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From the creators of the award-witmrng classic Ml Tank Platoon

comes the most realistic armored land combat simulation anywhere
in the world. Ml Tank Platoon 11.

• Everything here is hyper-ieal. The detailed cockpits, the thermal view, the trees,

the forests and even the helicopters that intelligently hide behind hills. In fact,

it’s as close as you can get to 70 different ground and air vehicles and their

weapons systems without being classified.

• You’re in complete control of four 1VHA2 Abrams tanks in both the gunner

and commander positions. Test your prowess in first-hand combat

or command formations by issuing battle orders and

setting waypoints from the map view.

• Command platoons in dynamic campaigns set

in Iraq, North Africa, the Russian Far East and

k Central Europe. Every mission is random and

dictated by your strategic mastery from previous

missions. The good news is as platoons experiena

tough combat, they'll serve you better.

• Faceoff against the enemy as you and your

fellow tank commanders engage in a multiplayer

battle that will blow you away.





Golf Game

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

Tee off with Jack on beautiful courses all

over the world. New 3D golfers - made
with a breathtaking 2000 polygons -

are the most lifelike and realistic ever

seen in a golf game. Pro golfers were

motion-captured to create incredibly

accurate swings.

And, going 3D means you can position

the camera anywhere, at any angle on

the course to make shots and watch

replays. You can even line up putts at

ground level for precise aiming.

Of course, this is still Jack's game and

he's waiting to tee off with you. An
all-new Al engine powers challenging

computer opponents who will try their

best to beat you on the links.

Even better, now you can play

uneven and sidehill lies. If you hit

a bad shot, you decide whether

to declare your ball unplayable

and where to take the drop.

Jack may be the greatest golfer

of all time, but this is still the

game that humbles all players.

FBaturingCBS
sportcastBr

G^McConfy
coforftif

commentary!

Play more than 100 courses

10 Courses included plus over

100 more available FREE via the

Internet! Jack Nicklaus 5 offers

more than any other golf game.

New for Jack Nicklaus 5 - Lake

Las Vegas, Ireland's Mt. Juliet,

and the exotic Hualalai of Hawaii.

^10
Rebate/Upgrade!^
For owners i

Jack NicklausiA
Links LS andi



Gives You Jack!
Praise for Jack Nicklaus^

irkirirk— Computer Gaming World "...impressive,..'— GOLFWEEK

Packed with
new features!
NEW 10 courses! More than any

other goif game including Lake Las

Vegas, Ireland's Mt. Juliet and the

exotic Hualalai.

NEW Grip it and Rip it. The new
MouseMeter"' gives you the real

feel of the swing or choose from

either the 2-Click or 3-Click

standard meters.

NEW Gary McCord. Hear the sharp

and often hilarious commentary of

this renowned CBS sportscaster.

NEW Lifelike 3D golfers modeled

using the most advanced motion-

capture technology for incredibly

accurate swings.

NEW Artificially Intelligent

computer golfers challenge you

on the links. Play against opponents

who will try to beat you every

time you tee up.

NEW TVCam™ lets you position

the camera anywhere on the

course to aim, play and watch

your shots.

NEW The course designer is more
powerful than ever. Import your

own graphics and design custom

courses.

NEW Find friends and other

players on-line to play against

with Accolade's new Game
Matching Service.

NEW Game physics now allow

for uneven and hillside lies as

well as ball drop feature.

NEW Fly-bys and detailed

commentary help your strategy

on every hole.

waving Pi" '^"9=

flaas and poles actually

SeinthUrectionof™
the wind to allow for

more precise aiming or

"ou? approach shots.

. VmiT Own C0UTS6S.

^tepowerful course designer

lets von import custom

graphics and create you

favorite courses.

Special Laptop

Version Included.

Grip It & Rip K-

MnuseMeter gives you
^

fte real feel of the svang.

Haditional 2-Chck and

3-Click meters are also

included for you to

choose flora.



THH-E aNl_Y HHULl-ES'

UNCCpUf^LCD
COfnf’flICaN eOlTOR

Canst|;uct individual

missions or entire

campaigns with unrivaled

options and ease, o

•

#
3 LlNitpue -Hi-ieN S<=’ecies

Whether you command the

nomadic Terrans, mysterious

Protoss, or voracious Zerg,

you must devise totally unique

strategies to master the

specialized units, abilities

and technologies sf each.

«

iNTeNSe lNTe«NeT COM^='CT^T^DN

Challenge the world with FREE*

access to Blizzard Battle. net'." Up to

8 player Internet support including

worldwide player rankings,

tournaments and challenge ladders.



ReVOLUT1QNfl«Y|pFeC1flL -EFFecxs

Real-time light sourcing, true line of sight and

an advanced translucency engine combine for

unparalleled visual and tactical realism.

,tY1ULTtf=‘L-E T+HeflTE-RS DF SETTLE
Engage in a.deadly mix of space combat,

planetary assault and covert base infiltration.

Command Ghost Espionage Agents, Protos%

High Templars, and Zerg Defilers as you seek

to conquer the galaxy. .
Player b responsible lor all applicable Iniemct l

regisleied IraPemeik ol Davidson & Associales,

GO TO #286 @ WWW,computergaming.com/infolink





Now Get Arcade Thrills

from a PC Graphics Card!

Pulling an Intense 3D

Voodoo graphics card in

your PC is like getting a coin-op

3D game arcade. With 3Dlx Interactive's

Voodoo Rush technology Intense 3D

Voodoo delivers everything you want in

a gome card. . . super 3D acceleration,

2D acceleration, DVD support, NTSC and

PAL output to television... and more!

Enhances More Games

\
3Dfx Voodoo Rush technology is the

popular standard and is widely supported

among game developers. In fact, more than

ISO new 3Dh supported games are expected

to he available by the end of this year!

Put an Arcade in Your PC!

Don't miss the arcade fun. Buy

Intense 3D Voodoo now from

your local computer retaileri Intense 3D Voodoo
delivers arcade-quality

3D graphics on your PC.

ass
issCopv;ight 1997lnteigrGptiCQrpofalion,

INTERGRAPH
COMPUTER SYSTEMS

www.intergraph.com

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



XAICE XHE GALAXY BY FORCEl

Conquer the galaxy through military action, diplomacy .or covert operations.

With Star Wars Rebellion, those are just a few of the ways to implement strategy

and tactics on a grand scale - with control of the Star Wars galaxy as the prize.'

Command the Rebel Alliance or the Galactic Empire. Engage in spg^gular battles.

Earn the. loyalty (or resentment) of some 200 planets. Play in real^mHjSijSingle play

mode or two player mode over a network, the Internet or dirmiB^^Bct. Is the

^orce'wilh you? Discover for yourself.

-.V. -1*% hfT\





The #1 CnnwMler Came Magazinci

Our own Dark Elf. Elliott Chin,

descends into Hell’s Kitchen to find out how

Blizzard plans to add more RPG elements,

while keeping the action as fast and furi-

ous as the original.

Whether your sports fantasies consist of robbing Wayne Gretzky

of a sure goal, slamming on Shag, or even gambling on 41h-

and'Qoal against the Steel Curtain, you’re sure to find some sat-

isfaction here. Join coach Jeff Green and his

all-star team as (hey separate the contenders

from the pretenders in PC sports.

BUILD YOUR DREAM MACHINE PC SPORTS SPECIAL SECTION

Diablo fans aren’t the only ones condemned to

hell. We all face the nightmarish prospect of

upgrading our rigs every few years. This month

we offer three different paths

to peak performance.

Regardless of your budget,

we’ll show you how to build a

gaming dynamo, whether

you’re upgrading or starting

from scratch.

il:F4 On Thin Ice? Try our Hockey Roundup

m Pigskin Pugilists: the Football Shoot-out

rm NBA Live 98

01 NBA Action

ni Sports Review Index

D ABL
What better cure for the

winter blues than the red-hot

fires of this sequel to CGW’s

1996 Game of the Year?

FEBRUARY 1998CCW



^ HARDWARE
News: 3D Ironworks, Hardware Pipeline,

Loyd Case

El Plextor Ultraplex CD-ROM Drive

El ATI All-in-Wonder Pro

113 Creative Labs DVD Kit

El KDS VS-19 Monitor

113 SC&T Force Feedback Wheel

COLUMNS

^ GAMER'S EDGE
E3 Jedi Knights

E3 Falleut

El Johnny Wilson

Scorpia

Death of the Dream

Lands of Lore: Guardians of Destiny

EI3 Martin Ciruiis What's the Deal With. ..Wrong Lessons?

