is

facilitating the rapid adoption of the

Internet as a primary source for any type of

information gathering and distribution,

customer empowerment through self-service

applications and as a viable point-of-sale

vehicle for ail kinds of products and

services."

The number and variety of )ava enabled

websites keeps growing and growing. Here’s

a taste of what’s out there.

Imaging with a difference

The lava platform is also being used

to make it easier to use productivity

software. Look for new desktop computing

applications that are java based and able to

liberate you from the restrictions imposed

by platform-specific computing.

Corel Office for lava (http://officeforjava.

corel.com), a suite of office productivity

applications written in the lava language,

runs on any environment with a |ava Virtual

Machine or |avaOS'“ platform. Because the

client side of Corel Office for lava has won

100% Pure lava" certification, all documents

are readable and editable across all

platforms. So, for instance, you can send a

document you create using Corel Office for

lava on your IBM PC to your friends who

prefer a Mac environment and they’ll be able

to open it, read it, edit it. Without having to

convert any files or hassle with the loss of

formatting.

”)ava computing's unprecedented cross-

platform support and distributed architecture

make all of this possible,” says Corel

Technology Evangelist Chris Biber. "Basically,

java computing has changed all the rules."

Many other vendors are developing java

language applets and applications that

businesses will use on the Internet and

dedicated corporate networks to sell

you products and services and

keep you happy after you X Tited o- f"'
,„g ano petWOl

buy. Does your bank offer
®

home banking via your

Travelocity (http://www.traveloclty.com)

Is the leading provider of travel reser-

vation and destination information on

the Internet, with a user base in excess

of 750,000 registered members.

Co-created by Worldview Systems
and SABRE interactive, Travelocity

integrates destination information

collected from 85 travel correspondents

and 5,000 electronic sources with

SABRE interactive’s reservation system

containing schedules for 700 airlines,

32,000 hotel properties and more
than 50 car rental companies around

the world.

Despite a superior booking system,

Travelocity’s website was way too

static and it was getting too slow.

“We needed to have better direct

database access for delivery of

information on the fly,” says Neal

Checkoway, president of Worldview

Systems. “At peak times, typically

around noon, things would slow down
appreciably.”

Kodak's new java based Photo CD on

the Web (http://www.kodak.com/daiHome/

products/photoCD.html) can help you use

your desktop computer for online viewing,

manipulation and storage of scanned 35mm

photo images.

Introduced in 1992 as a linchpin of

Eastman Kodak's Digital Science product

family, the Photo CD system delivers cost-

effective, convenient and high-quality

imaging to desktops everywhere. Now Photo

CD on the Web makes Kodak’s imaging

technology easily and universally accessible

to users anywhere in the

world.

To create a richer, more interactive

experience on its website, which

averages over a million hits a day and

more than nine million page views a

month. Worldview needed to quickly

add new functionality, boost perfor-

mance and also provide ample room
for future growth. The solution was
Java computing and a little help from

KIVA Software, a leading provider of

Internet application servers.

Unlike earlier versions of Travelocity, in

which data was static, you can now
access content generated dynamically

from Travelocity’s numerous databases.

And these days, Travelocity delivers

quick response times even under
peak loads.

including

Thanks to its Java

environment,
Worldview's

' dev^opers can
also

the

and feel M»nedji
g
|ij^usinesy ^

logic so your 6>^efience of the site .

will always btf^ifedini^dge.'



SPECIAL ADVERTISING SUPPLEMENT

g soon
a bank near you

“Our.clien)^ want their bank to be

more^allable at every level to carry

out banking operations during off hours,”

says RudI Peeters, electronic banking

officer at CERA Bank, Belgium’s seventh

largest financial institution. “Electrpnic

banking is an ideal solution, internet

access Is taking theweil-pstablished.

home bankii^.fmraula a ste|l further.”

CERA-s fir^ibnline retail servicp^^S^^'

built to-the 100% Pure'

'J^^aV^^andard, is a loan mortgage
l^c^ulatii^lhat jallows potential

^l^orrowefs to estimate payments from

. rtheir home corriputers using only a

I. . . . browser. Through this CERA Online

service, the bank reduces loan applica-

tion processing time,

ib. the loan calculatbr^works.as .tiidst

Java applets do: customers^^vynioad

run It Oh their computers; riegerdless

of the underlying operating system. The
|

ea^to^use program prompts you to '

;

^enier,such information as loan amount,

time to borrow and type of payment, the'^^;

mortgage calculator then returns

payment schedule as well as a yearly

: bri^down of the remaining principle.

In addition to the mortgage calculator,

CERA Bank customers can perform other

banking functions such as transferring

funds, checking account balances and

consulting exchange rates via CERA
Online.

Customers with lirtemet capabilities

reach CERA Online as they would any

other website. For customers without

:
.Internet access, the bank’s local

branches provide an online service kit,

complete with Microsoft’s Internet

Explorer browser, and IBM’s dial-up

interfoce, TCP/IP and security software.

lurther away than your web browser —
so you can execute realtime electronic

trades, graphically chart your portfolio’s

progress and even instruct the site to

page you with breaking news when

you step away from your desk.

WallStreetWeb, developed by a

company called Bulletproof, can be

accessed from your secure lava

enabled web browser (http://www.wall-

streetweb.com) for instant stock quotes,

built-in trading, power searches,

personalized securities lists, charting

capabilities and portfolio management.

And it's all because of lava

computing. As Bulletproof's Scott

Milener puts it, ")ava computing

allows us to move from the desktop to

the webtop. lava computing is what

makes our application.

"

With Photo CD on your desktop browser,

you can access, view and manipulate high-

resolution images stored anywhere on the

web. Because of )ava computing’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.

As a Photo CD on the Web user, you can

download the content you select — say,

images or portions of images — from a

remote Internet server at a museum,

university or elsewhere, and then execute

the lava 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.

Support for Photo CD images

has been built into most leading

operating systems, including Sun'“

Solaris'” from Sun Microsystems,

and dozens of software applica-

tions, such as Adobe Photoshop

and Pagemaker, QuarkXpress and

many others. No wonder the Photo

CD image file format — called Image

Pac — has quickly become a de facto

computer industry standard.

You II like what Photo CD can do and

you’ll like the price, too — it’s free.

Wall Street on the web
The web's immediacy and lava computing’s

interactivity have been melded into the

perfect vehicle for communicating volatile,

changeable information like stock prices.

Now an online investment service that

sends instantaneous market

updates to your

desktop is no

THE GREAT JAVA
COMPUTING PUSH

Initially driven by e-mail and the

World Wide Web, the Internet is now

fielding a new innovation: subscription

delivery of interactive applications and

content that encompass rich entertainment

experiences as well as full-featured

productivity applications — otherwise

known as push technologies.

Thanks to lava computing, push services

are easy to deploy and keep things simple

and flexible for subscribers, even though

push content often includes engaging, high-

impact experiences. What’s

more, providers can

gather detailed

Cool web s
for the masses

J

1

You know the drill: after 30 merciless

minutes, you’re finally “connected”

and ready to play a really neat new
game you’ve heard about. But, what’s

this? You need special

custom software? ^
Well, for all of you
who’ve endured this

rite of passage, libera- ' /
tion is at hand. NowTV
(http://nowtv.com)

is devoted to games that don't s

require custom software.

By developing in either the Java lan-

guage (programs can be automatically

handled by your web browser— no need
to go through a complex game Installa-

tion) or VRML (an open standard for 3D
programs that'll shortly be included with

most browsers), NowTV’s games become
accessible to just about anyone. Here

are some of NowTV’s hot titles:

DSr'L/ve Alive: watch life unfold,

evolve, adapt and conquer. Carl Sagan
was never this visible.

Combat Marines 96: sit back
and watch things be destroyed.

/ V Battleship:

Java computing

I implementation of
—— » the Milton Bradley

^ game Battleship.

9-Puzzle: A Java computing
version of the nine-piece variation of

the traditional 15-puzzle game from
childhood.

imputing i

;ion of A
from M
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feedback about subscriber pref-

erences so content is always

relevant and up-to-date. ^
"At CNNfn, our strategy

is to deliver breaking

business news and in-

vestment information

in all ways that are

effective and helpful

to our audience."

says Lou Dobbs,

chief executive of

CNNfn. "Marimba's

Castanet technology

will allow us to develop

an excellent and unprece-

dented new channel for

PC users.”

Unlike products that merely

broadcast information to desktops.

Castanet's two-way communications

means you can get media-rich entertainment

and information services customized to your

unique needs — without needing to spend

hours searching or worrying about bandwidth.

lust months after pioneering Internet

'push' technology based on the java platform,

Marimba, Inc.’s Castanet is emerging as the

technology-of-choice for software and

content delivery over the Internet.

Comprised of a Transmitter server and a

Tuner client that enables you to subscribe to

application 'channels' deployed by various

Transmitters across the Internet, Castanet

Web Published
— bv ^ou

You have a big document, a really big n

document. Ten pages or more, and you want £

to post it on the web. Great, but remember: v

the bi^er the document, the longer It takes to H

download. If you're posting something because t

you want it to be read, it must somehow be d

transformed into something small enough for s

reasonably quick downloading. d

Enter Jstream, developer of WlredWrite
(http://www.jstream.com). WlredWrite J

endows you with the power to create large p

documents or convert existing ones a

for publishing on the web. What’s t

WiredWrite's secret? f<

Using Java technology, WlredWrite s

creates a dictionary of words in the p

document, then connects

the words to byte- y
saving

markers. So instead of storing the word Java

500 times, WlredWrite only has to store the

word once. When the document is downloaded,

it includes a 100% Pure Java certified applet

that recreates the original document using the

dictionary and the marker file. Jstream has
squeezed a 190 page manual (occupying a
10.2MB file) into a 311KB WlredWrite.

Budding publishers will be happy to note that

Jstream documents can be embedded in a web
page, published on CD-ROM or sent as e-mail

attachments. Jstream also has released some
tantalizing plans for the future, including a way
for webmasters to divide a document so that

some of it is available online for free, while other

portions could be reserved for pay-per-view.

Dust off your memoirs. Someday you might

Just be able to sell them a serialized

version on your very own pay-per-

view website.

"Our first channel — Shock

It To Me, Baby — features

Shockwave games from our

Columbia TriStar film and TV websites.”

Let THEM ENTERTAIN US
All those folks dedicated to entertaining

us on TV and movie screens have begun to

understand the power of another kind of

screen — the one connected to your computer.

Worldwide entertainment giant Sony

has turned to lava computing to create

a new web-based entertainment and com-

merce network called TheStation©sony.com

(http://www.station.sony.com).

Highlights of TheStation include;

intelligently deploys and automatically

maintains rich media content and software

to millions of users.

Since its debut, hundreds of thousands

of end-users have downloaded Castanet

Tuners from Marimba’s website, found

at http://www, marimba. com. Castanet is

compatible with all Java development tools

and runs on multiple platforms, including

Windows NT 4.0, Windowsgs, Sun Solaris 2.5

and Mac OS.

Its flexible architecture and ability to

scale to millions of users are the primary

reasons such companies as Columbia TriStar

Interactive, EntertainNet, HotWired, MapQuest,

Net Noir, Quote.com, Public Broadcasting

Service. Sesame Street, My Yahoo! and

ZDNet have adopted Castanet. Additionally,

Marimba's relationship 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 Castanet to bring our entertainment

content directly to viewers’ desktops," says

Richard Glosser of Columbia TriStar Interactive.

Is again?.
.

I

% nterested In the fastest and safest way to do your tax return online?

P Try Taxsoft, Inc.’s Java version of Taxsoft (http://www.taxsoft.coni) — tax

V software at an incredible $5.95 per individual tax return.

What makes Taxsoft so special? Plenty, says Taxsoft, Including:

• Safety. Taxsoft is safer to use because it saves your data exclusively

in your computer. Taxsoft helps to eliminate taxpayer errors and handles

difficult calculations between forms automatically.

• Completeness. Comprehensive help screens containing information about

every tax form and question are available. And Taxsoft has ail the forms for

you online.

• High speed. You can prepare your tax return using Taxsoft — from start

to finish — In about 30 minutes. Other programs and manual preparation can

take up to ten hours to complete.

• Good price. Because Taxsoft’s products are online, you don’t get hit with

inventory or logistic costs.

Taxsoft develops tax products for the Java computing platform and sells

them exclusively through the Internet. Delivery is online and buying is easy:

simply click on the buttons at the Taxsoft site. If you Just want to window
shop, that's fine, too. In fact, Taxsoft doesn’t even charge you until you print

out your return. That way, you know if you like the product before you pay for

it. Reassuring. Now If we could just do something about having to pay those

taxes in the first place....



Music has charms to sootheJHp savagp^
beast, so the saying gws«»Bu^.oes^it

have what it takes Upuiet tto.fraj^d
. ,,

nerves of the web-JPBicted? mu^il find gut

soon enough as ycwr favorite j^ebsites^lll

become more mi^slcally-inclined, due to some
revolutionary technology from Headspace

inc. (http://^j)^.h«8pace.coi^)

.

Creator^'Of technoli^^r thjfdellvery

md sou^d ovl|uhe<jnternet,

^ify releaqM Beatnik, a

^are system%r creation and

eractive musi^

participation, offering a ric^her, i^re peroonai-

ized musical experiencgfthai^bthe^inuiti’

imedia delivery solutlon^avaijabiotiMlay.

For example, not only will Beatnik^ow a„

website to play musji^ when you first open o
web page, but a single ciictTof the mouse
can tri^er all sorte of^iJ^lo-relat^^dvents:

changes in tepipo, volume, pitgj^f mix, the

playing of inmvidpal^otes, s^pled voices

and sound'effecra^ven sjUinlng and stopping

music. Mal^n^ thi^ revpfbtionary break-

ough possible is B^tnik’s support forthrough
,

Java t^imology.

.Beafrilk so special — In add!^n> the^ext time you st^OLby your favorite

rais-based high-fidelity sound com- all-footbail-all-day webslt^^n't be
*o hi^h-end PC ^vetable sound Surprised If you have to listen to gomi
— is the potential for interactivity^ bf the half-time band. At leasf It'

Headspace’s Beatnik not only sound good. And, who knows,

allows musical int^ractiori^^- maybe they’ll even let you

with web nages, it
' click out a few

organizations using Java applets and

applications containing executable code

has been built right into the Java platform.

You can import and run Java applets

from the web without undue risk to

your computer. Because a lava

applet's actions are restricted to

its "sandbox" (an area of the

web browser dedicated to that

applet), it can do anything it

wants within its sandbox,

but cannot read or alter

any data outside of its

sandbox, so you can

run untrusted code without

compromising your trusted

computing environment.

Meanwhile, standalone windows

created by applets are clearly

labeled as being owned by untrusted

software. And if you do accidentally

import a hostile applet, your machine

won’t be damaged.

encourages

• StationPass, a unique

communications feature of TheStation

combining the best of technology and

design. The StationPass is TheStation's

webwide walkie-talkie, allowing for two-way

communication through realtime messaging

from passholders and announcements

from TheStation itself;

• Personalized areas that include

personal descriptions, favorite links,

buddy lists of other users active on

the site as well as account and

billing information;

• CommStation, an area where

users can access multiple com-

munication features such as instant

messages, electronic postcards,

interactive threaded discussion

groups and realtime chat;

• Station Search, an area where

users can search for people, services,

and products in TheStation; and

• An extensive shopping network

that allows multiple companies and

brands to offer online customers an

opportunity to buy goods ranging

from books and CDs to promotional

merchandising for entertainment

offerings.

notes.

cutable code over the

Internet that has raised concern about

security. After all, a lot of people have

begun shopping on the web.

It's no accident that much of the

security and reliability needed to protect

For
,
your

child s well
being

Secure
ELECTRONIC COMMERCE

It’s precisely Java computing’s

unique ability to distribute exe-

Everyone who wants their child to learn what
it means to live a healthy lifestyle should stop

by WellnessWeb (http://www.wellnessweb.org).

An innovative site, WellnessWeb uses graphics,

animation, sounds, femous role models, games,

pu2zles and Java computing applets to make
learning about wellness fun for kids. There are

sections on everything from mental and physical

well-being to social and environmental wellness.

And, for you teachers, WellnessWeb provides

links to other reference materials.

The site is still under construction, with more
to come, but don’t let that stop you. Grab your

kid(s) — and anyone else around the house who
looks like they could use a refresher on good
health habits — and start learning what you

can do to Improve your daily regimen.

Living well is, after all, the best revenge.

Beyond
the desktop
with Java

computing
lava computing hasn't stopped at

the desktop or the web. Indeed, from

its inception, the Java platform

was built for smaller devices and

embedded microcontrollers.

Soon the Java platform will be

incorporated into cellular phones,

pagers, palmtops, set-tops, even

thermostats. Several consumer prod-

ucts companies, including Toshiba,

Rockwell Collins and LG Semicon, will

be developing Java based products.

Nokia will implement Java computing

capabilities in some of its cellular

phones. And Psion Software, which

makes personal digital assistants

and communicators, has licensed

the Java platform and will be basing

products on it.

Faster than a
SPEEDING Pentium

Meanwhile, Sun Microsystems

has cast the Java platform into

silicon. Sun's JavaChip’" family of

microprocessors offers significant
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One million users are never
wrong, never lost
in a hurry? Need to know the fastest way to get across
town? Across the country? Around the world? How about a

detailed street map for, well, just about anywhere in the
world that's got streets? Check out MapQuest
(http://www.mapquest.com), the most highly-

rated, not to mention extremely po
(more than one million roistered

users have found their way home
thanks to MapQuest), interactive

mapping service in cyberspace.

Easy to use — and fun, too —
MapQuest combines mapping and
geocoding technology for on-the-fly charting of some
675,000 miles of road. And don’t worry about where to

sleep and eat; MapQuest has plenty of information on
restaurants, hotels, even roadside attractions!

Using the power of Java computing, MapQuest’s Interactive

Atlases offer sophisticated worldwide navigation features

similar to those previously found only on CD-ROMs. Zoom
from heights that allow you to view across the wide open
prairies down to the tranquillity of a country street. Use the

multiple map views function to study a chosen location

from a number of perspectives. Or get down to the nitty-

gritty with the dynamic map navigation feature; it’s like

having a virtual magnifying glass!

And don’t forget to try out MapQuest’s oh-so-popular

TripQuest application — recent Java computing enhance-
ments have produced plenty of exciting developments. A

must for map-phobic drivers, TripQuest generates

written city-to-city driving directions (North

America only) complete with exit

numbers, directionals and total

mileage. And if that’s not enough to

get you on the road again, TripQuest

is now map-enabled, which means
you can get a visual, geographic context

for road trips. Accompanied, of course, by a

reference map marking your origin and destination points.

Just in case your curiosity gets the better of you, TripQuest

features two smaller, thumbnail maps — in addition to your

reference map — that display start and finish points. Click

on these mini-maps and you’ll be linked to the original

interactive Atlas where you can explore in detail any area

or points of interest along your way. Happy trails.

MapQuest Publishing Group Is a business unit of GeoSystems Global Corp.,

the Information Industry’s leading supplier ofgeographic iaftirmatlon products
and services.

advantages over general-purpose micro-

processors in terms of performance, power

and cost: Recent performance tests show that

Sun's pico)ava’“ chip is five times faster than a

Pentium processor at running Java code.

And recent new interfaces will make it

easier for software designers to build Java

computing into games, TVs, smartcards,

copiers, fax machines and dashboards, lava

cash card, your calling card, your credit

card(s), your network access card.

That’s got at least one bank excited.

"We'll do an electronic purse application,"

a Citibank official was heard saying recently.

An increasingly popular idea is to use a java

based smartcard to exchange information with

databases and applications running on today’s

networks. Schlumberger, a smartcard maker.

has publicly demonstrated the ability to edit

and compile a lava program, load it onto its

smartcard and run the program on the card.

Someday, a Sun Microsystems executive

has said, "we expect drivers’ licenses to be

smartcards. You could take a test on the DMV

website and then load the card into a PCMCIA

slot to get your license for the next five years.

"

computing will be everywhere.

Smartcards:
Money AND more for
THE NEXT MILLENNIUM

What fits in your wallet, stores and

secures vital personal information, acts as a

credit card or cash equivalent, gives you

access to numerous networks and is

destined, some say, to be synonymous with

electronic money?

It's called a smartcard, and the smart

money wants to put one in your back pocket.

Critical to the effort is )ava technology, the

only software environment that can scale

down to fit such compact requirements as

the pocket of your favorite pants.

A Java based smartcard can change

functions whenever you load it up with a

new application — so it can replace your

0^

Is THIS A REVOLUTION,
OR WHAT?

You bet it is. And in the months and years

to come, you’ll be hearing a lot about Java

computing. But probably not as much as

you’ll be using it. Java computing will make

a lot of what we do — surfing the web. doing

our taxes, traveling, teaching our children —

much easier. After awhile, we'll hardly notice

it because today’s revolution will have

become tomorrow’s habit, like flicking on a

light switch in the dark.

If you have questions specifically regarding

the 100% Pure Java program, please send

them by email to loopercentpure-program

(Sjava.sun.com. For more information about

Sun Microsystems or Java computing check

out http://java.sun.com or call t-Boo-JAVASOFT

(outside of North America call 1-512-636-1591).

^ 1997 Sun Microsystems. Inc. All rights reserved. Sun, Sun Miftssystems, the Sun Logo, JavaSoft, Java^otjava, JavaOS, The Java Coffee Cup
logo, 100<^ Pure Java, Solaris, Javachip, pIcoJava, and arc Iradcmwlu or registered trademarks of Sun^icrosystems, Inc in the United States

and other countries. All SPARC trademarks are used under license ahd are trademarks or registered Mdemarlu of SPARC International, Inc in

the United States and other countries. Products bearing SPARC trademtjks are based upon an ardiKCture developed by Sun Microsystems.

UNIX is a registered trademark in the United States and other countries, ncj^sivcly licensed throi^ X/Open Company, Ltd. Netscape Navigator

is a trademark of Netscape Communications Corporation.

mSun



SPECIAL ADVERTISING SUPPLEMENT

Java computing
-w ooking for some seriousM online fun? Check out VR-1

(http://www.vrl.com) for

online entertainment, award winning

games and comics. VR-l’s Java based

site has really cool arcade games, the

first online comics to hit the Internet

and a sneak peek at a whole new level

of multi-player entertainment.

Arcade. Play VR-l’s Online Arcade.

Praised by Gamelan, there are six

games to choose from and they're free.

VR-1 promises more are on the way.

4^Comics. Immerse yourself in VR-l’s

Digital Comics, the first online comics

to find their way to the Internet.

Developed exclusively for the internet,

Digital Comics uses techniques like

sound effects, background music,

3D graphics, and games to bring your

fovorite comic heroes to life. Experience

comics In a whole new way!

There are four titles to choose from:

MEGABOT — the first comic fully

rendered in three dimensions and the

Internet’s first made-for-oniine comic
book series — highlights the adventures

of a cybernetic superhero; Animal
Kingdom is a life-and-death combat
tournament that takes place in the

Animal Kingdom; 14NI features a skate

gang, top-secret parcels, and the CIA;

TechMonger is the newest addition.

Sneak Peek. If you hurry, you can

grab a look at VR-l's massively multi-

player Internet games like Air Attack,

a 3D World War II flight and dogfight

. simulator.



POD • REVIEW

Space Race
Pod Takes Road-racing to Another World

by Joe Vallina

I

here’s nothing quite like

screaming down the high-

way at 170 mjjli with no

brakes, knowing that ifyou

lose the race you’ll also lose

j^ur seat on the last shuttle

off a dying planet. TTiis is

the basic premise of POD,

the futuristic racing game

from Ubi Soft.

Pod sports some great gameplay

and 3D graphics, with eight cool-

looking, futuristic cars and 16 difficult

tracks that pit you against your fellow

would-be-escapees in original, some-

times bizarre alien settings.

CHOP SHOP

All of the cars can be fully customized,

according to your own preferences regard-

ing speed, brakes, acceleration, grip, and

handling, Tlie customization is based on a

total score of 300.You can lxx)sl any of the

cars features up to a maximum ralue of

100, but orJy ifyou reduce anotiier of the

cars attributes. So, ifyou want to lxx)st

your speed four points, you have to take

away four points from anotlier parameter.

The game lets you customb.e cars

between each race (with tlx: exception

of games where you let the computer

randomly pick tlie car for you), and it

behooves the driver to match the car to

tl^e course. If the upcoming race is on a

particularly curvy track, for instance, you

should probably reduce your car’s speed

and boost its handling. Conversely, on a

track with a lot of straight stretches, the

more speed the better.

Unlike some racing games, in POD,

your opponents’ perfomiance isn’t

based on your own. This means that

you shouldn’t expect the other drivers

to slow to a crawl just because you’ve

had a spin out. The A1 takes no prison-

ers, and if you plan on beating any of

the computer drivers on the advanced

level, you had better have a lot of prac-

tice laps under your belt.

Tliere arc three

damage levels for

the cars; off, glob-

al, and sector; and

there are pit stops

strategically

placed around

the courses to fix

things should you

get too far into

thered. Wliile the

game doesn’t

really attempt to

be a simulation,

damage does

affect how your

car handles and

how fast you can

go. Don’t expect to just bang your way

around the difficult sections of a course

and then blaze away again when you

get back to the straight stretches— until

you find a [)it stop exit, you’ll be at a

decided disadvantage.

Tire graphics are simply stunning on

all of tlx: courses, with super-detailed

buildings, mountains, and even giant

cocoons staring down at you as you race

past at 200 m[>h. Plus, all of this action

takes place under virtual skies that are, at

times, brcatlitaking,

TOO GOOD TO BE TRUE?

All this incredible detail in the graph-

ics docs have a price, however. On

some of the more intricate tracks, it’s

often difficult to distinguish where the

road ends and the walls begin. Tliis

isn’t a big consideration when you are

following other cars around the track,

but suddenly becomes a very big prob-

lem when you take the lead and start

crashing into the camouflaged walls.

Tlie high graphic detail also leads to

jerky movement and less than perfect

frame-rates in multiplayer games,

although this is only in the third-person

view (the first-])crson view, without the

polygon-intensive car, moves along

RED SKIES TONIGHT The gaming environment in Pod is amaz-

ing. In this shot, the vibrant sky gives the scene an eerie,

apocalyptic feel.

much faster). However, the action is

still really fast and fun.

Pod can be played solo or multiplayer

via split .screen, direct link, IPXnehrark,

modem, or Internet. Ubi Soft makes a big

deal out of tlx: game’s Internet capabilities,

but I found it difficult to locate otlx;r pla)'-

ers online, as you have to know tlx; IP

address of lire host computer, and tlx; Ubi

Soft Web site had no listings of |X)tential

players. 'Ilx: HIi\D.ME file was little help

(aixl, would it have been that difficult to

have a [jrinted manual?).

Despite these problems, 1 still found

Pod to be one of the most creative and

interlaining games I’ve played in quite a

while. It’s a fa,st-paced, wild ride though

a beautifully rendered world, and 1 can

heartily recommend it. %

Racing fans who want

a welcome change of scenery.

a Incredible graphics;

gameplay, build-your-own cac

COKS; Road or

wall? You be the

fudge; less-than-

perfect frame-

rate; difficulty in

locating online

opponents; no

printed manual.

Price; S49.95

Minimum System

Requirements: P100,

Windows 95, 16MB

RAM, 4x CD-ROM,

20MB hard drive

space, 16-bit audio.

Multiplayer Support:

Split screen (2 play-

ers), direct link (2-4

players). IPX network

(2-8 players), modem
(2-4 players), internet

(2-8 players).

Designer: Ubi Soft

Publisher: Ubi Soft

San Francisco, CA

(415) 547-4000

www.ubisoft.com

Reader Service §: 337
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^..witli graphical details

lliat puts Tomb Raider

to shame. ’ ’

PC Gamer

^ ‘ Non-stop action ai’e tlie

words that best sum up this

latest offering from Blue Byte.

Computer & Net Player
> ...a toUiI kick to play, :md

looks better than anything

Uke it now on the market. ’ ’

Computer Games Strategy Plus

aim It’llme last

breathyou take!

^ Intense action gome
, ^ Spectacular transparent effects

demanding guidt reflexes including holograms, explosions

and aggressive gamepiay! and laser barriers!

^ Stunning real time 3D graphics ^ Easy-to-use controls allow you

that don't require ony expensive to jump right into the action!

3D occelerator cards!

^ Supports 3Dfx, Force Feedback

joysticks, and the Kali internet

goming network!

^ Six enormous obove and below

ground operation zones, complete

with secret caves and tunnels!



1 GRAND PRIZt
^

Extremely Cool Falcon NoiUtwest Macli V”*

COmillller System (Approx, relall volue $5000}

Pound the olien invaders with a heavily

armed/ state-of-the-art battle tank!
200 MHi Pentium® Processor with MMX'“ technology • 32MB RAM •

3.1 GIG Hard Drive • 21" MonHor • 1 6X CD-ROM drive •

Oversized speakers with Dolby Surround Sound

1 flR5T PRIZf 5 SECOND PRIZES

$2500 Shopping Spree S1,000 in Extremely

atCompliSA'” Cool Cash

5 IHIRD PRIZB 100 fOURIO PRIZB

COMP

MillenninmSDInceplor

500 six™ prizes250 fiflH PRIZES

Exlrente Assault Emtiraiilered Fllglit Jachet Extreme Assauir T-Shirt

Battle up to three of your friends in the

unique multi-player levels!

itfiKlinxirW

OBoil 2451)ept.A.1/ 19/98 to 'Cool

EXTREME ASSAULT WILL
BE IN STORES AUGUST 1ST.
for more information call (800) 933-2983

Mease mention source ccrde SWPCGW897

'

Bliie Byte S^vme. MMX arid iIsMM)! me twieimiks of Intel Comalk
III ..L-,- — j .j I- j;—

‘•nJeiflofXsoiAll otha'rompony ond prat^ nomss used in this pii^cASon ore tio^ofy

feglsteraitnidapaitewteie^^
‘

CIRCLE READER SERVICE #175

Blue Byte Software, Inc. • 870 E Higgins Rod, Ste. 143 • Sdioumhurg, ILi0t73

Phone 1800) 933-2983 • Fax{847f995-99S6 • httpy/www.bl(wbyte,com

Strike the enemy hard and fast with a

powerful 21 St century ottock helicopter!
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i^-k-k-ki- REVIEW •MDK

Price: S50
Minimum System

Requirements: Pentium

90, 16MB RAM. 17MB
hard drive space,

2x CD-ROM drive,

SVGA-compatible video

card; supports

30 accelerators using

Direct30,

Multiplayer Support:

None.

Designer:

Shiny Entertainment

Pubiisher:

Playmates Interactive

Entertainment

Costa Mesa, CA

(714) 428-2100

www.playmatestoys.cam

Reader Service d: 333

A Shiny
**

Example
MDK Delivers a Killer Gaming Experience Full of Fun and Personality

by Peter Olafson

N

o one can accuse iIk folks at

Sliiny of not having a sense

of hiinior. At tl^e start of

MDK (I’lciyniatcs Inter-

active), your character

appears on the great metal

ball that tops llie“i" in Shiny.

He appears to be using a

metal detector— anotlier sly

little joke in a game full of

tlKin— as if looking for sometiiing pre-

cious. Me can stop looking. We’ve found it.

GOLD MINE

MDK is a delightful, styliz-cd, albeit

short, 3D shoot-’em-up that finds your

character— he of fonn-fitt ing suit and

bird beak-like helmet— hoofing, float-

ing, and riding a sinuous path through

six large levels (consisting ofsome 60

associated “arenas") in defense of a ver-

sion of Earth assaulted by alien-operated

strip-mining machines.

Tlie third-person point of view will

doubtless earn MDK (so named for

canine sidekick Max, mentor Dr. Fluke,

and your character, Kurt) comparisons

toTOMU H'MDLli In fact, MDICs closer

to a 3D implementation of a 2D plat-

fomierlike Shinys celebrated

E/XR'il-twoRM Jim, which MDfCs sump-

tuous graphics sometimes recall.

MDKs great virtue Ls variety; It ne\’er

has you perfonn any single task for loo

long.M first you’re zooming down from

orbit, collecting mundai'ie jx)\\er-ups and

trying to slayon the good side of incoming

missiles and enemy radar while en route.

Once on terra semi-finna, you’re blasting

aliens and llicir anime-like robots, who

vanish in hot fliislxa of cascading debris.

Next you're using your built-in jjarachutc

to descend deep shafts. Tlien you’re plat-

fonn-ho])]3ing to collect sometimes-

remote power-ups

and supplies.

Afterward, you’re off

OnaRliUliLASSAULT-

like bombing mission

that allows you to

clear out an arena

from the air before

you explore it on

foot. After that you’re

glued to a moving

plalfonn—some-

times steerable and

.sometimes not— as

sniping enemies

hover around you.

BULL'S-EYE This Shot illustrates two of MDK’s best features:

the sniper view for taking out enemies stealthily from afar, and

the wonderful personality of the taunting enemies,

SNIPE AWAY

Don’t forget you

are a sniper yourself.

Granted, LucasArts

wound up doing the

"sniper” view first in

OuiiAVVS. Buttliat

rifle-scope vieww'as

fixed. In MDK, you

can zoom way in—

so dose you can read

the distress in tlie

aliens’ turtle-like

faces when tliey

come under fire. (If

you hold your fire

nowand then, you’ll

also find lliem grumbling to one anotlier,

dragging llreir sad wounded carcasses

across lire playfield, and hunting the seal-

like creatures that inhabit tlie game world.)

^bu face a variety of end-bosses

—

ranging from munchkins to a great

dreadnought to the stomping comic ter-

ror of the finale— in gorgeous

sequences that typically rely less on raw'

firepower than on good aim and being

TURN AROUND! As Kurt takes a look around, notice the locked

door behind him. It’s one of MDK’s more simple puzzles—just

shoot the two locks to open the door.

able to quickly figure out the w-orking of

a mechanism.

Here, y-on’ll probably want to save

your game. Happily, you can, (The origi-

nal European edition saved only at the

end of levels.) Indeed, you can save any-

where; the number of saves seems to be

restricted only by hard-disk space.

MDK never seems a chore wiiosc

state of completion has to be preserved
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HDK • REVIEW

MMiafaBiw;

H ever walk when you can fly. Also, don't

skimp on the bombs when you do fly. In

the surfing sequence, keep your eye on

the .tuhnel roof for upper levels loaded

with power-ups. Always go after the alien-making

machines first,

The blue bolts fired by the enemy are keyed to your posi-

tion. Keep moving backward and forward as you attack.

Zoom in on the distant tower to find the Level One

boss. There’s a position at the bottom of the slope from

which you can nail him at the same time that his fire is

stopped by the gray transparent barrier.

Level Two’s boss sequence is a shooting affair. Release

him by breaking his central window, retreat to the ramp to

shoot down his plane, and stay on him like a cheap suit

until he gets a swelled head.

against repetition. From the opening

screen, which features your character

lying atop the title letters rather in the

manner of Playboy pictonah, MDKis

imbued with an indomitable spirit of fun.

One ]30wcr-up mns away horn yon

screaming like an agitated cliimpanzee.

A particularly brazen variation on Star

7re/:action-music accompanie.s the first

segment of the second level and its james

Bond equivalent surfaces as joii surf the

hails on the fourth. The deco}' power-up

is a pathetic caricature drawn by band on

wbat appears to be a mylar balloon.

Not to mention that the towns you’re

defending are barely drops in the bucket

(1 meaii, Sparrow Pit, England?).

A UTOPIAN EXPERIENCE?

Now, six levels aren’t many, and 1 fin-

ished MDK on’hormal" difficulty' over a

few day's of sporadic play'. The packaging

makes much of the “most sophisticated

artificial intelligence ever created,” and

while my enemies occasionally boxed me

in or leapt away from my fire, I had tlie

impression more of fi.xed routines than of

a flexible, responsive intelligence. It would

SON OF EARTHWORM JIM Despite MDK's outrageous hype, I couldn’t help but like

this game. Though it lacks multipl^r support, it has a great mix of gameplay, good

graphics, and that great Shiny personality.

^APPEAL: Fun lovers, Tomb Raider

grads, and 2D>arcade fans looking to

broaden their horizons.

^PROS: An incandescent 3D-

arcade game with varied gameplay,

good looks, and Shiny’s subtle

sense of humor.

CONS: A bit

on the short

side, and more

linear than it

needs to be;

contains the

odd glitch.

SURFIN' MDK The variety of gameplay in MDK is another sell

ing point. There are rail sequences when plummeting to the

beleaguered cities, plenty of shooting and platform conven-

tions, and even a snowboarding sequence.

be nice if tlie game offered

some additional enticement

beyond a congratulations

.screen, for saving tlie town

(perhaps a honiis level?).

It’s also rather linear— with

little in the way of diversions.

And while, ultimately, this

type of game is linear by

default, it needn’t feel that

way. (Tomb R-mder sends

you in many directions to

reach one destination— but

it’s nevertheless the many dif-

ferent paths that I renicm-

hcr.) It inherits some ofTOMB

R'\!DI‘'Rs unhealthy generosi-

ty about aiming. (You only have to direct

your fire in tiie most general of ways.)

Plus, the end animation feels as if it was

cut off a little too early.

Technically, MDKs pretty much on

the mark. It didn’t crash— except when 1

tapped the XMndow's ke\' by accident

(which rec[uired a reboot)— and ever)'-

thing worked more or less the w'ay it was

supposed to. Aside from that, there was

only the occasional clipping problem.

Backtracking, 1 discovered that a previ-

ously dark, enclosed room had been

replaced by a dusky cityscape (as 1 wait-

ed, the dark room reappeared). Walls

occasionally flashed or vanished as my

character backed up agaimst them. And

in the linking hallw'a)^, the game repeat-

edly froze up a second or two— presum-

abl)' as iiew data w'as loaded.

Ultimately, fliese are minor points. But,

for as long as it lasts,MDK consistent!)'

does things right— from tlie lovely theme

music and that minor-key intro animation

riglit down to its last, petite nuclear bomb.

That little man and his metal detector are

on the right track: 'fhis is gold. %
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There is life on Mars. And in the twili'ght of the 21st centu^, raises

its ugly head. Dark Colony transports you to that not-so-distant future

viihere warring corporations have plundered Mars and unearthed a

horrific secret. Now, all must suffer the consequences.

This is real-time tactical combat - smart, visual, and violent.

Tlie animation? Flawless. Feel the heat and toxic gases singe your eyes

with each fiery explosion and massive eruption.

Wiiiclows 95 and

Macinlosll CD ROM

LAST September, nasa Showed you microbes from mars.



invfjiiing. Leave your pre-conceived notions about ET at the

:ti', - tticas are an^j-tning but humanoid and everytiung you fear.

,
df; .jiiv .a j.^inerin.'- real-time strategy

iiri utoll f'"iQ fii+m-Q

TODAY, WE'D LIKE TO SHOW YOU HOW NICELY THEY'VE GROWN UR

CIRCLE READER SERVICE #234
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REVIEW • ECSTATICA II

Round and
Round Again
Psygnosis' Ecstatica Ills Bigger, Rounder, Harder, but Buggler

by Thierry Nguyen

A

ny gainer can tell vou that

3D is nov\’ the official rage

in games, \Vc ha\ e MarIO

64 on the console,

Pandora DiiU' cii\T': for

the acl\'enliire genre, and, of

course, in the

action categor)'. And with

tlie success of'I'OMB

R\IDI':r, the marriage of 3D

and third-person perspcclh'c is getting

some exposure on the market too. Now,

we ha\e ECSIA'IICA II, which, with lire

likes ofMDK and Tomb KaidisH, could

revi\ e the 3D tliird-jjerson aclion/advcn-

ture genre pioiieered byAiX)Ntl iN'IHt;

Dark jears ago.
^ NICE VIEW Ecswca il's graphics are much better than the original game's. Backgrounds

I
are nicely rendered, and characters are now smoother and better animated.

Price; S59 (street price)

Minimum System

Requirements: Pentium

60 (P133 recommend-

ed), 16MB RAM, Win

95 or DOS 6.0, 50MB
hard drive space. 2x

CD-ROM drive. SVGA
Graphics: supports all

major sound cards.

Multiplayer Support:

None.

Designer: Andrew

Spencer

Publisher; Psygnosis

Foster City, CA

(800) 438-7794

www.psygno5is.com

Reader Service tt: 335

SAVING MY GIRLFRIEND AGAIN...

Ecsiaiica II picks u]) right after tlx;

ending of EcsiA'nCA, assuming )oii chose

the good side in tlx; original. After rescuing

Ecstatica, )ou decide to take lx;r back to

)our castle, make lx;r )x)ur princess, and

li\ e happil)' ever after, 'lhat is, until )X)u

start iwticing all tlie imjjaled Ixxlies on tlx;

trail to wur castle, Onl)' wlx;n bxstatica

gels \shiskcd away by a gargoj'lc and \du

are placed in }oiir own stocks do )'ou real-

ize that something is anii.ss.

It seems that a w iz;ird started muck-

ing around with the evil "Elder Sign,” got

seduced b)’ lhe“Dark Side,” and decided

to break the Sign into seven pieces and

lei e\'il run amok. So, your quesl is to

sa\'c lAcstalica (again), reassemble the

Elder Sign, and stop the

march of evil.

As in EcsTAIIC/X and

other third-person action/

adventures, you will run

around >'onr surroundings,

solve some puzzles, and kill

some minions. 'Ihc first

immediate improvements

you’ll notice are the SVGA
gra[)hics and the ox'crall look

of the chanicicrs. 'nicyrc a

lot .smoother, are better ani-

mated, and even ha\'c facial

ex])ressions (w'hieh were

mksing in EcsiAiiox). Also,

you can view'your health in

this xersion, so )ou know cxactl)’ how' well

)Our character is doing, rather than haxing

to rcl)’ on tlx: x'ague “Is he limping?" sjv

tem, as in tlx: prexious game. Add to lhat a

slightly revised control sclx:me lhat gives

)ou a large rc[>ertoire of moves, and

aircad)' tlx; game seems a lot belter than

its predecessor.

LOOKING AND FIGHTING.

'Ihc main theme of the game is explo-

ration. Ihe original game had a small

town and a small castle with a small

dungeon. But now', you can cacplore your

enonnous castle, the forest, a small vil-

lage, and finally a massive lower, 'ihc

castle itself lakes u]3 about Iwo-lbirds of

the game, and is easily twice as big as the

first game’s entire setting.

When you’re not exploring, you'll

probably be fighting. Welding different

types of sw ords and other edged

weapons, you'll fight goblins, skciclons,

knights, Amazons, and many other

minions of cvil.'Ihcre arc also five

“bosses" w'ho either bold pieces of the
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ECSTATICA II • REVIEW

out the entire region, cloiibic-checked

every place, and reloadcd/rcstartcd

many times. Tlie skulls glow to distin-

guish themselves from the background

art, but I never found a third skull. 1 don’t

know whether 1 had a bad copy or if 1

was missing a completely hidden and

obscure room, but, suffice it to sa); I

couldn’t finish the game.

MISSED POTENTIAL?

The code also has problems. It ran per-

fectly in Windows 95, but in DOS, there

was an occasional crash and the game

showed slower perfomiance. Sometimes,

1 couldn’t load saved games, eitlx;r.

'1 hough it is a DOSAVin95 hybrid game, 1

recommend playing in Whxlows 95 onl}'.

EcSTA'nCy\ II could have been a con-

tender. The graphics are great, the idea is

sound, tlie world is considcrabl)’ bigger,

and the design shows man\' improse-

ments over its precursor. But some o\ crlv

hard and obscure puzzles, combined

with the sometimes fmstraiing combat

and the instabilit}' in DOS, knock off

points in my book,

%

WHERE IS THAT DAMN SKULL?

lire otiier portion of the game is taken

up by puzzle-soKing, which is actually one

of the game’s faults. In fact, it was because

of the puzzle-soKing that I simply couldn’t

finish the game. The puzzles mostly

imoK e finding certain items and using

tliem in tlie right place. In tlie original

Ecsta'IIC-v I u'as able to solve all the jiuz-

zlcs in the entire game. But here, the puz-

zles either have simple coneepts that are

hard to carry out, or are too obscure to di,s-

cem. One involved putting out a fire in a

chimne)’ that I never knew' existed. It took

hours of wandering around until 1 found

tile actual locafion of tlie chimne)', and it

would have taken as many hours of trial-

and-error to figure out which switch in tlic

giimc uorid would put out tlie fire.

Anotlier puzzle required that a certain rod

^
PROFESSIONALS ONLY This game is difficult; save often. Enemies have frustratingly fast

'

attacks, puzzles can be veiy obscure, and traps, like this one, can pop up suddenly.

Elder Sign or possess some other item

vital to the game’s completion. The

fighting is quite fierce, as the enemy AI

is smart enough to attempt to surround

you. Tlie most bothersome feature

about fighting is that some of the ene-

mies, such as spiders and fish, have

extremely fast attacks. You hardly have

time to move at all, w'liich makes fight-

ing frustrating at times. Also, another

slight annoyance is the fact that ene-

mies are completely randomized. Now-,

I know' this is done to enhance replas-a-

bility, but 1 did find it kind of annoying

to save in a supposedly safe spot only to

have the game respaw'n five tough

goons when 1 reloaded the same game a

few minutes later.

be used to open a sealed gate; but tlierc

was no mention in tlie game of this fact. If

not for my wallcthrough, 1 would have had

to just bash the gate w-ith every item in my

inventory until it opened.

All this means thatyoull have to do a lot

of exploring and double-checking of

VIEW TO A KILL Many camera angles are from high vantage points like this, which

give you a big picture when fighting groups of enemies.

rooms, for no other reason than to find

obscure items. It also means )ou will have

to .save constantly, because )'ou never

know wlien you might gel caught by a lr.i[)

(tliere is an extremely deadly one near tlie

s'ery beginning of tlie game).

As for the reason 1 couldn’t finish the

game? Tlie culprit w'as a traditional item

hunt. 1Jter in tlie game, you need to find

three skulls to complete a switch and

enter the tomb. My problem w-as that 1

never found the third skill!. 1 mapped

PAPPEAL: Fans of the original, and

of third-person action/adventures like

Bioforge and Alone In The Dark.

^PRM: large world to explore;

decent enemy AI; good-looking

ellipsoid graphics.

^OHSi Poor DOS I

performance; some
|

puzzles too

obscure; combat

can become too

difflcult.





http://www.lucasarts.com

@ 1997 LucasAiis ErMainrcnl Conpany. All tigliis leseived Oidlm is a UademaiV ol LuasArls Edtclainmenl Copipany. T)ie LiicasAils logo <s a leeislaed liaucmar); ol LucasFMn Llif.. used iindei auttwialini;. The taliuBS icon is a iradonart; d Ihe Moadnc Digital SoiMafe Associailon.
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ACTION

-kic-ki REVIEW • REDHECK RAMPAGE

Price: S49.00

Minimum System

Requirements;

Pentium 90 (P133 rec-

ommended): 16MB

RAM (32M8 recom-

mended); 150MB hard

drive space; CD-ROM
drive: DOS 5.0 or

later: LocalBus or PCI

SVGA video card:

Sound Blaster-compat-

ible sound card:

mouse, gamepad and

joystick supported.

Multiplayer Support:

Modem (2 players),

LAN, Internet, Engage

(2-8 players).

Designer; Xatrix

Entertainment

Publisher: interplay

Productions

Irvine, CA

(714) 553-6678

wwv;.interplay.com

Reader Service if: 334

Felony

Hillbillies
Kill-Crazy Crackers Create a Cornucopia o’ Carnage

in Interplay's Backwoods Blastfest

by Robert Coffey

f Rfdneck Rampage Lsn't born

from the bowe].s of the

American south, it’s certainly

born from tlie bowels of .some-

thing. With more gut-qui\'ering

belches and cheek-slapping butt

whistles than a good ol’ boy

bloated on chicken fried steak,

Rampage focuses on all things

alimentary, going so far as to

spotlight ponds of animal filth and

canals of raw sewage populated by gig-

gling, animated turds who gleefully

reach up their rubbery sphincters to

grab gooey lumps of fetid waste to hurl

at you. Yce-ha indeed. Yet underneath

the unabashedly sophomoric humor

lurks a game chock-full of double-bar-

reled action with insidious level design

and deadly monsters.

THE DARK SIDE OF

WALTON'S MOUNTAIN

Redneck Rvmpage casts you as

Leonard, a scaltcrgun-wieldingson of

the Corrfederac)’ w'hose prize pig has

been abducted by aliens. ^Vlth your

hopelessly inbred budd\', Bubba, you’ll

cleanse the backwater burg of Mickston

of evil redneck clones and various

extraterrestrials before facing a small

annada ofUFOs and the alien boss her-

self. It’s not exactly /\nna Karenina, but

its as good a plot as any other shooter,

and it doeshave the requisite aliens,

To reach that touching and tearful

porcine reunion, you'll blast your way

through 14 levels. A sprawling lumber

mill, a grisly chicken processing plant,

and a dank mortuary arc among the

featured locations, along with parts of

BLIND DRUNK Beer and whiskey may heal you, but too much

I

of the hard stuff will leave you bleaiy-eyed, unable to control

: your movement, and an easy target.

the decaying

town. R-\i\tPAGE

is somesvhat

unique in its

emphasis on

outdoor loca-

tions, making

the gamcworld

.seem larger by

not being so

claustrophobic.

Still, there’s plen-

ty of tight, bul-

let-spewing

action in some

uranium mines

and the count-

less crowded

houses and businc.s.scs in Mickston.

Level design is generally .solid, with

many levels requiring some degree of

puzzle solving to complete, such as

using movable crates to access areas,

Liiter levels become huge, confusing

affairs— but the

excellent

automap fea-

tures will help

you regain your

bearings.

Anyone wiio

hated the limit-

ed color palette

of Quake is

w'amed— the

grimy decaj' of

Mickston is ren-

dered in a

parade of weath-

ered grej’s and

flat-out ugly

brow'iis.

Using DukT’: Nukem 3D’s Build

engine, Redneck RWiEACI'; zips along

great at the default frame size of

640x480. Migher resolutions are avail-

able, but running on a Pentium 150 with

plenty of RAM, the difference was neg-

BOWLING FOR 8UBBAS Clear the bowling alley of killer country

folk and you can actually bowl a few games if you're willing to

keep score yourself.
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REVIEW • REDNECK RAMPAGE

ligiblc, cxccpl in terms of frame rale,

wliicii went way clown, 'llic signature

effects of Hie Build engine are all there,

though: bullet holes punched into the

walls, air duct grates to blast and crawl

through, bloody footsteps left wlien

tromping over a fresh kill. Hotkeys let

you quickly glance to either side and, in

addition to the standard mouse and key-

board controls, IUmi’AGI': supports

gamepads as well. Ilie interactivity with

the environment is highlighted nicely in

a bowling alley where you can actually

bowl a game if you want. Unfortunately,

many levels fail to fully utilize the pseu-

do-3D world the engine can create.

NICE GUN RACK, BABY

It wouldn’t be a shooter without tar-

gel.s, and Rampack has plenty. 'lire

chief adversaries are the pistol-packin’

Skinny Old Coot and his butt-pickin',

shotgun-totin’ pal, Billy Iby. Cloned by

the aliens, I-|ickston is so overrun by

these guys tiiaf you begin won-

dering which redneck is on a

rampage— you ortheni.

joining the as.sault against you

arc ma,ssivc alien hulk guards

firing giant arm guns and

.spraying mines, clones of the

pot-bellied sheriff, and feces-

flinging turd minions. Nastiest

of the lot arc the alien vixens,

teleporting space babes in

dominatrix drag who can .shoot

energy blasts but are much

more deadly when using their

machine gun mammaries.

Unlike other shooters, the

enemies in RPDNKGK

RAMPAf.K don’t just wait around for the

fight to come to them. Once you start a

gunfight, clones and aliens nearby hear

the mayhem and come to join the

party. Battles aren’t over quickly, and

they often grow in intensity. Kick-ass

music by the Beat farmers, Mojo

Nixon, and rrihers really adds to the

happy blood-letting.

Yet, as inventive as these adversaries

.seem, tlx;y lack individuality in ilie nature

and style of llieir admittedly bmising

attacks. For tire most part, lliey eitlier just

stand llierc and .shoot at you or move

relentlessly toward you and shoot. 'Iliere

are some exceptions, notably tlie vicious

attack dc^s and small, skittering turd min-

ions, but I \vt)uld have liked to see tlie

game mix it up some more. ’Ihrowing in

more moasicrs to break up lire constant

stream ofCoots and Iklly l^iys would also

add\’arietyand challenge.

WHITE TRASH AND BIG GUNS

much and the aliens are sure to see you

coming. Cet loo dniiik and you’ll wheel

around uncontrollably in a suddenly

blurry world, 'lliere's s[)ecial moonshine

for high-speed ram])agcs, waders to

move through thick pig filth, and a vacu-

um hose and welding goggles combo for

sewer .snorkeiing.

HEE-HAW FROM HELL

i .ike no other g;imc, Ri-;i)Ni':CK

R/\MPAG 1 ': really comes down to a matter

of taste— whether you find its sledge-

hammer subtle sense of humor funny or

not. Like a more vulgar DliKt-', I ^onarcl

is given to uttering catch phrases likc“rm

gonna hafta o[)en up a can of whup-ass

on ya.” With its nonstop burping, farting,

cra[>-throwing, and waste-wading you’ll

need a wami spot in your heart for scat-

ology to love this game. 1 enjoyed the

game, but found it to be pretty much a

one-joke deal. It can get tiresome.

Also, lime may be ninning out for the

2.5D shooter. With QU;\k1';, HiiXEN II,

and others u])ping the ante w'ith immer-

sive, tniiy 3D worlds, even games as

technically well-done as Dl.lKi': and

IUmI’ACK just seem to come up a little

bit short. Wliile the carloonish humor of

these games is well-served by a 2.5D

game engine, they just don’t engage the

imagination the way full 3D docs.

R!-;dnI''CK R-WII’ACK has a lot going

for it— lots of action, some challenging

level design, and a .slick game engine. If

the raunch and crap don’t pul you off,

grab that shotgun and get ready for a

rootin’, lootin’, cousin-marryin’ good

time down in I lickston, U.SJ^.

^APraAL: Gamers who like their

action fast, furious, and funny; any-

one who wanted to take a shotgun

to the cast of Hee-Haw.

kPROS: Huge levels full of feudin’

and fightin’; well-designed levels

featuring occasional puzzle-solv-

ing; great whiskey-fueled music;

irreverent humor colors all aspects

of the game.

k^cONS: The sense of humor

won’t appeal to everyone; not ail

levels take

advantage of a

3D gameworld;

not enough

variety in mon-

sters; monoto-

nous color

palette Is ugly.

A CALL TO ARMS Ramfwse's BFG? Just gib one of these

I alien hulk guards and use his severed arm-gun. Just aim

I

and yank the tendon.

Dciiling with the alien men-

ace is tough work, but you’ll have

the right tools for the job.

Starling off with a crowbar,

you'll c[iiickly pick u[) a pistol and

shotgun to lx:lp even the odds.

SerioiLs weaponryshows up later

wix;n )t)u find bladc-.spitling rip-

SJiws, dynamite for tossing or fir-

ing from a cros.sbow, and even

that deadly vixen undergamient.

Yon can even gib an alien hulk

guard and snag hi.s severed ami

with ils attached gun,

l^ood and alcohol restore

health, hut you’ll have to be sure

to keep the alcohol and gut

meters out of tlie red. Rat too
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ikik-ki REVIEW *61000

Price: $54.95

Minimum System

Requirements: Pentium

75, 16MB RAM, 65MB
hard drive space, MS-

DOS 6,2 or higher, 4x

CD-ROM drive. VGA
graphics card, Sound

Blaster-compatible

sound card.

Multiplayer Support:

Modem, serial connec-

tion, LAN, Internet

(2-8 players)

Designer;

Monolith Studios

Publisher:

GT Interactive

New York, NY

(212) 726-6500

www.gtinteractive.com

Reader Service if: 339

Out for Blood
Blood Combines Good Atmosphere and General

Innovations to Make a Better Clone

by Thierry Nguyen

S

urprisingly, no

one else has

ever created a

horror-themed

game in the

Doom genre.

With the fun,

mayhem, and

dark humor that

you find in

3DRealm,s’ Blood, it looks

like the Gothic theme wasn’t

a bad bet at all.

You play the vengeful,

undcad Caleb, a gunslinging

cultist betrayed by his

demon lord, Tchemobog.

But lo and behold, you rise from your

grave, utter the words “1 live . . . again"

and, pitchfork in hand, set out to

avenge yourself upon Tchemobog.

Like Duke Nukem 3D, Blood’s plot

is accentuated by brief cut-scenes

between each episode, where Caleb kills

the various bosses. However, 1 found tlie

movies played only in Wndows. In fact.

Window's was much more stable an

environment than DOS. In DOS, the

game tended lo freeze at limes.

MAKE 'EM BLEED...

The weapons in Blood are a mixed

bag. The shotgun, tommy gun, and

napalm launcher (rocket launcher) arc

pretty boring, but the flare gun, the life

leech, and the voodoo doll are cool

new toys. To spice up even the

mediocre weapons, though, there arc

tw'o firing modes; Standard mode and

a more powerful mode that costs more

in terms of ammunition.

While the voodoo doll is neat, 1

thought the best weapons were the

flare gun and the aerosol-can

flamethrower. 1 like how the flare gun

lodges a flare into your victim’s body

before bursting into flames, allowing

HOT TIME TONIGHT BmoD earns some good marks fi

funny, cool, new weapons, including an aerosol can fl

thrower that sets multiple enemies on fire.

)'0u lo see your victim run around in

panic before his untimely death.

And it’s especially nice to be able to

throw a full can of aerosol oii a pack of

enemies and light them all on fire w'ith

the aerosol-can flamethrower.

DIRTY BLOOD-SUCKERS...

In keeping with its theme, all of

Bloods enemies are straight out of hor-

ror movies. Like the weapons, most of

the monsters are pretty standard fare,

though there are a few interesting gems.

'rhe most common enemies are the

zombies and cultists. Tire zombies are

standard axe-swinging fare, but it is cool

lo play soccer with their lieads ifyou can

decapitate them.

The cultists are mad monks who

sjjout gibberish w'hile assaulting you

with shotguns and tommy guns. Their Ai

is pretty good; enemies duck behind

cover to avoid fire while sniping at you.

nhe cultists, with liieir good aim and

reflexes and tendency for pack attacks,

make the solo game very difficult.

Tlierc are a variety of oilier interesting

enemies (like gill beasts who die if they

sUind on land for too long), but n^ person-

al favorite are tlie choking hands. Straight

out of TheAddams Family

movies, these critters will run

u|) to you, latch onto your

neck, and choke you until you

black out 'Hie only w-ay lo gel

rid of tliem is to shake tliem

off using the space bar.

CIRCUS OF MAYHEM

The levels in Blood ate

well done, and are actually

connected. Wliilc you do push

tlx: standard button to end tlie

a few level, youcanlookaroundand

ne- sec some of tlie next level

before you push the switcli.

And when you start a level, you

start out where you puslied the switch earli-

er. You’ll Ic^callygo fiom train station to

train to tlie train’s crash site (a circus).

BlOOD also has a good mix of lesels:

haunted mansions, pirate sliips, sewers,

circuses, temples, and secret laboratories.

And like DUKi:, tliere is the occasional

mos'ie reference, sueh as to The Shining

and Friday the y?//j.Tlie music that

acconi[)anic.s the levels is also good, with

twisted circus music in the circus level and

chanting monks in tlie temple level.

Des|jiie the cjiiick-draw reflexes of the

Al, the tendency to up the difficulty by

cramming enemies into small areas, and

the crashes and lockups in DOS,

Blood was still a pretty addition to the

family of DoOM-clones.Sj

^APPEAL: DooM-clone fans and

those who like horror movie.

>PROS: Good atmosphere, decent

enemy Al, level design, and music;

some cool weapons and enemies.
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VRBASEBALLTIF

IFYOU DON'T MIND GETTING KNOCKED

AROUND. SWITCH TO BALL CAM AND

SEE THE GAME FROM A PERSPECTIVE

YOU'VE NEVER SEEN BEFORE.

OS£ieial»y>«*e
,ior l-eaS'** “ffh
ir league pa^

Check out the official Major League Basebati™ web site at www.majorleaguebaseball.com



HARDWARE ACCELERATED
FOR WIIUDOWS® '95

The Difference Is Real7

k Now, the baseball game which received rave reviews for the

A Sony PlayStation''*' is available for Windows® '95. But you better

B have a 3-D graphics card because VR Baseball '97 is the next

B generation of PC baseball games and only works with hardware

W accelerated systems. 640 x 480 SVGA graphics with over 65,000

r coiors, 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.

fl Play Major League Baseball^ from any position or perspective in a real-time
360° 3-D world.

B Super fast Season Play mode with top 10 or full stats, and mid-season

All-Star voting and game. Pius, expanded functionality in statistical analysis

allows you to view and sort across many categories.

B Updated stats, rosters (including new All-Star rosters), uniform styles, logos

and inter-league play for '97.

B Keep your stats current by downloading updates from the VR Sports website

at www.vrsports.com.

B 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.

B Easy to use, menu-less pitching and batting interface.

Simultaneous batter and baserunner control.

Multiplayer option supports most joysticks and
gamepads.

Kff Baseball '97
Try it. It's new. It's different.

You may never go back to

your old game again.

baseball games."

of the year... 92%"
~P.SX

move with life-like grace." . .® - Game Pro

eat,

and live baseball." ,

,

- Game Informer

Co'puiallon.AII lights inerved. All oilier copyrights and trademarks are the property of tlicir respective owrters.
ALSO AVAILABLE ill
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REVIEW • BRITISH OPEN CHAMPIONSHIP GOLF

Tee Time
Looking Glass’ Golf Sim Is Jolly Good,

Despite a Few Rough Patches

by Scott A. May

Price: $49.95

Minimum System

Requirements:

Pentium 60 (P90 rec-

ommended), Windows

95, 12MB RAM (16MB

recommended), SVGA
graphics. 40MB free

hard drive space, 2x

CD-ROM drive (4x rec-

ommended), mouse;

requires DireclX-com-

patible sound and

video cards.

Multiplayer Support:

None

Designer: Rex

Bradford

Publisher: Looking

Glass Technologies

Cambridge, MA
(800) 360-7455

www.lglass.com

Reader Service #; 343

ooking Glass, the liigh-flying

jxiblLsIier of ri.iCi ri' UNLiMriKn,

lias made t!ie mo\'c from wiki

blue s'ooder to terra fimia uitli

Burnsi i Oi'I':n Ci i,v\iRONSi iii’

Golf— and its a mostly sm(K)lh

landing. Tlie game is solid, but

cast in tlic shadow of LINK.S I.aS

and Accolades Jack NickI AUS

4, its somewhat nn.s[jcctaciilar.

Still, several items make this simnlation

special. For starters, its the first major golf

cliampioii-ship developed into a PC title.

Its also tlic oldest; Tlic British Open was

65)t;arso!dwhenflie first Ma,stcr.s lonma-

mentwaspkiyed. Plus, l.i)oking Cla.ss i.s

one of only tuo software publishers grant-

ed official license to use Scotland’s historic

St. /\ndrews course. Fmall)', it lx;ralds tlic

return of designer Rc-x Bradford, creator of

the infamous “swing meter," first used in

Accolades Mlv\N IS,

GREEN ACRES

In addition to llre'‘01d Course" at St.

AidrewTi, BlUflSM OPKN Cl I/VMI’IONSI III’

Golf also features another legendar)'

Scottish links, R^yal Ifoon. 1 listory aside,

tire first thing most jaded American

duffers will notice about this game is its

scenery— or ratlx;r, its lack thereof.

Graphics arc well drawn and feature c|uick

redraws lx;tween strokes, but bewnd a few

])atclics of trees and buslies, both courses

are quite flat and barren, giving tire game a

somewhat desolate look and fee!.

Digitized backdrops featuring castles,

large ,s[)ectator stands, and crane-mounted

'

IV camera stands accentuate the feeling

of isolation. It’s aimo.st eerie.

Up to four players— human or cxim-

puler-eonlri tiled— can compete, either as

amateurs or as one of eight British Open

piofe.s.sionals, including Ian Baker-lunch,

Chi)) Beck, and David Dinrai. Mowever,

all humans have to com|)ete on the same

machine, as tire game completely lacks

remote multiplaver capabilities, such as

serial, modem, or network links.

Game styles include practice, stroke,

be.sl ball, match, and multi-round touma-

iiients. Play mechanics are similar to most

new- golf sims, with an adjastable direc-

tional anxns’ and 3D swing meter. 'Ilic

meter is unique because it realistically

de])icl.s the speed of both tlie baekswing

and power (snap) of your stroke. 'Ihc latter

i,s j)articularly difficult to gauge, because

tlic velocity' of the meter increases signifi-

cantly a,s it nears tlie Ixittom “sweet s|)ot.’'

The tendency is to click w'ay late, tlicreby

producing one terrible slice after anotlicr.

Simply liitting the ball straight is tlx-

^ne’s biggest initial challenge. Beginneni

can compaisate by overadjusting tlie

direction of llieir aim. On tlx* otlxr hand,

tlx calibrated putting meter is oix of tlx

best I’ve ever seen.

GOOD SHOW
'Hie two best features of the game

are its extremely precise physics

model —which adjusts for wind,

humidity, temperature, and surface tex-

ture— and the ingenious audio

W ISOLATION DRIVE Obstacles aren’t a

I
problem at St. Andrews; unfortunate-

I iy, hitting the ball straight Is.

commcntaiy by veteran sjDorlscaster

Jim McKay Boasling more than 5,0U0

uni(|uc i)h rases, McKay’s play’-by-play is

almo.st frighteningly cognizant of your

actions- it chides had shots, mocks yon

for taking too much time, and accurate-

ly reflects on your |Drcviou.s strokes.

More so than any other golf sim, the

reactive crowd and interactive caddie

are definitely not window dressing, but

rather tolally integrated into play.

Oi'crall, Biiriisi i Ot’tjN Gi lwifions! iif

Golf is a scry*good simulation oftwo his-

lorie liiiks, Unforlnnaldy its lack of

amenities- true nuilti|)laycr modes,

course designer, recorded play— in tliis

I lighly coiu|)cliiivc .sjiorts genre will ulti-

mately |)lacc it furtlxr clow'll the leader-

hoaal Ilian il otherwise deserv'cs, ‘b

^APPEAL: Duffers of all levels, but

particularly those with an apprecia-

tion for historic links.

^PRO& Briskly paced, with an

excellent interface, good graphics,

and realistic physics model; verbose

audio commentary is intelligent and

entertaining.

^CONS: Historic or not, the

scenery is

downright dull;

swing mechan-

ics can he frus-

trating to learn; HRh a
no true

multiplayer TingTl^
capabilities. ill! 1 ^ ' J ^
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Sclltian

^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
'
V,

over 25 new features! Here's just a few;

Notice the new waving flags, birds,

airplanes and other background

animations with up to 8 ofyour

friends over expanded

internet pla^!

Brace 3'ourself for lighlcning-fast redraws, main

view in a window capability, and up to 8 additional

''smart" camera views.

Our course designers have given even

more attention to detail including new
water reflections, improved textures

and enhanced sk^i backgrounds.

Plionc Toll-Free SOO. 800. 4880 • Fax 80 1 .359.2968
Website-hUp:/Aw\w.AccessSoftwarc.coni
Available for the PC

T C

LmlffiLS
fOgfi lidition

— M,cca>

CCD\/IOC H’iAa



SPORTS

'k'ki REVIEW • TEH PIN ALLEY

Price: $39.99

Minimum System

Requirements;

Pentium 75 (P100 rec-

ommended), Windows

95, SMB RAM (16MB

recommended), PCI

video and drive con-

troller, 78M8 free hard

drive space, 2x CD-

ROM drive (4x recom-

mended), mouse:

DireclX-compatible

sound and video

cards: TCP/IP connec-

tion for Internet play.

Multiplayer Support:

Internet (2-10 players)

Designer: Adrenalin

Entertainment

Publisher: ASC Games
Darien, CT

(203) 655-0032

www.ascgames.com

Header Service H: 344

Alley Oops
It’s a Great PlayStation Game, but Ten Pin Alley

Doesn’t Survive the Port to the PC

by Scott A. May

B

owling is the Rodney

Dangerfield of sports— it

gets no respect. Some

unenlightened folk don’t

even consider bowling to

be a sport at all. 1 he same

goes on the computer.

Wth few notable excep-

tions, there ha.sn’t been a

good eompirter bow'ling

.simulation in at lea,st 10 years, since

Access Software released its brilliant

Itfni h’RVMEfor the Commodore 64.

/\SC Games and Adrenalin Enter-

tainment hope to change computer bowl-

ing's meager image uithTr^i a

Wn 95 port of its c.xccllcnt PLwStation

title. Unfortunately, as is often the case,

lix’ trip from console to PC is a minor cat-

astroplie. While the PSXoriginal scored a

ncar-pcrfcct game, the computer conver-

sion rails straight for the gutter.

GUHER BALL

U[) to six players can compete on a sin-

gle PC, cither individually or three to a

team, in four styles of pli^; ofien, league,

and tournament (amateur or professional).

You can also engage ii|) to 10 j^layers

online, via the game’s built-in (ntemet con-

nection, although— incredibly— this

0|}ti()n allows for open bowling only.

Scoring can be either standard or“no tap,”

which means if tlx first ball knocks at least

nine pins down, it counts as a strike. Three

alley settings are

METER VIOUTION The complicat-

ed swing meter is more suited to

an Escher painting than bowling.

generated eharacters,

each ratcrl for

])ower, release, /

and spin.

Idowever,

beyond chang-

ing these charac-

ters’ clothing.

.skin, hair color,

and name, the

only user-definable

options are ball weight (up

to !6 pounds) and cover stock

(resin, plashc, or urethane).

Unlike tlic PSX\’crsion, tlxrcs

no option to change )X)ur

bowlers skill lc\'cl.

'file major difference between tlx; PSX

and PC \’crsionsoftlx; game is ]da)’

mechanics. On the PSX, contml is ultra-

easy, allowing pla)’ers to concentrate on

preci,se .spin, power, and release. I'br rea-

sons IkjoiicI conijirehension, Adrenalin

completely rcvam|Dcd this process on the

PC, making it much more fruslniting.

Simple jo)'stick control is out. In its place,

players must use the mouse to position the

bowler, spot the lane anow', and set a cir-

cular s])in meter in motion. The more this

meter spins, the more spin is placed on the

ball. Separate meters liicn control ]30wer

and release. Tiie trouble is, to produce a

decent spin, you must watch this silly

meter w'hirl around fwe or six times. Its not

only tedious— killing tlic pace oftlx“

game— but also impossi-

ble to accurately gauge.

SPARE ME

'I hankfully.llK- original

games ball-and-pin ]iiiysics

model surx'ivcd the rough

translation. Many' factors

influence your perfor-

mance; spin, power,

release, aim, and .surface

condition (achieved

BOTTOMS UP Along with realistic pin perfor-

mance, one of the highlights of Ten Pin Alley is

the great player animations.

llirough simulated lane treatment and

dry'ing effects). 'Hie realistic pin action is a

sight to behold, accentuated by thunder-

ing digitized sound effects. Tlic animated

bowlers are also a deliglil, prov'icled you

have tile hardw'are horse]30uer to produce

a decent frame rate. Each bowler reacts

differently—and sometimes quite comi-

cally— to both good and muffed shots. Yet

despite DirectX support, the polygon

bowlers still [lale in comparison to their

console counterparts.

IfASC and Adrenalin had stuck with

their proven play mechanics, Ten Pln

Alley \wDuld have been a winner. /\s is,

this shcxldy' translation is only a few pins

shy of a total embarrassment. S

^APPEAL: Bowling fanatics.

^PROS: Realistic ball-and-pin

action; entertaining character reac-

tions; a good party game, witii

Internet play a big plus.

^CONS: High system requirements;

play mechanics

tedious and con-
j

fusing. Overall,

a very weak
port of the 5

excellent
|

PlayStation
|

original.



5 New Fish, 5 New Lakes, &

New Tournament Types.

[On line Bass]

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.



Ibny La Russa Baseball 4”'
is the perfect deubleheader: 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 you match wits against the 1S9B Manager of the Year-or another

player over a modem or LAN. From Spring Ttaining to the Fall Classic, you've got all the bases covered.

€11997 Stormiront Studios, Inc. All rights reserved. Tony U Russa Baseball 4 Is a trademark and Stormfront Studios Is a registered trademark ol

Stormiront Studios. Inc. Maxis Is a registered trademark of Maxis, Inc. Ollldally licensed by the Ma|or League Baseball Players Association. €>MLBPA
1997. All other trademarks or registered trademarks are the properties ol their respective owners. To order, contact your retailer or call 800-33-MAXIS.
Visit the Maxis Web site at hltp://www.mails.com.



TONY LA RUSSA



IT"S JUST LIKE

YOUR REAL SWING.

IS THIS A GOOD THING

OR A BAD THING?



You love the game. You hate the

Choose from an array of fine golf apparel. Be the first, and quite

possibly the last, to don the plaid pant and striped print shirt combo.
game. You exalt when you knock

your eight iron stiff, then blubber like a baby when you three-putt the hole. Ah,

TrueSwtng replicates

the naturai physics

of your swing right

down to pitches and

putts.Bite.baby.Bite! the beauty 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.
No video golfer here. Our exclusive real-

time 3O polygonal golfer moves however,

whenever and wherever you choose.

Along the way you'll tee up at The Prince Course in Kauai, Hawaii,

loin ihj on-line tour and play against (he Pete Dye Golf Club in West Virginia, and amidst the
others via the Internet, LAN or modem.

natural splendor of Northern Idaho on the course at Coeur d’ Alene. FRONTPAGESPORTS

Bring your golf glove, your favorite hat, any good luck charms you wish to carry on

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

ricochets just like the real-life ball. FPS: Golf, smell the grass,

hear the sprinklers, crush the ball.
ra S I E R R A

Think you've mastered

hitting a liny little ball

with a funny littie stick?

Now imagine the ball

moving at your head at

90 miles per hour. Next

stop, the Big Unit and

Front Page Sports;

Baseball Pro ‘98.

€>1997 Sierra On-Line, Inc. All rights reserved. ® and ^ designate trademarks of, or licensed lo Sierro On-Line, Inc.

CIRCLE READER SERVICE #361

WWW, sierra, com/golf



SIMULATION/SPACE

REVIEW • COMANCHE 3

Getting Real^
Action and Simulation Balance in This Immersive Sim

Price: S44,95

Minimum System

Requirements: Pentium,

MS-DOS or Windows 95,

16MB RAM, 18MB hard

drive space, 2x CD-ROM
drive; Sound Blaster-

compatible sound card.

Multiplayer Support;

Direct Connect (2 players).

Modem (2 players).

IPX Network (2-8 players);

only one CD required.

Designer:

Kyle Freeman

Publisher:

Novalogic, Inc.