[Our other columnists are on holiday this month.]

^ DEPARTMENTS

m On the CG-ROM What’s on the CD and How to Use It

El Letters Our Readers Speak Out

READ.ME News, Views, and the Latest Releases

Hall of Fame Greatest Games of All Time

Fil Top 100 Readers Rate the Top Games

Super Bowl Predictions Page 34

SIMULATIONS

STRATECY/WAR6AMES

CLASSICS/PUZZLES

im REVIEWS Opener

Abe’s Oddysee

IKil Postal

fFFl Chasm: The Rift

th'^l tVlageSlayer

m Uprising

IhT] Nuclear Strike

m Shipwreckers!

d Defiance

ff'i'ii'

d Ultima Online

d Meridian 59

d Dark Earth

m Byzantine

E3 Sabre Ace

ESil Armored Fist 2

EU Forced Alliance

EH Galapagos

E] Boggle

m
BB
SB
M
El
E3

Myth: The Fallen

East Front

Close Combat 2

Pax Imperia 2

Entrepreneur

NetStorm

Civil War Generals 2

FEBRUARY 1998 CCW
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ACT LOCALLY- KILL

KAME: Douglas McClure

HOHETOUN: Kokomo, IN

RANK IN NET FIGHTER; 1st

DEGREES EARNED: 235,000.

traded 27,500 to buy Quake"
in the HEAT store

USED TO SMILEANOmO
PEOPLE THEIO FOEHCH FOIES,

SECOETLYmUININeA GIANT
TARGETONEACH ONE’S CHEST
ASTHEYNALKEOTOTHE
KETCHUP STANO. AFTER I

PLAYEDOTHERSONHEAINET’S
NETnGHTER,IFELTOETTER
ANO SUDDENLYALL THE
TARGETSDISAPPEARED! ff

HUTVSER NANEtreniu

T8URNAHENT RECORD; 12-2

FAVORITE SPECIAL MOVE;

swinging knife decapitation

TRASH TALK EXCERPT:

“Now that's what you cail a super-

close shave!” iiK w
OTHER FAVORITE 4
GAMES ON

HEAT.HET;
\

*1
\Quake,"

Hexen II

T

Outlaws," Diablo,"

WarCraft 11"

NET HGHTER: THE ONLY FIGHTIH

LOCALLY~get the HEAT internet game network box at your local computer store! GLOBALL
you can divert your anger off the streets and onto the net against real, live peop

a



GLOBALLY ON HEAT.NET/

HEAT USER NAME: thunderhammer

TOURNAMENT RECORD; 9-3

FAVORITE SPECIAL MOVL
forked lightning kick

TRASH TALK EXCERPT; “Stop hitting

like a sissy girl!"

OTHER FAVORITE GAMES ON REAT.Nn;

Blood," Duke Nukemr Total Annihilation’

Shadow Warrior," Postal"

GAME ON THE INTERNET!!

log on to HEAT.NET NOW! Through HEAT.NET and the miracle of CyberDIverslon,

all over the globe! You’ll feel better, the whole world will feel better!

TAKE IT TO TKNET!

1998 SegaSolt Networks, Ine. HEAT, HEAT.NET, and Net Fighter are trademarks of SegaSolt Networks, Inc. All other product names are the trademarks of their respective owners.

NAME: Bill Shultz

HOMETOWN: Portsmouth, VA

RANK IN NET FIGHTER; 2nd

DEGREES EARNED; 1 97,500, traded

17,500 to buy Scud: Industrial

Evolution^'in the HEAT store

OSlUSEBTOTAKEOUTHY
BULLETS, AHB OH EACHOHE

I

UOULO VBTTE THENAMEOFEACH
PEBSONOHNYBBS. THEMA
FBiENOSHOmHEICOULO
nBOEHYYIOLEHT OBOES IH
HnnOHnBBHHEAlHET
ABAINSTOTHEB PEOPLE THAHKS

TO HEAT, THE PEOPLEOHMYBOS
mHEVEBKHOHHOHCLOSE

THEYCAME! 99

GO TO #267 v.computergarrilng,com/infolinl<



AnCiEnttREfiSURES.

An AGE-OLD rriYStERY.

tHE OHLYtHinc missinc

is YOUR SOUL.

TemQjin, SaulhPeak. and ihe SojihPeak logo ars irademarks of SoulhPeak Inieracllve LLC.

Video Reality and the Video Reality logo are trademaiks ol SAS Institute Inc., used under license. www.sou
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STRATE6Y/WARGAMES

***** REVIEW • WARLORDS III

VIbr Is Heaven
SSG and Red Orb Team Up for a

Fantastic Return to the Warlords Universe

Price: S49.95

Minimum System

Requirements: Pentium 75,

Windows 95, 16MB RAM,

<tOMB hard-disk space, 4x

CD-ROM, 256-coIor SVGA

graphics, Sound Blaster 16

or 100-percent-compatible

16-bit sound card, 28Kbps

or faster Internet

connection.

Multiplayer Support:

Modem, direct connect (2

players), LAN, Internet (2-6

players).

Designer: SSG
Publisher: Red Orb

Entertainment

Novato, CA

(800) 548-1798

www.redorb.coni

Reader Service H: 342

by Tim Carter

I

iin the Critical enters <1

dark and mysterious

diingem. He encoun-

ters an aniiy of zombie

programmers, and is

vicloriousl He finds...a

gem. A big fat gem, ill

fact— one that will

keep him happy for, oh,

much more time than

lie hasasiiilable.

WarixjRDS hi, brainchild of tlie

crew at SSG and marketed

liirmigh Broderbund/Rcd Orb, is a

winner from tlie minute your fin-

gernails hit tlie cellophane wrap.

Based on one of the few strategy

game designs that desers'cs tlie

accolade "c!assic,"WARJX)RDSlll
"

brings \astly imptosed depth, replayabili-

ty, and nuance to an already successful

and enjoyalile game.

Warloiids Ifi follows the basic

turn-based system of its predecessors

for solitaire play, but offers simultane-

ous turns for those willi a hankering for

multiplayer mayhem with human

opponents. It ran smoothly and rapidly

on iny Pentium 120 and was fully func-

tional in Windows 95.

T'.,

•• •*,

.0

WAR IS HELL WARiDfos III is a lum-based fantasy wargame in vrhich combat is resolved i

a strategic scale, as in Civ, not in tactical mode, like MOM.

REIGN OF HEROES

True to tlie original, gaineplay in

W'arlorDS hi resolves around tlie con-

trol of fortified cities. Indisidual units

liave a dizzying variety of attributes and

abilities, and up to eight units may be

grouped to fonn an army. Heroes may

explore ruins for treasure or magical

items, perform quests for similar

rewards, and licstosv a number of impor-

tant combat bonuses to armies that

march under tlieir banner.

'Fhe command siruclure, which was

pretty dean in Warjxjrds I and II.

remains quite impressive- Moving

around tlie game will be simple even for

someone unfamiliar \silh the interface.

Uttle, if anylhing, seemed to have

been left out ofprevious versions, but

quite a bit lias been added krc. i’or

instance, some ofyour heroes, depend-

ing on their class, may now use magic to

au^uenl tlieir abilities, which furllier

depend on tlie race you are play ing.

Unlike past versions ofW'ARl.diiDS,

individual cities no longer produce dis-

tinct units, Each race now has a pool of

set unit types to draw on, consistent wifli

that races basic characteristics and atti-

tudes. Any given race may have eight

regular troop types, three mercenaries,

four liero classes, four magical allies, and

one boat unit.