Calabasas, CA

(818) 880-1997

www.novatogic.com

Reader Service ff: 345

by Robin G. Kim

hrough tile

darkness, two

sleek fomis

race toward a

broken ridge

and rear to a

lialt jast before

it Rising from

a low hover, tlie

leadRAH-66

Comanclx; unmasks to

scan the objective—

a

Rii.s.sian battalion HQ just

over a mile away. Despite

die SAMs andAAA in the

area, the helicopter goes

completely unnoticed. Its

softly whirring rotors can’t be heard at tliat

distance, and radar can’t register tlie

cho|i]x;r!s tiny signature amongst the

ground clutter, llie copilot/gunner tlien

targets llic center of tlic compound, regis-

ters its position, and calls in a strike.

'The pilot of the lead Comanche

waits until the pounding of the artillery

has ended, then the two ships rise as

one to survey the damage. Several vehi-

cles have survived the shelling. With

targets sorted and weapon bays swing-

ing open, the two RAH-66s prepare to

demonstrate that the “attack" in their

RcconiiaLssance/AltackHelicopter

designation is no misnomer.

CoM/\NCHE; 3 is Novalogic’s latest

attempt at simulating the IlMd-66. In

addition to tlie e.\pecled graphical

enhancements, COMANCHF 3 boasts

superior gameplay and a much more

realistic flight model than its predeces-

sors. 'Ilic result takes a big lea]i toward

the serious end of the simuialioii .s]icc-

Iruni while remaining true to the series'

action-oriented roots.

REALISM VS. ACTION

Instances of this dichotomy pemicatc

the ,sim. Modeling of the laser-guided

Mellfire missile, for example, is quite con-

vincing, accurately depicting its guidance

requirements and top-

attack flight profile.

However, the detection

ranges of the Co-

manche’s targeting sen-

sors are too short to

fully exploit the fonni-

dable missile's .standoff

attack capahilit)'.

Engagements take

place at relatively short

ranges, artificially

increasing the tempo

of combat.

lliis shows off

CoMANCHl': 3s

impressive ballistic

weapon .simulation,

which accounts for

gravity ciroji and

tracks every shot (do

not hover in front of

friendly tanks!). Yet

even here, realism is

compromised; your

far-reaching 20mm

cannon can eventu-

ally destroy even the

toughest target.

Tlie sini's flight

model continues this

trend, mixing the

real with the unreal.

It has a nice fluid feel, accounts for

inertia, and even models the complexi-

ties of autorotations— emergency land-

ings with no engine power— despite

their irrelevance to actual niLssions.

(Complete engine failure always coin-

cides with instant destruction.) On the

unreal side, your Comanche is over-

powered, and its performance is unaf-

fected by ordnance weight and drag.

Limitations of the graphics system

restrict maximum altitude and aircraft

bank angle. Ground effect (the extra

lift a helicopter gets when hovering

near the ground) is massively overdone,

di.storting the behavior of the aircraft at

low altitudes with the net result of mak-

ing it easier to fly.

lire latter flaw most affects game-

play, but its significance fades if you

use the sim’s altitude lock feature (a

capability of the real Comanche’s digi-

tal flight control system) which makes

nap-of-the-Earth maneuvering a snap.

ifr)r players who aren’t sticklers about

realism, options exist to make flying

even easier.

Gamers of all tastes who hate read-

ing documentation will appreciate

CoMANCME 3’s training missions and

the informative virtual flight instructor

who talks you through them.

ccw AUGUST mi



COHAHCHE 3 • REVIEW

CATCHING A TRAIN Many missions require speed as

[

well as stealth, whether it’s to destroy a speeding train

or to come to the rescue of an ambushed tank company.

EYE CANDY

The original COMANCHEs biggest

claim to fame was its patented Voxel

Space graphics engine, which rendered

realistic ground contours tliatwere easi-

ly comprehensible—something that

cannot be said for the textured polygons

used in many other sims. CoxLVs'Cl its

3’s is even smoother; it looks just as good

up close as it does at a distance.

Combined with its highly detailed tex-

ture-majjped objects, scattered trees,

light-source shading, and numerous

other \isual effects, Comanche 3 is

truly a feast for the eyes. There’s no such

thing as a free lunch, however; 'Flic

games graphics are demanding enough

to slow a Pentium 166 (with every option

maxed out) to a crawl. Fortunately,

enough detail settings and resolutions

(ranging from 320x200 to 640x480) are

provided to enable a playable frame rate

on any speed Pentium,

CoMANC! IE 3 features four cam-

paigns, each consisting of eight diverse,

well-crafted, but completely canned mis-

sions. Planning Ls done for you, with pre-

flight briefings describing your objec-

tives. Reflecting the game’s focus on

action, no pure rccon assignments are

given out, even though that is the

Comanche’s primary role.

The missions become steadily harder

as you progress through the campaigns,

and some arc extraordinarily difficult to

complete. Although there is no way to

turn down the difficulty level, the

included mission recorder’s ability to let

you take control partway through a ])lay-

back can help. Frustrated players can

inch their way through a tough mis.sion,

correcting fatal mistakes in the previous

iteration. Since mission recordings can't

T
''

n

RAMBO DON'T

KNOW STEALTH

One teammate

(U.S. Army aviators do

not use the term “wing-

man") accompanies

you on every combat

mission. But the A1

pilot must have slept

through training,

because he flies like a

maniac, charging

enemy positions w'ith reckless abandon

or ramming or shooting you in his sin-

gle-minded zeal to get at

the bad guys. Me

responds to only one

command— attack your

specified target— so

there is no w'ay to effec-

tively rein him in. lliis

usually results in his early

demise (a fate frcciucntly

shared by any other com-

puter-controlled aircraft

assigned to support you),

putting the burden of

accomplishing the mis-

sion objectives squarely

on your shoulders.

Digitized .speech,

which is exchanged with

the AI crews, greatly

enhances the game’s

atmosphere. In general,

Comanche 3’s stereo

sound-effects are out-

standing, and help draw

you into the game’s

virtual world.

Comanche 3 isn't the

most realistic helicopter

sim on the market, but

between its involving mis-

sions and lifelike sights

and sounds, it is arguably

one of the most immer-

sive. It would be even

more so were it not for the

inept computer pilots, but

the excellent cooperative

multiplayer modes are

natural workarounds for

gamers w'ho can take

advantage of them. %

^AM*EAL: Action game fans who

enjoy a moderate dose of real-world

complexity,’ flight simmers willing to

forgive some lapses in fidelity in an

extremely absortaing game.

^PROS: Outstanding graphics and

sound effects; a variety of mission

types; excellent cooperative multi-

player modes; good atmosphere.

^CONS: Limited set of canned

missions yields mediocre replay

value; very poor

computer team-

mate AI makes
some missions

extremely diffi-

cult; CPU-hun-

gry at maximum
detail and

resolution.

> Multiplayer Mayhem

he best solution to Comanche 3‘s deficient teammate AI

is to repiace it with a reai person. Any campaign mis-

sion can be flown cooperatively over a network,

modem, or null modem link, and the improvement over

single-player mode is remarkable. Suddenly, realistic tactics involving

stealth and teamwork rather than brute force become feasible, often

with gratifying results. Missions that once seemed almost impossible

while flying solo now play out with just the right level of difficulty.

The only downsides are the abbreviated mission briefings (when

compared to standalone play) and the one-line chat buffer which is

too easily overwritten when multiple people talk at the same time.

For fans of head-to-head action, the sim also provides several

dedicated melee missions. It is ea^ to get lost in the 80 square

miles of terrain, however, turning potentially fun frag-fests into fruit-

less searches for your opponents. Unless you can get a large group

together or you enjoy peaceful sightseeing, don’t bother with the

deathmatch missions.

Whichever mode you choose, setup is quick and easy, and game-

play is impressively smooth, A trial version of Kali is included on the

CD, but performance over the Internet is rather poor; except under

ideal conditions.

^ CANNON FODDER Other helicopters sometimes accompany

I

you on missions, but they often die so quickly that they’re little

more than a temporary distraction.
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SIMULATION/SPACE

-k-ki REVIEW • DARKLICHT CONFLICT

A

Shallow Space
This Attempt at a Space Sim is a Day Late and a Doltar Short

by Martin E. Cirulis

Price: S49.95

Minimum System

Requirements: P60

(P133 recommended),

MS-DOS 6.2 or Win

95, 60MB hard drive

space, 16MB RAM,
VESA 2.0 compliant

video card. 4x CD-

ROM,
Multiplayer Support:

LAN (2-6 playere).

Designer: Rage

Software

Publisher: Electronic

Arts

San Francisco. CA

(800) 245-4525

www.EA.com
Reader Service #: 346

T

he ,sci-fi flight sim busiiic,ss

is a tough one to break into.

Iktween Origins WlNG

COMMANDI'IR and

Luca-sArts’ Slur Vl^/rssims,

a newcomer really has to

shine to break the inonoj>-

oly that tfiose games iiavc

on the fans out there. A
game needs to have dcptli,

high-end gniphics, and enough .style to

carve its own niclie in a gamers mind.

Some fair third-party sims have come

and gone over the years, but none has

really been able to tie all those elements

together well enough to create more

than a ripple in the computer gaming

ocean. Luckily, the dearth of mulitplaycr

capahilit)' in space sims has created

another w'ay for a ne\s’ game to get atten-

tion, and DARKIJG! ft' CONFLICT looks

ver)' much like it was designed to take

advantage of this situation.

MORE ALIEN ABDUCTORS

The premise for DC is intere.sting, bill

not dcvastatingly original, ^u are a

fighter pilot who is abducted right out of

your L-18 cock[)it by some very rude

aliens, who arc looking to scoop some

wann, skilled bodies for their nasty little

war. After radically altering you to jack

into one of their cybernetic fighters,

they quickly start your training witli-

out even asking you ifyou resent

having lost your nomial life.

Supposedly, ifyou win the

war, you'll be returned to your

old selfand .sent back to

Earth. (Of course. I’d hate to

he the defense lawyer at

your AW'OL court martial!)

And wouldn't you know it,

before you can finish your job,

skulduggery rears its ugly head

and a little vvackiness en,sue.s.

Unfortunately for fans of“decp

plotted" sims like the Wing

COMM/WDFR series, DC never rcallj'

rises above this bare-minimum prcmi.se.

'I he campaign itself is not dynamic, and

the .storyline is basically a paragraph intro

for every mission, Wliilc this is by no

means a fatal flaw for a sim, the way DC
handled it was just the first due that this

was not going to be the most in-de|)lh

and detailed game.

Of course, if the plot is weak, then tlic

liO|)e is that tire flight engines and missioivs

will cover tire price of admission. And, to

he honcsL my initial reaction was very

good— but this enthusiasm rapklly waned.

DO SPACE JOCKEYS DESERVE FRIENDS?

S| jhile some kind of multiplayer capability has been fairly standard in PC

KM flight sims going all the way back to Falcoh 3. fans of sci-fi flight simsn have had a long, cold wait for ihe chance to go up against their bud-

dies in the deep black—much less fly with them cooperatively. While there

doesn’t seem to be any good reason for this lack of multiplEver support, as

space sims often present less design difficuiiies than atmospheric flight

sims. since they don’t require gravity vectors and large terrain, designers

have shied away from this option in the past.

The first real attempt to bring social gaming to the spacelanes was

Armada from Origin. This sim tried to mesh to concept of head-to-head

dogfighting with a very basic spaceploitation game. Unfortunately, while it

was an interesting attempt to mesh genres, the sim ponion of the game

suffered much Ihe same problems as today's Darklight CoNaicr: It looked

great, and flew stupid.

Fortunately, with the arrival of X-Wing vs, TIE Fighter, there seems to be

some lecognition of the fact that adding a multiplayer suite doesn't mean

you can skimp on gamepl^. Of these three times to date anyone has tried

to incorporate mulliplay, two of them, including Darklight (JoNFucr. have

resulted in less-than-stellar results. Are we finally entering an age where

space-sim fans can expect the same level of connectivity that other genres

enjry in the late ’90s? One can only hope.,.and per-

haps somedEy. Origin will take another slab

at making their epic Wing CoMMANDEH

^ X , universe a social engagement, just

as LucasArts has done with the

• \ Star Wars series. Designers try-

\ ing to roust some market

share from the Big Two in

i
space sims would do well to

I

take note of recent develop-

I
ments, and realize that to

•

I
succeed they have to do

_
/ more for gamers, not less,

0 / and give space jockeys a good

/ re^on to be social,

CGW AUGUST 1997



PAMER
GENERAL

THE NEW

FACE OF

STRATEGY

GAMING.

COMING

THIS FALL.

PANZER GENERAL It t bidtiottt ol Snlttle SUimlalloDt. IQC. OlttZ Sniiile SInaliUsn, Ik. i WROSCAPE Coiviiy . All rtfMi resamd.
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SIMULATION/SPACE

REVIEW • DARKLIGHT CONFLICT

NOT EXACTLY A BUST While the graphics in Oarklight Conflict are pretty great, as in this spectacular space

I

Sion, the gameplay is completely overshadowed by the likes of Wing Commander IV and X-Wing vs. TIE Fighter.

Graphiciilly, DC is stunning; and, at

some moments, the game achieves the

level of computer graphics found on sci-

fi 'IV shows a couple of years back. 'The

light sourcing is simply incredible; Shots

reflect off gleaming hulls as they pass by,

explosions cast a glare over everything

for a .split-second, even the differently

colored stars cast their ow'n particular

shade of light across facing surfaces.

Tiic ships themselves are imaginatively

rendered, and ha\ e detailed hulls that

look great as you fly by' with your guns

blazing. Other beautifully rendered bits

are the slargates, S la Babylon 5, and

missiles, as they leave your hardpoints

and weave through space low'ard their

dodging targets.

KAMIKAZE FLIGHT SCHOOL

The problem with DC is that

once the visual glamour wears

off, you begin to find out w'hy

these aliens needed your help so

badly: All the other pilots are ter-

rible! Given the way the comput-

er flies in this game, you’d drink

the primary wea]3oir of the space

age is the battering ram. \Vliile

they can adequately fly aw'ay

from you, and will lake you out

from behind if you are not care-

ful, they are just not good

enough at dogfighling to be a

expio-
tkreat, except in large numbers.

Tire designers must have

been aware of this, though,

bccau.se enemies do come at you in

ridiculous hordes, and 10-15 kills per

mission is not unusual, with nary a

wingman in sight. Unfortunately, their

numbers don’t quite make up for lack

of .skill, and combat quickly becomes

highly ritualized and more tedious than

fun. There is some attempt to add vari-

ety by adding bombing runs and

® 1997 Peiinsyiilf; lrilota(;IIVH Miidia Oompwtf. 0 1936 U L'nlodalrimonl (iwl il') In..iiiiBoSrAil

ot lx Ent0r1fl[nrn!inl. OtiickTriino riniJ Iho OuwF/fime I'i()dm itailomnrla ((5Ctf on'IO' IKxinM.



DARKLICHT CONFLICT • REVIEW

f

FLOATING POINTLESSLY Darklight CoNFua can't overcome a shallow premise and poor

gameplay in order to compete in 1997.

defensive missions, where yon fight

from some kind of turret floating in

space, blit tlie poor AI defeats much of

the thrill in this, especially in the turret

missions, where the enemy ships just fly

right into you if you aren’t quick

enough to get out of their wa)’.

Tlic multiplayer capability of this

game alles’iatcs some of the problem

concerning the weak AI. but a universe

where onl\' the liuman players fight \s'ell

still gets old fast.A more robust multi-

player suite, with a large number of .sce-

narios and some sort of mi.s.sion builder

could ha\’C helped a bit, but in the end it

probabi)' still wouldn’t be enough in a

world where X-WiNC VS. TIE Fic.i riT:

R

exists. Tlie days when a space sim could

get by on looks and depend on simple

connectivity as a hook have [jmbably

passed forever, tiianks to LucaiiArts

upping the ante.

In the end, times liave just gotten too

good for DARKi.lC)frCoNFUCi to be a

serious contender. Wth a little more

detail, a belter AI, and a 1996 release

date, this game could have gotten higher

marks— but the simple, ugly tmth is that

there is just better fare out there now. It

would be nice to see these kind of graph-

ics in a deeper game, but for now I sus-

pect that most gamers just don't have the

money to try and eke out enjoyment

from a second-rate effort like this one. %

^APPEAL: For space pilots whose

only Intention is for multiplayer

action, and can’t find a copy of X-

Wing vs.TIE Fighter.

^PROS: Excellent graphics; some

nice details; good tutorial.

For Windows 95* and Mac

To purchase Golden Gate

visit your local software

retailer

Or Jack in;

www.goldengategame.com

Panasonic'^
Interactive MediaCIRCLE READER SERVICE #115

rt. 'A'oii'y abo>;:: k::-

terser

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."

"MYST's long shadow is finally

being eclipsed.. .like a modern-day

archeologist, you navigate through

thousands of eerily beautiful

photorealistic watercolor images..."

: "A true game portal onto the

streets of San Francisco." "The combination of gorgeous

artwork, well-planned plotline

...an excellent choice for

adventure game enthusiasts."

SIMULATION/SPACE
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REVIEW • BATTLEGROUND 7: BULL RUN

«»»«« '

Price: S49-95

Minimum System

Requirements:

486/33, Windows 3,1

or better, 8MB RAM,

SMB hard disk space,

SVGA graphics, 2x CD-

ROM. mouse.

Multiplayer Support:

hot seat, modem, nuii

modem, internet, or

e-mail (all 1-2 players).

Designers:

John Tiller, Jim Rose,

Charles Kibler

Publisher:

TalonSoft

Forest Hill, MO
(410) 821-7282

www.taionsoft.com

Reader Service d: 347

No Bull Here
TalonSoft Tallies Another Victory With Bull Run

by Bob Proctor

nil Run (or Finst

Manassas), foiiglit in july

of 1861, was the first maior

battle of the American

Cis’il War. Both North and

Soiilh thought it would be

tlic only battle, and that

\’ictor)' would be so over-

whelming that the loser

would capitulate out of

sheer hopelessness, Tliirteen months

later at Second Bull Run, nobody was

that naive anjonorc. B,\'flLl';CROUiND 7:

Bull Run captures the pom]), gallantry,

and confusion of both battles, along with

the emerging tactical genius of both

Stonewall Jackson and Robert E. Lee.

TalonSofls BArn.l/CROUND series

has been praised far and wide, with

BatI'LLCROUND: SlIIt.OM winning

CCVFs best wargainc of 1996. Bui-l,

Run is mechanically identical— still

complex, yet manageable— to the pre-

vious three BAm.i-X.ROUND games

covering the American Civil War. So,

we’ll assume that those of you who are

interested in this series know what you

like and what you don’t, and focus on

what makes But.!, Run different from

the other games in the group.

LET LOOSE THE FOGS OF WAR
Bull Run is the best liile in the series

for head-to-head ])lay with l''og ofWar

turned on. Mills and forests on the huge

maps keep lines of sight short; yet there

FRESH-PAINTED FORD The battle for

Blackburn’s Ford is one of the better

small scenarios.

^ GOT MY RAILROAD TIE This is action from the first day of the Second Battle of Bull

I Run. The Yankees throw themselves at Jackson's troops along an unfinished railroad line.

is no truly dominant terrain, making this

ideal for a meeting engagement where

neither side can be sure of the others

intentions. Playing one of the full-da\’

scenarios with a buddy is a bla.st,

because you can try something unex-

pecied or ahislorical to really see who

the best general is!

Now some ofyou may be muttering

“But I like bislory!” or“Fat chance I’ve got

of finding someone to pla}' uitii.” so let me

hasten to assure )uu that BULL Run offers

22 .scenarios, of which, 8 are First Bui! Run

and 14 arc Second Bull Run. Since tlicre is

no better way to understand tlie dynamics

of a battle Ilian to game it, the following

lisls tiic conflicts you can Icam about:

Blaclium’s Ford

One historical scenario and one

“what if?” .scenario portray this .skirmish

some three days before the 1861 battle.

Union forces tried to seize a bridgehead

on the .south side of Bull Run, His-

torically, they failed; in the game it is

pretty easy to take the objective but

almost impossible to hold it when the

Rebel reinforcements launch a coun-

terattack. If you make them paj' liea\’il\’

in casualties, victory can be yours. TTiis

is a good beginning scenario.

Fust Battle of Bull Run

Four scenarios comprise tlx: entire bat-

tle. Two are historical but differ in start

times: At 5 a.m., Union forces arc uncom-

mitted (except for tlx; '‘demonstration” at

Blackburns Ford, which McDowell w'ant-

cd Beauregard to think was the main

attack). Tlie 9 a.m, .slari finds the leading

Union forces already across Bull l^in and

committed to a flanking movement

around tlie Rebel left.'niat four-hour

difference means 12 fewer lunisofman-

cus’cring and a shorter, more bi.storical

game. F'or head-lo-lxjad play, I w-ant that

extra four hours to prepare some surprises.

Heniy House Hill

Two shorter scenarios (Band 11 turns)

de])ict tlie cmcial fighting during lit' Frst

Baltic of Bull ITiin. Jackson lined uj) his

tn;)0[)s along the crest of a low ridge and

slop[>ed tlic Union adwincc in its tracks,

earning himself tlx; nickname “Stonewall.”

BrawneFsPaim

Jumping ahead to 1862, this siiial! battle

took place the night before tlie Second

Bull Run really started. Jackson tried to

ambush an unsuspecting Union dnision

retreating along the Warrenton Turnpike.

Mistoricall)', both sides took ccjual

ccw AUGUST 1997
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casuallics and the Yankees retired toward

Washington in good order. Call that a

draw' if )x)u want, but w'licn )'oi]Ve out-

numbered 2 to 1 by the best troops in the

Rebel ami)' and come awa)’ with )t)ur unit

intact, [ call it a victor)'. Unfortimatel)',

TalonSoft missed badh' on this scenario;

the objective hexes are placed between

tlie two forces and any attempt by tlx;

Union to hold tiiem results in a major vic-

tor)' for tlie gu)'s in grav'.

Second Battle of Bull Run

Scenarios 11 and 12 are the Big

Enchilada, representing the entire two-

day battle. Tile 5:40 a.m. start nins 90

turns, with the 9:40 a.m. some 12 turns

shorter, 7hc map is smaller and set

slightly .southwest of the first battle.

There are also two scenarios of just the

first day, and two of just tlie second day.

The remaining six .scenarios are shorter

(4 to 15 turns) and depict episodes of the

most furious fighting.

SALUTE THE COLORS

Wlicn 1 rev'iewcd B.MlliiCROOND 5:

Aniikiam back in the March, 1997,

CCW, I w'Tote that tlie primary attraction

was “tile large number of interesting and

varied short scenarios" and recommended

it as tlic be.st title to buy as an introduction

to tlie series. That adv'ice still slands. With a

couple of exceptions, tlie short scenarios in

Bull Run are weaker— citlicr by being

unbalanced, inaccurate, or incoasequen-

tial. Tlic emphasis liere is clearly on tlie

longer scenarios. For starters, the average

scenario length is more than 25 turns.

Plus, tlie documentation seems hastily

put tc^cther fromAntictam manual rem-

nants. Tliis is tlie first TalonSoft manual

not to have a chapter on tlx; history of tlie

baltle (there is some in llic online notes).

It’s possible that this will be the last

Bath J'Xihound title on the Civil War, as

TalonSoft is focusing on doing for 20lh

centur)' w'arfare what the B.^TTLEGROUND

series has done for the 19th. If so, tlie)' can

be mostly forgiven for a few flaw^ in a

great game system. My advice is that any-

one interested in historical gaming should

play tlxse fine games before faster proccs-

.sors and better graphics make tliem as

outdated as Eas'IERN F^OiVi; ^

^APPEAL: Anyone with an interest

in gaming historical situations.

^PROS: Best of series for head-to-

head play with

Fog of War.

CONS: No sce-

nario editor;

some

unbalanced sce-

narios; lacklus-

ter manual.

B 1 IS
ettiink your entire approach against a human

opponent. Smaller units of 50-100 men take on a

much more important role as scouts and skir-

mishers. Let your enemy see these small units

keep the big ones hidden if you can. Cavalry is best for

scouting, but is in very short supply in Bull Run. So use “foot

cavalry" instead and save the real cavalry to attack enemy

scouts that push too far ahead.

Keep a reserve. Green troops in Bull Run are prone to panic if

a nearby unit breaks. Concentrate your fire on a single unit and

FOR WASHINGTON! The battle of Brawner’s l^rm is

anced. The obiective hexes, shown by the flags {the red

square is on the middle of the three), entice a Union attack, but

Jackson's whole corps is waiting behind the hill!

been shot at will retreat with it. Be prepared to take advantage of

this hole in the defense or, if you’re on defense, to plug it quickly.

Use smaller forces than you would against the Al. To make your

forces as effective as possible, master all the little tactical nuances.

Learn to use the higher ground and wooded areas to your advan-

tage. Build breastworte when you have time. Rest fatigued troops to

keep them from crumbling the first time they take casualties.

Emulate Robert E. Lee—get inside your opponent’s skull.

Trying to defend all the things your enemy could do will stretch

you too thin; instead, think about what he would do. You have

to gamble. The fate of your country is in your hands.

WINDOW TO MY WAR Here’S the Jump Windew shewing the

entire map of Rrst Bull Run at 5 a.m. The Union forces are strung

out along the Warrenton Turnpike with more due to enter behind

them. It's good to check the battle from this view each turn.

AUGUST 1997 CCW
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X-R-f=l AcliVisioHC5Y LU-FI-R

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.

•PUf=»Y-ER-CoNT«OULfaSLE
Unit -ri

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.

-revolutionr-ry -fertures

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.

See the future this Summer.
www.activision.com

Activision is a registered trademark and Dark Reign: The Future

of War is a trademark of Activision, Inc. e 1997 Activision, Inc.

All rights reserved. All other trademarks and trade names are the

properties of their respective owners.
CIRCLE READER SERVICE #148
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REVIEW • NAPOLEON IN RUSSIA

Borodino
Bound
“The Most Beautiful Battlefield I’ve Ever Seen"—Napoleon I

Price: $49,95

Minimum System

Requirements:

486/33, Windows 3.1

or better, SMB RAM,

SMB hard disk space,

SVGA graphics, 2x CD-

ROM, mouse.

Multiplayer Support:

hot seat, modem, nuii

modem, internet, or

emaii (a)i 1-2 players).

Designers:

John Tiller, Jim Rose,

Charles Kibier

Publisher:

TalonSoft

Forest Hill, MD
{410) 821-7282

www.talansoft.com

Reader Service #: 349

by Loyd Case

O

n jiiiic 24(h,

I8I2,

Napoleon

Bonaparte

cto'sed llie

Neimcn l^ver

at t!ic head of

422,000 men,

with a deter-

ininalion to

secure Frances ])o.silion as

Europe’s .su])rcnic (H)\\cr. It

was one of tlic largest amiics

e\er assembled, altliougli

some forces were unreliable

levies from le,«-tlian-

cnthusiastic allies. 'Ihe

Russians fought de.speratc

rear-guard actions, and

escaped trajis several times. Meanwhile,

Napoleon plunged ever-clecpcr into

Russia, pursuing his cnenij; ilie whole

time having to |X'el off garrison units to

protect his lines of communications.

innally,75 miles short ofMoscow, the

ITiissiaas turned and faced tlicir adversary'

beliind huge redoubts built near the village

QUICK CHANGE ARTIST Keep in mind—especially when

assaulting enemy positions, as here—that many formation

changes occur during your defensive-fire phase.

TWISTING THE BAYONET This is a good example of both the colorful uni-

forms and how to do a combined-arms attack: The skirmishers are out

front, flank units are in square, and columns are quick-marching to attack

enemy batteries.

of Bonxiino. Riithcr than maiKuvcr,

Napoleon chose to simply hurl his fomia-

lioas at llie Russians. It proved to be a

bmtal battle ofattrition.

Napoi.F.ON in RtJS.si\ isTalonSofts

.sixth wargamc based on their Bai'H.Iv-

GltOUND engine, and Iheir .second

Na[)olconic game (after WAiEltLOO). It

benefits from the steady

improvements made to

the engine throughout

the series. Wlicrc a

design decision may be

controversial, TalonSoft

has given the player the

option of using the rule,

Tlie idea that the

gamer can control

which rules to use isn’t

a new one, but the

choices are significant

enough that its almost

a different game,

depending on which

optional rules you

choose to imple-

ment. More on

this later.

Graphically, tlie

game looks very'

much like prior

BAITLEGROUND

titles. TalonSoft has

(lone its usual fine

job in the art area,

and tile attention to

detail shows in the

renderings of uni-

forms for the various

units. 'Iliere are a

host of historical and

“what if scenarios

that cover the lime

leading up to tlie

battle, and an intriguing“what-if battle

that might have occurred during

Napoleon’s retreat from h-loscow.

REALTIME—NOT!

Napoleon in Ru.ssia is a tum-baseci

game, and the scale of the battle is nia,s-

siv'e. There are several historical v'arianLs

that take 48 turns, and you have to keep

track of over 170 units—and tliats not

counting leaders. 'Hie Battle of Borodino

may have taken a day, but tlie full battle on

your PC will take a little longer.

Its refreshing, though, to spend time

deliberating over tactics and making sure

tliat the combined amis ccxirdination so

cmcial to Na]X)lconic combat works.

There arc several fomiation optioas for

infantry, including column, line, evteiided

line, and square, ’ibii can break off skir-

mishers from light battalions (as tlie unit

count soars) and cavalry regiments can be

broken u]) into sc|uadrons as needed.

Combat is broken up into a series of

phases. During yoiir turn, youll move.

ccw AUGUST 1997
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t

BIRD'S-EYE VIEW The Al is decent enough that you have

to employ solid tactics to win. Note how the French have

plenty of reserves in the woods to exploit holes In the

computer's defense.

icceive fire in ii ciefensh'e-fire phase, fire

your units, conduct cavalry charges, and

engage in hand-lo-hand (melee) combat.

Some fomiation changes— such as

limbering artiller)' or sending out skimush-

ers— occur during the movement phase.

Otlier fomiation changes— including tlie

crucial ones of unlimbering artillery or

forming infantry into squares— occur

during your defensive-fire phase. At first,

)x»u’ll overlook tliesc critical formation

change.s, but after you'\'e had a couple of

infantry battalions shattered b)' opposing

cavalry charges, you’ll begin to remember.

Altliough tlxj game engine seemed

solid and relatively stable, tlie interface is

beginning to get a little long in the tooth.

Even after extended play, some toolbar

buttons may not seem intuitive, but NIR

doesn’t have tool tips [xip up with a

description of tlie button when you nin

your mouse cursor over the button. Wliile

tlie help function is fairly thorough, more

illustrations of dialog boxes and the unit list

would ha\'e iieen nice. Rnally; although

the drag-and-drop interface was faidy

intuitive, using otlier metiiods required

^APPEAL: Anyone at all interested

In Napoleonic conflict, or just a

good, realistic two-player wargame.

^PROS: Attention to historical detail;

good user interface given the com-

plexity; tons of options; solid At, great

for two players.

CONS: Not a

game for the

impatient, and

as rich as this

series has been,

it’s starting to

get a bit dated.

frcc|ucnllypenLsing

the manual.

IT'S TEN GAMES

IN ONE!

One of the

slrongesl aspects of

the game is its config-

urabilily.'nicre arc

sc\’en optional mlcs,

any ofwhich can rad-

ically affect game-

play— thats why

lliey’rc ojitional. If

you think that caval-

ry should be able to

launch a counter-

charge against charg-

ing cav'alry, check off the countercharge

option. Tliercs even a variant on a variant

called Extreme Fog-of-War where you

can get no infonnalion about an enemy

unit, other than its ajjjjcarance, when

clicking on it.

One minor flaw is tlie ability to deter-

mine die appearance of an enemy' unit

wlienyou dick on it— even wlien tlie

Extreme-Fog-of-War option is on. Near tlic

end of tlie actual battle, for example, the

Moscow' Militia—a ragtag assemblage of

civilian pikemen— actuallv caused a

[>au.sc in tlxi French advance. During tlie

game, however, you can tell (ram tlie unit

art that you're facing tlx; Militia, and hence

you'll just roll over tlicm.

Al for a Napoleonic game is mucli

tougher to design than, say, for a Civil War

game, because tlie computer must cooidi-

nate combined amis and manage shock

cavalry, which is no easy task I found that

theAl didn't handle cimilry charges and

countercharges w-di. On the flip side,

tlx.‘res less of a tendency for infantry' to

fonn info square al tlx: sight of a man on

horseback, unlike early versions of

Waterloo. Overall, thc^'M is pretty' good

for such a comjdcx game, and poses a

reasonable challenge, ])articularly if you

clioosc tlx: French and have to attack

Of course, a game like this is much

better against a human opponent. In

addition to the usual email and hotseat

play, TalonSoft has added a much-antici-

pated Internet play option. I tried it out

over a TCP/IP connection with a friend

and was pleasantly .surprised. Normally,

playing turn-based games over a network

is like watching gra.ss grow. But here, due

to the pha.sed nature ofgameplayand

the Fog-of-War rules, you're riv'cted to

the screen during your opponent’s move

as you see his units po[) up on your

screen— then disappear as they move

out ofiine-of-sight.

Narolf.on in Russia is a solid, mature

effort. Some of the variants seem more

intcicsling than the historical scenarios,

w hich is a testament to tlx; game's design-

ers. If you have any interesl in vvargames,

and tlx: Napoleonic era in particular, or

jirst want a diversion from tlx: frantic click-

fesLs of real-time games, check out

NAi’(iiJ:ON IN Russia. ITs dec]), absorbing,

and w'ith the mlcs variants, can even seem

like a different game with each playing.

This one is a keeper for my collection. %

Hnzzah, Hussars!

T
he key to being successful in Napoleon in Russia,

whether playing against the computer or a

human player, is coordination of your three main

unit types: artillery, infantry, and cavalry. Unlike

Civil War games, cavalry play a critical role as shock

troops. There’s nothing a hussar regiment likes better

than to find an unprotected infantry unit in an open field.

The infantiy's defense is to form a square—but you then

bring up your artillery and chew up the infantry.

Make sure you check all your artillery and infantry units

to see if a formation change is in order during your

defensive-fire phase. This is the only time you can form a

square or unlimber artillery. Conversely, you can only form

line with infantry during your movement phase.

Pay attention to the unit list and, in particular; fatigue.

If the fatigue level creeps past seven, your unit has a

much higher chance of being routed. Resting a turn or

two is not a bad idea.

Manage your supply wagons carefully. There’s nothing

more frustrating than wheeling around to the flank of an

enemy unit, only to find that you’re out of ammo.

t

WAGON TRAIN Here, the Russians have shifted their

line to the left of the town, leaving an opening. The

French player should try to hit the village and take out

the Russian supply wagon.
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REVIEW • THEME HOSPITAL

Price: S49.95

Minimum System

Requirements:

486/66, MS-DOS 6.22

or Windows 95, SMB
RAM (16MB for Win

95), 25MB hard disc

space, 2X CD ROM,

SVGA graphics. Sound

Blaster- or Windows-

compatible sound card.

Multiplayer Support:

Promised in patch.

Designer: Bullfrog

Productions Ltd.

Publisher:

Electronic Arts

San Mateo, CA

(800) 245-4525

www.EA.com
Reader Service #; 351

Rx for Fun
This Hospital Has the Cure for the Summertime Blues

by Dawn Jepsen, LPN

A

fter spending eight very

long hours a clay working as

a nurse, I wa.s more tlian

surprised to find how much

I enio)’cd jjlajing a game

that had to do with being in

a hospital. 'lliough many

nurses have been accused

of treating patients as if

they’re invisible, in 'I’l IKME

MoSi’DAUyou actually liave patients

that are. 'I'l IliMli HOSPI'IAI, is a control

freak’s dream come tnic; a chance to do

things the rightway— your way.

THE DOCTOR WILL SEE YOU NOW
'ihe premise ofl’l iPtMi: Hosni;u. is

much the same as that of Bullfrog’s earli-

er ’FltMMt': Park: Build the most succe.ss-

ful facility possible. 'File major difference

is that 'Fi iKMt; Hosi'i iAl. isn’t all about

money. Advancing to a higher level

depends upon increasing the reputation

and overall value of your facility. Tire

hus])ilals reputation is based upon its

cleanline.ss, cure rate, fee scale, emer-

gency response, and overall competency

and happiness of the staff. If the hospi-

tal’s reputation is poor, patients choose

other nearby facilities and it eventually

becomes impossible to make .sufficient

funds and subsequent im[)iovemcnls.

You must design and build everything

except the shell of the hospital itself.

\Vlicn hiring employees, its cmcial to

hire indis’iduals w'ho appear to be the

most competent. At times, v'arioiis a]3pli-

cants will be available for hire. Ifyou see

a com])ctent surgeon but you don’t yet

have an oi^erating theater, have him

serve as a general practitioner until all of

your rooms are in place.

Linger rooms are better for morale,

and arc necessary' when complicated

nuichinery and procedures arc rc()uired.

Once the general practitioners office is

occupied by' a doctor (annoyingly, all the

doctors arc male and, of course, iill the

nurses arc female), y'our hospitiil is ready

DEATH BECOMES HIM When patients pass on, they either tl

I

to Heaven, or are sent below by the Grim Reaper

to begin .seeing

patients. l'’rom

here, you should

build a general

diagno.sis room

and a phiimiacy

Nurses need to

be employed for

the phamiacy,

wiirds, :ind some

of the clinics that

appear later on in

the game.

By adding

[)lants. benches,

fire extinguKshers,

and soda machines, the v'aluc and safety

of the hospital are increased. If no

benches arc provided, patients develop

frowning faces over their heads and

eventually go to another ho,s|5ital.

Patients and .staffcomplain if there arc

not enough radiators and the rooms arc

too cold. All of these accessories require

plenty of upkeep, .so hire a good number

of com])etcnt handymen.

NumcroiLS tweakable areas allow you

to make more money and im|)ro\'c your

reputation, ’llx; charts, gra])hs, and lists of

e.xj)en{lilures arc an accountant’s dream.

Be warned: Its po,s,sible to get carried aw'ay

when borrowing big chunks ofchange

from tlx; bank manager— [Jiiy it back as

soon as y'ou are able.

INCURABLE FUN

If this all sounds like tedious microman-

agement, rest assured that the game[)lay is

terribly addictive and tliere are loads of

amiLsing moments. Graphics arc beautiful-

ly done in SVG/\, and view'ing tlx; haspital

in action prov'es to be a constant source of

entertainment. \Vlien a treatment is

unsuccc.s.sfu],llx; Grim llca|x;r makes a

visit to escort the dead to Mell, or tlx;

expired patients .soul csca|)cs to Fleaven.

\Vlx;n tniining new' doctors, the consultant

turns on an ovcrfiead projector, pulls down

its screen, or pulls a manual from tlx;

Ixxikcase to start lessons. As tlx; game pro-

gresses, tlx; wacldixas of your [>atients’ ail-

ments incieases.Tliroughout tlx;g:ime,

you will be treating jiaticuLs for Bloaty

I lead, a disease caused by drinking unpu-

rificcl water and sniffing clK;cse. I ntcr in

lire gime, patients will arrive w'ilh Mairy’itis,

caused i)y overex'posiirc to llx; mcK)n, and

curable only 1^ electric shock.

Put it all together and you have a

delightful and absorbing g-amc w'ilh few

problems. My major gri|;e is that you can’t

restart a level if you’re losing unless you

have a saved game. Also, multiplayer .su]>

port and difficulty' levels arc missing, but

Bullfrog has prepared a patch which

should remedy those two problems.

'Ilicsc gripes aside, TVikMI'. FIO-SPriAi. Ls

just what llx; doctor ordered.S

^APPEAL: Fans of SiuCity and

Theme Park, gamers who enjoy build-

ing and management games.

^PROS: Challenging, absorbing,

and amusing gameplay; humorous

events keep the game from

growing dull.

^COH$:
Difficulty levels

and multiplay

are AWOL; can’t

restart level; you

can’t name

saved games.
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hell, Luhat’fB leftF*

C A L Y P S E
still good tor you]

strategy game

X - C O M :

the most addictive
beat the crap out of

iM?^3PR0SE„
www.microprose.com

nvuilahlE? on PCCD-Rdm. Visit your locul rol.iilor or nail: 1—BHH—B35 — GUnifi iJay or iii[|ht [ii.a. and liiiuiiimI



STRATCGY/WARGAMES

REVIEW • ZAPITALISM! DELUXEAA

Ubcky
Ubl-Mart
Amass a Fortune in ionos’ Whimsical Business Simulation

Price; S39.95

IVIjnimum System

Requirements;

486/33, Windows 3,1

or Windows 95, SMB
RAM, SMB hard drive

space, 2x CD-ROM
drive, SVGA graphics,

mouse; optional sound

card (16-bit sound

card recommended),

Multiplayer Support:

Hotseat, PBEM
(2-6 players)

Designer: LavaMind

Publisher: ionos, Inc.

Scottsdale, AZ

(888) 775-1766

www.ionos.Gom

Reader Service §: 353

by Robert Coffey

rom the makers of

G/\zim,iona!R 1 ' comes

Zr\iTr/\L!SM! Di'i.u.xi':,

another liglitlicartccl simula-

tion of the cold-hearted

world of business. With fan-

ciful, slyly addictive game-

play, Z-xphalism! Dri.ijxk

makes an entertaining

diversion, but the wiiimsy

comes at the cost of strategy and depth,

preventing Z-\PITALISM! from being a

truly .satisfying game.

SELLING OUT

Queen Ke.shi Keshi Gomii has finally

opened the economy of Zipinalia to for-

eign imports. As one of six distinctive

retailers striving to dominate lire econo-

ni)' and collect the most zables

(Zipinalian currency), you’ll .set advertis-

ing budgets, deal with unions, explore

tlic neighboring islands, and build mega-

stores to ship in quid lickers, zim-

meroons, and snoopal dnims to the

eager consumers of Zajjinalia, Tlie first

store to amass five million in cash wins,

llie various actions availaide to you

are generally re|3resented by various

buildings and locations on the

Zipinalian map, which are excellently

intraduced in the plapblc tutorial,

Simpl)' click on the loan building to bor-

row mone)’ or on the travel agent to

explore the local archipelago.

Most of the turn-based game lakes

place at the wholesalers, where you

purchase and set the prices of the

goods you'll foist on the Zapinalians.

Simple bar graphs detail the supply and

demand for each item as well as the

number already on store shelves, 'Hie

trick to success is not just buying

expensi\'e com-

modities, but on

finding products

with the highest

perce/Ver/ value:

items .so cher-

ished by the

island populace

that they'll pay

seven to ten

times the itcm.s’

costs. Values arc

randomly set

with each new'

game, thus

ensuring that each game is different.

Later in the game you have the oppor-

tunity to buy the import rights to these

products, u'hich let you jxofit whenes’er

your competitors sell them as well.

Z\l’nAL,LSM!s rich S\'GA graphics

reflect the droll humor that distinguishes

the game, 1he animated buildings have

so much character they seem alive,

BAD CREDIT

Unfortunately, the Al and game

engine keep ZapI'IALISM! from being a

truly rewarding game. Streaks of luck

(both good and bad) plus excessive ran-

dom eveiiLs rule the game to the extent

that strategy is shortchanged and subtle-

ty .sacrificed. Something unforeseen

happens virtually ever)' turn, negating

your plans all too frequently. Strategy

games shouldn’t be so much like dodg-

ing lightning in a thunderstonn.

TIk: game plays pretty much the same

at any level. Easier difficulty' settings start

you w'ith more moneyand let you sjjy' on

the competition, revealing what they're

selling and for how much. Spying isn’t

available on higher difficulty settings, even

as a purchasable option, which isn’t realis-

tic. Additionally, computer opponents

Otway'S seem to know immediately what to

sell, leaving you way behind from tlie

beginning. Graplis charting sales and

grow'th are lielpful, but graplis following

sales of S|)ccific items are glaringly lacking.

Z^Pr^Al J.SM! also has a tendency to crash

when accessing the“Set Price” screen

With tlxse i>roblems, Z\PnAl.lSM! really

is only' for those who wunt to pass on tlie

depth of Cl\' II. or for tliose newliies who

w'ant to gel their feel wet with a simple

strategy title,

^APPEAL: Gamers interested in

strategy lite with a sense of fun.

VPROS: Efficient interface and

playable tutorial; clever graphics and

humor create a unique personality.

^CONS: Players live and die more by

a roil of the dice

than their deci-

sions; some

crash bugs; lack

of any real strate-

gic depth; choic-

es frequently

seem dictated.
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Customize ijour units. Acquire genetic knowledge from conquered

enemies to creme new, better-equipped fighting units.

View more terrain. Place units in foriTiation and monitor

strategic movement wjtn me unique zoom mode.

Centuries ago, in another world, a great

civilization crumbles. And in the ensuing

void, four former slave clans are set free

to battle for rule of the planet. Now gou

command one of the alien clans and create

your own customized units in a brutal

struggle for power. In this real-time strategy

game, the strong survive. The meek die.

w\/w. warbreeds.com

CIRCLE READER SERVICE tt289



STRATE6Y/WARGAMES

REVIEW • DRAGONS IN THE MIST

iflMM :

iEII!S^

Check out the

demo on this

month's CG-ROM!

Price: $25

Minimum System

Requirements: (owner-

ship of either Panthers

IN THE Shadows or

Tigers on the Prowl 2),

386/40 PC, 4MB RAM.

4 MB hard disk space.

mouse.

Multiplayer Support:

email (1-2 players)

Designer: Scott

Hamilton

Publisher: HPS
Simulations

Santa Clara, CA

(408) 554-8381

www.bpssims.coni

Reader Service ff

:

352

Island Hopping
HPS Gives Us Treads of the South Pacific

by Jim Cobb

H

istory often

treats WWI I in

the Fhcific a.s an

aftertliought to

the war in

Europe. MPS

Simulations fol-

lows lhi.s prac-

tice with its

ftcific niociiile

to the TTckRS on '11 W. I’lLOWI.

2/PAN-n iKRS IN 'im SH/\dows

sj-stem, Dil\GONS IN Till';

MiS'i; a stand-alone game

which requires the Tic:i';it.s/

Panii liais manual for [)lay.

JUNGLE WARFARE

As you’d expect from lhi.s very detail-

oriented series, Dragons is about as

accurate in a technical sense as any

wargamcr could wish for. Also, a new

jungle terrain set has been added to bet-

ter reflect the fighting in the Pacific. 'Ihe

database contains weapon systems data

for the six countries involved in the con-

flict. and the proven Tig1-;RS/P/’lNT1-IER.S

system still provides an unsurpassed

insight into technology, command con-

trol, and morale.

Ilie system allows you to exercise

wide control o\'er the type and number

of play decisions. Using these elements,

three of the four scenarios show the

evolution ofAmerican operations in

the Pacific. Tarawa shows the bloody

results of inadequate training, equip-

ment, and support doctrine in 1943.

Kwajiilcin shows the improvement in

American tactics and doctrine by 1944,

wliile Finegayan, the Guam scenario,

shows the complete dominance of U.S.

forces over the withering Japanese

army in the later stages of the war.

Changkiifeng is a change of pace,

showing a Japanese action against the

demoralized Red Army in the unde-

clared war along the Manchurian bor-

der in 1938. Many players will miss

better-known actions such as Iwo Jima

or Edson’s Ridge on Guadalcanal, but

these battles can easily be constructed

with the scenario builder and handy

reference books. More disappointing is

that HPS did not choose to explore

events in Ghina or the battles of

Marshal Zhukov in the undeclared

Russo-Japanese conflict. Sources for

these scenarios are not very accessible

to most gamers.

MORE BLITZ, LESS FILLING

The major flaw in DlWCiONS is that

there were no changes made to the

Ticers/I^AN’I'HERS sy-stem. It’s great for

Euro-ceniric conflict with heavy' empha-

sis on vehicles and crusiiing, artillery'-

intensive actions. Yet in DRAGONS, the

flavor of the sweaty, vicious, largely-

uncoordinated fighting that character-

ized most I’acific combat is missing. The

Bushido code is represented by high

Japane.se initial morale values in most

scenarios, Init the mechanics of how'

units reacted to given situations are

unchanged. Wliy not, for cxainjilc, allow

players to give units beserkcr status for

Banzai charges?

Even the scale— platoon level— is

questionable. American units were

often held u[d for hours by tenacious

infantrymen in tiny ad hoc fomiations.

Single men would infiltrate at night and

w'car down the nerves of even the

toughest Marine. “Spider holes” w'ould

open up long after the main figiiling

had passed. In a game such as PANZER

General, which prizes fun above all

else, oddities of scale might be forgiven

to a degree; in a game system known

for its attention to realism and detail, it’s

much more of a problem. Playing

Dragons, you often wish for a bit less

blitz and more of the psychological tac-

tics of the jungle fighter.

Such a te-working of scale goes beyond

the scope of a mere add-on. Rirhaps ITPS

gave its many fans a new database and

arena for its sy'stem. Towards that end, it

w'as successful, and has provided a worth-

while game in DRAGONS IN ’ll IE MlSf.

'fhe Pacific theater, however, needs an

entirely different context. *fc

^APPEAL: Gamers who want the

detail of the Tigers system in the

Pacific.

^PROS; Tons of technical data;

nice scenario

builder; still

strong Al.

^OHS: The

European-orient-

ed system lacks

a distinctive

Pacific outlook.

ccw AUGUST 1997



LEHINCRAD 2.0 • REVIEW -k-kiki

Schwerpunkt
Rock
Sharpen Your Command Acumen With Leningrad 2.0

iBBl,

by Johnny L. Wilson

S

chwerpunkt, tlie publislrer

of Leningrad 2.0, is

naiiicd after tlie German

word that means center of

gravit)' (literally, heav)'

point) and, in military ter-

ininolog)', identifies the crit-

ical point wiiere an assault

or breakthrough should

occur. Leningrad 2.0 is an

n|)crational level game ofWVVII action

between the Gennans and So\'iets where

schwerpunkt is key. From \on I.£ebs ini-

tial march on i..cningrad in 1941 through

Govorovs counterattacks against

Kuechler in mid-’43 and late '43, gamers

who command the Gemians get a ver}'

valid lesson in determining the schwer-

pnnkt because they are limited to three

combat phases per turn. Tliis reflects the

idea that the plajer on the offensive must

find tlie right jdaces to break through and

exploit while tile defensive jilaycr can

react anywhere along the line.

Appropriately enough, each combat

round consists of target designation

(clicking on a defender), attack prose-

cution (clicking on all of the attackers

and pressing the FIRE button), retreat

(if required), pursuit (where possible),

and a second attack with armor or

mechanized infantry, or both (to simu-

late the latter’s breakthrough capabili-

ty). With only three combat phases per

turn for the German side, it becomes

cmcial to maximize your attack poten-

tial and get as many of those secondary

break-through attacks as po.ssible. It also

makes playing the Gennan side

considerably more intere.sting than

playing the Russians.

Boardgamc aficionados will feel

immediately at home with I.EN1NGR/\D

2.0. The map is attractiv'e and tlie units

are represented by the familiar

black and gray counters with mil-

itary markings for the Germans

and two shades of red counters

for the Soviets. Combat resolu-

tion is ftist and efficient, making it

possible to gel through more than

one scenario in a single nights

play. Tliere is no music or sound

in the game.

Leninciud 2.0 has a couple

of new features, though. Tiic

History' button takes you to a

page that gives a tum-by-turii

account of what was happening

in the actual historical campaign, letting

you know instantly how you're doing

compared to the historical commanders,

'^flie Status button opens up three

sereens. Tire first summarizes your gen-

eral orders for the scenario. 'Hie second

gives you a city-by-city accounting of

victory points and a casually list. The

third screen gives you a report card,

complete with letter grade, on your per-

formance as commander. Ll'-NINGRAD

2.0 becomes an extremely .solid package

with the ability to adjust the mies to suit

your style of ])lay and a .scenario edi-

tor to build your ow'n scenarios.

Indeed, the only thing 1 didn’t like

about the game was the clumsy' mov'c-

ment interface.

Leningrad 2.0 has an A1 opponent

that is much better on the offense

than the defense. On defense, it has a

tendency to lei too many units get cut

off from the supply line and doesn’t do

a very good job of holding a continu-

ous front (leaving openings for evil

attackers to enter and increase their

odds of winning). Also, in the first two

scenarios, the Al Soviet .simply does

not pay adequate attention In the
,

HITLER'S PET Feldmarschall Kuechler hangs on to Leningrad

in this scenario.

forces north of 1 xiningrad. In both cases,

I was able to force the Soviets out of

Leningrad by bringing virtually unop-

posed forces down from Vv'borg

.

Leningr\D 2.0’5 staid and non-pre-

tentious presentation is not going to

compete w'ith the adrenalin flow of a

G&C: Ri^n Ai.krt orWAiiGiUFi’ II.

Howev'er, it does a terrific job of simulat-

ing the historical flavor and the opera-

tional challenge of the l.x;ningrad cam-

paign. For peo[)le like me who still buy

and play’ boardgames, that’s plenty.

^APKAL: Boardgame-based

wargamers with no local opponents

and WWII Eastern Front players who
want a new challenge.

^PROS: Flexible and fast-playing

system with solid design and com-

petent Al, particularly on offense.

kCONS: Somewhat clumsy

movement sys-

tem with too

many extra

clicks; disap- ^
pointing defen-

sive Al in the

first scenario.

Price: $29.95

Minimum System

Requirements: 386,

512K RAM, DOS, 256

color SVGA graphics.

MS-compatible mouse.

Multiplayer Support;

Play-by-email or hot-

seat.

Developer:

Schwerpunkt

Publisher:

Schwerpunkt

Pearland, TX

(201) 997-1209

www.ghgcorp.

com/schwerpt/

Reader Service d: 354
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-k-ki REVIEW • KKND

Realtime Redux

I

Price: S44.95

Minimum System

Requirements:

Pentium 90,

Windows 95 or DOS

5.0. 16MB RAM.

Multiplayer Support:

Modem (2 players),

LAN (2-6 players).

Publisher: Electronic

Arts

(800) 245-4525

www.EA.com
Reader Service if: 355

MORE FUEL FOR THE FIRE KKND is yet another C&C

clone. Though competent, it offers little innovation and is

thoroughly unoriginai.

by Martin E. Cirulis

N

o folks, KKND isn't

some political lob-

bying arm of the

Ku Klux Kian. In

fact, it’s nothing

that will pro\'oke such a

strong reaction. KKND
actually stands for the

subtle slogan "Krusi I,

Kii.l ’N Di-S'iKOV,” What

that means to us is not

much; jusl an attempt at a

clever acronym title on yet

another unoriginal

Command & Conqi ikr clone.

As far as clones go, KKND is actually

not a bad one. The graphics arc sharp,

the units varied and amusing, and the

terrain is vaguely interesting in its

attempt to add levels to the usual com-

bat, with such innovations as bridges

and high cliffs. Unfortunately, this

aspect of the game comes off more as a

gimmick than a feature, and much of

the terrain makes it as !iard to find your

units as tlic enemy's.

Wliilc KKND is a good effort, there

weren’t enough moments during the

game when 1 felt like 1 was playing

anything new„.mo.sl of the time, it felt

like the old Westwood classic with a

graphic overlay', kind of like the old

SV/ijp-von S' overlay for DOOM.

Pick this one up if you arc collect-

ing the entire set of extremely deriva-

tive real-time warganies. Otherwise,

wait for the craze to pass and pick it

u]) out of the bargain bin when you

are feeling nostalgic. The price should

be about right theii.‘b

APPEAL:
Gamers with a

real-time {ones. H
C&C clone.

CONS: An

uninspired C&C
clone. m

PlantTrees forAmerica

need more trees to protect our farm fields

and our rivers and streams. To [provide

wood for our homes and a tliousand

products wc use every clay.

10 Free Trees

Ten Colorado blue sprucc.s, or other

conifers selected to grow in your area

will be givcii to each person who joins

ilie Arbor Day Foundation.

Your trees will he shipped
postpaid at the riglit lime for

planting in your area. February

through May in tlie spring or

October through mid December
in ilie fall. T he six to twelve inch

trees are guaranteed to grow, or

they will he replaced free.

To bccc^me a member
and to receive your free
trees, send a $10 member-

ship contribu-
tion to Ten Blue
Spruces, National
Arbor Day Founda-
tion, 100 Arbor
Avenue, Nebraska
City, NE 68410.

Join today, and plant your Trees
for America!

Tlie National
JArborDay Fouiid^itioii

Trees provide food, shelter, and

nesting sites for songbirds

Trees increase property

values, and make our

homes and neighborhoods

more livable.

Trees help conserve

energy'. They coo! our

homes and entire cities in

the summer, and slow cold

winter winds. Shade trees

and windbreaks can cut

liomc utility lulls 15-.^$%.

Trees dear the air we breathe.

T hey provide life-giving oxygen while

they remove particulates from ilic air and

reduce atmospheric caibon dioxide.

America needs more trees

TTic United States lias lost a third of its

forest cover in the last 200 years.

Our towns should liavc twice as many
street trees as they have today.

Wc need more trees around our homes
and llirougiiout our communities. Wc
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Fireball your^^
B PC with Magic

a=JThen summon
nHsH Serra Angek^^^d

Shivan

Dragons
l^^^gipand
Aswan Jaguars

completely annihilate it

i •' ‘\S

Duel the computer anytime. If you can handle it.



http://www.digi4fun.com

Major on-line services

fmCLE READER SERVK

Attention Retailers: Ifyou don i have Muzzle Velocity yet, contact American Sollwnro & Hardivaro Distrilwtors
\

International Distributors: trlendware-ialin America <S Spain, Euromedia-Scandaiavin. Maitnacom-Auslrati.i

“Muzzle Velocity Turns Wargaming on its Tread" CGW

COOL THINGS YOU CAN 00 WITH MV...

7
From the Combat Map, select any tank, vehicle or soldier and hit 'ENTER.

‘

This ins^ntly transports you to vicious encounters on the 3-D battlefield.

Hit 'G' to toggle back and forth between graphics modes. Hi-res graphics

are spectacular. Use Medium-res ifyou have a slower computer.

Hit 'A ' to set the war on automatic. Then kick back as the carnage breaks

loose around you. Hit 'A' again and you're back in active combat.

#rsWan
Muzzle Velocity combines state-of-the-art

battle strategy with spectacular real-time,

“in-the-trenches” 3-D combat action.

Get ready to experience the

most realistic World War II

simulation ever developed.

Muzzle Velocity is not another

war strategy game that locks you
into a basic overhead view.

No way. Muzzle Velocity puts you
in the middle ofthe action in a real-

time interactive 3D environment.

BOTH STRATEGY AND ACTION!
From the "satellite" view, you

can control battle strategy and tac-

tics, artillery, inventory.. .everything.

Then, select any tank, vehicle

or foot soldier under your com-
mand, hit 'Enter' and find your-

self on the front lines.

You'll participate in ferocious

tank battles, fierce ground assaults

and intense face-to-face combat
action in cities, fields and forests

in both good and bad weather.

KILL, DESTROY, ANNIHILATE!
Try the Muzzle Velocity PLAYABLE

DEMO. You'll find it all over the net

and on-line services. Or call 1-800-

551-0100 {970-872-8756 outside the

US) with your credit card and get

the full version with nearly 150

missions and many other enhance-

ments for just S44” ($4” S&H).

Muzzle Velocity is fun to play,

easy to use and with 3-D interactive

gameplay, you'll have more realism

and action than you've ever dreamed

possible in a war strategy game.

Command your troops from the detailed satellite view. Or
hit 'Enter' to leap into the most intense real-time 3-D wor
action you've ever seen in a straleg}> war^ame.

Hit 'F4‘ to toggle back and forth to an exterior view (this Is a cool out-of-body

experience where you'll see yourself in battle from a fty-oi^^v^l perspeeb'ye}!

MUZZLE
v^jLtdcrrr
Publisher: CodeFusion, Inc.

1118 W. Magnolia

Suite 320

Burbank, CA 91506

System Requirements:
Pentium 75MHz or faster, 12MB RAM, SVGA
Graphics, 1 SMB free hard disk space, 2x CD-ROM
drive, mouse, supports major sound cards.

For DOS and Windows 95.

The graphics are absolutely first rate. And, with over 140

different missions, you'll have hundreds of hours

of exciting and challenging game play.

Try the DEMO:



SCORPIA ADVENTURC/RPG

Creep Show
Shivers Two: Harvest of Souls Delivers

Good Thrills and Chills, but Stumbles in the End

as llie Kiva, and putting IIkiti on an altar.

Tills is no easy thing to accoinplisli.

First, you liave to solve a puzzle to get

a Bahos, then liurr)' to Devils Mouth

Canyon. Once there, you must find the

petroglyph (wall painting) that corre-

sponds to that particular prayer stick,

touch it, solve a puzzle, tlien run through

the Canyon to the Kiva. This is danger-

ous stuff, because the glyphs are alive,

and leech your life force while you’re in

the Canyon. Even just holding a Bahos

reduces your life energy, so time is of the

essence in completing the sequence.

I’ortunately, once you touch the right

glyjih, you won’t take any further dam-

age while working on the puzzle. After it’s

done, though, you’re still in peril until you

make it out of the Canyon.

To help you along, numerous clues are

strewn througliout the game, e.s|)ecially in

a set of sidcos made by Trip Cyclone

(before tliey mysteriously di.sappear).

Walching all of tlicm is vital. Not only do

tliey provide hints, but in some cases, puz-

zles are not available or can’t be solved

until you’ve seen a particular video.

DO NOT EMTER The guardian of the Kiva door won't let you

pass until you solve the tangram to enter If you get too des-

perate, you can use the automatic puzzle solve feature.

Unlike tlie first SHl\'FJtS,

where inventorywas limited to one item

at a time, in SH^'ERS T\\’0
,
ynu can lug

around as mary as 12 things at once. All

tlie objects ytiu find base some use in the

game, though its necessary to pick and

choose what to take.

The view is 3D, with full 360-degree

motion, along with the ability to look

up and down. This is important, as not

everything uall be at eye level, especial-

ly in the Canyon, where the glyphs are

all over the walls.

For those with hearing problems or

who prefer quiet [ilay at times, there is an

option to turn on subtitles. This is one of

the better text options I’ve seen, as you get

captions even during the FMV sequences

and videos (in addition, lyrics to all tlx:

songs are printed in tlie manual).

Another interesting feature— for the

tnily desperate— is the automatic puzzle

solve. If a puzzle is too aggravating, or

just too tough, the automatic solve can

do it for you. Naturally, this costs hefty

game points, but has no other iO effects;

you can still finish the game with the best

H ii My big

quarrel with

Shivers Two

is the

endgame,

which is

idiocy. ii

LEGGO MY BAHOS

Some mystic power is defi-

nitely at work, since tlx: greater

portion of the game is taken up

with recovering prayer sticks,

called Bahos, bringing them to

a ceremonial chamber known

CHILL OUT Unpleasant surprises lurk everywhere in

Shivers Two, which successfully maintains a creepy

atmosphere throughout.

lizzie games

' ha\'e generally

been less ixip-

ular tiian

straight adven-

tures, but tlie

original

SHIVF.R.S

[iroved to be a

supri.se hit

with gamers. Messing around a deserted

museum, solving bizarre puzzles, and ca[>-

turing dangerous evil spirits turned out to

be a winning combination, .so you just

knew' there would be a sequel. Now its

liere; ShivI'Rs Tvvo; l-L\RVivS'r' of Souls,

wliere you mess around a deserted town,

solve bizarre puzzles, and save the world.

You’re a member of the rack band Trip

Cyclone, which is spending the summer

in the town of Cyclone, Arizona (one of

band members has relatives there). By

the time you arrive, how'cver, everyone

lias vanished except the motel owner,

and in a short while, he loo is missing.

You proceed to poke through tlie

gho.st town and uncover several dirty lit-

tle secrets, while trying to piece

together wiiat happened, why

it liappened, and who caused it

to happen. It isn’t long before

you discover a connection with

certain Indian legends relating

to Devils Mouth Canyon, and

the local silver mine.
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ADV£NTURE/RPG

SCORPIA

Price: S49.95

Minimum System

Requirements:

IBM-compatible 486

DX66 or better proces-

sor, Windows 95 or

Windows 3.1, 12MB
RAM, 2 MB hard disk

space, 2X CD-ROM,

SVGA graphics

(640x480 with 256

colors), Microsoft-

compatible mouse.

SoundBlaster-compati-

ble sound card w/DAC.

14,4 modem, 32-bit

ISP for Internet options.

Multiplayer Support:

Internet chat option.

Developer/Publisher:

Sierra On-Line

Bellevue, WA
(206) 649-9800

www.sierfa.com

Reader Service d: 330

TRAVEL AGENT Navigation is extremely easy in Shivers Two.

Click any yellow spot for instant travel to that location.

ENDGAME Prepare to solve this puzzle (reflecting a beam of

light around the diamonds) in realtime, or suffer through

tedious disc-swapping and FMV sequences.

ending. You'll just have a much

lower score than if you’d done

all the puzzles on
)
our owii.

THE PUZZLE PLACE

'llic puzzles lhcin,scives are

something of a mix. Several are

of the traditional adventure

game type, using objccLs to

accomplish a task ofsome .sort.

'llic majority, hovvcv'cr, arc [rurc

puzzles, self-contained prob-

lems you solve with e\ er)lhing

in front of you. I'br instance,

two of the stores can be

entered only after doing sliding

tile puzzles. One Baiios is

obtained after moving a spider

from one side of the board to

the other, and you gel another

Bahos bv working out a puzzle

with Bingo balls in the ehureh.

In tlic Canyon, ail tlx: [jctro-

glyp!i puzzles are tangrams. You

inu-sl fill in a shape using a vari-

et)' of triangles, sc[uarc,s, and

|)arjllclogram.s. Kverything

niiLst fit togellrer perfectly. Only

tlren can sou enter tlx: Kira,

GraphicalK’. this is a typical

Sierra job, w-hich means that

tile visuals are very good. The

giime definitely has a eree])y atmosphere.

This comes parth’ from being in a desert-

ed town— there has alw'-ays been some-

thing a little eerie about once-inhabited

placc.s. Adding to this arc the interiors of

the buildings, most ofwhich arc s^aguely

disturbing in a w'ay ihaTs hard to explain,

but the effect is certainly fell, it’s enough

to give you, well, shivers (lielii).

.Music is present throughout tlx: game.

All locations have tlK;ir o\\n tunes, and of

course tlierc is music in tlx: videos. The

lyTics tend to be on the downireal side,

adding to tlx: feeling of uneasiness.

STUPID STUPID!

No product i.s ]3erfect, however, and

Si IM'iliS ’I\vo must take its share of

i)rickbaLs along with the kudos. The rea-

son for the pii/.zlcs is not as strong here as

it was in the first game; they .seem to he

present more to giv'c gamers something

to do than as an integral part of the story.

Twelve times through the canyon,

with a fangram in between, was altogeth-

er a bit mueb. By the third or fourth visit,

tlx: trip to the Kiva bad become a tire-

.somc routine. Different petroglyph puz-

zles would have hel])ed to keep this jrart

frc,sh and interesting.

My real c|uarrel with Si ilMUtS TVvo,

however, comes at the endgame. Tliere

arc three pos,siblc endings (not count-

ing death), vvhich can be described as

Best, Good, and 'lerrible.'lhc Good

and Terrible ones are not at Lssue, as

they arc simple to achieve, it’s the Best

one that’s the problem.

The entire game, up to the end, i.s

played offGD //I. Indeed, I’d forgotten

this w'as a two-CD ])roducl until the

moment in the Kiva when the game

asked for the other disk. 'Ibis is where

trouble begins.GD 111 starts with a

lengthy I'MVyou mirsi sit ihrough; there

is no way to bypass it. When its finally

done, you are at the moment of

decision for how you want the

game to end. Opting for Best

brings u]) the last puzzle.

Take a look at the screenshot

called “Isndgame.” You have to

reflect the beam of light all the

way around the board, through

the outside llirce diamonds,

llicn back over to the fourth

one in the box. This has to be

done in realtime, becau.se as

you work the puzzle, your life

force is dropping at an alami-

ing rate. You have maybe a

minute to accomplish this

task succe,s.sfuily,

I'ailurc means sitting

through another lengthy i’MV

to the dismal end, followed by

an ojjtion to restore. Restoring

goes back to the first GD,

because there is no way to .sav'e

when GD HI is in the drive,

c-ven with the quicksavc hotkey.

You then do your final action in

the Kiv'a, switch CDs, and go

through the whole thing again.

Tliis is idiocy. At the v'ery

least, you should have been

able to sav'c the game before

making your final choice on

CIT 111. It’s bad enough that the most

important puzzle is the only one in

realtime, but forcing people to sit

through a lot of nonsense before and

after makes it worse— particularly

since few gamers will solve this one on

the first or second try.

WTiythe designers had this incredible

mental lapse is a my'stery. W^iat ought to

be an axciling finish becomes a tedious

exercise of“do it over until you get it

right," w'liicii is no fun whatsoever,

'llic endgame is all the more aggravat-

ing because almost cv'crything (minor

aiinoyances aside) is well-done; 'Ihe

mood is properly .set and maintained; the

pii/ylcs are tough, but fair; sufficient clues

are available to help you along. Only at

ihe end— alway's Ihe worst place— docs

the game fall down. Still, ifyou can live

with that (having been warned), SHIVF.R.S

'1 \v( ) is wt)rih playing, aspccially if you

enjoyed the first game. %
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You Ju/t 6ave to a Bou^^ci ^^'3

Baby Nol'^^ Narked Toby’.

creaW'’^
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I

Lif « on You ENCOURAGE your

creatures to breed

PROTECT your Norns *:

Grendels.

m it

EXCHANC! new

generations of creatures

with other proud patents

over the internet.

CyberLife
5th

at Software Retailers Everywhere or call us at 1*800-234-3088
M I N 0 S C A P E*
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Land, Air & Sea Combat
That Spans the Globe!

D sTATcWelcpme to the Pacific, one of World

War IPs most magnificent battlefields.

Welcome also, to PACIFIC GENERAL;”
^" bne of the world’s most magnificent strategy games!

r'
’ 3

E S. I A

.-•Sr

Built around a significantly modified 5-Star Series'”

game engine, PACIFIC GENERAL features a newly,^;

created naval combat model for high-seas realism.

Campaigns and scenarios playable as Japanese

;;cria : or American forces. True head-to-head play
i'JVi'j.gu!iill!ijaii3i‘al.ii!Jiy

^ niodem or network. And an all-inclusive

Battle Generator that goes beyond war in the

Pacific — it comes fully-loaded with maps

'i <ti>d units from PANZER GENERAL"
. i and ALLIED GENERAL^

..
Imagine the possibilities!

TO ORDER; Visit your retailer

r»'or call 1-800-234-3088.



DENNY ATKIN • SIMULATION/SPACE

Mission:

Expandabie
Making Good Sims Even Better

D

f you’ve been following

our Flight Sim Summer

feature series, y^ou know

that there are plenty' of

hot sims in the works.

But with many develop>-

ment teams supporting

Windows 95 and 3D-

graphics cards for the

first time, it seems like

delays are everyw-here. What to do while

we await the next generation? With

updates like EF2000 2.0 and the

Ji'ri-FicifrcR III Enhanced Campaign

CD, you might just want to revisit some

of the sims already on your shelves.

EURO STYLE

Just in time for Christmas of last

year, DID released a series of enhanced

versions of its Premier Award-winning

jet sim, EF2000. Tactcom was an

add-on for the original program which

added a more sophisticated mission

planner, modem play, and other

improvements. EF2000 E\'OLLrnON

fcahired both the original EF2000 and

the Tactcom update in a single pack-

age, and Super EF2000 integrated the

original EF2000 and all the features of

Tactcom into a \Wndows 95 version.

Tlrese packages, however, were only

released in Europe, as GTE, who dis-

tributed EF2000 for Ocean/DID,

closed its doors late last year.

By the time y'ou read this, however,

the updated EF2000 programs should

finally be available in North America,

instead of fighting for shelf space for

three packages, though, DID has bun-

dled them together on a single CD,

which will be sold as EF2000 2.0. In

addition to theTACTCOM-enhanced

DOS and Win 95 versioirs of EF2000,

the package will also include special 51!)-

cnhanced versions for the 5Dfx Voodoo

(Monster 5D, Righteous 3D, Flash 3D)

and Rendition Verite (3D Blaster,

Screamin' 3D, Total 3D, Reactor), Ifyou

have one of these cards, you’ll find the

game well worth the money.

And unfortunately, money is a coasid-

cration here. Although details hadn't

been finalized as this issue went to press,

it appears that there would be no

upgrade policy or rebate for owners of

the original EF2000, due to the change

in distributors. But note that ifyou w'crc

impatient and have already purchased

the TaCI'COM add-on direct from

Enro]oe, you can download the Voodoo

and Verite patches f

www.did.com at no

charge.

'Hiough I’d

played the game to

death when it first

came out, and

again when 1 got a

copy ofTactcom

direct from the UK,

1 still ended up suf-

fering the worst

ease of game-lock

with the Voodoo

\'crsion of Eh7000

2.0 that I'd encoun-

tered since the first

time 1 booted Civil ,i7AnON. The 3D-

eard support does wonders for the simu-

lalion’s immersiveness. Not only do the

planes and terrain look much better—

the bilinear filtering gets rid of all the pix-

clation when you approach the

ground— but the frame rate has been

dramatically improved as well, Dro]) a

cluster bomb, head straiglil u]5, and

choose a rear view in the original

EF2000 and y'ou’ll sec the sim slow to a

craw'l as the bombs explode. Do the

same in the 3D veraon and the frame

rale remains remarkibly smooth.

Even EF2000 players without 3D

cards will find plenty to like in this

update. Tire new tactical mission plan-

ner lets you pick your own targets; drag

and drop waypoints and set altitudes;

and choose plane types for strike, Wild

Weasel, and escort missions. And ifyou

don't suo'ive the mission, you can use

SUPER TOMCAT The F-14 Tomcat's Phoenix missiles make it a

nice addition to JfiFighter 111, as you can now take out targets

from great distances.
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whole new

game. 99



SIMULATION/SPACE

DEKNY ATKIN

(he SmartVicw feature (o u'atch oliier

aircraft pcrfonn strikes.

Miiltipiayer siip[X)rt has been beefed up

with (l)e adciitioii of nioclcni .siip|X)rt and

more mission opiioris. In addition to llx;

“every' man for himself" King of fix.' Skies

scenario, tliere are also (eam-playand

base-capture oj^tioas. Plus, yon can use llic

new Custom Dogfight editor to set up

cooperative missions against a variety' of

computer-controlled aircraft for single- or

multiplayer games. Also, Intcmel pkty \ia

Ten is available in llic Whi 95 version.

Even though El^OOf) 2.0 is just an

update, it j^lays like a vviiole nevv' game on

sy'stemsvv'ith 3D cards. If you haven’t

taken tlic 3D plunge ycl, you may .still find

tlie gameplay im])rovcmcnts worthwhile.

'ff!

Manual Labor

of Love

In the EF2000 2.0 package you'll

find an abbreviated version of Sim

Tech’s superb The Official EF2000

Strategy Guide. (Sim Tech’s Web

address is wwwLsim-tech.co.iik.) If

you’re an EF2000 fan, or if you’re

looking for an excellent introduction to

air combat, you owe it to yourself to

spring for the full version. This superb

381-page tome includes detailed infiir-

mation on all of the EF2000’s

tems, the threats you'll encounter in

the slm, and the various mission

types. Some excellent tutorials on air-

to-air and air-to-ground combat are

included, with specific strategies for

both singie- and multiplayer pi^. This

is one of the best simulation strategy

guides I’ve ever seen, and should

serve as a model for other writers.