TIk fir.sl lime 1 played this system, 1

felt a liny twinge of disappointment, Tlie

more limited armies tend to be a bit dull

after a while, and battles ov er castles

aren't as massive in proportion. But after

only a few games, I could cleady see tlie

wisdom of this design decision. By limit-

ing gamers to a consistent and fixed set

of troops, llie designers have grcally

exterKlcd\VABLOItD.s illhepiay value.A

game on the same map but wiili a differ-

ent race is, functionally, an entirely dif-

ferent ^me. Moreover, within each

game, each of the different races you

fight present a somewhat different

threat, based on tlie slrengtlisaiidwea

nesses of tlieir core units.

WARLORDS CUBED

hor those w ho love to mix and

match, the .scenario setup screen lets

you create your own race using any (

the preexisting units. You ate limited

only by the total number of differoit

unit types per race.

’Hk setup screen offers a huge nuir

her of otlier options that build replay

value as wdl —including a prohibition

on razing cities (an important issue

when playing against human oppo-

nents), an option tliat allows neutral

cities to grow in power ifattacked, aiK

random placement ofstarting cities.

Ill addition to tlie tweh-e preset sce-

narios. the game comes with a randon

scenario generator and— surprise-a

intricate campaign game.

As just one example of the playing

value in \V\RLORDS HI, the classic 111110

map from tlie original ^me is included

one of tile preset scenarios. This map

constituted the entire grme inW^R1^

Computer Gaming World doesn't



WARLORDS III • REVIEW

MIGHTY TIM Heroes play an important role in Warords

111. since they can hunt for treasure, embark on quests,

cast speBs. and bestow bonuses on your troops.

iilhoiil many of tlie rations and varia-

Rinailabic here. Yet. in WarlORITS ill

onstitiitcs a tiny fraclicKi of the com-

ic game. I'laving spent a ebzen or so

arson tlie llluria map already, 1 cansas'

h some certainty that gamers will not

iilvTun out of dungs to do with

viir)iUTS Hi.

iLL TO ARMS

Wlral \ou do in WariDIIDS III, of

urse. is fight. A lot. 'flie core

MUtiRDS combat system hasn't

anged in structure, but a wide range of

txlifying factors lias been added,

?
gamers more options when building

di annies or taking out the enerry. For

stance, individual leaders or unitsm^
intrihulc positive (to your side) or nega-

e (to your opponent’s side) modifiers,

while many units also

have special attributes

or abilities sucli as

assassination attacks,

arclxjry attacks, poi-

soning, and disease.

A major asset of

past Warlxirds games

was llicstiengthoftlK

/\I.WMiLORDSilli.sno

.slouch in ihb depart-

ment, although !

found the-psyeho”

level somewhat easier

than I would lave

e^pectcd for the most

difficult level. While tlw computer still

fails to manage its heroes ptoperiy {not

picking up treasure lying on the ground

when an enemy hero is lulled, and ignor-

ing some mins), it has become much

mote adept at knocking offyoirrlicroes.

particularly ifyou leave them exposed,

I was especially inijiressed when the

Al, during the fifth or sixth scenario of

'

the campaign, made a systematic effort

to kill off the heroes 1 had been careful-

ly nurturing into powerful higlier level

paladins and mages, Tlie computer will

also raid your home territory frequently

and is not averse to scorched-earth

tactics ifitstartstolose.

According to the manual {generally

well done and useful for learning llie

game and for reference), the diplomatic

system has been tweaked considerably

from earlier versions. I must admit that

I didn’t find much funclional difference

in tlie new routines-. 'Hie computer play-

ers tended to fight amongst tliemscKes

until 1 had become the biggest single

power on the mii|). at which [loint they

ganged up on me.

FRIENDS AND FOES

/Mongwilh the campaign game, the

^'atest addition to WarlORITS III is the

multiplayer option. Playing via tlie

Internet or a LAN, up to six players can

compete in a real-time/simultimeous

turns mix. Chasing down enemy licroes

and deciding tlie orrler in which to

move—and saving reserves to react al

tlie Iasi second— are now key decisions

when playing against Ihe opponents.

lliis game has little to dislike. If the

premise doesn’t interest you, you may do

better shopping elsewhere, but for fan of

fiinlasy and strategy, or just strategy for

that matter, WaRJX)RDS III is a winner

from the tiniest clven scout to its

Selentine elephant sliock cawilry. %

APPEAL: Anyone who likes strate-

gy games.

PROS: Fun; ultra-

1

clean; tons of 'a'
replay value; great

cami^gn; multi- ^
ptayer support V
COi4S: We're

still looking.

Campaigning for Warlords

N

w to the Warlords system, the campaign game

strings together a series of scenarios around a plot that

has you lead the SeienSnes against the evil lorces of

the undead Lord Bane. Bane

has at least one primaiy ally,

and even the powers that are B|
^pposediy in your union of H
good are as likely to send g |
their armies against you as P K
against the principal foe. fci

'
' h

The campaign allows you pi
lo cany your top heroes and jB*.

‘

a limited number of magical

hems from one scenario to

the next, which becomes

useful as your heroes grow

in pcNver Be careful, though,

as the computer becomes

FOR JHi SELENTINES A welcome addition is

I

the campaign in Warlords III, in which you bat-

tle the undead forces of Lord Bare.

quite adept al picldng olf unguarded high-level heroes left

tloating too near the front lines.

After each scenario you get the option of upgrading some

of your core military units. I found this

almost as attractive as canying heroes

.
-i g forward. Being able to give your heavy

'J58S5? 11w infantry more movement and a better

|||1 attack foctor constitutes a major bonus

//^ ovet Ihe course of multiple scenarios,

\\w I also found the scenarios in the cam-

II
M paign-which can’t be played separate-

i|^ ly-lo be among the more challenging

Pf®set games. In many, your enemies

get natural advantages from terran, the

— placement of neutral cib'es, or the start-

ing disposition of forces. This makes a

nice ciiange of pace from scenarios in

which each side starts out equal.

ust run our ads, they write them.
GO TO #294 @ www.computergaming.com/infolink
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ON THE Ce-ROH

Don’t Myth It
The Hottest Sports and Strategy Games, Plus a

Host of Other Goodies on This Month’s CD

S

trategy and

sports gamers,

it's your lucky

day; This

month’s CD-

ROM is chock-tull of

your favorite game-

types. The definitive

hot pick is our exclu-

sive Myth demo, fea-

turing a special sce-

nario and unit not

available anywhere

else. If you’re still won-

dering whether or not

to buy Activision’s

Dark Reign, our latest demo of this

real-time strategy game should

help you to make up your mind.

For sports fans, there are

demos of both the hockey pinna-

cle, NHL 98, and the promising

basketball upstart, NBA Action 98.

For baseball fans, we've bundled a

set of utilities that promise to

breathe some new life into the

Tony LaRussa series and Old Time

Baseball. And if you’re a fan of

arcade racing, be sure to check

out Daytona USA Deluxe. Golfers,

be sure to check out Empire’s The Golf Pro, starring Gary Player.

We’ve also included a demo of the fast-paced pirate game, Shipwreckers! and Sir-Tech’s new

action-adventure, Excalibur 2555. TEN has given us a selection of its online games, and for

puzzle fans, we have both You Don't Know Jack 3 and You Don’t Know Jack TV. So what are

you waiting for? Get started!

MYTH Play what we tike to describe as the Braveheart of

computer games. NBA ACTION 98 Check out the game that could potentially

dethrone NBA Live.

NHL 98 Score a goal or bwo in this, the definitive computer

hockey game.

How To Use the Disc

T
he CD Is Autoplay-enabled and should begin when you load It Into the CD-ROM

drive. Otherwise, select Run from the Program Manager In Windows 3.x, or Start

Menu In Windows 95, and type D:\HUN-ME (where D is the letter of your CD-ROM

drive) to run it from the CD. You may type D:\INSTALL to create a CGW program group

on your Windours desktop for future use. Many demos require the disc to be In the

drive to run; therefore, we recommend installing the demos from our disc.

ik ccw FEBRUARY 1998







Good morning neighbor: Welcome
txD your new home— an energy-rich

planetoid that has just entered

our solar system. With its arrival

comes your opportunity to claim

an unspoiled plot of land. You own it.

You mine it. You defend it. And if you

do not heed the warnings that follow,

you may be forced to surrender it.