Sim Tech has a similar guide in the

works for Su-27 Flanker 1.5.

AMERICAN IRON

Tlie Jki'Fic:i tier 111 Esii/wciin

C,\MP/\ICN CD isn’t ;is mdical ;m

enhancement to iLs original game. Wliilc

its light on new simnlalion features, its

iKavy' on added gameplay, with 74 new

missions, a new plane, and more than five

millinn sc|uare miles of

new territory' over

which to fly.

ECD adds two

new campaigns to tire

sim. Operation

Sew'ard’s Ghost

involves a Kam-

chatkan invasion of

Alaska after docu-

ments arc discovered

that prove that the

U.S. didn't actually

buy Alaska, but simply

leased it. This short,

10-mission scenario

includes some beautiful Arctic moiiutain

terrain. Operation Dragon.slayer has

China perfonning a land grab in Asia,

both in Korea and Madivostok. 'Ihis

longer 64-mission scenario has some

interesting brairches in the canipaign

tree. For instance, ifyou violate Chinese

airspace in an early niis.sion, yon may

end up personally responsible for starling

tlie shooting w'ar,

Tlie nevv jet in the .sim is the l'-14

'Ibmcat. /Mtliough its modeled beautifully

from a grapliics pcrspectiv-c, the plane

flies much like tlie sim’s navalized F-22 (as

does)FHI’s F/A-lSj.Thc F-14 shouldn’t

be able to accelerate while flying straiglit

up. Still, as tlie only aircraft fiiat can fire

tlie long-range Pliocni.\ missile, it’s an

interesting addition to the .sim.

Alas, the sim could have used a few

more new aircraft, as some of the

Chinese missions use airliner models to

simulate bomliers. If it hurts your sus-

pension of disbelief, 1 sujipose you can

pretend that a secret cartel soniewbcre is

installing bomb racks on Boeing 707.s. . .

.

'Hie simulation engine has seen some

small but welcome improveiiicnls. Tliere

are nevv wingman and carrier views but,

alas, there’s still no target view'. A“bad

aspect" w'aming on the MUD w'ill let

you know w'hen you have missile lock,

but there’s low probability of a hit.

Joystick calibration lias been dramatical-

ly improved, and you can now fully pro-

gram the functions ofeach button on

your stick. Also, the CM ProducLs Force

FX. stick is now supported.

Tlie sims “stuttering” when loading

new scenery has been reduced consider-

ably', but its still a factor. You can solve

the problem by copying scenery areas

manually to your hard disk, but this

process should be automated.

Flight modeling has been improved a

bit, with more realistic nidder effective-

ness and better handling in general.

\\4iile realism sticklers will have no ]xol)-

lem picking out numerous inaccuracies

in low-speed behavior, the handling

doesn’t detract from game[>lay.

And gameplay thats key to
j
1"1 ll’s

appeal. Asim that puLs F-2Zs on aircraft

carriers obviously isn’t shooting for tlic

ultimate in realism. Tlie original mLssioiLS

and tlie ECD additions are interesting,

challenging, and entertaining: and no

other siin lias matclied tlic sense of speed

this sim prov'ides when skimming the

ground or making a carrier ajiproacli.

That said, speed has also been jFIH’s

biggest handicap, with many players hav-

ing to play in low-res mode to get

smooth frame rates. Currently in tlie

works are patches vvitli support for

MMX processors, as well as \bodoo and

N^erite 3D-cards. Tliese may' be av'ailablc

for dow-nload at www.missionstudios.

com by the time you read this. S
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The most etha ahens in the

universe are on a manhunt and

your star system is their next

stop. Experience real-time combat

player clash, coming home to

your*PC this Fall.

soyNPsoyiicE
i V'r aV e ir.’v

R.I. SOFTSymMS

For more information; www.soundsourceinteractive.com

Final Conflict TM & © 1997 Rhode Island Soft Systems. All Rights Reserved
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CIRRUS LOGIC and Micn^Ott"present:

The La2una3D™and

Dl
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I

^7^ Mfcrcfsoftj

IPK Race Monster Truck Madness

^ LagunaSD Graphics and
' ' Tou Could Win a Ford Explorer.

r '''
,

' Race Monster Truck Madness with

LagunaSD” accelerated graphics,
'

'

and the action comes alive. And
by entering the Monster V
Truck Madness Tournament,

I

Down & Dirty Racing! you could win a new 1997 /
‘ Ford Explorer. Sign up at

the Web Site and take some practice runs. Who knows, maybe I Dk
you'll drive away a wirmer! For complete details visit:

LrlvmL ^

www.microsoft.com/games/monster
To participate, you must own one of the following products featuring LagunaSD graphics

and a retail copy of Microsoft Monster Truck Madness.

CRIT

GrcifixStnr 550 Graphics Blaster 3D
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Strawberry

Fields
Check Out Baseball Mogul for a Brand-New

Flavor in Baseball Sims

A
ny conipuler-

baseball fan

\TOrtli his jo)’-

stickknows that

tlieres an

oaslauglit of

baseball siins

looming on the

horizon this

Slimmer, it

seems like e\’er)one from MicroLeagiie

to Microsoft has a new^me emerging

from tlx' cliigonl, Siena, E/\ Sports,

Accolade, Virgin —all the big players arc

wanning ii[) in the on-deck circle. Toss in

thestat-based sims like S'IMI-O-Mahc

and DlWlOxn Mind, and tlierc arc

more tlran a dozen baseball titles com-

peting for )our sports entertainment dol-

lar. So wily am 1 so unimpressed?And do

you feel that wiy too?

Call me jaded, but as a gamer who ciil

Ills teeth on lablctoj) baseball siius back

when Ken Criffc)', Sr., wns in his prime.

I’m beginning to feel like i’\-e seen it all.

And after last years notorious Summer of

l^ub, when one highly touted sim after

another rcsulled only in diamond disa]>

pointment, its going to take more than jasl

3D acceleration and Major I.eaguc licens-

ing to gel m\' attention. To paraphnise

Casey Stengel,“Can't anyone here pro-

gram this game?"

NEW KID ON THE MOUND

Tlie problem seems to be one of j)er-

speetKe, U[3 until tow gamers had two

choices when it came to baseball; vanilla

or chocolate. You could |)ick an arcade-

oriented sim with fancy grairhics and

some staLLslical and league management

elements, such as h’ltONi' Pack Sroins:

Pito ’9fi, Or, \ou could eschew

tile glitz}', multimedia approach and go for

a slat-based sim, like Dlvmond Mind.

'Hie fonner was pretty enough, but was

hindered by a schizoid A1 and a list ofbugs

that could kee|3 a 'lenninix man busy'

through the Wodd Scries. 'Ilie smaller

solutions, with their text screens and near-

rcligious zeal forstatistical accurac}', can

lx‘ about as much fun as walcliing tlie

outfield grass grow, 1 mean, do you really

feel w'ami and fuzzy' inside ifyourbackip

catcher hits ,Z24, jusi as he did in real life?

Fortunately, all of you “been-tlierc-

done-that" baseball gamers can now'

choose straw'bcrry' as your gaming fla\or,

and 1 don’t mean Darryl. Ifyou’re looking

for a baseball sim that gives you a brand

new take on tire grand old game, check

out MOGLit. from Infinite

Monkey Systems. I’ve been s]}ending far

too much free time w'itii tlx; l>eta version,

and ha\e to report that tlx; game is fresh,

fun, and addictive. As the name implies,

B,'VSi :b,'\llMogul removes you from

field level, placing you in the owners box

instead, wlx;re you have

a chance to nin your

fasorite teain llie way'

y
ou sec fit, from signing

free agents to setting hot

dog prices, "lliink of it as

T ll:'.Mii P/\itK done up in

pinstripes, since atten-

dance will be a key to tlx:

ultimate success or fail-

ure ofyour team.

Baskhaij, Mogul

will w'ow' you because

it’s so very different

from any other baseball

sim you's'c played.

Today, with making

conlracls as important a baseball skill as

making contact, it’s surprising that a

managerial game like B/VSIUULI, MOCUI.

never took the field before.

WOODSHEDDING

As a boy, BAsraui.!, Mogul designer

Clay Dreslough jilayed Cadacos Ail

Star Baseball, w hich used spinners to

generate results from simirlistic player

cards, ide later map[3ed out his first com-

puter games in junior high on an /\pple

prising that

a managerial

game like

Baseball

Mogul never

took the

field

before.
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DEHHIS MCCAULEY

1I+, cind joined ihc design

leani at Sloniifroiit Studios

after college. \Vliilc at

Stomifront, he labored on

'Font L\RliSS.\ 3, where one

of his main tasks was tweak-

ing the game’s trio of

announcers to sound just

right. Me also worked on an

abortive Stormfront baseball

game that the com])any was

designing for iVlicro.soft.

Like evcr\’ other game

programmer, Dreslongh

harbored a dream to one

day build the "sujjergame,’’

whieh in his mind was defined by a

great action mode, a perfect statistical

engine, and a realistic business side.

After leaving Stormfront and mosing

back east, Dreslongh started Infinite

Monke)' in a spare bedroom of his

Connccficnt home. 1 Ic c|i!ickly found

that he couldn’t afford the resources

demanded by his supergame vision, but

realized the managerial side of the

game filled a void in the market. Thus,

B,-\SKB.'M.i. Mocui. was born.

Seeking financial backing. Dreslongh

spent portions of 1995 and 1996 pitching

(he project to major ])ui)li.shcrs. and actu-

ally signed a contract calling for a large

advance. After some corporate rcsftuc-

turing, howc\er, the gaming house opted

out of the deal this spring. With much of

the code finLshed, Dre.slough decided to

push on, publishing and marketing

Baseball Mogui, himself, primarily

through mail order and the Infinite

MonkeyWeb site, www.imonkey.com/.

SIM STEINBRENNER

B.’\SKRai .1 , Moot It. is a game that

focuses completely on baseball manage-

ment. You run the team. Period. 'Ibe

games themselves are totally abstracted,

'llie richness of BasI'.BAI ,t, Mogui.’s sys-

tem underlies the complexity of making

the right roster moves. l‘br example,

owners will be asked to make decisions

on axpenditures for scouting, for nin-

ning the fann .sv'stcm, and for medical

services. 1 found that if 1 .scrimped on

scouting, 1 tended to get inaccurate eval-

uations of my farm sy.stcm talent. Once 1

upgraded scouting, 1 quickly found that

my“potential All-Stars” and “future Mall

of I'iimers” were really marginal

pros])ects at best. Tire bottom line?

Invest wisely in your club’s infrastmeture.

You'll be playing in the dark ifyou don’t.

On the business side, you’ll need to

make some crucial marketing decisions

concerning ticket and concc.s.sion

prices. Set them too high, and you’ll

turn off your fan base. Set them too

low. and your baseball operation will

suffer from unrealized income. Similar

choices have to be made for television.

Do you allow free coverage? Pay-per-

\'icw?'rhcse critical supply-and-

demand decisions turn on your evalua-

tion of your fan loyalty, per capita

income, and availability of competing

sports franchises.

Wliile Baskbai.[. Mogul does not

have MI ;B licensing, it's a sim-

ple matter to add names to the

teams. 'Fhe game does contain

real player names, but not

images, in addition, after com-

pleting a season, B.’XSEBAll

MoGlJt. generates a crop of fic-

titious rookies for each team.

Wdiile mo.st of thc,se will be

maintained at the TripleA level,

it’s u[) to the owner to revie\s’

scouting rep{)rts and make key

personnel decisions. Some

rookies will benefit from addi-

tional minor-league seasoning,

w'hiic others should be promot-

ed to'I'he Show'. Still others should be

w'aived to make room for more promis-

ing youngsters.

And then tlicrc are the free agents, that

grossly os'erpaid breed of modem athlete

who places tiie almighty buck before

everytliing else (and isn’t ilrcre something

wrong with a society that paj's athletes

more than game reviewers?). Wliilc you

may tliink you’ve had it with their hefty

payeliecks and bad attitudes now', just wait

until you play' B.\.St’.i5.\i J , Moc;ui . 'Flieres

no fmstration that cjuite malclies slreliing

out SIO million per year to a player who

tlien proceeds to hit .239. You’ll need to

sell a whole lotta hot dogs to make up for a

mistake like that. Again, having a good

scouting department can siive you some

pain— not to mention shekels— w'hcn

trading in free-agent horseflesh.

TOUCH MY MONKEY

Does B/\SF.B/\i .i , Mocui , have any

flaw's? Afevv. 'Ihc beta showed a tendency

for a few elite teams to nin away from the

pack o\’cr an extended career. If was not

uncommon for certain teams to win 110+

games year after year. Certain key busi-

ness decisions were left out of tire mix,

such as liiring (and firing) a manager,

building a new stadium, or even moving

your franchise fnrm one city to another.

But these are primarily design choices,

and Infinite Monkey' may opt to include

tliem in subsequent editions. I'br now, be

glad that someone has broken out of tire

mold. Basfb/M j. Mogui, looks like

Rooldc of the Year material from here.%
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The breakneck speed of a PC powered by an Alpha processor may take some getting used to. But you'll

grow to love running your Windows NT* software on the world's fastest microprocessor. Alpha PCs run WindowsNT

COMRATIBLE

your favorite Windows'® softwai’e too. And they're available, at competitive prices, from a variety of

manufacturers right now. So hang on tight—and call (888) ALPHA-45 for details. Or visit www.alphapowered.com.

£>1997 Digital Equipment Corporation. Digital, Che Digital logo and AlphuPowered are trademarkii of'Digital Equipment Corp. Mitsubishi is a registered trademark
of Mitsubishi Electric Corp, Samsung is a trademark of Samsung Electronics Co. Windows and Windows NT are registered trademarks of Microsoft Corp.
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Wipeout XL and Formula t..Thef;m6st

blistering 3D arcade race 'expei-iences.

available for the PC,, coded specifically

for the explosive graphics processihigl.

power of today’s hottest 3D accelerator

cards. Packed with all-action features,

they represent the ultimate synergy of
^

gameplay and design. No other games
f, are^optimized to get more razor-sharp

graphics from your 3D accelerator card.

^ So strap in, and see if you can

, keep the pace.

Cutling-edge 3D graphics supported by the following cards:

FORMULA 1

• Matrox Mystique
• 3DFx Card
• 3D Labs Permedia
• Rendition Verite

WIPEOUT XL
• Video Logic Power VR
• 3DFx Card
• 3D Labs Permedia
• Rendition Verite
• ATI Rage Mk2

Check out downloadable demos and

quicklime videos at www.psysnosis.com

E8ROM
jiiinujiiit.

X/
PSYGNOSIS

FORMULA 1

WORLD
CHAMPIONSHIP

Licensed by FOCA to Fuji television. Wipeout XL. Psygnosis and the Psygnosis logo are trademarks or registered Irsdemarks of Psygnosts Ltd. ® 1997 Psygnosis Ltd. The ratings icon is a trademark of the Interactive Digital

Soltware Association. Windows® is either a registered trademark or a trademark ol Microsoft Corporation in the United Slates and or other countries. Check out downloadable demos and quick time videos at www.psygnosjs.con]
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CHARLES ARDAI • CRITIC AT LARGE

ome of the most

successful com-

puter games e\'er

made fall square-

ly ill the science-

fiction genre. Not

c\'en counting

tire ine\'itab!e

Star TrcA'and

StorVKm' block-

busters, you can

think of everj'thing from old coin-ops

like Space 1n\'/\DERS and text adven-

tures like PLVNETrFALL to modem classics

like Wing Commandek and IvIas'ier

OF Orion. So, what 1 am about to say

niay sound a bit odd— but bear with me.

Sci-fi doesn’t sell. I’m not talking alxrut

bad science-fiction games. Sometimes

those do sell and sometimes tlrey don’t,

depending mostly on things like how good

tire box office rcturas were for the morne of

which tire game is a licensed spinoff I’m

talking about good .science-fiction games,

orxs that try to capture, in tire context of

interactive entertainment, the essence of

what great science-fiction writers have

been able to capture on tire printed page.

I can't thinkof a greatToikien-,style

fantasj'ganre tirat wasn't a hit, or a horror

game that seated tire pants off nre but

didn’t do diddly at retail, llrere ])robably

arc some cxairrplcs, but not nrany, and

they don’t readily come to mind. In sci-

ence fiction, you don’t even have to think

hard. Last year alone, tlrcre was Llarlan

Ellison’s 1 li-wii No Moirn i An'd I Ml isr

SCRI-'A.\5 and Roger Zelazir)'s

ChRONOM/\S'1'ER Tlris year, there’s Arthur

C. Clarkes Rama (which appears to be your owri grandfather?

Wiiat if humans colonized other planets,

or built machines that could think, or

discovered alien life—what then?

Now, each oftlrese seminal concepts

can be reduced to a rowdy, crowd-pleas-

ing action romp; Time travel can become

Back To 77?e Future, discovering alien

life can become Independence Day, and

so on. But they can also be treated serious-

ly. Great science fiction does treat ideas

like these seriously and, in the context of a

novel or short stor); can do so unimpeded.

In a movie or television show, howev-

er, action lends to triumph over story.

For eveiy TmlightZoncot Bab}hn 5,

there are ten Buck Rogers In The 25th

Century \ii\es.

In flic context of a game (whose explic-

it goal isn’t catharsis or art or even stary-

telling, but simply entertainment), you can

imagine how much less likely it is that tlie

game would even attempt, much less suc-

ceed witii, llie sort of exploration of ideas

dial serious science fiction requires.

>»Continuect on pg 222

selling reasonably, but still isn't generating

tlic kind of business Sierra sees from a

new li'lSURE Suri' LaRR\') and Steve

Meretzky’s '^lYlE SPACE Bar. Going back

to the old class, 1 recall Infocom’s ambi-

tious Suspended andA Mind 1'orfM'

r

Voyaging, Epy\.s version of Isaac

Asimovs Robots ofDawn, Telariums ver-

sion of Rt}' Bradburyls Fahrcn}}cit45l,

and Activision’s PORI/VI-

/Ml tliese were well-written, creatively

conceived gjimcs wliich deserved atten-

tion, but witliouf exceplion tliey were duds

from a revenue point of view. Hie bottom

line is tliis; Zooming .spaceships sell, strate-

gy giimes with a sci-fi flavor .sometimes

.sell, but .science fiction itself doesn’t.

A LITERATURE OF IDEAS

Wliyis thi.s?'lb understand the answer,

we’ve got to understand what science fic-

tion is— if it isn’t just zooming ,s[)ace.ships

and inleqilaiietarystnitegizing.

Science fiction has sometimes been

called a “literature of

ideas,” which is to say, a

genre in which you

mighl not always find

Ihc best pro.se or the

most well-developed

characters, but where

you always find a rich

vein of notions—what

ifs?— that .spark the

imagination. \Vliat if

Germany had dev'cl-

oped the atomic bomb

first? Wliat if you could

go back in lime and kill

AUGUST 1997 CCW

Inter-

active fiction

has the

potential

to tell

enormously

powerful

stories—but

only if there

are gamers to

tell those

stories to.pp
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tVERY LAST DROP OF MEMORY OUT Of- YOUR SYSTEM FOR ITS SPEEDIEST, MOST POWERFUL

GAME PERFORMANCE. QEMM 97 WILL EVEN GET YOUR DOS GAMES MORE MEMORY. SO THAT YOU CAN

PLAY FASTER AND OVERALL FEEL JUST A I.ITIIF, BIT, WFIL, |UICF.D. TO LOOK INTO MAKING WINDOWS 95’S

MEMORY MANAGEMENT GAME FRIENDLY, VISIT US AT WWW QUART LRDECK.COM, OR CALL 800-683-6696 AND MENTION

CODE ^^01006. QEMM 97 is available at these fine retailers; CompUSA, Computer City, Best Buy, Staples,
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ELLIOTT CHIN ACTION

SDRealms’

Folly
Shadow Warrior’s Ignorant Stereotypes

Are Too Offensive to Stomach

s we've seen

with Fuzz)'

Zoeller’s com-

ments in the

golfing wrlcl,

race relations

can be a pretty

touchy subiecl.

But, lest you

think me too

enamored of political correctness, I'm

not champing at the bit to start fights

over every little stereotype. 1 think they’re

bad, but 1 don't care if friends joke about

such things; sometimes I do too. But,

when such prejudice moves from the

closed worid of ftiends to being slapped

onto retail products for consumers, I get

offended. 3DRealms’ most recent

release, SH/XDOwWarrjor shareware, is

a perfect example

of a game that is

patently offensive in

its racial humor and,

even worse, show's

great ignorance

about its very own

subject matter; East

Asia and ninjas.

1 can respect a

company for taking

an admittedly

appealing idea

such as a ninja fac-

ing off against

mythical Asian

beasts and evil

samurai, but only

when it’s done well. As I played

Shai50\\' Warrior, every time 1 heard

lj3 Wang’s thickly accented voice

spouting out some fortune-cookie wis-

dom, I got increasingly offended. It's

not even an Asian person doing the

voice; it’s a white actor affecting a

stereotyped Asian accent. Somehow I

don’t think we’d tolerate the same per-

son doing voice-overs in Ebonics for an

African-American protagonist.

FU MANCHU WOULD BE PROUD

'The oilier thing that offended me was

iiow' BDRealms didn’t even try to create

an authentic or accurate Japanese, or

East Asian, atmosphere. Ninjas are

Japanese, so wiry would the ninja hem be

called l/i Wang, wiiich at best could be

considered a dirty joke on a Chinese-

sounding name? And why siiould Lo

Wang pick up fortune cookies to gain

health? Would w'e allow a game in which

the African-American star picked up

fried chicken for liealth? No.

'file buildings don’t look like attempts

to imitate Japanese architecture but,

rather, caricatures of the American

.stereotype of w'hat a Japanese building

should look like. Even some monsters,

especially the zombies wearing the coolie

hats, seem to be caricatures. Rather than

take the time to create an authentic

afmospliere, it looks as if the designers

just decided to take all the offensive

stereot)'])es that ha\’e been rampant in

tlic American media for decades and use

those as the basis for their character,

level, and monster designs.

1 actually liked tlie idea for Sh.\dow

Warrior. To play

a ninja would be a

great experience:

backstabbing ene-

mies w'ith tile

ninja-to, scaling up

walls W'ith a grap-

pling hook, takiiig

out enemies with

shurikens. If

S[-[.\DO\v

Warriors liero

had a Japanese

name, if tlic level

designs were really

based on ancient

Japanese

>**Contmued on pg 222

kk Shadow

Warrior is a

perfect

example of a

game that is

patently

offensive in

its racial

humor. 99
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*^*Conlintiea Itoni pg 219

From time to time, though, the

attempt is made, and from time to time

it succeeds; it is in these cases that 1 find

audience apathy so frustrating.

CllltONC)M,'\S’!KI<, for in.slanec. had

plenty of excitement to please the Buck

Rogers crowd, but at its core was a story

about revenge; If you had the power to

avenge a wrong you suffered in child-

hood, but doing so meant obliterating

entire universes, would you do it? 1

l-Lwi'. No Motrin told an even more

troubling story, about characters

trapped and tortured by a sadistic com-

])uter. I low can
)
ou defeat an external

enemy, it asked, without first coming to

terms with (he forces inside yourself

that torment you even more?

Meretzk\'s new game, Tl !!•: Sl’AC;!'',

B.Mt, is a goofy comic lonip, but it’s also

good science fiction that explores the dif-

ferent ways alien species might perceh'e

the world, and how that would affect

their behavior. An inscctoid alien secs the

world fractured into a dozen tiny, identi-

cal images, and so do jou w'hen you’re

inside its head. A plant creature can nei-

ther sec nor mo\ c, so neither can you,

though while in its bods' )’ou still has'e to

find a w'ay to solve ads enture game puz-

zles. Meretzky’s old game,A MlS'l5

l’'ORi-AKKVoyaging (w hich you can still

get in one of the Losr'I’RF.vstiRFS of

1nI’'OCOM pacbigc.s), took on more seri-

ous ciuestions. Wdiat docs it mean to be

ali\'e? I low do the choices wc make today

lead to disaster in the future? It accom-

plislied this by making
)
ou play the part

ofan artificially intelligent computer

being put tlnough a scries of progrcssh'eK'

more disturbing simulations.

Do 1 mean to suggest that pco])lc

should play thc.se games instead ofX-

WiNG VS. TIE FiCI riKR? By no means.

People should play w'hat tiiev like. But 1

wish more gamers would give serious sci-

ence-fiction games a trv' on the rare

occasions that they do come along, since

1 think they’d like those games, too.

A DISTINCTIVE MEDIUM

Computer games are not primarily

about storytelling. Tliey re primarily about

motion and dexterity and visceral excite-

ment. But, as it happeas, tire medium is

also capable of telling stories that couldn’t

be told as well in otlier media. A g-ame can

put you into tire head (so to .speak) of a

plant or a compirter, and can immerse you

in alien eiwironments and force you to

interact with, ratlier than merely' read

about, all sorts of characters and siliiatioas.

Intcractisc fiction has tlic ]X3tcntial to tell

enomiously powerful stories— but only' if

tliere are gamers to tell tlie stories to.

It seems inev'itable that we'll get more

spaceships and less real science fiction,

and this is probably okriy: One hundred

Star Trek novels for every I9S-f or

Flowers ForAlgcnion may be the right

ralio, given public tastes. But if the lack

of interest meant that the computer

game equivalent of 1984 or Flowers For

/Mgernon never got published, that

would be a shame. S

ELLIOTT CHIH

**Kontinucd from pg 221

architecture, and iftlie

enemies were actually

drawn from Japanese

myiholcjgy', it ssould

hasebeeti cool. And I

wT)u!dn’l have even

iniiKledtlic accent,

because the game

would ha\'c been

autlicnlic.

But what! got was

a game that catered to

11k' slcrcoly]X‘.s of

/Xmerieans as to what

a ja])anc.se ad\ enture

shnuldhc: a faux Chinese name on a

ninja who cals fortune ccxrkias and ,sh(K)ls

zombies wearing coolie hats. For l^tcs

.sake, coolie hats are as,sociatcd with

Chinese, not Japanese, immigrant work-

ers. Its bad enough to use blatant sterco-

(y'pes in a games design, but BDI^'alms

can’t e\'en get theiiown stereotypes right.

A MISFORTUNE Not only is Shadow Warrior offensive in its depiction

of the supposed ninja Lo Wang, but the game also betrays a complete

ignorance and disregard for real Asian culture. There are no fortune

cookies in Asia.

SENSITIVITY TRAINING REQUIRED

The thing is, in general, there aren’t

loo many minorities working in the

gaming industry. So I guess it was easi-

er for 3DRcalms to disregard how

Asian Americans would feel about this

material. If they created the character

and almospbcrc for laughs, I guess thev

succeeded, becaiuse .some people find

the game's “Oriental” feel

amusing. But it’s just a gim-

mick, and a painful one,

because it’s achieved at the

expense of Asians. If they

vTOrried about the feelings of

Asian-Amcrican gamers,

would they ha\'c released a

game this .stereotypical? I cer-

tainly' hope not.

Next up for 3DRcalms will

be in which the main

character is a Native

American. Knowing their

track record of misogy'ny in

Dukf, and taking into

account the stereotypes in SHADOW', 1

would guess that thcy'’ve probably

already figured out bow' lo work scalp-

ing into the game. I just hope they

learn to exercise a little sensitivity.

1 w'anl Si i\DOW' Warrior to be the

last time 3DRcalms degrades a minori-

ty group for some clicap laughs %
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A gear-grinding joyride

from the makers of

Destruction Derby 1 & 2.

The ratings icon is a Irademaik ol the Interactive Oigila! Software Association. Psygnosis, the Psygnosis logo

and Thunder Trucit Rally are trademarks ol Psygnosis Ltd. 0 1996 Psygrwsis Ltd. Always wear a sealbelt.

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

I

beast, the result is high-octane excitement. Pound

I

asphalt, dirt and the competition into submission in

j

several monster vehicles. And with life-tike 4WD

:
suspension, 360° range of motion and killer 3D

I

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

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

Get ThunderTruck Rally, and get ready to shred.
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REVIEWS INDEX

GT Interactive

Admiral Sea Battles imedia

Advent

TalonSoft

Graphic SimulationsAmber: Journeys Beyond

Gametek

Battlecruiser 3000 A.D.

Hasbro InteractiveBattleship

Jk

Cambridge SoundworksCambridge Microworks

CH Products

Hasbro Interactive

Creative LabsCreative Labs GamePad

Daytona USA

inwractiv^Magic

ReadySott

A-lO CUBA! What this flight sim lacked in

graphics flash it made up for in dazzling speed

and superb flight pliysics.

BATTLECRUISER 3000A0 Although it Shipped

late last year; BAmiCRuistn 3000AD is just now

getting close to being finished.

DIABLO A superb solo game, [^abio made its

biggest mark with its support tor free pl^ over

the Internet using Blizzard's b3ttle.net.
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REVIEWS INDEX

Diamond Multimedia

.DJamoQit-^Qund--

id Software

'T^CPliborafory
’

DissolutiQn of Eternity

FUGKT SIMULATOR FOR WINDOWS 95 Tt^

i induded loads of ne// features, but sti packed an

I engine tfiat's sfHMing its age.

F/A-18 HORNET 3.0 The realistic avionics in

this jet Sim iMntimiijate the beginner but

make a sim nut's day.

HEROES OF MIGHT & MAGIC U Despite its age.

this game is threatening to eclipse all others as

the biggest time-killer on C6Ws network.

Thrustmaster

Gravis Firebird Advanced Gravis

Advanced Gravis

Harpoon Classic 97 Interactive Magic

New World Computing

iM1A2 Abrams Interactive Magic

.Mivlilbii'

Playmates Interactive

John Madden Football 97 Electronic Arts

Krazy Ivan May 140 Psygnosis

Leisure Suit Larry 7: Love lor Sail! Apr 76 Sierra On-I

'

'HfoiadT
^

'

**
F'16 FighterslicR May 107 CH Products A-

^r^i'rt-iir, SirtfiilaSions K*
F‘22 Pro Mav 108 Thrustmaster * A * A A

.HE- falcon Worfim^' A: A A

Fallen Haven Jul 174 Interactive Magic A it A A
... TpT TTv.r'iK

First-Person Gaming Assassin Apr 70 First-Person Gaming A A A A A
:Jiil I3a ;

. 'DeltronH^iSBi^gS. ^ A.* A
Fiasbpoint: Korea Feb 188 Jane's Combat Simulations A A A A A

.-el?:.:-.-'?-

.

• -•'
- W'. iviicraO^%rSSMHHi!ai)j A.'A-'A' A A

Flying Corps May 152 Empire Interactive A A A A A
'

il)4 A »A AA
Fragile Allegiance Jul 170 Interplay AAA A A

tJiar'-' .. Sierl^T^-Uue S388® itft:-* t

Gene Wars Jan 294 Electronic Arts A A A A A
Jiin . 144;, : %ia'si. * AA A A

„
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^ MAGIC THE GATHERING When lacing off

1

against Acclaim's effort to bnng Magic to the
|

PC. MicroProse found victory was in its cards.

NASCAR RAONG 2 The OMiack actloi« Ihis 1

1 Papyrus racing game v«s so top-notch, the onty
.

. j

^Ihing missing from the txn ms a canolSteat
'

j

Niama lira's ndaplation of Arthur C. Clarke's

REuasneis vimr RtUku^ms suiprnlt>gty faittifui to

the original iiuteiBI. if maUMsivy

1-'. ^ r-f * -

itiagic The Gathering: BaltleMage May 158 Acclaim Entertainment A: A: A *
!»t«

Manic Karts Jan 188 Virgin * A: A A *
, .1,. . -v ; A ^

Marble Grog Jun 148 Maxis A A*Af*
r' y«:

M.A.X.

r >•

May 166mmmm interplay A A: A A A
AA

Microsoft Goll 3.0 Apr 112 Microsoft A A A A A
.'rla'i'.,.- :TiKri-. j

?• ^ A A

MIDI Land ML! S35 Jun 89 Miui Land A A A A A
•

: . ,;h . ;
V.. • rmVilMv flffWtWlM ^ A A

Monster Truck Madness Jan 184 Microsoft AA:’, AA
f

j
r S-

' A A
NASCAR Racing 2 Mar 156 Sierra On-Line A A A A A

Jan . A A
NBA Live 97 Apr 104 EA Sports A A A A A
LI. r ^ X S' , , I c

, sw.S!Si»»$m‘ . .
. A A A

NCAA Chaomlonshlo Basketball Feb 179 GTE Entertainment A A A A A
1.

- .
•.* - ^ A A A

Nee Hunter Mar 124 Virgin Interactive A A A A A

vOeart ,
' 552 A A

Noir Mar 92 CyberDreams, A AAA
A

/ ....A

Othollo Jul 216 Hasbro Interactive A A A A A
-|t„ ^ juI t::. .... A A
Over the Reich Apr 132 Avalon mil A AA A A

s.iV . » . A A A A
Platinum Sound SWStBOOW Jun 92 Platinum Sound A A A A A
r

'
itr -^-A A

Poweiiamn Apr 70 ACT Laboratory A A A A A
•% -xV" t: A A A A

Privateer 2: The Darkening Apr 124 Origin Systems A A A A A
r-rt"- r.i^.:^r-TC-;-':^'7.':'riT.S' .'V'/; • • •

. A"!'- A A
Pro Pedals May 110 CH Products A A A A Am ' - - A A
Ozone for Ouake Jun 118 Wizard Works A A A A A

' rv A... - -'r A •

Realms of the Haunting May 128 interplayf A A A A A
c’., .

’ '
I'"' A

Red Alert Counlerslrike Jul 167 Virgin Interactive A A A A A
1”

1 T .'~i
'

1-

Road Rash Jan 182 Electronic Arts AAA AA
jr,i r - 1 :.-Spr -

'

-'t A
Roland MA-8 Jun 90 Roland A A A A A

A A

n cGw AUGUST 1997



REVIEWS INDEX
I

Scorched Planet Interactive

Accolade

Based on their careers, which Fonda Is LEAST

suited to star in a him about a TV reporter

investigating a nuclear accident while riding a

motorcycle to California from the Dust Bowl?

Bridget

Charlotte

$3,500

f-
USNF 97 Ihis soqiiol look tho iiclian to VKilimin

and aivii piiVQis n ctwnra to (tv the M)G-17,

CmsiKlei. aiKi olhm classics

X-WING VS. HE EIGHTER Altliouuli tho oaino

didn't lain hiphly a a 8n^{)biyi<r (txixiilnncii. its

nuihiiilw nileions \vum quite oii[ki^.

YOU OONT KNOW JACK: MOVIESTtin cyl)«r

OainO'StKxv vv:ls back anil bcttni Ilian (Mir. itus

linin tcstinp \s)iit knnvlixlou o1 nniinia tnvia.

Jun
•'

lOff (fi'Softwaii.--
'

'k

Scrabble Jan 198 Hasbro Interactive A A A A A

•;Se3s Sally '.Jitit' 322 Sega,.':.-'.. . A A

Sballered Steel Jan 262 Interplay A A A A A

^laSlerVaalie
'

• '» .>.T 'iT#. daaniiTi- Access .-AA

SimGoll Mar 162 Maxis A A A A

SariE'f ['A.r- 116' OetAesda ; AAA
Slamscane Jail 190 Viacom A A A A A

ScarUiaiiiis: ’Siwjt ?Ki!es ' ff-ti'

‘

’
'

-17^! A

Solid Ice Jan 228 Empire Interactive i. A A A

S'ei'ii^i Bla-!;-! S!iS 380 >< SW 506 Jiin. ... v. A A

SpaceOrb 380 Apr 70 Spacetec IMG A A

Tfle Siositer S!a rlh r 1 A A A A

SSN Mar 174 Simon & Schuster Interactive A A A

sSlar Sor:tr!.'Hd i«tc:alio« ... XJiT .r
.

..' •
. liileractiv-i 'i

•

-k A A A

Star General Apr 139 Strategic Simulations A A A A A

fSfarsi---.' - A . 160
•-

rmplffi
“

: ^
• - A

STB Nitre 3D Jul 138 STB A A A A A

SSaHSSriSiCfs tl ScpmaieiiOiSR if : T78 Strategic- Sic'nigtmns A -k

Steel Pantbers II: lyiadom Bailies Feb 218 Strategic Simulations A A A A

--S!i3i®e!iteV,'a!i .. • rFebv
•-

137 clscimnic ‘^ris A - A

.AAA
Throllle Quadrant System May 107 Thrustmaster A - ;

. A
p!" ‘ t * 7-

1
' ^

«f., ... . . •k A

Thrustmaster Top Gun Apr 66 Thrustmaster A A A A A
A

Tigers on the Prowl 2.Q Jan 298 HPS Simulations A A A

. E ' ' A A

Titanic: Adventure Out of Time Mar 90 GTE Entertainment A A A A

r. irve
' A

Toonstruck Jan 162 Virgin A ‘ A A

''r'-'i’riiSrt A

Turtle Beach Tropea Plus Jul 126 Turtle Beach ‘ .‘
-A A

"
.S-’r-v) A

Virtua Squad Mar 132 Seoa A : . A A A
A)-,r'' A A

War Wind Jan 280 SS! A' A A * A
A

Wooden Ships & Iron Men Jan 286 Avalon Hill A A AAA
. . r. • AAA

X'Wmg vs. TIE Fighter Jui 144 LucasArts A /k A

lyQ -
.

A A A A

Yeu Don't Knov: Jack ZlSports Feb 171 Berkeley Systems A A A A Tk

"Tt'i
’*'

'

'.rj-
•

-k
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KRAMER’S EDGE
Your Source for Ruthless Strategies, Tips, Cheats, and Hacks

IStlUtEgvSlI

X-Wing vs.

TIE Fighter
Flight Training for Aspiring Imperial and Alliance Pilots

by Vox Day

T

liere are two tilings to keep in niincl when

approaching X-VVlNG \'S. TIE FlGiriER for the

first time, 'llic first is that no matter wliat it saj-s on

tlic box. X\'^r was designed to be a niultipla}’cr

game, 'lire second is that X-WiNG and TIE

FlGlfiER, which were great games in their respcc-

ti\ e da}^, were designed to be single-plajer games.

Unforhinately, many veteran Rebel and Imperial

pilots operate under the mistaken assumption that

because X\T is the direct descendant ofX-WiNG

and TIE FlCtriElt, tlie same niles for success apply.

Nothing could he further from the truth. Wliilc good dog-

fighting technique and a supple wrist are still huge assets, the

da^-s of a single starfighter blitheh' challenging a fleet of enem)^

starships and li\ing to brag about it are o\'cr. /Mthough the X-

WlNG missions were tough, it wasn't uneommon for a single

pilot to rack up 20 or more kills on a single sortie. X\T more

closel)' approximates the real world, w-here sL\ kills denotes an

Ace, and mere sun'is'al is success.

Pilot's Principles

Because X\T is a very rich and subtle game, it's tmly best if

you don’t dive right into the melees. Tlie\'’re not as fun as the

coopcratis'c training exercises and combat engagements.

Its important to note that combat engiigements were not

created with two-man cooperative ])lay in mind, but were

designed to be at balance when an equal number of human

pilots are flying for the Empire and the Rebellion. IfX\T

seems ridiculously difficult when all the humans are flying for

the .same side, that’s because it is. Split the humans into

Imperials and Rebels, and both .side.s will find it easier to com-

plete their missions. Tliis is necessary because while the diffi-

culty level on training exercises can be adjusted in the config

screen, difficulty cannot be directly adjusted

in a combat engagement. Don’t just choose a

better craft either, because tliat will cost jou

potential victor)' points, and it also increases

mission difficulty.

Success also becomes more attainable

once you realize that Xx^fs altitude toward

losing )’our craft is mucli more similar to

Doom than X-Wi.\c. On each mission, you

are provided with multiple lives, and it is

expected that )ou will frequently liav'e to

expend a few of them. Don’t be afraid to

Jump (thc“J'’ key) between craft in

)our [‘light Grou[) on missions where it's

pemiitlcd, or to occasionally

.spend a life on a bimilaize run

into a capital ship.

Dogfighling is

tough in XVI’, and

whether )'ou’re fight-

ing a human or an

Al-contrallcd pilot,

kee|) one hand

on the throttle at

all times. Since

the physics of

the game dictate

that lower throt-

tle settings pro-

v'idc more maneuverability, A1 pilots will

often drastically reduce throttle and begin a

.series of light turns, hojjingyou will over-

.shool them. Repeatedly hitting the Enter
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key allow'syoii Jo match speeds and hold your

position behind an enemy ship and shoot it

dov\n with repeated laser blasts. Ifyou find

\ ourself in a hcad-to-hcad situation, don’t wait

for missile lock but, rather, fire on yellow. Dive

immediately, and target the enemy missile

once its fired. Because of the dive, the two

warheads will miss each other. Use your lasers

to detonate the incoming missile, then target

the second ship in the fonnation.

Kee[) a constant eye on the power adjust-

ments between engine and laser {F9), and

engine and shields (FIO), and always take the

op|)nrtimit to recharge s our shields while

engaging slower craft. Chaff (C key) works

ver)' sscll against missiles and is absolutely

imperali\e when attacking platfonns and

capital ships, while flares can take out a

closely trailing fighter.

MISSIOH HELP

Mn,st of these mission-specific notes are

focused on the combat engagements, but the

first Rebel training c.\crcisc is mentioned

because it demonstrates several principles that

are vital to future mission success.

Rebel Escort

Wdicn j)laying \sith another human pilot,

divide respomsibilitics. One pilot should keep

the fighters occupied, while the other takes

out the bombers. Get behind the bombers

and hit Filter to match speeds, then cut them

up with lasers, not warheads. Both pilots must

USE THE FORCE, LUKE When going for platforms or capital

ships, dumb-fire warheads at 8 klicks. .It's hard to miss

something that big;

save their missiles for

the late appearance of

Imperial gunboats.

When the gunboats

appear, speed immedi-

ately toward them or

they will cut off the

cargo ships near the

nav buoy.

Imperial

Factory

Drekker

RBbBiSI Don't worry

about the fighters too

much, but hit the

bombers hard, using

only lasers. Save your

missiles and watch for the arrival of the

Omega group of stormtrooper transports

appearing on the opposite side. Engage

them immediately and use your mi.ssiles

to take them out,

ImpBriaiS: llie key here is to drive the fiigatc

off as early as possible. In order to do tliLs, the

TIE bombers must fire off their warheads. In

craft selection, choose to pilot a bomber, then

use Shift-W to make your wingman wait

while you make your attack run. Don’t wait

fora lock, hut dumb-fire all of your missiles,

then jump to your wingman’s ship and make

another attack mn.

Ambush in

the Obran Cluster

i! Stay away from the escort .shi[)

unless )ou’rc plaj’ing for

bonus points. It's too risky

becaiLsc its rear lasers can

pick off your warheads,

and then pick you off.

Surprisingly, your missiles

arc less likely to he shot

down ifyou fire them at a

distance and break off your

attack, because warheads

arc usually hit by accident

when the targets fire lasers

at )'Our incoming craft.

ImPBrialS: Tlic rebel

reinforcements arc )oiir

biggest threat. Because all

- "STAY ON TARGET" You don’t want-to waste laser firft when your

I

targets are still far away. Instead, close to.within .3 klicks. match

j- speed, and then open up.

the rebel fighters have advanced missiles,

don’t vv'aste your Decoy Beam while dog-

fighting; save it until an enemy has lock on

you and a missile has been fired. Don't forget

to switch it off when the missile goes awry.

Attack on the

Tortali Platform

Rebels; Human pilots will do better than Al

pilots in theY-wings, but tlie best solution is lo

fl)' cover in the X-WIngs and use mag-puisc

warheads to tem[5oraril}’ knock out the

Platfomi’s defenses as the Y-wings begin their

attack mn. One hit from a mag pulse will shut

down the weapons ststem of a platform or

capita! ship for thirtv seconds, and can dra-

matically reduce \our losses.

ImpBrials: Concentrate on shooting down

the Y-Wings. Ifyou have two human pilots,

one should harass the Y-\Vings, and the other

.should stay close to the Platform and target

incoming torpedoes. Keep >’our lasers set on

single fire and save laser power, as a single hit

will detonate a warhead.

Ambush Smugglers
Near Ythaa'c Cluster

RfibBlSI Target tlie ATRs of Sigma group and

take them out quickly. Without the transports,

tlie Imperials cannot win.

ImpBrials You must protect Sigma groii])

at all costs, and make an attack run on the

cargo ferries only if the tran.sports aren’t

under attack.
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Interdict

Starfighter Deployment
R6b6ls: One [)ilot slioiild target tire lead craft

in tlK'nii; adranced fomiation. Causing lire

lead craft to take cvjisiec maneuvers will slow’

lire entire fonnalion douTi,A secancl pilot

should circle around behind tlx: fonnalion and

pick off tire adsunced fighters with missiles.

ImpBriSls: Tninsfer all laser power to engines

and use speed to oulnin the Rebel fighters.

Attack on Rebel

Convoy Near Athega
RGbBiS: Tlic gunboilts birc iirmcd with lorpe-

clocs, bind birc the pribiibbiy thre,it.

Imperials: Ignorc the fighters as much as

possible and, instead, concentrate on elimi-

nating the corwellcs

Rescue From
Prison Ship Dargon
RBbBiS! hlyX-Wings instead of the default A-

Whigs iind use mag pulse warheads to help

\’our 'l-Wings cjuiekly disable the Dargon.

ImpBriSlS! Save
j
our missiles, because the

mission doesn't end when Dargon is disabled.

Watch for the ajjpearance of a Calamari

cniiscr and ii.se warheads to eliminate the

Rebel boarding part)'.

Hit and Fade

on Ellirad Platform

RfibSlS'. Keep all Imperial ships away from

the disguised escort shuttle.

ImpBrials: Ik read)' for the appearance of a

disguised escort sliuttle that w'ill ID in Imperial

red— its actually carrying Ikbcl troops. Inspect

it iind its tme colors will be revealed. Don’t risk

ESCORT SERVICES Position yoiirself.a klick aWay from Ihe ship

you're protecting and then take out incoming v^rheads.

everything to destrot' it, though,

tlie platfomi will o[x;n up on it

once its been insjjccted.

Dreadnought
Warlover
RGbGiS: Focus your energies on

the advanced TlEs, wiiicli are

targeting your transports. Don’t

worry about the bombers too

much, because they won't get all

the containers.

ImpBrifllS! Eire off your war-

heads immediately, then Jump

to the other bomber in your flight group and

do the same.

Raid on Goibniu Platform

RBbBiS! Don’t wail for a lock but, nitbcr,

duml>-fire your torpedoes from a distance, then

Jump to tlie oilierY-Wng in your grou|) and

dumb-firc again. Wdfn you’re out of loqis, slay

away' from the plalfonn and lielp sweep fighters

as the other Y-Wings make tlicir attack ains.

ImpBriSlSl Harass tlieY-Wngs until liic Ikbcl

licavy' lifters conic in. Once llicy appear, drop

every'thing and focus on taking lliem out.

Raid on Rebel

Factory Koensayr 42
RBbBiS! Imperial transports seem to be the

root of all evil in this game. Take them out.

ImpBriaiS! Disabling the Koeasayrw'lli help

the ATRs survive.

Attack on Imperial Class

Star Destroyer Tormentor
RfibBis: Duinb-fire the Y-Wings' torps at 8

klieks, and then Jump

craft. An advantage of

diiinb-fired missiles is

that the other side

cannot target them

w'ith tlie“i” key. For a

bonus, leave the con-

tainers alone and wait

iiiili! the Imperial

lifter Bellboy picks up

a special container.

Take out the Bellboy

and the container for

e.vtra points.

COVER ME When covering a wing leader, it’s'besf to hold

position at half a klick behind.

Imperials: I kiuiss the Y-Wings that are

making allack runs. One pilot should stay

close to the Star Destroyer and target

incoming w'arbeads.

Ambush of Rebel

Leader at Airam Platform

Rebels: Stay close to the cort'ctte and w'ait

for Imperial gunboats to appear. Don’t go

out to meet them. Enemy strike forces will

come in from both sides and, later, from the

front of the platform. As ahvays, the ATRs

arc the jirimary threat.

ImpBriats: Protect the ATRs from maraud-

ing X-Wngs. Spending a life on kamikaze run

with your first erafl will help w eaken the

Platfomis shields.

Raid Imperial

Convoy Near Atterol

Rebels: Tlie ATlls will arrive when half of

either side’s fighters are gone. Focus on pro-

tecting them, not on killing enemy fighters.

ImpBriais: Remember that the mission isn’t

over until your ships arc boarded. Hunt Zr95s

until the A’’! 'Ik ajipear, then forget the fighters

and focus on tiic Rebel transports.

Frigate Duel;

Malevolent vs. Endeavor
'I'his mirror mission is tough. On either side,

focus on the enemy fighters first, then hit the

first strike force as it comes w'ithin range.

One pilot should stay home and target

incoming warheads. 'Hic key here is to save

your missiles for a later strike force that w'ill

come out of hy'perspace {not from the

enemy frigate). S
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Last Express
Get Your Travel Arrangements in Order

by Petra Schlunk

I

t's llic eve ofWWl, and you are an American fugitive, Robert

Calb, boarding the famous Orient Express at the request of an

old friend. After getting on tlic train and finding him dead, you

assume his identity and arc plunged into some tally strange

events, 'lb help you along on your journey, here is our friendly

travel guide for Broderbund’s L\S'r EXPRESS,

afterward. 7b get the I'rench boys whistle, catch a bug for him in the

salon; sit down at the table by the clock and use the empty matchbox

to catch it. Wlien you get a cliance, trade the bug foi' the whistle. You

can also do this later, but if you fail, you will find the whistle late in the

game. Liter in the morning, you will meet Schmidt in the corridors;

speak with him.

A Whistle Swap
In the morning, talk to 7atiana in the dining car to get a

tninslatcd version of the poem (you can give her tire poem

now ifyon didn'l corlior).T* lo Schmidt, and visit Kronos ^ M°VE FAST The first order Of the day is to dispose Of the body.

Sneaking Around
71le best way to get into conijjartments when they are empty is to

ensure that the conductor is gone or distracted. Frequently, tire best

time to do this is when another passenger is between you and the con-

ductor (often just after a passenger leaves the very compartment you

wish to search). 7b distract the conductor in your sleeping car, knock

on door 5 and then walk past the angry harem owner and enter com-

partment 2 or 3. To distract the conductor in the otlrer sleeping car,

you can, after 2:00 on the second day, release Anna’s dog from the

baggage car when the trainmaster is away from his office. TTien, while

the conductor is ferrying the dog back to ba^gc, enter the compart-

ment of )our choice.

In Concert

During the concert, which runs from 3:00 lo 4:15, you have much

to do. Enter compartment E, climb out the window, and enterAnnas

compartment. Mnd the letter in her dresser, search her jewelry box

carefully (find the button at the front of the box), and retrieve a key.

Tills key will open almost any door! 'Ilic soonest that you can retrieve

this key is afterAnna leaves for the concert and while the two young

ladies arc still in the salon (around 2:45).

Use the ke)' to enter compartment B and search 7aliana’s bathroom

for the firebird e^.

A Fast Farewell

Once you board, go to sleeping compartment 1. Open the win-

dow, pick up your friend 7ylcr’s body, and unceremoniously toss it

off the tniin. Put on Tylers jacket and examine his luggage.

Wiien the police board the train at Epernay (after 9:15),

climb through the w'indow in Tyler’s compartment or hide

in the bathroom next to compartmentA until they leave.

After assuming 7ylcrs identity, speak with Schmidt

w'iicn you can. After 9:30, go to the platform by Kronos’ car

and sliowTitiana the poem you found in Tyler’s luggage. Latei

in the evening you will have to fight someone. Duck a couple

times when he starts to swing and then grab his arm to tal

away his weapon.

After the train ]iasses Chalons, you can go to bed. Wake

from the dream, go to compartment F, and speak withA

Follow her to compartment A, and then go back to sleep
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Mrst, press tlie blue-green gcni in Auslralia, then one (you may not have to press all of these). Hien

the blue gem north of west Africa, Press the red gem press the purjile gem on an island west of South

north of India. Go to the to]) of the egg and press the America. List, press the green gem by jerusalem. Put

right gem, the top one, the left one, and tiie bottom your finger in the open hole to complete the process.

Enter her grandfatliers room through the bath-

room to escape with the e^. Stash the e^ in

your room for now, but as soon as possible

(before the concert ends) hide it in the dogs

cage in (he ba^age car. Play with the egg w'hen

jou can and Icam how to open it (using the

geographic clues from the translated poem).

It Takes a Thief

Climb on top of the train (unlock the door

at the plalfomi outside Kronos’ car and climb

up). Walk toward Kronos’ car and smash the

sk)'light. In the room you enter, press a button

on the left side of a large w'all hanging. Take

the briefcase from the safe and walkout

through the concert. Mide tlie briefcase under

your bed until the concert ends.

After the concert, show Schmidt the brief-

case. Then bring it to Kronos (you don’t have

much time to do this after Kahina threatens

you). At about 5:00, Anna will go to the bag-

gage car. Follow her or go there before she

does— she’ll catch you— and open the trunk

near the suitcases. You will enter another

fight. Avoid getting hit (duck w'hen a swing

begins). After five or six swings Anna will

come to )'our aid.

Tick, Tick, Tick, Tick...

After the train lea\’e.s Vienna, search com-

partment 2 (between 7:45 and 9:30).

Retrieve the detonator. Go to sleep when

you can and you will awake at 10:30. Go to

compartment A and listen to Alexei’s dying

words. You now' have a little over five min-

utes to find the bomb and defuse it! Find the

bomb in the electrical box between the two

sleeping cars. Expose the wires and use a

match to hum through them. In close-up,

(urn the box around and pul! out the pins.

Insert >’our telegram between the relays (to

the right) to defuse the

bomb. Talk to llie

Englishman in the

salon. Tiiik to Anna in her compartment to

get to (lie next part of the story.

You will aw'aken to find jiDursclf tied up in a

hag'agc car. Roll around and tr)' to get up until

you hear your matches fall to llie floor. Click

on tiic floor to reach the matches and bum

through the ropes binding you. As.you leave

you will liave anotlier figlil. Hityour opponent

several timas (about 4) to knock liiin out.

Untie Anna.

through tlic salon (lixik for tlie w'hislle here ifyou

don’t have it \’ct). Make sure the egg is in tlie

dog’s cage; llien, unhook tlie cars between the

salon car and sleeper cars. Get back on top of

the train and head toward tlie locomotive. After

James Bond,

Eat Your Heart Out
l.x;avc the haggiige car and get on top of llie

tniin at tlic plalfomi before tlie sleeping cars.

You will encounter ti\'o bailies as \ou walk

lowurd tlic dining car. For Ihc first fight, iiit \our

op[X)ncnt several times (after ducking his

swings) and finally, reach for tlic crow-bar to

knock him off. Immedialely after, turn around

and fight again. ’^Ihis is a dif-

ficult fight. You’ll have lo

duck (w-atcli how she swings

so you know w-licthcr to

block u]) or jump hack)

about 10 or II limes and then

your opponent will .suddenly

kneel. \Vlien she docs tliis

you must duck too.

Otlicrwisc sou'll lx; thrown

off tlic Infill as it pa.s.ses

through a tunnel!

Get hack into tlie train

and enter (lie dining car

ALL TIED UP Here, lust wriggle around

until the matches fall out of iour pocket.

Shell Game
Go hack into the train and retrieve the

firebird egg. Find Anna in the small just out-

side the trainmaster’s office. If you haven’t

figured out how to open the vet, do it

now! Go to flic dining car with the firebird

egg. Open the firebird quickly (or you’ll

he killed). l31ow the w-histle (don’t close the

egg) to end the game,

I
ITS A BOMB! Look for it in the electrical box between the

two sleeping cats.

This is the first gem you must press to start opening the firebird egg.



STRATEGY & TIPS; SIM TUTOR IICSAMER’S EDCE

STRATEGY & TIPS

Hit or Missile
How Guided Missiles Change the Rules of the Aenal Game

by Robin G. Kim

ATOLL! Missilss in F/A'18 Hornet 3.0 are easy to spoof, but only when you

rt coming. Try to spot the inbound soon after you get the warning, while its

rail is still visible. If you drop chaff and flares while yanking back on the stick

ire the missile reaches you. it will sail harmlessly past almost every time.

M
any diehard fans ofWWI and

WWII flight sims see modem

air-to-air combat as sterile and

uninteresting. In their view, pro-

ficiency at pushing buttons has

replaced flying skill as the major

determinant of success, and

wish-’em-dead missiles have eliminated the

need for good tactics. Fortunately, nothing

could be further from the tmth. Although

combat between contemporar)' fighters often

lacks the close-range intimacy of guns-only

battles between prop planes, jets must still

maneuver to bring their weapons to bear.

This, along with the fallibility of air-to-air mis-

siles, means that piloting ability and sound

tactics are still essential.

Despite the cnonnous advances made in

aircraft performance since the age of the prop

fighter, air-to-air tactics would probably

remain relatively unchanged to<lay if it were

not for the introduction of guided missiles.

Missiles change the rules of the game, multi-

pl)'ing each fighters offensive capability and

enabling combat be}'ond visual range (BVR).

To understand the tactics of missile combat,

you must first know wbal makes missiles tick.

Guide Your Missiles

F

or a missile to score a kill in most sims,

three conditions must be met; First, the

target must be within the missiles

AMRAAMSKI The Russian R-77’s onboard radar can only guide itself once

it gets within 15km of its target. Until then, this launching Su-27 must

maintain a radar lock, limiting its freedom of movement. Though there's no i

way to know precisely when the missile’s radar has acquired the target,

you can estimate when it's safe to break lock by counting the seconds-

based time-to-impact readout (at launch time) and the firing range.
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acrodyriiiiTiic range; second, the missile

must be able to guide toward the target;

and third, the missile must maneuver

within lethal distance. A host of factors

influence the likelihood of satisfying

each of these conditions. Wlien attack-

ing, you want to align as many factors as

possible in your favor before launching.

On the defense, the opposite is

desired— prevent the attacker from firing

at all or, failing that, take steps to degrade

the quality of his shot.

A typical air-to-air missile accelerates

for just a few seconds before its rocket

motor bums out, then glides for the

remainder of its flight time. Its peak veloci-

ty affects
how far it can go, but as the mis-

siles speed ebbs in the coasting phase of

flight, so does its agility. Tlie less maneu-

verable it becomes, the easier it will be to

dodge. Consequently, shots at nearby tar-

gets tend to be most reliable. Note, howev-

er, that every missile has a minimum

range below wiiich it will not guide or fuse

properly. Close range shots are great when

you can get them, but the main benefit of

carrying missiles is being able to reach out

and frag someone.

’Ibough simple in concept, a missiles

maximum range is hard to pin down in

practice because it depends so much on

what the target does. If it comes head-on

at you (see the High-fecb Joustingslde-

bar), the range at launch is much greater

than the distance the missile must actu-

ally travel. Conversely, if the target is

miming away, the missile must fly farther

than the launch range. Tlie avionics in

most sims take this into account w'hen

deciding whether to give you a shoot

cue, but even the cleverest computer

cannot predict what the target will do

after the missile is in the air. Don’t auto-

matically pull the trigger the instant the

s)'stem gis'es you the go-ahead; if the tar-

get may evade or just turn and run, move

in closer before launching.

fire-and-forget to at least some degree,

but SAKi l guidance demands a solid

radar lock from launch (o intercept.

Tliis makes SARId missiles the hardest

to use because tliey reduce the attack-

ing aircraft’s maneuvering options and

situational awareness.

Wliile the target is locked up, the pilot I

loses contact with all other aircraft previ-

ously being tracked. Wlicn on the receiv- 1

ing end, tliese restrictions can be exploil- 1

ed. For example, if a SAIlld missile is

coming for you, one po.ssiblc response is I

to turn and mn while ordering your

wingman to engage. 'Ilx.* bandit cannot

detect )X)ur wingman on radar while

malntainiiig a lock on )X)U, giving your

wingman a good chance of taking him

by surprise. With tlie bandit neutralized,

the missile will cease guiding on you.

Seek and Ye Shall Find

a

ir-to-air missile-guidance systems can

be broken clown into three basic

types: scmi-activc radar homing,

active radar homing, and infrared homing

(lieal-seeking). The latter two are both

Artful Dodging

I

f a missile with your name on it has

met its range and guidance require-

ments, your very survival will depend

on your evasion .skills. Tlie optimal tech-

nique for defeating an incoming missile

varies considerably from sim to sim,

based on how missile trajectories and

countermeasure effectiveness are mod-

eled. In Su-27 Fl ANKliiR, for example,

putting the mLssile in your rear hemi-

sphere and dropping chaff and flares

works nearly every time.

However, missiles in ftTiLCON 3.0 fly

directly toward you and arc not so easily

spoofed. Fach missile is best eluded by

maneuvering until you are looking

straight up at it, then pulling harder and

harder to keep it in that relative position

as it gets closer. In EF2000 and Backto

BaghD/\d, missiles extrapolate your

future location based on your current

velocity, heading directly to a predicted

intercept point. Thus, the method (hat

works so well in FalCON 3.0 is almost

suicidal here. For these sims, turn to

place the missile at 2 or 10 o’clock, then

when it is about four to five seconds from

impact, turn hard either across the mis-

sile’s path or perpendicular to it.

For example, if the missile is at

10 o’clock, you should eitlier turn left,

pull straight up, or go inverted and pull
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straight clovvii, rolling to keep the mis-

sile at the 10 o’clock position, Tliese

maneuvers are intended to change the

missiles jjredicted intercept point too

rapidly for it to follow.

With enough airspeed and the right

technique, it is possible in most sinis to

defeat any missile you see coming.

Tlie radar and missile systems avail-

able in modern fighter aircraft may

have changed the face of air combat,

but the technology is far from perfect.

Tlie key to success in BVR combat lies

in understanding tbe opportunities

and constraints that arise from these

imperfections.

High-tech Jousting
ead-on missile exchanges from beyond visual range are as common

|

as they are nerve-racking. Ideally, you would like to destroy the

enemy without being forced to eat a missile yourself. In this exam-

ple, two aircraft facing each other fire missiles at approximately the

same time. The F-22 pilot understands that the key is the distance between an

aircraft that launches a missile and its target at the moment the missile reaches the tar-

get. Increasing this relative distance makes it more likely that your missile will impact

before that of the enemy’s.

Since each pilot is firing head-on, it’s less likely that either will use a heat-seeking missile.

Both missiles in this example require a radar lock to guide on their targets, which means that

the first missile to arrive at its target can cause the enemy missile to "go stupid" in one of

three ways: by destroying the bandit; by knocl«ng out its radar system; or by forcing the ban-

dit to break radar lock while dodging the incoming missile. Even if the incoming missile can-

not be defeated in this manner; the increased distance still has the benefit of making the

enemy missile fly farther to reach

you. The more distance a missile

covers, the sicwer less maneuver-

able, and easier to evade it becomes.

To maximize the distance (and

your safety margin), slow down

after launching your own missile,

as the F-22 does here. Accelerating

up to high speed before launching

will also increase the relative dis-

tance by raising the missile's aver-

age speed and launch range.

Since our missile in this example

requires that radar contact be

maintained, the F-22 pilot turns to

put the target near the limit of his

radar coverage. If this tactic does-

n’t prove effective, he could actual-

ly turn tail and run after firing, pos-

sibly denying the enemy any

opportunity to counterattack.

Keep in mind that missiles don’t

always hit. Also, avoid slowing

down too much to increase the rela-

tive distance, because you will need

some speed if the engagement

evolves into a turning fight.

missile at the enemy, since an infrared missile is

often ineffective in head-on encounters.

DISTANT RAPTOR Once the F-22 fires, it turns to

put the target near the limit of its radar coverage,

so as not to become a more attractive target itself.
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EixsJLLaQk^ First Ki

S

urprise is

often the

decisive fac-

tor in an air-

to-air engage-

ment. Before the

advent of radar,

achieving tactical

surprise usually

involved visually

locating the enemy without being spotted In return, then trying to remain

unobserved as you closed the distance by staying in the sun or hiding in

the bandit's blind spot below and behind. These techniques still apply

once you get into visual range of a radar-equipped bandit; to get that

close, you just have to avoid appearing on his radar scope.

The first step is to find the enemy while still beyond visual range with-

out being found yourself. This is easily done with friendly air- or ground-

based early warning radar support. If the enemy has similar assets, how-

ever, you must fly low, relying on terrain and ground clutter to escape

notice. To maximize your chances of surprise, only use radar when no

other sensors are available. Radar ^most always alerts a bandit to your

presence. The only exception might be an ultra-modern “low probability

of intercept" radar, such as the one the F-22 carries, which conventional

radar-warning receivers have difficulty locating.

After you have pinpointed an enemy aircraft, the next step is to close to

firing range whiie remaining undetected. The best approach is generally

begun from the target’s flanks, outside its radar search cone, converting to

a six o'clock position before entering visual range. A straight tail chase m^
be safe^ but it requires much more time and fuel due to the lower closure

rate. Stealth aircraft, which are invisible to radar at long ranges, have the

additional option of a frontal approach. But since this would not result in an

especially advantageous attack position, going around to the target's side is

usually the wiser choice. Once within weapons^

range, blow the bandit away without hesi-^

tation. In ar combat, you don’t get

any points for good sportsmanship. %k
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Slrategy/Wargames

Adventure/RPG

The Last Express

B
utton, button, wlios got tlic button?

Evidently, a lot of people riding I’l ll‘;

Last Express have button fixations— then

again, this is a whodunit. We’li refrain from

commenting, gentle reader, on how mucli

the game’s designers enjoy pushing our but-

tons, both figuratively and literally. At any

rate, in an effort to save you the endless

“hunt for the pixel” nonsense, we offer the

following assistance;

'16 stealAnnas key, simply press the button

at the front of her jewelry box.

Wliile you’re cruising Kronos' collection of

Greco-Roman Art-Deco masterpieces, use

the magnifying glass to find tlie button that

opens his safe.

For more solutions to the hardest puzzles

in The L\st Express, check out Petra

Schlunk's walkthrough in this month’s

Gamer’s Edge section.

Fragile Allegiance

I

nterplay’s newest strategy game is sur-

prisingly good, with depth and an inter-

esting premise: building a mining emjjirc

among an asteroid field. Here are some

tips direet from Interplay for getting closer

to that mining monopoly.

Basic Management For your very first

asteroid, make sure you build missile and

satellite silos, a weapons fiictory, a

4 k.

E
E
Kfipi

[tlEi

shipyard, and a control center, in addition

to the standard life-supprort systems and

power generators. For additional asteroids,

it is vital to set up air processing, food pro-

duction, and hydration facilities.

Using Environmental Control Centers;

Wlien it comes to asteroids with a limited

amount of precious ores, you don’t want to

waste moneyand time on a full life-support

system. In tliose cases, build an environ-

menlal-control center, which will provide

you with all the necessary life support sys-

tems for a limited duration. Its usually

enough to sustain your colony until you fin-

ish mining and leave. You can also build the

environmental control center ifyou don't

have the necessary cash to build full-

fledged independent systems and need

.some life support while you wait for lire

i
cash to flow in.

Technology: Tlicre are sev-

0̂
j

era! technologies you can pur-

OO cliase. Make sure you get the^
‘ Seismic Ffenetrator (for reach-

ing the deepest ores), and the

Mk2 Mine and Mk2 Deep

Bore Mine (tliey double your

mining facilities’ speed).

Attacking: Ifyou want to

mount an attack on an alien

rival, tlie order of attack should be as fol-

low's: 1) Send in agents to gather intelli-

gence on the targeted base and to sabotage

defense systems; 2} Fire missiles to weaken

any defenses s1ill left; and 3) Send in lire

fleet to destroy surviving buildings.

Iliese lips siiouid help you reach your

ultimate goal ofbecoming an intergalaclic

mining tycoon.

EcsiaiicaJI

H
ere are a few hints direct from

Psygnosis to get you through the

beginning of the game.

Ses'eral areas will be locked to you in the

beginning courtyard, but ifyou continue

past die stables and the well (which is guard-

ed by the big monster), youll come to a

guard lower to tlie riglit ofa second stable.

Go to the top of the guard tower to retrieve a

key. It will be floating above a gargoyles

head, and to get it, you’ll have to kick the

head from the side (do it from tlie front, and

y’oull trigger a fatal bap). This key provides

access to tlie main balconies. To get across

the balcony to the prison tower, you’ll have

to find tlie floating armor, which is also

located on the balconies.

Once ill the prison tower, you’ll find a

locked door halfway up. The key to lliis

door Is guarded by a monster further up the

prison tower. Once inside the door, you’ll

find your first clue that will start to unlock

the mystery ofyour predicament.
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Puzzles/Classics

jVIURRLE DrRP

W hen is a puzzle game like a

stealth fighter? To solve the

infamous Copernicus puzzlt from

M/\RB1.e Drop, you must drop mar-

bles onto invisible paths. Make sure

when you follow the solution gi\'en

here that you let each marble drop

as far as possible (when you don’t

hear it moving anymore, that’s usual-

ly good enough) before dropping the

next one in the sequence.

BAniESHIP

T
here’s been an

upsurge of inter-

est in this real-time

game since the latest

patch finally let you

play over modem or

LAN. Here are a few

tips to get your fleet

sailing toward

victory;

Keep in mind that

while tile game is in

realtime, you should-

n’t gel so wrapped

up in the action that

you neglect to repair damaged ships. A good

rule of thumb is, if your ship has 50 percent

or less damage, it’s generally worth docking it

at a friendly port facility for repair. Iliis

assumes that the port itself hasn’t been dam-

aged more tlian, say, 25 percent; if it has,

you're probably wasting your time.

AWACS planes are important, since their

increased radar range helps you more easily

spot enemy ships. Many admirals are over-

protective of theirAWACS planes, and invari-

ably target those of their enemy. If your oppo-

nent shows similarly aggressive tendencies, set

a tra[) using yourAWACS as bait. As enemy

vessels and aircraft close in, keej) your aircraft

and a wolfiiack of subs just out of their detec-

tion range, and then jump tliem just before

they tackle yourAWACS. Tliis method

requires correct timing on your part, so we

suggest that you try it out on the Al first.

You can’t fire different weapons from the

same ship at the same time. However, you

can fire multiple rounds of the same weapon

type simultaneously from any given ship

—

which is very useful in this real-time game.

AUCUST.

Simulation/Space ^

X-WiNGJis. TIE Eighier

S
o you have more than three friends and

you want to tryX-WlNC VS. TIE

FlCITiliR over the Internet? Tliere are a cou-

ple ofways to address the four-player limit

you encounter when flying over the Internet

Gaming Zone.

One is to use Kali, the shareware IPX

emulator program available from wwwdali.

net. Even in this day of Internet-enabled

Windows 95 games. Kali is still proving

itself a must-have utility for the serious net

gamer, as it offers more flexibility—and

sometimes even better performance—

than many games’ built-in Net support. In

this case, Kali version 1.1 lets you attempt

to connect up to eight players in X-WiNG

VS. TIE Fighter. Over standard modem

lines, we were only able to hook up with six

players, but that still beats the game’s built-

in limitations.

You don’t need Kali or the Internet

Gaming Zone for Internet play, though.