IQSix is a persistent realm existing

24 hours a day at HEAT.NET. A
world where combat and conquest

never end. Where building alliances

and an impervious defense are

your only hope of quelling the

opposition. The action never stops.

Even after you log off, the energy

you've mined, the weapons you've

acquired, and the land you’ve

worked so hard to develop remain in

the game. Call it home. Call it Hell.

Just don't call it a night.

iRSl
Build upon your start-up arsenal with the
revolutionary Transactor”' technology. Win

new possessions surrendered in the heat of battle.

Trade items with other players. Or simply purchase the
articles you need - just like in the real world. Limited-

edition digital weapons, equipment and power-ups are
now yours to buy, sell, trade or lose. The stakes are

f—^ high. But also, just like life, so are the rewards.

Coming in MAY 1998
TO YOUR LOCAL COHRUTER SOFTWARE RETAILER.

3uy aC retail and play it exclusively on the HEAT.NET
nternet Game Network. Earn frequent player points ("degrees’^

;hat you can use to buy limited edition digital weapons.

3quipment and power-ups. Redeem your extra degrees for

ree games and merchandise in HEATs online store.

^re you in HEAT? You should be! For more information on
iie game networic where you can play all your favorite games
against live competiton for free, check out VYWW.heat.net.

GO TO #268 WWWv.computergaming.com/infolink



kn action/combat game that’s light years ahead
competition.” ZDNet

Windows 95*

NOW SHIPPING!

Our store is open 24 hours

a day on our

Web site: www.avalonhill.com

PRODUCTIONS
DIVISION OF

Avalon Hill Game Company
City living can be dangerous.

GAMES
WITH GUTS

Praise from the media:
"... sharp 3D engine that looks like it could go head to head

with Quake*”. "It’s like Rebel Assault* with real game play.”

“.
. .brilliant graphics.” PC Gamer

"... a thinking man’s Descent.*" Gamespot

‘‘Action gamers take note!”

Computer Gaming World

“Defiance seems destined to

achieve noteworthy status.”

Computer Game Entertainment

Game Features:
• First person combat simulator.

Battles with 18 powerful enemies
• Direct 3D enhanced. MMX* ready.

•TruFlow’" technology for lag-free

motion.

• Gun firepower with LaserLok'”

twin-beam targeting system.

•Awesome sound on 8 original sound

tracks, 4 professional voice actors and

over 200 spoken lines of story dialogue.

• Death Match play for up to 8 players

in 9 challenging levels.

•Trademarks of their respective owners.

Suddenly, walls come crashing down and
all hell breaks loose.

High Praise for ACHTUNG SPITFIRE . . .

The skies over Britain were filled with

German bombers and defenders.

Avalon Hill Game Company
DIVISION OF MONARCH AVALON, INC.

4517 Harford Road, Baltimore, MD 21214 "Toll Free; 1-800-999-3222

© Copyright 1 997 Avalon Hill Game Company

“Achtung Spitfire™ is a wargamer’s dream: dozens of scenarios, an excellent Al,

a scaleable skill system, intuitive interface, multiplayer capabilities, and the list goes on.

Throw in gameplay that makes you sweat bullets and causes you to think In terms

beyond odd columns, and you have a fantastic game.” Gamespot.com

Computer Gaming World magazine's headline announced, "Avalon Hill’s Finest Hour.

This Battle of Britain Mixes Real-Time Strategy With Turn-based Tactics.” The reviewer

went on to say, “For any gamer fascinated by the complexities of many-on-many air

combat tactics, or the Battle of Britain in particular, ACHTUNG SPITFIRE’S blend

of depth, variety, and long-term replayability is sure to please.”

CG Choice Award; Rating;

More great praise from Computer Games Strategy Plus magazine. Commenting

on the player’s ability to control each plane’s actions, “This strategic element

provides the game with that 'up until 2:00 a.m.’ dimension that all great wargames

possess.” "Highly recommended.” Stamp of Approval Award; Rating:1/2
Achtung Spitfire

is a must-have

for your collection.

Defiance and Achtung Spitfire are

available at software stores everywhere

or order TOLL-FREE: 1-800-999-3222.

GO TO #167 @ 'Aww.coiTiputergaming.com/infollnk



JOHKNY WILSON

Death of the

Dream
Are Game Publishers Becoming More

Market-Savvy or Just Plain Greedy?

he iollowing

quotations are

taken from the

charter of an

established

computer game

publisher. See if

you can identify

which one. 'The

work that we

publish will be work that appeals to

the imagination, as opposed to

instincts for gratuitous destruc-

tion....Not oniy will we adhere to

these values in our own work, but

we will also support the efforts of

others working toward the same

ends... .Above all, we wilt work with

an overriding concern for quality.

Integrity, and the unimpeded

process of imagination."

My personal favorite happens to

be, “Most businesses today are

founded on the idea of making the

greatest possible profit in the least

possible time. We are not. We are

founded on the idea of accomplish-

ing great things."

Of course, this is the same com-

pany in which a well-placed execu-

tive once said he could sell dog

manure to the customers if he had

the right box. It’s the same compa-

ny in which a respected producer

asked, “Who cares about the cus-

tomer, anyway?" Another respected

producer once described the com-

pany’s culture as “enforced medi-

ocrity-the Macintosh mindset."

Fortunately, the company wisely

sacked the award-winning producer

who allowed an Amiga game to

languish until the machine was

nearly dead and begged, “Can we

please just ship this [expletive

deleted]?"

Ironically, the company just did

what the sacked producer essen-

tially wanted to do. They rushed a

high-protile product out the door

like a Cesarean section, but went

f A well-

i

placed exec-

I

utive said he

I

could sell

i

dog manure

1
to customers

j

if he had the

j right hox. 77

the medical profession one better

by throwing the untimely published

product into the online seas to sink

or swim. Yes, they did just ship that

[expletive deletedjl

Of course, my example merely

picks on one prominent company,

but this degradation of ideals has

taken place throughout our indus-

try. More than one company has

promised designers and program-

mers that they would become the

rock stars of the next generation.

Then, when fame

began to increase

the earnings expec-

tations of those

new “stars," the companies started

deemphasizing the names of the

designers and developers on both

game boxes and game documenta-

tion. More than one company has

made the pledge that it was going

to hold games until they were fin-

ished and ready for release, only to

reverse itself when the end of the

fiscal quarter drew near. More than

one company has pledged that it

would support the consumer by

adding such features as network

play or scenario editors (free of

charge) in later patches, only to

double-cross gamers with retail

add-on packages that were

required in order to actually get

those same promised features.

Naturally, many savvy readers in

the industry are going to glance at

this editorial and ask questions that

seem, on the surface, to be fair.

“Do you think companies can real-

ly stay in business while ignoring

the profit motive?" “Do you believe

for one moment that we could

share technology with our competi-

tors without losing our edge?" "Are

you saying that we've reduced our

commitment to quality?" (My

answers-by the way-are no, yes,

and yes.)

The truth is that I believe that

quality will lead to profit. Shortcuts

to quick profits are a negative

investment. Gamers may buy one

crappy, unfinished product from

your company, but they aren't likely

to buy two. Yet publishers continue

to cut their customer service staffs,

reduce the time to play-test their

games, and overwork their quality

assurance staffs. Why? Because

those are cost centers instead of

profit centers. This bodes ill for the

industry's future.

Further, sharing technology

instead of constantly trying to fig-

ure out some circumlocutious solu-

tion that fights emerging industry

standards (and ends up doing one

thing better while It does two or

three things worse) would advance

our industry instead of setting it

back. If, as the dreamers in our

industry wish, we had standardiza-

tion, we could reach more potential

gamers through ease-of-use and

lower costs (for both developers

and consumers). Let the wars be

fought on the design front, not on

the technology front.

Now, I’m enough of a realist to

know that we can't always be faith-

ful to our ideals. Changing circum-

stances force us to compromise,

whether we like it or not. Still, once

in a while, it helps to go back and

look at what we want to be in order

to make a course correction and

gel there. If, of course, we ever

believed in the ideals we pro-

claimed in the first place. %
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“Gorgeous dynamic textures and

intricate ieveis.”

-PC Games

“Vaive’s skeietai animation

system provides gamers with

some of the most eerily life-like

opponents they’ve ever seen.”
-Computer and Net Player

“Half-Life may very well redefine

the standard for action games.”
. i^'"V Games

“The best first-person shooter

we’ve seen.”

-Gamespot

“Half-Life has some of the best

adversaries in the entire action

game genre... [it] eclipses the

enemy Al in any other action

' game to date.”

-Computer Gaming World

IVALV ^ SIERRA*
GO TO #156 @ www.computergaming.com/infolink

www.sierra.com/halflife



LETTERS

<Sa8IF
BLADE BUMMER

'llicre was one game noticeably al^sent from

your Moliday 1 lot 100 Buyer’s Guide: BlADK

RI!NNI'.R. I was ssonderiiig if there was any rea-

son why it didn't even make the "honorable

mention” section.

JeremyJtmicr

froii) the Inicniel

Fiii>in-v(>ttshoiildn()tice—\VcstwK)cldidt(X)!

the reason uc didii t include Bl, UV' Rvss'ER is

beciiuse none ofanr editors were able In play a

portion ofthe!’ainc by Decemberpress lime. \ he

wanted to include only thosegames u e could

playand were confident would ship on time.

However, by thefanuar}’i.Ksuc. we were able to

play thegame and wc were sure it u onidship by

Chri.stmas. so u c included it in the Holiday Gift

CaikIc (CGW //I62. page 72). It’s nice In have

been in error about a ship date on the ixxsitiwside

fora change.

ULTIMA OVERLOOKED?

'lour Dcceniber Buyers Guide had no men-

tion of Ui'.llMA Om.INK! 1 have been a reader of

CClRforsevcral years and find the Buyer’s

Guide a valuable tool forkee|)ing me aware of the

games that are worth purchasing, but you seemed

to have missed mentioning one of the biggest

ads ances in gaming technologs’ in a long time.

Steve Wet/cl

from the Internet

‘Ihere's no question that Ut.ilMA OM,tNI‘:is

breaking newgroundand is worthyofcoverage.

Indeed, uc have written about thegame numer-

ous limes over the course of its devehpinenl.

However, our Buyer's Guide wasalricllyfor

games u e could wholeheartedlyrecommend.

Ul.TI\l.\ in the version we played, was

.so unstable, biis^r. and unbalanced, that—

despite its potential— wc .simply could not rec-

ommend it. I'ora better description ofthose

problenis, sec our re\icw in this issue.

LETTER OF THE MOHTH
APACHE UPRISING

I just finished reading the

November 1997 issue of

CGW. and i was a little

upset with a comment

made in the “Longbow

Restrung" article.

Before I continue, let

me address the history of rivalry between

the different aircraft associated with the United States

Army. Ever since the Vietnam conflict, when the Army realized that it needed to have

different aircraft for different missions, pilots of each type of aircraft have claimed to be

the “best" Army pilot, regardless of aircraft or mission.

Since I am an AH-64A Apache pilot recently back from a tour in Bosnia, I took some

offense to the comment that the Kiowa Warrior was more suited to recon than an AH-

64. It was claimed that “because it has a nose-mounted TADS, the Longbow must be

completely exposed to use the system."

As all Apache pilots and, I’m sure, many computer gamers know, employing your

equipment to exploit its strengths is integral to winning the battle. The easy method of

laterally unmasking prevents exposing the entire aircraft. Simply, put, poke the nose of

the aircraft out from behind some trees perpendicular to where you wish to see, then

orient the TADS 90 degrees to either side and take a look for yourself. This method

exposes only the nose of the aircraft, which isn't much more than a TADS on a Kiowa.

As with most equipment, whether computer-generated or real, knowing it intimately

is key to employing it properly.
. v

:

'

Brian C. Stehle

Cpt, U.S. Army

Dale Strang
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± here’s a cnme wavi

city of Freeport and^^nnked'

to'the unholy drug named U-4,

Ksappeanng,

TniltaritS are takiflg,oyer

the streets. Sources say that

SinTEJS Jnd ustries

and its lethally gorgeous

CEO, Elexis Sinciaire

are connected to the

madness. Asa

security professional,

it's up to you. Colonel

John R. Blade, to discover

who or what is behind

this sinful plague



Over-the-Top Action

Blast your way lhroui>h

•comgU’\ levels of unholy

terror as you inve.stii'ale

the secret source of the

crime epidemic pla^uinu

Ihe city.

.Hyper-Interactive

Environments

Walk, run. .swim, and

• even drive through .six

distinct worlds enriched

with heauliful i<raphic

detail )^nd a rich inter-

woven story line,

Never-Before-Seen

Weapons

Youl^ar.senal includes

laser-si^liliny sniper

rifles, ^mote-control

detgfiation devices and

extreme weapons so

powerful they will rip

you-Bpan.

Multiplayer Sinfests

Gel into some of Ihe

most intense DeulhMatch

levels ever created as you

annihilate others over

modem, LAN and

seamle<:.s internet play.

corning sp.rin? 1998

on windo\us'95/NT,ci:)-noM

www.a^tittisioi\;Coin

^ -wwuf. riTtm ] .COni

AcliVIsioH

GO TO#231@ www.computergaming.com/infolink'^



ARCADIAN INQUEST

I ;im unable lo rcnicmhcr wlial game

cumpilalion wii mentioned in jonr inaga-

7,ine Hint incliiclccl I’oi .K PosmoN, Can

)oii Iielp?

NuncyDonnell

Round Monntiiin, NV

Sure, we'lliiimvrwurletter together

with lhisna\ione.

1 am looking for arcade games from tlx;

carly/mitl-PJSds. I liavesccn llie two

Microsoft /Veade packages, hut also would

like to know if tix;rc arc otlx;r games from

tliat era available. S[)ccificall)', I am looking

for gaiiic-s such as D()M®'K()\c.,

Di'ii'i'iNOKR, Iron, and Gai aca

I'odd Williijmson

from the Internet

FRcmmiE, GR'WI') Prlk H.KR.0..

KuiOOM!. Pni'ALiJ. Ri\r.i<R-MD.

Sk^q( s7; SkyJinks, and Sriim

FiCHIV.ll

Atari2600Action PadeZhrWindows

Dolphin, Dracsivu, ENnuRO, lev

HocKi-r. KtYSTONV K\pkrs, Lvier

Bi.\ST. Mecmlinlx Oink Piaqvv

Atiack River Rmd II. Skiinc,

Stampede, and 'Pennis.

Atari2600Action Pack 3 for Windows

95 (Activision): liREAKOIfT, CmON
Bombek CiiECKEiis, CoMiixr. Double

Dii\coN, NightDriwr, Pke.s.'Hire

Cooker, Privaie hhv. Space War,

Sim\ l.\slEl{, Triu: ^ Iypch Pro

Wreshinc, and Yaiis' Ri^'ence

MicrosoftArcadc: Asieroids,

We ain't help)oii much

with those particular titles.

'Ihere is a version ofCAlACA

on the \ Vcb (wwwjkr.com/

btmlj.bniaswilh many

games on the Web. it could

lx;.shut down by the trade-

mark holder at any time. For

the Ix'uefHofothers who may

be l(X)king forarcade ckssks. here arc the

lists for fiw different compilations.

Atari2600Action Packfor Windows

(Activision): Bo.\i.\c, Chopper

CoMMWD, Cosmic Commhier,

CiACKi^TS. D.siiinc Derby. FuEhmY

FIRING LINE

We prefer thatyou email us at

one ofthese addresses;

CompuServe: 76703,622

Internet: 76703.622® com-

puservc.com

Or write to the following address:

CGl'K Letters to tlic Isditor

135 Main Street, 14th h'loor

San Franci.sco, CA 94105

We reserve the right to edit all

letters for.space or clarity.

t'L * S. S. 5 £ “Sr 9

>
* *

lir.,

CENni’EDE. Ml.SSIUi COMMAND, plus—

B. \Tn.hy.ONE and 7 'empest.

Return ofMicrosoftArcade: Dic-Duc,

C. \i.\\i.\\. P\c A'kv. and Pole PosmoN.

HOLLYWOOD COMMANDER
I ha\’c alwa^-s enjoyed tlic WiNC

COMMANDKR scries, I recently saw the

nio\’ic Starship Troopers irnd 1 wa.s won-

dering if Origin plans to come nut with a

Wing COMM/WntiR movie.