Simply determine the IP address of the

computer that will be hosting the game {to

find this, click the Start button, choose

Run, and type WINIPCFG) and input that

number. Again, your luck in getting more

than four players in the game will depend

on the connection speed and latency of

each player, as well as the mission you

choose. You'll likely have the best luck in

the dealhmatch-style games that don’t have

squadrons of computer pilots flying around.
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I

Aliika Korps NOW $42 Broken Alliance NOV/ $24 Last Blitzkilcg NOW $44 Steel Panllieis 3 11/97 $45

Age ol Sail NOW $42 CincPac Medway NOW $29 Man ol War NOW $42
StI Pnlhis Cmp 1-2 ea NOW SIB

Alda de Camp NOW $45 Civil War Generals 11/97 $43 Myth NOW $50 SlECl Piilhrs 2 Cmp 1 NOW $15

Aide de Camp 2 NOW $44 Close Combat W95 NOW $3B Napoleon in Russia HOW 542 Steel Paniheis 2 NOW $43

American Civil War NOW $45 Custers Last Commnd NOV/ $28 Operation Crusader NOW $39 TACOPS NOW
Bailie ol Bulge NOW $42 East Front NOW $42 Over the Reich HOW $39 Tank Resistance 2024 OB/97 $39

Baiilegind Gettysburg NOW $32 Film Fleet NOW $39 PT0 2 NOW $34 Thud Reich NOW $39

BattlegrndAntielam NOW $41 Flight Cmmd 2 MS NOW $19 Pacific General W9S HOW $45 $42

Baitlegiound Bull Run NOW $42 Gieai Battles Aleindr NOW $44 Pacific Tide 10/97 $45 $26

Battlegiound StiiBti NOW $30 Harpoon 2 Deluxe NOW $25 Paniheis in Shadows NOW $12

uattiegtnd Waterloo iruvz $32 Harpoon 97 IV95 HOW $44 Panzer Geneial 2 11/97 $42 Wargame CS3 Rifles NOW $42

BOARD GAMES 1

ASLMod LeatheineckNOW S9 Car Wars Deluxe NOW $21 F,.lrt f-„,nr.non NOW $30 Axmiint A>vnfrtx NflW $35

ASL Mod Yanks HOW $27 Central Amenca HOW $19 Fire in Ihe East NOW $58 Sherlock Holmes NOW $20

ASL Solo Rules NOW $29 Chance II oisvi lie HOW $34 Geronimo NOW $32 Space Chess 3D NOW $35

Advanced Squad Ldr NOW $38 Civil War HOW $19 Great War at Sea i NOW $32 Space Hulk NOW $50

Age ol Renaissance NOW $42 Civilization HOW $29 Hannibal NOW $32 Star Fleel Bailies NOW $25

AirBaion NOW $27 Colonial Diplomacy HOW $42 Harpoon Box Set NOW $41 Stoneivall in Valley NOW $29

Ancient Empires NOW $29 Crisis koiea 1995 HOV/ $29 Hisloiyoltlic World NOW $27 Stralcgo NOW $14

Axis t Allies NOW $35 Ciisis Sinai 1973 NOW $25 Hobbit Adventure NOW $29 Texas Reyolulion NOW $16

Axis* Allies CiililPM NOW $30 Days of Decision 2 NOW $42 Ironclads NOW $32 The '45 NOW $25

Axis & Allies Max Adv NOW $10 Decision In France NOW $15 Knighimaie Chess NOW $13 TheyMelAlGettysbrg NOW $30

Axis S Ally WW2 Exp NOW $14 Deluxe Diplomacy NOW $42 La Bata do Wavte NOW $22 Third Reich NOW $19

BTech Compendium NOW $16 Die Hanse NOW $55 Longstieels Assault NOW $22 Tracks to Telluride NOW $42

BTcch Invading Clans NOW $15 Diplomacy NOW $19 Lords ol Sierra Mndii/NOW $34 VlctoiyalWalerloo NOW $21

BTech Tactical Hndbk NOW $10 Dragon Lords HOW $29 Magic Realm NOW $23 Victoiy m Europe NOW $14

Battles Foigotlen War NOW $42 Enipetoisof Europe HOW $33 Mystical Circle NOW $35 Waihammei 40K NDW $50

Batitespace NOW $26 Empire Builder NOW $25 Necromunda NOW $44 Warhanimer Fantasy HOW $50

Batllelecb JIh Ed. NOW SI9 Empire ol Rising Sun NOV/ $41 Panzeibhlz NOV/ $19 Warhammer Quest NOW $50

Bfilannia NOW $19 Enemy at me Gates NOW $39 Ouebec 1759 NOW $22 We the People HOW $29

Caesar Civil V/ars NOW $38 Federabon £ Empire NOW $38 Rebels & Redcoats 1 NOW $25 World in Flames Olx NOW $90

Campaign ID SlaimgiJ NOW $29 Feudal HOW SIB Robo Rally NOW $33 Zorndorl NOW $36

_J HINT BOOKS
AgeolEiripiie 10/97 SIB Descent 2 NOW $14 k07:Pfincele55 Biide NOW $17 P.indoia Diieclive NOW $16

AifWariior2 NOW $16 Diablo NOW $16 Land Lore 2 0897 $16 Phanlasmagoiia2 HOW $16

BeirayaiinAniara NOW 516 Dungeon Keeper NOW $13 Leisure Suit Larry 7 NOW $16 Quake Secrets NOW $11

Caesar 2 NOW $16 Dungeon Master 2 NOW $16 Lighthouse NOW $16 Rama NOW $16

Civilization 2 NCW $16 Eesialica 2 NOW $16 Lords ol Realm 2 NOW $16 Rebellion NOW $16

C&CRedAleil NOW $13 Fade to Black NOW $14 MTG SlratsiScrts NOW $19 Red Baron 2 09/97 $16

Crusader No Remdise NOW $18 FanlasyRPGamrBiblNOW $16 Masler of Orion 2 NOW $16 ReliirntoKiondor 11/97 $16

Crusatlei: No Regret NOW $18 Final Fantasy 7 09/97 $12 Mech2 Mmcenaiies NOW $16 Star Control 3 NOW $16

Cybeiia 2 NOW $16 Heretic NOW $16 Mysl Stralegies NOW $12 TimelapseiAncnt Civil NOW $16

Oaggeifall Ctiromoles NOW $19 Heroes of M & M 2 NOW $16 Obsidian Sir.ncgics NOW $16 Wing Commander 4 NOW $9

Park Forces 2 NOW $16 Hexen 2 NOW $16 Oullaivs NOW $16 X-COM: Apocalypse NOW $16

COMPUTER GAMES: ARCADE
1

COMPUTER GAMES: TRADITIONAL 1

30 Ullr Pbll Cip Nglil NOW $36 Mortal Kombat 3 W95 NOW $22 Boggle 08/97 $33 Monopoly NOW $40

3D Ultra Pbll Lst Cnt 09/97 $35 Pitlall W95 NOW $28 Brunswick Billiards NOW $24 Monty Pythn Holy Gil NOW $38

Balls of Steel W95 NOW $32 Pro Pinball NOW $37 Chess Wars NOW $38 Pichonary 09.97 $41

Bomberman HOW Pro Pinball Timeshock NOV/ $28 CheSsmstrSOCK) W95 NOW $35 Pov/erChessSS 11/97 $45

Bvs & Blibd Cllg Oiks NOW $19 Rebel Assault 2 NOW $25 Clue NOW $40 Powi Chess W95 NOW $38

Bvs & Blind Wni TkesNOW $19 Road Rash V/95 NOW $42 Dragon Dice HOW $46 Puzzls ol TrIbyte W95 HOW $19

Full Tilt Pinball 2 HOW $24 Sonic 30 Blast 0B97 $30 Hong Kong Mahjong HOW $21 Scrabble NDW $19

Joe Blow 10/97 $44 Toh Shin Den NOW $27 Hoyle Board Games 09/9? $29 Shanghaii 98 10.97 $39

last Bronx 09.97 $39 Virtua Fighter 2 NOW $39 Hoyle Casino 98 11/97 $29 Vegas Games 95 W95 NOW $19

Looney labyiinili Pbll NOW $29 V/V/F Wrestling 30 12/97 $43 Magic Galheiing W95 NOW $37 Virtual Pool V/95 NOW $40

Mnly fVIbns Wst TmeNOW $32 WWF-ln Your House HOW $40 Mniy Pythn Mng Lile 10197 $45 Ypda Stones NOW $19

FSB?
'lF-22 RAPTOR' The most i-

lethal let lighter ever
[

designed. Combining
|

advanced stealth capabili- >

ties with superior dog- !-

fighting and air-to-ground 1

strike capability, you will

dominate the skies of the

21 stcenlurv. Youwillsoar
|

over more than 160,000 square miles of photorealistic ter-
\

',

rain. Strap yourself into an active cockpit where everything L

you see, every switch and button actually works, where you

can simply click on the controls, right there on the screen

Interactive Magic (Simuation)

Release Date: 07/97 PC CD $49

'PAX IMPERIA 2' Control every aspect of a civilization; eco-

nomics, research, espionage, exploration and diplomacy.

Build a fleet of mighty warships or quietly establish econom-

ic dominion, the universe is yours to conquer.

THQ (Strategy)

Release Dale: NOW PC CD $48

'SHADOW WARRIOR' The silent assassin will

emerge by the light of his Uzi. Bodies will drop,

spent cartridges will fall. The Ym of Death and the

Yang ol Life balance in Die hands of one sick ninja

puppy. Medllale, annihilate, mutilate, detonate.

Gt Interactive (Action)

Release Date: 08/97 PC CD $49

to pollule your land.

Elitos (Strategy)

Release Dale; NOW PC CD $44

'AXIS S ALLIES' Decide Ihe late ol a nation

and the destiny ot Ihe world. The Balkans

tiave fallen. Pearl Harbor has been attacked.

Wake Island is in Japanese hands and

Rommel has the British on the run!

Millon Bradley

Release Date: NOW BG $33

'DIE HANSE' Sail across the length of Medieval

Europe as a merchant ol Ihe Hanseatic League,

vying to be the first to fill your house with valuable

goods. As you battle the North Si

pirates and blockades as you

home. English translation included.

Mayfair Games
Release Date: NOW BG $55

'LANDS OF LORE H' You are Luther, cursed son

Sorceress ol Darkness, exploring treacherous lam

search ot ancient magic, a super power that will re

vlSWleplay'iS''"''''
Release Date: 08/97 PC CD $43

'TWINSEN'S ODYSSEY' involves travel not

only to Twinsen's home world, under attack

by the Esmer aliens, hut olf to Tv/insun's

moon and beyond. Twinsen's job, as Grand

Poobah ot Twinsun magic, is to stop the

Esmers, s.we the children, save Ihe magic

and make Tv/insun safe.

Activision (Adventure)

Release Date: NOW PC CD $46

'DARK FORCES JEDI KNIGHT' In your serach

for Jerec, Ihe man who murdered your lather,

you gotolheValley ol the Jedi, where 1000's of

Jedi are trapped. You can fight as a Jedi or

embrace Ihe Dark Side. Which ever role you

choose, you v;ill need all the Power of the Force

yaou can summon, when you encounter the

seven Dark Jedi.

LucasArls (Action)

Release 0ale;N0W PC CD $53
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'DESCENT TO UNDERMOUNTAIH' With a visit from a

stranger from the future, many characters are now devel-

oping in the cracfis and under the rocks of ancient caves.

Move through an new world of 3D with 360 degree move-

ment.

Interplay (Roleplaying)

Release Date: NOW PC CD $45

ITHfllGHT* You are the leader of your own kingdom and

lain, it^ up to you to wage v/ar or preserve peace. At a single

rmand. armies march and kingdoms fall. With the blood abil-

of a twm king, ymj command heroes, wizards and might

ies. Butwill it be enough?

Sierra (Strategy)

Release Date: NOW PC CD$2g

'THRUSTMASTER F-22 PRO' With a powder coated

meta! base, glass filled ASS handle, mclal gimbal

mechanism, and heavy gauge spring tension, the F-

22 PRO gives you the edge you need in advanced

tactical warfare.

Thfustmasler (Hardware)

Release Date: NOW PC $128

‘HOMSOFT 6 PACK' Double

Down, Doors of Passion 2,

I

Sensuous Girls In 3D. Massive

I

Melons. Touch Me, Feel Me and

j

Private Screenings are what

you'll gel in this sexy 6 pack!

Romsolt (Adult)

Release Dale: NOW PC 6-CD $32

686I HUNTER/KILLER’ Immerse yoursell In Iho life

and death pressure of an authentic 688[l) Los

Angeles Class Nuclear Submahne. Learn to develop

real target solutions and outfit your boat with the lat-

est advanced weaponry. Use your skills to complete

your tour of duty and your dolphins to become a true

sub-mariner.

Electronic Arts (Simulation)

Release Dale: NOW PC CD $45

'THRUSTMASTER DRIVING CONTROL SYSTEM' Experience Ihe

thrill of real racing action with the Formula T2 controls. This console

includes a steering wheel, shifter, two dash buttons, and a separate

gas and break pedal unit.

Thrustmaster (Hardware)
Release Dale: NOW PC $1Q8

'FALLOUT' Set in Ihe aftermath of a world-wide

nuclear war, it is your challenge to survive, as a

ground survival vault. Circumstances force you

outside, to a strange world ot mutants, radiation,

gangs and violence.

Interplay (Roleplaying)

Release Date: 07/d7 PC CD $48

'FRONT PAGE SPORTS; GOLF' From the beauty of the greens

and the fairway, painstakingly recreated down to each club

bouse, tree and break in the green, to the true-lo-life movements

of the 30 golfer, you will be immersed in a completely realistic

golf enwronment.

Sierra (Sports)

Release Dale: NOW PC CD $48

'FANTASCENES' Create countless personal visual

fantasies with live of Ihe most beautiful women In

the world! Bring your imagination to life, from

hours of interaction with these sensual, lustful

ladies.

Digital Playground (Adult)

Release Dalet NOW CD $34

j

'ALL NIGHT LONG' Over a 1,000 original never before

^ published images. All are full screen, lull color, all dit-

'

ferent. Beautiful women and couples engaging in explic-

I it sex captured on the sets ot over 50 adult motion pic-

tures. Viewer v/ith thumbnail menu, slide show features.

Tour do Force (Adult)

Release Date: NOW PC CD $16

'ROOM FOR RENT' Enter the realm ol neuro-

space. Visit these lovely girls while you attempt to

rent a room from them. Watch them lounge

around the pool. You will never look at renting a

room the same way again!

Paradigm Soltware (Adult)

Release Date: NOW PC CD $32

COMPUTER GAMES: SIMULATION
Tint HirtiUE Pmci Tint RtlEUl ^UCE Tme RfllKt Pxict Ttm Riiixu

1943 Euro Air War 08/97 S44 DieadnaughtWSS 09/97 $42 Jelllghler 3 Mission NOW $25 SandWarnois 08/97 $46

6Sii Hunter Killer NOW S45 Eai1hsiege3 lt/9? $49 MIA2 Abrams W95 NOW $41 SermnOemns Europe 10/97 $46

ACS Navy FiQhlrs GId NOW $34 F-22 Lighlning 2 NOW $39 McchWarrior2 NOW $46 Siena Pro Pilot W95 06/97 $48

AH-1 06/97 S47 FI6Fighlng Falcon 08/97 $48 MechWarrior 3 12/97 $52 Sileni Hunter NOW $39

AH'S4D Longbow GId NOW $46 FA IB Hornet 3 W95 NOW $44 MschwrriorMeicnries NOW S48 Silnt Hunli Pair! 1-2ca NOW $15

AH64 Flash Pnt Korea NOW $25 FPS Fly Fishing 10/97 $48 Microsotl FS6W95 HOW $53 Stealth Reaper 2020 09/97 $39

ATF Nato Fighlers NOW $22 Falcon 4.0 08/97 S52 Mig Alley 11/97 $46 Super EF 2000 W95 NOW $46

Aces: X-Figrtters W9fill/97 $49 Falcon Gold NOW $29 Monstr Trek Mdnss NOW $40 Super Motocross 09/97 $33

AIrCmbt NvyFtrs 97 NOW $45 Fighter Duel 2 W95 08/97 $39 Muzzle Velocity NOW $48 TFX: X-22 10/97 $46

Air Combi Pacilic GId NOW $34 Right Uhllmlied? 08/97 $44 Mwarrlor 2 BaUlepk NOW $42 The Condsninod 09/97 $18

Air Warrior 2 W9S NOW $43 Flying Corp NOW $41 Nascar Racing 2 NOW $39 The Darkening NOW $49

Apache NOW $19 Flying Nighlmarcs 2 08/97 $42 Nascar RaengZ Mngr 11/97 $25 ThunderTruck Rally NOW $45

Archimedean Dynsty NOW $26 Qieai Naval Battles 4 NOW $34 Heed Idr Speed 2 NOW $46 Tniirinp Cfir 08/97 $42

Army Air Corps 42 11/97 $46 Hamer 2020 06/97 $45 Nscr Rcng2 6schSrs.11/97 $30 Trophy Bass 2 NOW $37

Comanche 3 NOW $39 Heavy Gear 10/97 $49 Oil-Road Racing 10/97 $46 Trephy Bass 2 Exp Pk NOW $19

Date Devil Derby NOW $34 Hind Hoticoptor HOW $4-1 Red Baron 2 W9S 09/97 $49 Wing Commander 4 NOW $36

Darklighl Conllicl NOW $42 Indy CarRcng2W95 NOW $26 SU-27 Flanker 2 11/97 $46 Wing Commander S 08/97 $55

Daytona USA DIx NOW $42 Interstate 77 10/97 $46 SU-27 FlankrMsnel HOW $15 Wrecking Crew 09/97 $48

Descnl 2;lnlnte Abyss HOW $43 Interstate 76 HOW $44 SWIV HOW $44 X-WngVTie Fghlet NOW $50

Destruction Derby Z NOW $43 Jet Fighter 3 HOW $39 SabrAce 09/97 $48 iF-22 Raptor NOW $49

COMPUTER GAMES: 3D ACTION
Blood NOW $46 Duke Hukm 30 Pit Pk NOW $26 Meat Puppets NOW $45 Star Trek Genrtions NOW $46

Colliderz W3S OB/97 $40 Freelancer 11/97 $44 Normandy 97 09/97 $36 The Fallen NOW $41

Cniical Depth 09/97 $48 Gatherer lO.rg? $42 Prey NOW $50 Tomb Raider NOW $42

Crusader No Remorse NOW $26 Golgptha 09/97 $46 Quake NOW $53 Tomb Raider 2 09/97 $46

CrusaderNo Regret NOW $34 Heretic ShadSeipRdi NOW $37 Quake 2 12/97 $54 Total Annihllalion 09/97 $47

Daik Fices2Jedi NOW $53 Hexen 2 06/97 $49 Quake Mssn Pkl-2ea NOW $29 Trespassr Jtssic Park 12/97 $48

Dellance 10/97 $40 Hexen W95 NOW $21 Redneck Rampage NOW $46 TurokDino5rHuntr2 12/97 $48

Doom 2 W95 NOW $26 Jungle Bois 11/97 $33 Ruins NOW $48 Unreal 08/97 $48

Duke Nukem 3D NOW $33 MDK NOW $45 Shadow Warrior 06/97 $49 Wreckin Crew 09/97 $46

Duke Nukem 3D Almc NOW $46 Master Levels Doom 2 NOW $25 SkyNET HOW $39 XS NOW $46

1 COMPUTER GAMES: SPORTS
3D Ultra Mini Doll NOW $42 Ffon Pge Fhall 07 NOW $38 Links Pro 386 NOW $19 PGA Tr 96 Spnsh Bay NOW $19

Adidas Power Soccer NOW $32 Front Pg Baseball NOW $35 Madden Football 97 NOW $45 PGATr96 Wentworth NOW $19

Brilish Open Gall NOW $43 Gone Fishin' NOW $29 MIcileague Basebll 6 NOW $34 PGATourGoll96 W95N0W $37

Crush! Deluxe NOW $44 Grand Slam 97W95 NOW $43 NBA Live 97 NOW $45 PGA Tour Golt Gold NOW $19

Extreme Sireel Hocky NOW $42 Hard Sail 5 Enhanced NOW $19 NCAABballFInaM 97N0W $40 PGA Tour Pro W95 NOW $44

FIFA Soccer 97 NOW $45 Hooves Thunder W95 NOW $35 NCAA Champ Bskibll NOW $36 Pro Golt 09/97 $42

FPS Baseball 98 NOW $28 HyperBiade NOW $40 NFL 06 Club 98 08/97 $46 Ten Pin Alley W9S NOW $40

FPS Football 98 10/97 $29 Jack Nicklaus Gbit 97 NOW $46 NHL Hockey 97 HOW $46 Triple Play 98 NOW $45

FPSGoK Add-On 11/97 $29 Legends FB 97 W95 NOW $43 NHL Power Play 98 09/97 $48 World Series BBall 98 07/98 $42

FrnI Pge Sprls Skiing 10/97 $47 Unks LS Oakind Hills NOW $19 PBA Bowling 2 HOW $35 Worldwide Soccer 98 NOW $39

FrnI Poe Sots GlIBnd NOW $48 Links Pro Devils Isle NOW $19 PGATrg6 Saworass NOW $19 WrldCuoGonOrBr.h NOW $19

I COMPUTER GAMES: HARDWARE
30 Magic Accelerator NOW SI26 CH Flight Slick Pro HOW $50 Gravis PC Game Pad HOW $19 TMF22Pro NOW $128

3DSpex NOW $79 CH Force FX NOW $169 GtavsPG GamepdPro NOW $27 TM FLCFtBSyslem NOW $108

AllcACSSSSpkerSysNOW S1S2 CHGame CardSAulia NOW $26 Joyswilch NOW $42 TM Flight Contr Pro NOW $99

Assassin 3D Cantllr NOW $65 CK Jane's Combi Sick NOW S7I LgilchWngMnWrnor NOW $65 TMGP1 HOW $74

Assassn SOW/WngmNOW $99 CH PC Gamepad NOW $19 MsoflSidwndr Pro Pd NOW $39 TM Game Card NOW $25

Audio Rel 30A Spkrs NOW S172 CH Pro Pedals NOW $30 Sound Blaster 16 Val NOW $95 TM Phazer Pad NOW $47

Bell Oil Che 33.6 F/M NOW $92 CH Pro Throttle NOW $102 Sound Blaslr32PNP NOW $152 TM Rudder Conli Sys NOW $98

Bell Oil Che 33.6 Vee NOW SI10 CH Virtual Pilol Pro NOW $75 Sound Bla5lr64AWE NOW $179 TMWiz Pinball Cniil NOW $32

CHFieCombaislick NOW $60 Gravis Grip Cohtfollr NOW $65 Space Orb 360 NOW $75 TM X-FIghler Jysick NOW $45

CH FIB FIghterstick NOW S100 Gravis Grip Pad 2 Pak NOW $24 TM Driving Conlrl T2 NOW $106 VFXIVirt Really HG NOW $802

CHFIBFIlghlstick NOW $35 Gravis Grp Sind Alne NOW $69 TM F16 TOS NOW $106 Verbal Commander NOW $65

1
COMPUTER GAMES: ADULT

INTERACTIVE INTERACTIVE MOTION MOTION

2069 OrientI Sex Odys HOW $60 Penthouse lA 4 NOW $39 1C1 Sex Positions NOW $24 Select a Pel 2 NOW $34

Aileycals NOW $39 Penthouse IA6 NOW $39 AslaX NOW $29 Sex in Public Places NOW $16

Asians In Wonderland HOW $39 Pleasure Zones HOW $29 Asian Silk NOW $16 Southern Beauties 2 NOW $32

Buster Cherry HOW $45 Pom Mania NOW $29 Babes iiiusuaid 2 HOW $19 Swedish Erolica NOW $19

CatV/ash Angels HOW $36 Porno Poker HOW $36 Bangkok Nights NOW $19 Tokyo Nightlile NOW $48

Circus NOW $24 Pornlris HOW $24 Black Book NOW $34 Tokyo Nymphs NOW $19

Club Caietina NOW $19 Private Invesiigalor NOW $49 Blond Justice 3 NOW $16 Twin Angels 2 HOW $28

Crystal Fantasy HOW $34 Private Prison NOW $44 Bonnie and Clyde HOW $12 Twins Party HOW $12

CybeiXpeiience HOW $29 Samurai Pervert 2 HOW $64 Borderline NOW $19 Urolsukidoji PtI Col NOW $46

Diva X Ariana HOW S3B Sex Castle NOW $29 Casting Call 2 NOW $36 Venus 5 2 NOW $20

DivaX Rebecca NOW $39 Sex TV 2 NOW $25 Christy In Ihe Wild NOW $14 Virgins Vol 3 NOW $39

Dream Machine 2 NOW $49 Sex With Jena NOW $49 Cybcroiica2 NOW $25

Duke Sciew'em NOW $46 ShockiThe Game NOW $49 Dangerous Games NOW $18 Aduil Image Library 2 NOW $19

Eros 3 NOW $24 Space Sirens NOW $34 Deep Throat Girls 5 NOW $25 Amateur Models NOW $22

Fanlascenes NOW $34 Space Sirens 2 NOW $34 Deep Thrt Gris 4Pk NOW $49 Amateur Pholo Gallery NOW $9

Faiitascenes Anal NOW $39 Strip Fighter NOW $40 Dirty DePutnt $ Pk NOW $44 Aslan Pearls 2 NOW $28

Fun House NOW $39 Strip Poker Pro 2 HOW $39 Dirty Western 2 NOW $25 Aslan Pearls 3 NOW $24

Girlfriend Donna NOW $49 Strip Tease HOW $19 From Asia With Love NOW $15 Bankok Beauties NOW $19

Girlfriend Tracy NOW $39 Texas Table Dance NOW $24 Geisha's Secrets NOW $12 Beverly HI Call Gris NOW $19

Hot Leather 2 NOW $25 Time Warp NOW $44 Heidi's Gills Exposed NOW $19 Busly Babes 3 NOW $38

HotSIdls NOW $37 Ultra Vixen NOW $49 Hist 01 Blue Movie NOW $15 Busly Babes 4 NOW $39

Inleract Seymore Bl 2 NOW $49 VCA 6-Pack NOW $39 In DelenseolSavanah NOW $16 Celebrity Nudes NOW $26

Japan Inleractive NOW $46 VGA's Sox HOW $29 NOW $19 Domin-A-7rix 2 $24

Lalex NOW $44 Vampire's Kiss NOW $3B Kama Sutra NOW $24 Japanese Pearls W95 NOW $28

LusI Conner lion NOW $39 Venus Playhouse NOW $29 La Slue GrI Sern Svr NOW $25 Lalin Lust NOW $25

Maddams Family NOW $19 Virtual Golden Eye NOW $44 Max Dominln i Felsh NOW $35 Ropes S Chains NOW $19

Nasty Parts NOW $29 Virtual Sex 2 NOW $39 Mystique Orient 2 NOW $24 Secret Treas Japan HOW $19

Net Eroiique NOW $29 Virtual Sex Shool HOW $44 New Machine 6 Pk NOW $42 Shaved Pink HOW $19

Nightwatch Ini 3 NOW $46 Virtual Valerie 2 HOW $36 Onenial X-Press NOW $22 Tabloid Beauties NOW $19

Onental Eosl Exposed NOW $36 Virtual Veronica NOW $48 Racquelte in Wild NOW $24 Thai Bondage NOW $26

Outpost 69 HOW $40 Virtual Vidor NOW $42 Romsott Six Pack HOW $36 Tokyo Glamour Girls HOW $29

Passion Poker NOW $29 Virtually Vpurs 2 HOW $39 Romsolt Six Pk2 NOW $29 Village Collection NOW $29

Penelralion NOW $16 Zoom NOW $36 Room lor Rent NOW $29 Visions olEroliU NOW $29
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COMPUTER GAMES: ADVENTURE
Iru RllilS! pB,vr Trru riritr Pruci Tint Rliuil P«lU Tint Rtiixii Peici

10th Planet 11/97 $48 Curly sAdvenlure oa«7 S45 My5l2 NOW $52 Shivers 2 V/95 NOW $48

7thGuest2 nth Hr NOW $29 Curse ol Monkey Isle NOW $48 Nemesis NOW $44 Siege nl Slcrmhaven 10/97 $48

7lhGuest2W95 NOW $29 Dark Rill HOW $34 Nelslorni 10/97 $48 Sign ot Ihe Sun 11/97 $34

7lh Guest W95 NOW $23 Dawn ot Darkness NOW $44 NeveihoDd HOW $50 Simon Sorce/or 2 NOW $40

Abe's Odysee 08/97 S42 Death Trap Dungeon 09/97 $44 Noir NOW $43 Sin 02/98 $49

Aden Quest W95 01/98 $43 Demon Isle 10/97 $48 Outlaws W95 NOW $48 Soul Trap HOW $34

Adrenrz Crisis 11/97 $45 Discwo(id2 HOW $44 Pandemonium NOW $50 Space Quest 3000 HOW $45

Advnlres on Lego Is HOW $35 Ecstatica 2 NOW $47 Pandora Oireclive HOW $46 Star Trek Voyager 11/97 $48

Albion NOW $19 Excalibur 2555 09/97 $48 Phaniasmagoria 2 NOW $54 Slai Trk Sir Fit Acad HOW $55

Alone ih Dark Trilogy HOW $25 Fable NOW 545 Plague 09/97 $42 Surreal W9S 00/97 $42

Atlanlis NOW $40 Gabriel Kniglit 2 NOW S40 Planctlall W95 NOW $44 The Last Express NOW $39

Azraels Tear NOW $39 Hall Lilu W95 10/97 $48 Principles of Fear 09/97 $47 The Trial NOW $44

Beavis ButthU Vrn S NOW $31 Hunter Hunted WS5 NOW $45 Quasi lor Glory 5 12/97 $47 Time Warriors NOW $26

Black Dahira NOW $49 Huygen's Disclosure NOW $33 Rama NOW $39 TimeLapse Anc Civil NOW $40

Blade Runner 10/97 $48 Incr Shrinking Hero NOW S43 Redguaid 10/97 $54 Titanic Jmy Out Tim NOW $44

Blue Heat HOW $43 Journeyman Projcl 3 01(98 $48 Relutn 10 Kiondor 01/96 $45 Tone Rebellion im? $52

By/anbne NOW $46 Kings Quest 3 12/97 $48 Reverence 08/97 $43 Twinsens Odyssey 00/97 $46

Callahns Crslm Stoon NOW $42 Leisure Sun Larry 7 HOW 546 Rivers ol Oavm NOW $41 WarciaftLoid olClns 11/97 $46

Captives 08/97 $44 Magic oiXanih NOW $42 SQ6 Spinal Frontier HOW $25 Zork: Grnd Inquisitor 10/9? $50

Companions of XanI NOW $16 Melal Works NOW $38 SWAT 2 10/97 $47 ZotkiNemesis NOW $53

1 COMPUTER: ROLE PLAYING r_l
Anvil nl Oaivn HOW $19 Dark Sun Online W95 NOW $15 Lgcy ol Kain Bid Omn 0$'97 $48 Star Trk TNG FnlUnty NOW $46

Arena Deluxe HOW $47 Diablo NOW $37 Magesiayer 09/97 $39 Stonekeep HOW $24

Batiiespire 09/97 $49 Die By the Sword HOW $48 Meridian 59W95 HOW $19 Tetracide 08/97 $42

Betrayal in Antaia NOW $47 Dragon Lore 2 NOW $39 Might S Magic VI 11/97 $47 Ultima 7 Senes NOW $15

Buccaneer 09/97 $46 Eldei Scrolls 2 HOW $56 Ol Light & Darkness NOW $48 Ultima 8 Pagan NOW $15

Champions ot Krynn NOW $16 Elder ScrllsMonwind 02/98 $54 Realms ol Hauntng NOW S54 Ultima 9 Ascension 03/98 S52

Cobra Mission NOW $29 FR Dscnl to Untlrmln 00/97 $46 Riliwar Legacy NOW $19 Ultima Online NOW $42

Curse ol Aaure Bonds NOW $16 Palloul NOW S48 Rims Aik Shadow Rva NOW $43 Ultima Underworld 2 NOW $9

Cyclones NOW $24 Lands Lre Gtdns Dest 08/97 $48 Sacred Pools HOW $48 Ultima Undrwid 1 S 2 NOW $15

Dark Projecl 11/97 $49 Lands ol Lore NOW $25 Serpent's Kiss NOW $43 Wirardiy GoldW95 NOW $25

ROLE PLAYING GAMES
AD&D Core Rules CD NOW $54 Call olCtliulhu NOW $18 GURPS Riilebook NOW $20 Once Upon a Time HOW $14

AOSO Combt & Tad NOW $17 Cthulhu Live NOW $15 BURPS Gobims NOW $18 Paranoia Fifth Ed. NOW $20

AD&D DM Guide NOW $16 Castle Falkenslein NOW $19 GURPS Vehicles NOW $16 Pendragon 4th Ed. NOW S19

AD&O Monstr Manual NOW 520 Changeling HOW $21 GURPS Warehouse 23 NOW $15 Psychosis Ship Fools NOW $13

AD$0 Player Handbk NOW $20 Chill NOW $19 HarnWorld 2nd Ed. HOW $15 Robotech Invid Invsn NOW $11

ADSD Skill $ Powers NOW $17 Conspiracy X NOW $20 HarnPiayer NOW $15 Roboiech NOW $11

A080 Spells & Magic NOW $19 Cyberpunk 2020 NOW $17 Heavy Gear NOW $25 Robolech Sentinels HOW $14

AD60 ChrcIrGen Die NOW $6 Celestial Dice Mars NOW SS In Nomine NOW $25 Roboiech ZentaedI NOW $7

AD&D DM Screen NOW $6 Celeslial Dice Metcry NOW $5 In Nomine GM Pack NOW $13 RuneOuest 4ih Ed. NOW $19

ADSD Sea Devils NOW 517 Celestial OicoPlulo NOW SS In Nomine Limited Ed NOW $28 San/ar NOW $21

AD&D World BldrGde NOW $17 Celestial Dice Terra NOW $5 MERPEAccessryPek NOW $14 Shadowrun 2nd Ed. NOW $20

AD&D Birthight NOW $26 Celestial Dice Uranus NOW $5 MERPESofICOver HOW $17 Skyrealms Joiunc NOW $17

AD80 Dark Sun NOW $25 Celestial Dice Venus NOW $5 Macross 2 HOW $11 Species NOW $21

ADSD Forgo Rims NOW $25 Dragonlance 5th Age HOW $21 Mage End Ed. HOW $21 SlarWars Revised NOW $25

AD&D Planescape NOW $25 Eaiindawn NOW $25 Mage Chronicles 1 HOW $19 Traveller Aliens NOW $18

AD80 Ravenlotl NOW $25 Eanhdawn Compamo HOW SIS Mage Tarot Deck NOW $21 Traveller Starships NOW $18

Albedo HOW $18 Fading Suns NOW $22 Mechwarricr NOW $13 Traveller NOW $24

Albedo Bonus Pack NOW $30 Fantasy Earth NOW $12 Millenlum's End 2.0 NOW $17 Vampire Oark Ages NOW $24

Ars Magioa 4lh Ed NOW $26 GURPS Aliens NOW $14 Mutation NOW $30 Vampire End Ed. NOW $24

Ats Magica Faeries NOW $15 GURPS Autoduel NOW SIS Nephilim NOW $16 Werewoll NOW $24

Ais Magica Shaman NOW $10 GURPS Compendium NOW $18 Highlspawn NOW $15 Wrtchcratt NOW $20

Bubblegum Crisis HOW $20 GURPS Compndium2 HOW $18 Of Gods And Men NOW $22 Wrarlh NOW $24

COLLECTIBLE CARD GAMES
NOW $2 MTG Chronicles BP NOW S1 Monty Python SD NOW $9 StarTrekNGQ-ConlmNOW $2

Sallielech Starter NOW $8 MTG Mirage BP NOW $2 Monty Python BP NOW $3 Star Trek Slarter NOW $8

Dixie; Bull Run 1861 NOW $6 MTG Mirage SD NOW S3 On the Edge BP NOW $1 Star Trek TNG SO NOW $7

Or Who Booster NOW $2 MTG Visions NOW $2 On the Edge SD NOW $3 SUr Wars BP NOW $2

DtWhoSianer NOW SB MTG BP Homelands NOW SI SimCiiy BP Ltd Ed. NOW $1 SletWrs Emp StrkBkHOW $2

Great Daimuti NOW $5 MTG BP Fallen Empir NOW SI SimCily SD Ltd. Ed. NOW $S Star Wars SO HOW $7

llluininali BP NOW $2 Middle Earth Dragons 8PHOW $2 Star Trek Booster NOW $2 Tank Commander SO HOW $5

llluininali SO NOW se Middle EanhOrkMir1 NOW $2 Star Trek HG AllUnn/ NOW 52 Wyvern SD Ltd Ed NOW $2

MTG 5th Ed BP NOW $2 Middle Earth Wi/rd Bl’NOW S3 Star Trek HG BP NOW $2 X-Files NOW $2

MTG 5th Ed SD NOW $7 Uddle Earth WizrdSD NOW $9 Str TtkNGHdeck Ad V NOW S2 X-Fries NOW $9

SONY PLAYSTATION J SEGA SATURN J
Ogre Battle

Over Blooa

PGA Tout -97

Power Slave

Psyciiic Force

RayUan 2

Resident Evil 2

RevelallonsiPcrsctia

Shadow Warrior

Soul Blade

NOW S59

S Conquer HOW S52

War NOW S46

NOW $54

NOW $49

11«7 $54

NOW $4B

NOW $54

NOW $52

Lunacy NOW $49

Lunar Directors Cut 09/97 $46

Marvet Super Heroes NOW $52

Mechv/arrior 2 NOW $46

NBA Live 97 NOW $49

NFLOtrBacl<CluB'97NOW $39

NHL Breakawayos 10/97 $49

Panaer Dragoon 2 NOW $36

Propaganda 02/98 $54

HOW $49

08/97 $54

0SI97 $52

HOW $29

HOW $199

09/97 $50

NOW 549

NOW $39

HDW $44

HOW $44

. , HOW $46

tcepted. Checks held 4 weeks MONEY ORDERS

'

approximate, not guaranteed, and subject
’ '

Imal, Call tor details. Shippingand bandlniyuiKu

m’ charge is charged once lor each Item ordered

liscriplmn to Compiiler Games Strafegy Plus Mag

'ECSTATICA ir Your desperate struggle against the farces <

of chaos v/ill pit you against a relentless enemy in a world I

of magic, mysterious traps and diabolical danger. You’ll

reed wits, cunning and expert swordsmanship to defeat the (

evil nemesis. Let's hope you don't pass out at the sight of
j

blood.

Psygnosis (Adventure)

Release DateiNOW PC CD $47

'IMPERIALISM' Is a multilaceted resource manage-

ment strategy game set in a fictional 19th century,

Earth-like world. In order to achieve victory, you

must develop your country’s infrastructure and by

devor economic, diplomatic and military resources,

maneuver your position of dominance,

SSI (Strategy)

Release Date: 09/97 PC CD $42

'DARK REIGN’ In the 27th century, the Imperium with con-

trol of precious water resources commands the fate of a

1,000 v/orlds. The Freedom Guard altempls to break the

Imperium's grip on the galaxy and the water supply. 'ifl

Activision (Strategy)

Release Dale: NOW PC CD $46

'ULTIMA ONLINE’ allows literally thousands of peo-

ple to exist simultaneously in the same fantasy

game world over the Internet. Engage In battles with

other players, take on perilous quests or chat in a

tavern over a goblet of virtual wine. Pre-order now

an d
,

rece ive.treg.map, print a rt), Keyc.hain,

Origin (Roleplaying)

Release Date: NOW PC CD $42

'STAR CONTROL 3' The fabric of the universe is crumbling

and it's up to you to find the answer somewhere in the

unexplored reaches of the Kessarl Qudrant. You're in con-

trol of a star fleet, searching hundreds of planets.

Accolade (Strategy)

Release Date: NOW PC CD $28

‘ARMORED FIST 2' Experience ground combat

as the Army's newest tanks fear across 30 Voxel

Space where the sense of realism and accuracy

v/ill not be duplicated. Sit In on live action mis-

sion brielings and actual footage of armored

vehicles.

Novalogic (Simulation)

Release Dale; NOW PC CD $49

'BETRAYAL IN ANTARA' An Emperor faces a crumbling

infrastructure where bribery, intrigue, nepotism, deceit

and assassination run rampant, Command four main

characters and develop their skills as you talk v/ith, fight,

help, and hinder various Empire inhabitants.

Sierra (Roloplaying)

Release Dale: NOW PC CD $47

'STAR WARS’ This roleplaying game plunges you

into the breakneck thrills and pulse-pounding

Release Date: NOW RPG $21

'MAGIC THE GATHERING 5TH EDITION’ This deck contains 60
'

tradable game cards, randomly assorted, plus a rule book. Ei

player must have a deck. This deck may be enhanced with more
;

cards sold In booster packs.

Wizards of the Coast

Release Date: NOW CG $7

•THE LOST Vt (' Take on the

or. t-rex, or a

’ way through

1 the carnivo-

Sega (Adventure)

Release Dale: 08/97 SAT $46

SYNDICATE WARS’ Your tn

into a room, ventilating any d|

ing" useful people to join the Syndicate. Alien ai

found, and the Church of the New Epoch rises a{

system. No matter which side you are on, it v/ill lal

you are to lake

Electronic A
.

i (Strategy)

NOWPSX $44

>46 Legend ol Oasis HOW $16 Worldwide Soccer 2 NOW $46

tS UNDER $200 SAME AS CASH COO $8. Piiu. availability, ollei subieci to change

ianpeaianyUme._Ha.toreof0efsmayrequ,te_aMjiio,nal5hi^^^^le. Hardware orders may require addrlronal shipping and handling c

jil Oh a pet order, pet shipment, and per item basis. The "per order" . .

rrytime. Release schedules

s. Deiecuves replaced wrth

a IS charged once per order p
ich United Siales Old---""
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FREE PRODUCT NFORMATION
r’S AS EASY AS 1,2,3

1 . Till in your name and address and ciieck olf

your answers lo the seven research queslions.

2 . Circle lire numbers on the card llial ooiiespund to

the ads or articles you'd like mote iiilaimalion about.

CIRCLE FOR FREE INFORMATION Void after November 30, 1997

001 002 003 004 005 006 007 008 009 010 Oil 012 013 014 015 016 ni7 018 019 020 021 022 023 024 025m 02/ 028 029 030 031 (132 (133 034 035 036 03/ 038 039 040 041 042 (143 (144 045 046 04/ 048 049 050
(hi Ub2 0b3 084 055 056 (15/ (158 059 060 061 062 063 064 065 066 06/ 068 1169 0/0 0/1 0/2 l)/3 0/4 0/5
O/H ()// (1/8 0/9 080 (181 082 083 084 085 086 08/ 088 089 090 091 092 093 094 095 096 09/ 1)98 099 100
1(11 1(12 103 104 105 106 10/ 108 109 11(1 111 112 113 114 115 116 11/ 118 119 120 121 122 123 124 125

120 12/ 128 129 130 131 132 133 134 135 136 13/ 138 139 140 141 142 143 144 145 146 14/ 148 149 150
1b1 1b2 153 154 155 156 15/ 158 159 160 161 162 163 164 165 166 16/ 168 169 1/0 1/1 1/2 1/3 1/4 1/5

1/6 1// 178 1/9 18(1 181 182 183 184 185 186 18/ 188 189 190 191 192 193 194 195 196 19/ 198 199 200
201 202 203 204 205 206 20/ 208 209 210 211 212 213 214 215 216 21/ 218 219 2211 221 222 223 224 225
226 22/ 228 229 230 231 232 233 234 235 236 23/ 238 239 240 241 242 243 244 245 246 24/ 248 249 250
261 2b2 253 254 255 256 25/ 258 259 260 261 262 263 264 265 266 26/ 268 269 2/0 2/1 2/2 2/3 2/4 2/5

2/6 2// 278 2/9 280 281 282 283 284 285 286 28/ 288 289 290 291 292 293 294 295 296 29/ 298 299 30(1

:i()1 302 303 304 305 306 3(1/ 308 309 31(1 311 312 313 314 315 316 31/ 318 319 32(1 321 322 323 324 325

:S2H 32/ 328 329 330 331 332 333 334 335 336 33/ 338 339 340 341 342 343 344 345 346 34/ 348 349 350
3b1 3b2 353 354 355 356 35/ 358 359 360 361 362 363 364 365 366 36/ 368 369 3/0 3/1 3/2 3/3 3/4 3/5

3/6 3// 378 3/9 380 381 382 383 384 385 386 38/ 388 389 390 391 392 393 394 395 396 39/ 398 399 400

l.-Wbel Is the hlghesl level oleducallonllial

yoitompleled? (Check one only)

Ol.aSomehiQhscliool or less

(Check on

OI.DOncea

games? Name CGW 8/97-4

I

Hflh Sohoo 02 , nonce every two I( \—
M.DOr
d4.n0f

OS.DOr
Oe.DOr

(Check all that apply)

I) hauseholPI lavorlle type

Youtsell Oltier I Other 2

4. Do MU own (Dt plan la bey In ne

a CD-ROM? (Check one only)

fll.DOwn

02- Plan to buy (6 months)

01. Strategy

02. War/Military

03. Role Playing

04. Srain Teasers

05. Card

06. Sport

07. ActioiVArcads

06. Educational

Title

I - :

Telephone

. I

Company Name

I
:

^
: 'ill

Address

I ^ ^

'

'

I

City

I

Stale Zip

I

4. Please send me a one-year (12-issue) subscription to Computer Gaming World torS27.94

(U.S. price): all other countries add S1 6.00 for additional postage.

In a Hurry? Fax This Card To: 609-829-0692



FOR QUICKER RESPONSE

FAX TO .

(809) 829-0092^^^

BUSINESS REPLY MAIL
FIRST-CLASS MAIL PERMIT NO. 816 RIVERTON, NJ

POSTAGE WILL BE PAID BY ADDRESSEE

NO POSTAGE
NECESSARY
IF MAILED
IN THE

UNITED STATES

PO BOX 10126
RIVERTON, NJ 08076-8626



ADVERTISER INDEX
I^FREE KFREE 1

Ir.s.# COMPANY PRODUCT PAGE R.S.# COMPANY PRODUCT PAGE 1

’IS Access Software, Iiic. Links LS 175 104 JavaSoft Javal'echiKilogies 10-11

290 Accolade jackNicUaus 2-3 69 Looking Gtas.s Tedinologies Flight Unlimited 89

296 Accolade legends '98 C5-C77 118 LucasArts Rntertainureut Company Outlaws 162-163

145 Aclisisioii BkwdOmen 54-55 174 MaloFiltt) Time Warriors 62

148 AclKisioii Darkl^eign 190-I9! 259 Matrox Graphics, Inc. Mystique 113

109 Actiwion Hgliter Squadron 98-99 256 Maxis Streets of SimCily 167

141 Activision 1 lexer) 11 8-9 255 Mads TonyLaRussa4 178-179

368 .Activision lt)terslale76 57 100 Micron Electronics, Inc. Millennia 114-115

146 Activision ’rwniiisens Odyssey 34-35 152 MicroProse Magic: The Gathering 203

106 A'llTechnologics All Plays for Kccjis 29 71 MicroProse X-CO.\lApocal)psc 195

168 Avsilon i 111! Game Company .AciiluugSpilfire 15 Microsoft AgeofEmpircs 16

82 Ba?«)ka(SAS) Drowned Cod 119 131 Mind.scape Creatures 207

266 BliJ7ard Kntertaininent Starcraft 13 45 MPACr 3D Speakers 125

175 Blue Byte Software Extcme.AssauIt 154-155 143 New World Computing Heroes 11 Expansion 104

153 Brodeibund Take No Prisoners 165 144 NewWorld Computing iMight&MagicM 30-31

289 Brodcrbuiid Warbrcfds 197-199 OIUCIN Systems, Inc. Ultima Online C8

151 Brodeibund Warlords 111 74-75 115 Panasonic Golden Gate 186-187

61 CH Products CFiFautilyv\ci 95 Panasonic Postal CD-Roin 79

68 Chips & Bits wsvw.cdrrjag.coni/cliips.html 245-247 136 Playmates Interactive Faitertaiiinient Meat Puppet 37

Cimis Logic MonsterTnrck Madness 212 284 Psygt]Dsis Fomiula lAVipc OutXL 218

101 CodeFusion Muzzle Velocity 204 285 Psygjtosis IhuuderTruck Rally 225

78 Creative Labs, Inc. Sound BlasterAWE 64 Value 73 169 Quarterdeck QEMM97 248

133 Ctyo Interactive Entertainment Atlantis 137 112 K&G Games Used Game Software 252

129 Cryo interactive Entertainment Dragon l>orell 139 170 Recompute Gamester 45

113 Cyclone Studios Uprising 168-169 267 SegaSoft Heat 224-225

Diamond Dianioiid 3D Audio 129 360 SegaSoft Lose Your Marbles 100

288 Digital Equipment Corp Alpha Chip 216-217 155 Sierra On-Line Betrayal inAntnra 18-19

62 Discovery Comiiiunications, Inc. Discovety'CD-BOM 237,239,241 361 Sierra On-Line FYont Page Sports; Golf 180-181

233 Fairtli Link Arena 81 364 Sierra On-Line Mask of Eternity 142-143

275 Eidos Coiuiue,vt Eartli 46-47 363 Sierra On-Uiic Nascar2 69

276 Eidos Deathtrap Dungeon 48-49 369 Sierra On-Line Outpost 11 4-5

274 Eidos nvingNi^tmarcsIl 86417 371 Sierra On-iJne Trophy Bass2 177

273 lilidos Teriacidc 51 125 Sir-Tech XTire 240

279 Eidos Toinl) Raider 50 185 Software Source PC CD-ROM Games 252

183 ElectronicArts 688i 1 lunter/Killer 70-7!’ 374 Sound Source interactive Final Conflict 211

362 empire Interactive Entertainment I'ljing Corps 85 297 SouthPeak Interactive Temujin 21

257 Falcon -Northwest Falcon MACH V 102 247 Spacelcc IMC Coqjoration' SpaceOrb 90

105 Galevviiy2000 Deslirialion 131-134 195 SIB Systems NFFRO 3D Multimedia /Ycceicrafor no

80 Cenclic Anomalies ChroiiX 43 234 Strategic Simiilnlions, Inc. Dark Colony 158-159

365 GT Interactive Software Shadow Warrior C2-C4.I 239 Slralegic Simulations, Inc. Imperialism 103,105.107

241 Infirvite Monkey Systems Baseball Mogul 124 235 Strategic Simulations, Inc. Pacific General 208

172 Intcractive.Magic Great Battles ofAlexander 23 236 Stratege Simulatioas, Inc. Panzer General II 185

171 Interactive.Magic tF-22 Raptor 92-93 237 Strategic Siniulaliotis, Inc. TheArdennes Offensive 238

73 Intergraph Computer Systems Itrtetisc 3D 59 254 Take 2 Interactive Software Black Dahlia 248

74 Intergraph Computer Systems Intergraph Computer Systems 126-127 127 THQ I’ax Imperia 215

76 Interplay Productions, Inc. Baldiir's Cate 25 161 TliundcrScat Technologies IhuiiderSeat 101

67 Interplav- Productions, Inc. Carmagedan 40-4! 40 United CD-ROM Mail Order Products 253

262 Interplay Produetions, Inc. Die By the Sword 233
•

\Argin Inleraclive Entertairrnrent Lands of Lore; Guardians of Destiny 60-61

354 Interplay Ihxxluctions, Inc. F'alluul 64-65 Virgin Inleractive Entertainment SabreAce 97

59 Interplay Producliorrs, Inc. Star Trek Starfleet Academv 140-141 72 W'izardWorks Group, Inc. Ciyptic Passage 171

263 Interplay Productions, Inc. VRB^iscdiall 172-173 66 WizatdWorks Group, Inc. CameWizards 106
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R&G GAMES
PO BOX SOOa Glendalo Hts, IL 60139

We Buy & Sell New & Used IBM Games
Cal 1-800-52S*GAME Cmwla 630-9aO-9995FB< 630-980-9996.

Emal rsganics@aoI.coni. More games in slock cal for prices

"^sed Games*

AK64D Longbow CD
Caesar 2 CD
Civilizalion 2 CD
Convnand&Conquer CD
Com & Con Covert Ops CD
Com & Con Rod Alert CD
Crusader No Rogrcl CD
Crusader No Remorse CO
Oi^ CD
DaggcrfalCD

Dark Forces CD
Deadly Games CO
Eradicator CD
Fable CD
Fantasy Genera! CD
Frt Pg Sp Baseball 96 CD
Gabriel Knight 2 CD
Gene Wars CO
Grand Prix2CD

Heroes ktght&kiagic CD
HorcnsMghl&Ma9c2CD
HoxonCD
Interstate 76 CD
Lords oftho Realm 2 CD
Madden 97 CD
Magic Iho Gathering CD
Masters of Orion 2 CD
Mochwanior 2 CO
NHL 97 CD
NcmosisCD

NonnaBy CO
$24 Pandora's Dircctrvo CD
$22 Phantasmagoria 2 CD
$26 Pmiatcor2CD

$29 Ouost for Glwy Anthology

$12 ShivDra2GD

$30 Star Control 3 CD
$22 SlrifoCD

$18 TmclapsoCD

$29 Torrln's Passage CD
$30 Triple Play 97 CD
$22 UnderaKiSngMoonCD

$22 US Navy Fighlers Gold

$20 Warcrafl2CD $27

$29 Wing Com KarathiSagaCD $29

$22 Wing Commander 4 CD $26

$18 Woodruff &SchnibbIe CO
$22 ZCD
$15 ’"’New Games""
$25 Command & Conquer Gold $39

$16 Independence Day 4 CD $37

$32 lntcrslato76CD $36

$20 KKND CD $37

$29 Ma^thcGathervigCD $39

$29 Power F-1 CO $39

$25 Privateer 2 CD $37

$29 Road Rash CO
$25 Stvvars2CD

$24 Quake CD
$22 Timo Commando CD
$24 Trophy Bass 2 CO

$24

$20

$25

$39

Want to sell us your games: Thqy must be complele with onginai

boxos, CD's & manuals (NO COPIES) in good conddion. workng.
scratch & virus free. Cal, fax, email or wide for prices before sendhg
games After you gel prices, pack games in a box wHh a note including

mo Year. Any unacceptable games wil be returned at vour expense nw
$5 UPS per box. Above prices subject to change & avad^ldy.
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HALL OF FAME

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.

INDUCTION CEREMONY

P
A

:

Panzer General

SSI, 1994
. ANZER General remains the most

I entertaining operational-level WWIl

wargame to this day. Other

wargames otter more options, more

realism, or tougher Al, but Panzer General's over-

all package established a new benchmark tor wargames. The

game was attractive and addictive from the start, and it developed a strong

following. Until the release of Steel Panthers in 1995 (also by SSI), Panzer

General dominated the top wargame slot in CGH/'s Top 100 Poll, and it

sold more copies than any previous wargame. PG became one of SSI's

major profit centers, fueling a number of projects including Steel Panthers,

Age of Rifles, and Panzer General II.

The game offered 38 excellent scenarios from either Allied or German

command, but oniy by embarking on one of the German campaigns could

you hear the stirring voice-overs from high command. The narrative served

to familiarize you with Panzergruppe ethos, while outlining the strategic

objectives and introducing one of the game’s unique facets: prestige. By

seizing objectives early or winning a "Major Victory” you received more

prestige, which enabled you to purchase more units and even allowed you

to make key deoisions in the war.

The concept of prestige also allowed scenario branching, which took

you in different directions pending the outcome of the battle. Major victo-

difficult scenarios. Through it all, your orders from the German high com-

mand kept you coming back for more.

Panzer General’s graphic presentation was also unique. Brushing away

traditional wargame counters. SSI's Special Projects Group devised a minia-

tures look that minimized abstraction. The action unfolded on the most

attractive maps of the European theater then seen in an operational-level

computer wargame. Combined with an interface that is elegance redefined,

the gameplay became a wholly engrossing, high-stakes chess game of

strategic move and counter-move. The SSI team added further graphical

Immersion with inset blow-ups and audio cues depicting combat.

Panzer General’s Al posed a stiff challenge to less-experienced Panzer

pushers. Also, the Al was varied enough to offer hundreds of hours of game-

play. The Panzer General team carefuly recreated each country’s strategy, from

Sealion’s iDndon fortress to Russia's winter counterattack.

Taken as a whole, Panzer General does more than offer an engrossing strate-

gic challenge. It succeeds brilliantly at putting you in the boots of Guderian or

Rommel, and forces you to devise the best combined-arms tactics. Should I

lead with Infantry or armor? Which units are best in what order to breach

enemy lines? After just a few days, players learn how to maximize damage while

allowing minimum casualties—the essence of good military planning.

For its many innovations, elegant Interface, beautiful graphics, and

wholly absorbing gameplay we proudly Indoctrinate Panzer General Into

the Computer Gaming World Hall of Fame as an outstanding example of

wargame design.

ries led you to greater glory while

minor victories (or losses) resulted in

a downward spiral of ever more I
Modern Inductees

Inductees Prior To 1989

Bahle Chess (Interplay Productions, 1988)

Chessmastea (The Software Toolworks, 1986)

Dungeon Master (FTL Software. 1987)

Earl Weaver Baseball (Electronic Arts, 1986)

Empire (Interstel, 1978)

F-19 Stealth Fighter (MicroProse, 1988)

CEnYSBURc: The Turning Point (SSI, 1986)

Kampfgruppe (Strategic Simulations, 1985)

Mech Brigade (Strategic Simulations, 1985)

Might & Magic (New World Computing, 1986)

M.U.L.E. (Electronic Arts, 1983)

Pirates (MicroProse, 1987)

SimCity (Maxis, 1987)

Starflight (Electronic Arts, 1986)

The Bard’s Tale (Electronic Arts, 1985)

Ultima HI (Origin Systems, 1983)

Ultima IV (Origin Systems, 1985)

War in Russia (Strategic Simulations, 1984)

Wasteland (Interplay Productions, 1986)

Wizardry (Sir-Tech Software, 1981)

ZoRK (Infocom, 1981)

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 Civiuzation

(MicroProse, 1991)

Falcon 3.0

(Spectrum HoloByte. 1991)

The Secret of Monkey Island

(LucasArts, 1990)

Front Page Sports Football Pro

(Dynamix, 1993}

Their Finest Hour

(LucasArts, 1989)

Gukship

(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, 11, & 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)
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Computer game programs have grown so massive, and the

number of hardware configurations has become so huge,

that incompatibilities and glitches are frustratingly common.

PATCHES

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-10 Cuba!: Faster Irame rates,

belter messaging, and better joystick

controls are but a lew of the improve-

ments to keep you in the air longer.

Age of Rifles VI. 4:

Commanders may now name play-

by-email files, and go into combat

with greater confidence that the

dreaded system freeze enemy will

not harass their flanks. For 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.

AH-64D Longbow Gold V1.04:

Fixes movie player and garbled

speech problem for the go/rf version

of this Jane’s combat sim only.

Air Warrior II Vl.Ola: For better

multiplayer furballs.

Battleground Shiloh VI. 1:

Winner of CGlVs best wargame is

improved even more by this latest

upgrade, which includes Al tweaks

and more realistic casualty rates.

Broken Alliance VI. 1: Latest

upgrade for HPS Simulations’ add-

on to Panthers in the Shadows.

Daggerfall Vl.07.213: Another

patch for Bethesda's RPG.

Diablo V1.03; All Dungeon

Dwellers will benefit from this patch.

No longer can illegal spells be cast

in town, and this patch ends dupli-

cate item generation at the

Blacksmith and Witch within the

same game. Game speed, latency,

and packet loss issues over the

Internet are also much improved.

Ghost Bear's Legacy VI. 1:

'Mechs will now move through their

normal range of motion using vari-

ous rudder pedal input devices.

Joystick throttle commands should

work as well.

iMlA2 Abrams for Win 95

VI.10: New treads for Interactive

Magic’s tank simulator.

Interstate 76 V1.05: More than

a dozen fixes make this the hippest,

baddesl multi-melee around-espe-

cially since the host no longer gels

double kills.

JetFighter III Update 1: New

wings for Mission Studios’ flight

sim, including better fhrottle/rud-

der/joystick calibration, support for

sound in Windows 95, sound board

autodefect, programmable joystick

buttons, and more. There are also

separate files available for

Thrustmaster support.

MechWarrior 2 For Mac: Mac

'Uech-meislers now enjoy support

for 603e and 604e processors and

additional joysticks.

MechWarrior Mercenaries

V1.06: Regardless of clan affiliation,

all will benefit from this latest

upgrade, which repairs more ’mech

deficiencies.

MOO II V 1.31: This latest in

galactic technology repairs much of

the damage to the diplomacy

model, as well as adding an initia-

tive-based system for ship combat.

NCAA Championship

Basketball: NEC Systems with

Alliance Pro Motion Video Cards

that are experiencing lock-ups will

find this more refreshing than a 30-

second timeout.

Privateer 2 The Darkening:

Since the movie is the best part of

the game, ifs nice that this patch

solves most of the video difficulties.

Third Reich V1.38:The latest

version of Avalon Hill’s WWII grand

strategic game in Europe.

Tomb Raider: The 3DtX support

patch is now final, and is complete

with mip-mapping and more hotkeys

WarCraft II Dark Portal

VI. 23 for Mac: if your Ore

grunts are “clipping" under System

7.5.5 or 7.5.3, this patch is as wel-

come as a new magic spell. It also

solves CD-ROM compatibility prob-

lems. audio feedback dilemmas on

Performa/LC 57x series Macs, and

a host of saved game difficulties. It

supports 256+ zones on an

AppleTalk network.

^ 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.apogee1.com

Avalon Hill: www.avalonhill.com

Bethesda: www.bethsoft.com

Big Time Software: www.bigtimesoflware.com

Blizzard: www.blizzard.com

Eidos: www.eidos.com

EA: www.ea.com

Epic MegaGames: www.epicgames.com

HPS Simulations: www.hpssims.com

id Software: www.idsoftware.com

Interactive Magic: www.imagicgames.com

Interplay: www.tnterplay.com

Jane's Combat Simulations: www.janes.ea.eom

LucasArts: www.lucasarts.eom

MicroProse/Spectrum HoloByte: www.microprose.com

Microsoft: www.microsoft.com

New World Computing: www.nwcomputing.com

,

Origin; www.origin.ea.com

Papyrus: www.sierra.com/papyrus

Sierra On-Line; www.sierra.com

SSI: www.ssionline.com

Talonsoft: www.talonsoft.com

Virgin: www.vie.com

> Glieck (OP new patches

on the demo disc.

\
Patches can usually be

downloaded from online

networks (such as

CompuServe and ZDNel),

from CGW's Web site

(www.computergainmg.

com), or from the individual

software publisher's Web

site (see listing below).
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THE COMPUTER GAMING POll • a monthly survey of cei/i/ subscribers

E
ach month, 2,000 CGW subscribers are selected at random to rate 100 computer games. The results o( that poll are combined with the results of

previous months to yield a cumulative average for the best plays in gaming. If you receive a ballot, please return it with your ratings so that other

gamers and game publishers can benefit from your feedback.

i

A TOP ACTION GAMES

1 Tomb Raider Eidos 8,45

2 Duke Nukem 3D SDRealms 8,42

3 Crusader; No Remorse EA/Origin 8.17

4 The Need For Speed SE EA 8.12

S Quake id Software 8,03

6 Crusader: Ho Regret EA/Origin 7.90

7 Pro Pinball Empire 7.64

8 The Need For Speed EA 7,57

9 Syndicate Wars EA/Bullfrog 7.36

10 Descent il Interplay 7.25

\ TOP ADVENTURE GAMES

Gabriel Knight 2 Sierra 8.31

Pandora Directive Access 8.31

Rama Sierra 8.12

4 The Neverhood Dreamworks 7.99

Circle Of Biood Virgin 7.69

Spycraft Activision 7.64

7 Larry 7 Sierra 7,54

8 Full Throttle LucasArts 7.53

Lighthouse Sierra 7.50

ID Zork Nemesis Activision 7,24

a

TOP CLASSIC/PUZZLE GAMES

u

You Don't Know Jack II

You Don’t Know Jack Sports

You Don’t Know Jack

Power Chess

Incredible Toons

incredible Machine 2

Monopoly

Mind Crind

Corel Chess

Baku Baku

TOP SPORTS GAMES

2 Daggerfall

3 Anvil Of Dawn

4 Albion

5 —
6 —
7 —
8 —

—
10 -

I

7.49

New World Computing 7.25

Blue Byte 6,11

TOP SIMULATION/SPACE COMBAT GAMES

2

Links LS

NASCAR 2

Access

Sierra

8.73

8,33

3 NHL '97 EA Sports 8.29

4 HBA Live ’97 EA Sports 8,20

5 Grand Prix MicroProse 8,17

6 FPS Football Pro ’97 Sierra 7.71

7 Tripleplay ’97 EA Sports 7.65

8 NASCAR Racing Sierra 7.63

9 FPS Football Pro 96 Sierra 7.57

10 NHL Hockey ’96 EA Sports 7.56

Wing Commander IV

MechWanlor 2

MechWarrior 2: Mercenaries

AH-64 Longbow

Silent Hunter

U.S. Marine Fighters

Warbirds

EF2000

Privateer 2

U.S. Navy Fighters

EA/Ongm 8.44

Activision 8.21

Activision 8.15

EA/Origin 8.13

SSI 7.93

EA 7.90

ICI 7.81

Ocean 7.74

EA/Origin 7,72

EA 7.60

TOP STRATEGY GAMES

1 V^rCraft II Expansion Disk Blizzard 8.95

2 Heroes 11 New World Computing 8.87

3 WarCraft II Blizzard 8,85

Red Alert VirginAWestwood 8.85

5 Civilization 11 MicroProse 8.80

6 C&C: Covert Operations Virgin/Westwood 8.37

7 Command & Conquer Virgin/Westwood 8,32

8 Civilization 11: Scenarios MicroProse 8.15

9 Heroes Of Might & Magic New World Computing 7,95

10 Jagged Alliance: Deadly Games Sir-Tech 7.90

ii TOP WARGAMES

Steel Panthers Campaign Disk SSI 8.76

2 Steel Panthers il SSI 8.52

3 Steel Panthers SSI 8.44

4 Battleground: Antietam TalonSoft 8.13

5 Battleground: Shiloh TalonSoft 8.10

6 Tigers On The Prowl 11 HPS 7.86

7 Battleground: Waterloo TalonSoft 7.72

Battleground: Gettysburg TalonSoft 7,52

Robert E. Lee: Civil War General Sierra 7.46

U2_ Age Of Sail TalonSoft 7,08



TOP 100 GAMES
r

Lords Of The Realm II Sierra ST 7.64

52 NASCAR Racing Sierra SP 7.63

53 U.S. Navy Fighters EA SI 7.60

54 The Need For Speed EA AC 7.57

FPS Football Pro ’96 Sierra SP 7.57

56 NHL Hockey ’96 EA Sports SP 7.56

57 Flying Corps Empire SI 7.55

58 Larry 7 Sierra AD 7.54

59 Full Throttle LucasArts AD 7.53

NBA Live ’96 EA Sports SP 7.53

61 Battleground; Gettysburg TalonSoft WG 7.52

62 Fantasy General SSI ST 7.51

Advanced Tactical Fighters EA SI 7.51

64 Lighthouse Sierra AD 7.50

65 Daggerfall Bethesda RP 7.49

66 FIFA 97 EA Sports SP 7,48

67 F-22 Lightning II Novaiogic SI 7.47

66 Robert E. Lee: Civil War Genera! Sierra WG 7.46

Power Chess Sierra CP 7.46

70 CivNet MicroProse ST 7.45

71 PGA Tour Golf 486 EA Sports SP 7.44

72 Tony LaRussa 3 ’96 Stormfrorrt Studios SP 7.41

73 Syndicate Wars EA/Bullfrog AC 7,36

74 Magic The Gathering MicroProse ST 7,35

75 M.A.X. Interplay ST 7.28

76 Anvil Of Dawn New World Computing RP 7.25

Descent II Interplay AC 7.25

78 Zork Nemesis Activision AO 7,24

Road Rash EA AC 7,24

80 Jetfighter III Mission Studios Si 7.23

Virtual Pool Interplay SP 7.23

82 Incredible Toons Sierra CP 7.21

83 MissionForce Cyberstorm Sierra ST 7.20

64 Toonstmck Virgin AD 7.17

65 Terra Nova: Strike Force Centauri Looking Glass AC 7.15

System Shock EA/Origin AC 7.15

87 Magic Caniet 2 EA/Bullfrog AC 7.12

88 Hexen Raven/id AC 7.11

89 Hind Interactive Magic SI 7.10

90 Air Warrior 11 Interactive Magic SI 7,08

Hyper 3D Pinball Virgin AC 7.08

Incredible Machine 2 Sierra CP 7.08

Legends Of Kyrandia 3 Virgin/Westwood AD 7.08

Age Of Sail TalonSoft WG 7.08

95 Flight Unlimited Looking Glass SI 7,04

96 Star Trek: TNG, Final Unity Spectrum Holobyte AD 7,03

97 Phantasmagoria Sierra AD 7.02

98 Stars! Empire ST 6.99

99 Monopoly Virgin/Westwood CP 6.89

Mind Grind Microforum CP 6.89

K 1 WarCraft II Expansion Disk Blizzard ST 8.95

2 Heroes II New World Computing ST 8,87

3 WarCraft II Blizzard ST 8.85

Red Alert Virgin/Westwood ST 8.85

5 Civilization 1! MicroProse ST 8.80

If 6 Diablo Blizzard RP 8.79

Steel Panthers Campaign Disk SSI WG 8.76

Links LS Access SP 8.73

9 Steel Panthers II SSI WG 8,52

irio Tomb Raider Etdos AC 8.45

11 Steel Panthers SSI WG 8.44

ir Wing Commander IV EA/Origin SI 8.44

13 Duke Nukem 3D 3DRealms AC 8.42

You Don’t Know Jack II Berkeley Systems CP 8.38

15 C&C; Covert Operations Virgin/Westwood ST 8,37

16 You Don’t Know Jack Sports Berkeley Systems CP 8.33

NASCAR 2 Sierra SP 8.33

18 Command & Conquer Virgin/Westwood ST 8.32

^19 Gabriel Knight 2 Sierra AD 8.31

Pandora Directive Access AO 8.31

21 NHL ’97 EA Sports SP 8.29

22 MechWarrior 2 Activision SI 8.21

23 NBA Live ’97 EA Sports SP 8.20

24 You Don’t Know Jack Berkeley Systems CP 8.19

25 Grand Prix 2 MicroProse SP 8,17

Crusader No Remorse EA/Origin AC 8.17

27 Civilization 2: Scenarios MicroProse ST 8.15

MechWarrior 2: Mercenaries Activision SI 8.15

29 AH-64 Longbow EA/Origin Si 8,13

Battleground: Antietam TalonSoft WG 8.13

31 Rama Sierra AD 8.12

The Need For Speed SE EA AC 8.12

33 Battleground: Shiloh TalonSoft WG 8.10

34 Quake id Software AC 8.03

35 The Neverhood Dreamworks AD 7.99

36 Heroes Of Might & Magic New World Computing ST 7.95

37 Silent Hunter SSI SI 7.93

38 U.S. Marine Fighters EA SI 7,90

Crusader: No Regret EA/Origin AC 7,90

Jagged Alliance: Deadly Games Sir-Tech ST 7,90

41 Tigers On The Prowl II HPS WG 7.86

42 Warbirds ICt SI 7.81

43 EF2000 Ocean SI 7.74

44 Privateer 2 EA/Origin SI 7.72

Battleground: Waterloo TalonSoft WG 7.72

46 FPS Football Pro ’97 Sierra SP 7,71

47 Circle Of Blood Virgin AD 7.69

48 Itipleplay ’97 EA Sports SP 7,65

49 Spycraft Activision AD 7.64

Pro Pinball Empire AC 7,64

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 Combat,

ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle, Games are retired after two years and become eligibie for the Mali of Fame,
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MARTIN CIRULIS

Whats the DefL
with...Style?

^
j m

S
tyle, Sometimes

you have it,

sometimes you

don't. Style is

that certain

something that

distinguishes one

computer game

from the rest, making it more than

just the sum of its parts. While it’s not

exactly radical to that games

benefit from having a style all their

own, it is usually (and often erro-

neously) seen as a chrome issue, as

opposed to being part of the sub-

stance of a game. While we are

trained almost from birth to distrust

flashy things as much as we desire

them, perhaps it is time to modify

our ingrained bias just a bit, and

begin to see style as a valid concern

in game design from the ground up.

To “serious" gamers, it may sound

like heresy to put such an unquantifi-

able concept up on the same

pedestal with such icons as gamepiay

and depth, but that kind of thinking

on a designer's part may be fatal to

many games, which start out as good

ideas, but fail to take today’s crowded

marketplace into account.

With the plethora of titles these

days, it is needlessly cruel to dis-

miss designers as unoriginal for

dishing out another flight sim or

real-time wargame. Guess what,

folks-when you boil gaming down

to basic concepts like that, there are

really less than a dozen odd “types"

of games out there! If people were

as judgmental about novels being of

the same “type," the written word

would have died out long ago. The

truth of the matter is that computer

gaming is doing well enough these

days that good games, guilty of no

crime but being uninspired, can eas-

ily be lost in the shuffle.

And m^be they should be. Maybe

it’s time that titles be judged a little

more harshly on style and concept,

instead of just mechanics.

>U It’s time

to modify our

ingrained bias

and begin to

see style as a

valid concern

in game

design, yy

Last year brought us a whole

load of car-combat games, for

example. While some, like

Necrodome, offered some interest-

ing twists, they were pretty much

unremarkable and quickly forgot-

ten. Should we have come to the

conclusion that car-wars computer

sims are generalty a bad idea? The

real lesson to be learned is that

games shouldn’t be created on the

basis of one guy turning to the

other and saying “Hey, let’s do

another deathmatch game...but this

time they’ll be in carsll!"

To illus-

trate how much

better things can be

when designers have a concept they

actually care about instead of a

bunch of game mechanics looking

for a trend to ride, I present Exhibit

A: Interstate ’76 from Activision.

Now, for all intents and purposes, all

we have here is yet another roadkill

game with graphics that are actually

a little cruder than the fluff that had

gone before. By gamepiay logic, this

one should be thrown in the bin, to

land on top of OEMOimoN Derby and

Screamers.. .but one thing above all

else makes l-’76 an easy call for a

future Hall of Fame induction cere-

mony: style. This game was execut-

ed with such clear and cool Vision

that it drips style from every pixel,

and thus has a shot at immortality.

The same can be said of earlier

games that had nothing spectacu-

lar going for them in terms of

original gamepiay. The original X-

COM was just a basic computer

version of the old Snapshot rules

from the original Tfaveler RP6...

but the very cool paranormal-chic

that went into every aspect of the

game made it a classic easily as

much as the clean interface and

elegant design did. Unfortunately,

the first sequel (and probably the

second) will not burn half as

brightly as time goes by, because

they simply have a deficit of style.

The game is pretty much the

same, but the Vision just isn’t

there. This is the difference

between a person and a robot.

Projects have to come from the

design team up, not from marketing

down. With today’s incredible devel-

opment curve—even for a crappy

game-there is no use wasting

money trying to saturate the market

with soul-less, meaningless, real-time

sci-fi wargames or Civ-esque God

games or MvsT-y Adventure games

or whatever else is deemed "Hot"

during a given year.

And the final sad aspect of style is

that the more crowded your genre is,

the more you will need style just to

break even. M.A.X., from Interpl^,

when pl^d patched, is a line little sci-

fi wargame and is easily recommend-

able for a long shelf life. But unfortu-

nately for everyone who must haw

worked so hard on it, the plague of

C&C clones has raised the style-ante

so high on a real-time sci-fi base-build-

ing/tactical combat game that M.A.X.

simply lacks the style necessary to rise

abwe the chaff out there. Red Alert

succeeds as a sequel as much due to

the fact it is “about" something as it

does because maps are bigger and

the scenarios more complex. Any real-

time game without a strong sense of

identity and style will simply fade into

yesterday’s monotone glare.

So although “serious" gamers and

Company Budget watchers often con-

sider style to be the icing you throw

onto a game if you have the time, it is

becoming more and more the factor

that decides if all the time and trouble

were worth it in the first place. %
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GAMES...
“The freshest premise of any
computer foothall game in years.”
- Computer Gaming Woriti

“(Legends) has an incredihie
iook and feei...top-notch...

gamepiay and game mechanics
are cutting edge.”
-M3

“One of the top five most
anticipated titles of 1997.”

- George Jones C/Net

“Graphically appealing and easy to

control...staclfs up with the best
foothall Sims around!”
- On Line Gaming Review



You want stats? You got stats!

Track over lOO different

categories in singie game
or fuil season play.

Make your own plays and create

your own players with the best

Play Construction and Team
Editor ever made!

Amani Toom,ef ^
1 .;

David Brown

"...impressive strategic richness...

beautiful graphics and solid gameplay.

-Computer Gaming World

FOOTBALL.
Download the demo today at WWW.aCCOlSdO.COIII
To order direct, call 1-800-245-7744
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It's not always sunny on the

gridiron ~ battle it out in snow,

sleet, and rain. You'll have to

adjust your gameplan to win.

20~man rosters require most

of your players to play both

offense and defense. Get

ready to use Dan Marino as

a defensive back or Junior

Seau at running back!

The football is larger and
harder to throw. Do you take

a chance on the pass or grind

it out with a running attack?

Rules favor the running
game.

Coal posts were placed in

the front of the end zone. The

"Post” pattern was commonly
used to run defenders into

the posts for an easy touch-

down reception.

Build a football dynasty like

Dallas or San Francisco. Draft,

trade, and manage players

throughout entire careers!

Advanced A. I. with team specific

styles and coachiny strategies

Intense multi-player action usiny

the Gravis Crip Multi-player adapter

"Time Travel” with teams to create

fantasy matchups

Action and Coach Mode play

Play a little rougher on the

receivers. You can hit them
anywhere on the field until

the ball isthrown...and it's

all legal!

Players like Dick Butkus ruled

the gridiron, paving the way
for the modern-day player.
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PLAYERS

legondoFoothoIl '9B wdLogondg Fiiatiia]l ore Irademarka ol Accolado, Inc. 1997 Accolade, Inc. All RJghto Raaorved. NFL team nomas, logos, helmet deslgna, ondunllonn dealgnoaie Iradomarks of the team

Indlcalei NFL end Iha NFL Shield are registered trademarks ol the Notional FootbsU Laagua. The PLAYERS INC. logo is e trademark of the Nattanal Football League Players. This is an olllclally licensed product of

the National Football Leagvo Ftayara, NFL I’reperliee Inc., and the NFL Ouarterback Qub, Inc. NFLPA license valid for all modem playera and select era players only.

CIRCLE READER SERVICE #296
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Thousands

of

simultaneous

players