CahinNg

6om the Internet

ElecImnicArls recently.sold the rights lo

develop a I PtAt; COMMANDER /none or

cartoon tele\ision series, nrlx)lh. lo Digital

Amil, the company foundedhyWiNC

COMM W'DER creator Chris Rolx:rLs.

Roberts has long held that the title would

makean excellent film properly%
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HE IRONFIST DYNASTY TOTTERS ON THE BRINK OF DESTRUCTION. EMBARK ON A PERILOUS
I
ADVENTURE TO SAVE PRINCE NIKOLAI’S KINGDOM FROM TOTAL RUIN. FROM THE DEPTHS OF

THE DEEPEST DUNGEONS TO THE INTRIGUES OF THE ROYAL COURT YOU WILL LEAD A BAND OF
ADVENTURERS ON AN AMAZING JOURNEY OF DEPTH AND INTELLIGENCE.

CONTROL YOUR OWN DESTINY IN A NON-LINEAR
FANTASY WORLD WHERE NOTHING IS PREORDAINED.

CHOOSE WHETHER TO PLAY IN REAL-TIME OR
TURN-BASED COMBAT MODE.

Engage in hundreds of entertaining mini- Experience breathtaking 16-bit, 65.000-color
QUESTS THAT BRANCH OFF FROM THE MAIN SAGA. GRAPHICS IN A SMOOTH-SCROLLING. HIGH-RES

ENVIRONMENT.

THE MANDATE OP HEAVEN
www.3do.com

I Cwnpuling. iho New Wofld Compoling logo, and Might and Magic are irademaiks and'or legislered iradomarhs of The 3DO Company, r. 1997 The 3D0 Company. Ail iiglits reserved.
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The Latest News From the Computer Gaming World

Edited dy Charlotte Panther (CPanther@zd.com)

Jacksonville Wins Super Bowl
CG\I\I Sims the Big Game So You Don’t Have to Watch

FINAL NFL STANDINGS

X Miami 10 6 X NY Giants 9 7

Y New York Jets 9 7 Y Dallas 9 7

New Engla/Kj 9 7 Philadelphia 6 7 1

Buffalo 7 9 Washington 8 8

Indianapolis 3 13 Arizona 4 12

AFC CENTRAL NFC CENTRAL

X Jacksonville 12 4 X Minnesota 11 5

y Pittsburgh 10 6 Y Green Bay 10 6

Tennessee 7 9 Y Tampa Bay 10 6

Baltimore 6 9 1 Detroit 8 8

Cincinnati 5 11 Chicago 3 13

WEST NFC WEST

X Denver 11 5 X San Francisco 14 2

Y Kansas City 10 6 Carolina 9 7

Seattle 8 8 New Orleans 6 10

San Diego 7 9 St. Louis 5 11

Oakland 7 9 Atlanta 4 12

A
nother boring Super Bowl

party? Don’t waste your

time! Using Sierra’s Front

Page Sports: Football Pro 98,

CGlVhas already determined that

the Jacksonville Jaguars, behind

lefty QB Mark Brunnell (who

throws right-handed in FPS 98, by

the way) will dump Steve Young

and the 49ers by the rather unusu-

al score of 12-8.

This year’s Super Snooze Fest

will be led by Jacksonville’s

Matrons Means, who will run over

and around the Miner defense for

104 yards. Now that you know, you

don’t have to blow Super Bowl

Sunday in front of your television.

Blow it in front of your computer

instead, playing some of the sea-

son’s hot new games.

How did we make our predic-

tions? Simple. First we downloaded

the mid-season player ratings from

Gridiron Flashback, an excellent

Web site (http://www.couranf.

infi.net ~ mpfl/fpsf.htm) devot

ed to the Front Page series. Then,

using our newly updated rosters,

we played the season from Week

13 onward with FPS 98’s Fast Sim

feature. We cheated a little by start-

ing with the NFL teams’ actual

records through Week 12.

Although there were a few surpris-

es (the Broncos choked in the play-

offs again, for example), the teams

that made it to the Super Bowl cer-

tainly seemed plausible. For the big

dance, we played a standard Front

Page game, with the CPU control-

ling both teams and using the reg-

ular physics-based model.

Obviously, the Jags had better

physics than the Miners.

-Dennis McCauley

PLAYOFFS
Wildcard

Kansas City at Pittsburgh

Pittsburgh 24-23

NY Jets at Miami

Miami 33-3

AFC Championship

Miami at Jacksonviiie

Jacksonville 26-17

Tampa Bay at NY Giants

NY Giants 20-19

Dallas at Green Bay

Green Bay 19-10

NFC Championship

Green Bay at San Francisco

San Francisco 20-9
Divisionai

Miami at Denver

Miami 14-7

Pittsburgh at Jacksonville

Jacksonviiie 31-3

Green Bay at Minnesota

Green Bay 23-13

NY Giants at San Francisco

San Francisco 23-13

Super Bowl

San Francisco 49ers

vs. Jacksonville Jaguars

Jacksonville 12-8
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1-76 Funks You Again

T
he '70s are back and bigger than ever. Interstate 76 is

also coming back for a second go-roond in the form of a

multimission expansion pack-lNTERSTATE '76 Nitro Pack;

The Vigilante Files, This game has a long name and a long list

of enhancements for the original game.

The Nitro Pack is a psuedo-prequel. It's a collection of stand-

support. The graphics for the Nitro Pack are a treat, and the

gameplay Is boosted with the inclusion of nine nevj cars and

several new weapons. Mulfiplay Is also enhanced with capture-

the-flag and traditional racing scenarios.

Best of all, the Nitro Pack does not require a copy of the

original game. The Vigilante Files should be available In stores

alone missions that take place before the events of Interstate by March 1998. -Elliott Chin

'76. There is no campaign or running story, but the

missions all have the same informative, colorful

voiceovers and goals. You'll be able to

The visual experi*

ence is enhanced,

while the great

gameplay of the

original l-’Te

remains intact.

The Nitro Pack

offers new vehicles

such as an Army

Jeep, a limousine,

an ice cream truck,

and a hearse.

Casual

gamers:

5 hours

CGI/I/ '

subscribers:

11 hours

^^Kesmai Corporation

recently announced that it has

teamed up ivifh Engage

Games Online and SegaSoft's

HEATNET to form GameStorm,

a new online gaming service,

GameStorm will allow gamers

to choose from a huge selec-

tion of games including mas-

sively multiplayer titles from

Kesmai and Engage and last-

actiongamesfrorn HEATNET.

all for a flat membership fee of

$9.95 per month. The service

will also feature news’ reviews,

and downloads from GameSpoL

For more information, head to

www.game5torm.com.

The Cyberathlete

Organization recently

announced the formation of a

new gamers' league called the

Cyberathetete Profes-

sional League (CPL). The

CPL will introduce a new

Cyberathetete ranking system,

and tournaments will be regu-

lated by a board ol directors

consisting of Ion Storm’s

Mike Wison and John Romero;

Ritual Entertainment s

Harry Miller and Mike

Wardwetl; and Quake Clan-

Ring’s Frank Gabanski.The

first CPL tournament'wili take

place in Dallas on March 6,

and is expected to attract abouf

2,000 pl^rs worldwide. The

tournament will ha\« cash

prizes totaling about $50,000,

as well as other prizes such as

computer systems, peripherals,

and games. Check out www.

cyberatheiete.com for fur

ther information and updates,

(n our review of SwAffr

GAf.1ES CHALlifJGEi2iaSt

month, vie listed RandomSoft

as the product’s distributor.

While RandonSoft continues to

distribute all other Smart

Games titles, CHALLENGE HI will

be distributed Smart Games,

Inc, The correct number for

orders is (888)427-2469.
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PLAYING LATELY

CGW Survey'

Ust Month

Months on

Chart

1. Diablo (BlIzzard/CUC) 1 10 1

2. Quake (id Software) 2 14

3. Civilization II (MicroProse) 3 21

4. Red Alert (WestwoodWirgin) 5 11

5. Dungeon Keeper (BullFrog/EA) 4 3

6. Heroes 11; POL (New World Computing) 9 5

7. Duke Nukem 3D (3D Realms) 7 21

8. X-COM: Apocalypse (MicroProse) 6 3

9. Heroes II (New World Computing) 10 10

1

10. Tomb Raider (Eidos) 7

’ Check youf mailbox: \Ne mil a survey lo 1,500 randomly-chosen sub-

scribers each monih. The tesulls ol Playing Lately indicate what games

readers are bicwing the most lime on. as opposed to the reader's overall

"quality ranking’ in the Top tOO.

PC Data Best-Sellers
'

__ ,
LasIMonlh

j

1. Microsoft Flight Si mulator 98 (Microsoli) 1

Riven; The Sequel to Myst(Bfoderbund/RedOfb) •

~El«li Knight (LucasArts)
-

4. Myst (Broderbund) 2

5. Lego Island (Mindscape) •

6. C&O Aftermath (Westwood/Virgin) _ _____
7. Age of Empires (Microsoft) •

8. Deer Hunter (GTInleractive)
•

9. Ultima Online (Origin/EA)
•

flio^NHL Hocl<e^98p Sports}
•

_

• • This list indicates what the lop-selling PC games were, as calculated

byPC Date, during October. 199?

Low-ppiced Software, No Mumbo Chumbo

T
he holidays are over and you’re broke, but there are tons of games out there that

Santa didn’t bring you. Well now there's a way lo gel your mitts on all the hot titles,

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

Following in the footsteps of companies like Amazon.com and Barnes and Noble online,

Chumbo Corporation recently made its debut in the world of e-commerce, instead of sell-

ing books, however, Chumbo is offering software-with all the hottest games available at an

extra-low price. Chumbo claims that because it is conducting business via the Internet,

which requires less overhead than a regular business, it is able to pass on the savings

directly to the customer. Chumbo has established a partnership with the Point Group, a

company that specializes in creating bundles of software, who will put together exclusive

packages, providing added value for users.

Chumbo has also teamed up with sottware distributor Merisel to ensure the availability

of software as soon as a customer places an order. Gamers

can also place advance orders to be

guaranteed a copy of an eagerly

anticipated title the day it ships.

According to Chumbo's founder

and president, David Prais, the more

a gamer uses the site, the more per-

sonal the experience will become.

Chumbo will watch and analyze the

behavior of individual shoppers, pin-

pointing their interests and presenting

them with special offers in line v/ith their

specific needs. Should customers request

it, Chumbo’s Push technology will automat-

ically download demos, reviews, and news

to the person’s machine when it is not in

use. The site will also feature game revievrs

and tips provided by ZDNet. Ready to shop?

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

sure to pick up a bargain. -Charlotte Panther

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

BLADE RUNNER
If Curse of Monkey

Island represents the pinna-

cle of old-school adventure gam-

ing, Slade Runner does the same

tor new-school adventuring.

Though it may not beafrue-3D

real-time adventure, it’s still an

excellent game. The beautiful preren-

dered backgrounds and the stunning

sound effects borrow elements from

both the film and the novel to create

an immersive atmosphere. The game

is nonlinear, and gameplay involves

randomly deciding who is, and who

is not, a Replicant. Though the play-

er characters are extremely pixelaled

(a disappointment after seeing the

cut-scenes), and there are some

interlace issues, the overall product

is superb. -Thierry Nguyen

Westwood Entertainment,

(800} 874-4607

WWW. westwood.com

Win 95 CD-ROM

VIRTUAL POOL 2

Interplay/VR Sport’s Virtual

Pool 2 has some cool new fea-

tures, including 3D hardvrare

accelerator support (via

Direct3D), greatly enhanced

graphics, and a better cue-

control system. One frustrating

thing VP2 does on install is make you

sit through a trailer for an upcoming

Interplay Star Trek title. After that

annoyance, however, VP2 is terrific,

offering a wide variety of billiards

games, including nine-bail,

A COW FEBRUARY 199B



Action Guys&
B olhing beals the movie business for merchandise tie-ins, but it more software companies

toliow the exampie of GT interactive and Eidos, it might not be long before fast-

I food vendors are touting five-inch miniatures of your favorite computer-

game character with your cheeseburger.

GT has joined forces with toy maker ReSaurus to develop a line of Duke Nukem

action figures, based upon the smart-mouthed antihero of Apogee/3D Realm's Duke

Nukem game series. Available now, Duke comes armed with a two-handed

Devestator, two Uzis, and a bloody knife. If you buy over the Internet,

(www.resaurus.cojii/(lul<epage1.html) your purchase will include a Duke

Nukem shareware CD plus a limited-production Freeze Thrower, lor $12,99.

The retail version ($7.99) will not include the CD, and only 1 out of 12

units sold in stores will include the special-edition weapon. ReSaurus

has three other Duke 3D characters currently in developmenl-

Pigcop, Battlelord Boss, and Oclabrain. Action ligures

based on the upcoming Duke Nukem Foreveb char-

acters are also in the works, and will be ready in time lor the release of the game.

Move over Barbie-Lara Croft is now gracing toy store shelves, too. Toy Biz, the creators

ot Marvel's The Amaiing Spiderman, The Incredible Hulk. artdX-Men action figures recently

teamed up with Eidos to create an action figure ol the sassy Tomb Raider heroine. Lara comes

armed with an assodment of weapons from the game, and the toy line also takes into account

the. ..er...enhancements Lara receiyed in Tomb Raider II. At press time, the action figure's exact price

had not been determined, but Eidos did confirm that it would retail for less than $10. -Chadolle Panther

Sim Sweepstakes Winners
You may remember that way, way back in games in our prize deluxe flight stm
August, we held our Summer Sim package have been released yet. But,

Sweepstakes Competition. Well, the good what the heck? We've kept you in sus-

news is that we have three lucky win- pense long enough. So, now, the moment
ners. The bad news is that not all of the you've all been waiting for...

Grand Prize: Roderick LeVan of Rock Hill, SC. 1st Prize: Fred Wickman of Fairfield,

Roderick wins the Tfionderseat Technologies Thundetseal, a CH CA. Fred wins ACT Laboratory's EagleMAX

Products Force FX Joystick, a leather bomber jacket, and the Joyslick, ACT Laboratory's Powertamp Gamepad,

deluxe flight sim package. and the deluxe flight sim package.

2nd Prize: Dwane Warden ol Houston, TX,

Di'/ane wins our deluxe flight sim package, which includes

nine of thebesl flight sims around.

eight-ball, straight pool, and different

sets of rules (American, English, APA,

BCA). You can also play VP2 multiplayer

over modem, LAN, or Internet, if you're

bonkers for billiards, then check this one

out. -Dave Salvator

Interplay, (800) INTERPLAY

www.interplay.com

PC CD-ROM

THE CURSE OF
MONKEY ISLAND

Alter six long years, Guybrush

Threepwood finally makes his Iri-

umphant return in the latest installment

of the Monkey Island series. While other

companies were busy cloning Myst,

LucasArts stuck to its guns, learned

from its mistakes, and created a new

adventure game in the old-school style.

Featuring lush, colorful graphics;

decent voiceovers; and witty

dialogue that zings back and

forth between Guybrush and

the other characters, Curse of

Monkey Island shows that you can

still make a great adventure game

the old fashioned way. This, along

with ZoRK Grand Inquisitor, could

mark the beginning of an adventure

game renaissance.

-Thierry Nguyen

LucasArts Entertainment,

(800) 985-8227

www.lucasaris.com

Win 95 CD-ROM

kkkOrlgln has granted an

optiqn.to acquire the live-

action feature film and.televi-

sion rights to its Wing -
'

Commander game series. The

rights were granted to Digital

Anvil, the company led by

Wing Commander creator Chris

Roberts. The film will be based

on characters, storylines, and

themes from titles one

through tour of the Wing

CoMfMNDER series, which were

developed by Origin over the

past eight years.

After daring to tear apart

great American institutions,

such as Star W^rs and TheX-

Files. Parroty interactive is

back, and this time its unfortu-

nate victim is a certain-Mr.

Gates. Entitled Microshaft

WiNBLOws 98, Parroty's product

pokes fun atMicrosoft-the

company, the software, and the

man who made it all possible;

Bill's Personal Outlook allows

you to snoop through Mr.
'

Gates' “lodo'‘ list, emati, and

journal. In the board game The

Roll Ahead, players can “Be

Like Bill” acquiring corpora-

tions and investing millions;

Winblov/s Exploder lets you
'

shoot your way through a uni-

verse of computer bugs and

error messages. Our favorite,

though, is the Billagotchi-^a

cyberpet that thrives if you feed

it lots of money, but will throw

tantrums if you don’t give it the

attention it deserves.

^Speaking ol cyterpets,

Tamogotchi creator, Bandai,

has developed a CD-ROM

version of the lovable little alien,

arailable for about the same

price as the key-chain pet. The

CD-ROM includes a couple of

extra features, the best of which

is a day-care center where you"

can deposit your pet, without
.

feeling guilty, whenever other

duties call. For more information

head (0 www.bdec.coni.





iscovei a new horizon

isic ADSD'iole playing.

—
iri .—ROOj^^iljJ^^EALMS®onavisuallydazzling real-time

RPG ex^S’eriencTThis wcHidroixsJ^lace, ^A^lfeti'uerol^aying,ona^nd scale firstbegan,now
comes alive in stunninggraphic detail. Your quest? Lead a party ofadventurers onajourney to

save the Sword Coastregionfroma sinister plotthatinvolves impending war,dark prophecies,
betrayed alliancesM.evenyourown soul.

p.. Huge gameworld -5 CDs filled with nearly 10,000 Authentic AD&D®characters, each represented
game screens in strikingSVGA, all accurately on'screendown to individual class, race,

rendered in glorious 16"bit color gender, skin and hair color, armor and weaponry

Incredibly detailed structures and environments; Manage up to a 6-character party on agripping
' dynamic lighting day/night rain,snow, fog and non-linear adventurespanningseven chapters

lightning effects with multiple twisting subplots

©1997 BioWare Corp. All rights reserved. ADVANCED DUNGEONS & DRAGONS, AD&D, FORGOTTEN REALMS and the TSR logo are registered trademarks
of TSR. Inc. BALDUR'S GATE Is a trademark of TSR. Inc. Interplay is a trademark of Interplay Productions. TSR is a subsidiary of Wizards of the Coast, Inc.

All rights reserved. All other trademarks are property of their respective owners.
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We’re Nat
Dead Yet!
But Recent Moves Suggest That 7th

Levet Is in Need of Some Life Support

7
th Level shocked the gaming industry recently with the

announcement that its highly successlul Mont/ Python

game line was on the selling block. The news came just a

few months alter ion Storm's acquisition of 71h Level’s real-time strat-

egy game, Dominion (along with its designer, Todd Porter), All this activity

left 7th Level with just one major gaming title, Return to Krondor, the role-play-

ing game by best-selling science-fiction fantasy author Raymond Feist, and the true

sequel to Sierra On-Line's acclaimed Betrayal at Kronoor,

All was revealed at Comdex, where 7th Level made yet another announcement-that it had acquired Pulse

Entertainment, developers of adventure game Bad Mojo and the upcoming 3D shooter Space Bunnies Must Die.

The two companies have merged management and operations to form a new company called P7 Solutions, P7 will

no longer publish games, and will instead focus on Internet solutions.

So what about the games? Well, Take 2 Interactive, publishers of Ripper, the upcoming Black Dahlia, and the Jet

Fighter series, acquired distribution rights to all the Monty Python titles, then immediately sold all American distrib-

ution rights to Panasonic Interactive Media. Take 2 retains the European distribution rights, The latest title in the

Monty Python series, The Meaning of Life, a strategy/adventure game containing previously unreleased film footage

and new dialogue from all the original cast members, is still scheduled tor a December release. As tor the Pulse

titles, the members ot the Space Bunnies Must Die production team have formed a new company. Jinx, and will con-

tinue to work on the product. According to Jinx CEO Vinny Carrella, Ripcord (a division of Panasonic Interactive

Media) and P7, which are both minority shareholders in Jinx, have been very supportive in helping the company

get off the ground. Carrella is enthusiastic about the new move; "It's like moving out ot your parents' house tor the

first time-it’s really scary, but it's also really exciting," Plans tor Ripcord to publish Space Bunnies are still going

ahead, and the game is set to meet its summer 1998 schedule.

And, in a surprise move, Sierra announced that it had acquired PyroTechnix from 7th Level, bringing the

Kronoor series back into the told. Sierra Northwest, the company’s Seattle-based development division, is work-

ing with Raymond Feist and PyroTechnix, and the company anticipates a late 1998 release for the game.

-Charlotte Panther

CO
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SWIV
SWIV first appeared on the

Amiga, then migrated to the

Super Nintendo Entertainment

System before its

latest stop on the

PC. SWIV is noth-

ing speclacular-

it's basically a

quick action-

arcade romp with

some pretty eye-

candy. In the

game, you

pilot different

vehicles across a

variety of levels

and terrain types. As with many

other arcade shooters, SWIV

offers a variety of power-ups to

make your vehicle tougher,

taster, and the like. The game

also has 3Dfx-acceleratlon, and

the terrain looks nice. Ultimately,

though, SWIV is a simple shoot-

'em-up that offers nothing truly

groundbreaking to the genre.

-Thierry Nguyen

Interplay,

{800} INTERPLAY

www.interplay.com

PC CD-ROM

I j I j 'gi I'.fra
Aces; X-Fighiers Siena Fall 98

Air-Wairlor III Ke'sfhai/l-Magic
-

Asheron's Call Turbine/Microsoit Spring 98

Baldtff's Gate Interptay 4(9r

Battlezone Activision Spring 98

Blatit Dablla Tate'2

.

m
Dalhatana ion Storm/Eidos 3I9B

. Deep SIxTIpi' ,'.v-
- Sbrirta98

Descent Freespace interplay 4/98

- Duke Niikem Forever Apogeef3D Reaims mr
Earlhslege 3 Sierra Spring 98

European Air War MicroProse Jl§8.

Falcon 4.0 MicroProse 3/98

Reiter Duel 2 Ocean Spring 96

Rnal Fantasy VII Squaresolt 4198

Freedom In the Galaxy A\^bn Hilt ^ Fall 96

Great Dallies of Caesar interactive Magic 6/98

vGrim Fandango'IucasArts SDrinQ.98 •.

;

Guardians: Agents of Jusllco MicroProse 4/98

KalHllo\^lvefSierra : 3/98 J

Hidden Wars Ronin 2/98

lA't'OTffarthog interaclive'Wagic

1F’/A-18 Interactive Magic 4198

lnlerstate'’J7 ^iMsion •
- ^ ;

3IM'-

IPanzer 44 interactive Magic 2/98

JadooiTBlIIa^irWTech 4/98

Jane's F-15 EA/Jane's Spring 98

Jenga Hasbro '4/a,

Journeyman Project 3 Broderbund 2/98

King's Quest: Mask dt Eternity Sterra

M-1 Tank Platoon It MicroProse 3/98

MAX II Interplay 3/98

MechCommander MicroProse

MechWarrior III Micr^roset^SA Fall 98

MIG Alley Empire Summer 98

Mlglit « Ma^nn Nm WorldiSDO Sorina 98

Of Light & Darkness interplay 3/98

Panzer Commander SSI 6/98

Populous: The Third Coming EA/Bullfrog 2/98

Prey Apogae/30 Realms Fall 98

Quest For Glory V Sierra Spring 98

Reach for the Stars II Microsoit/ SS6 Spririg98'

Redguard Beihesda Spring 98

Return to Krondor Sierra N.W. Fall 98

Revolution Penrls Wolf/GT Inleractive Fall 98

Secret of Vulcan7ury interlay 3/98

Semper H interactive Magic 2/98

Skies SegaSofT* Summer 98

Sid Meier's Alpha Cenlaurl FiraxisiEA Summer 98

SimCfly 3000 Maxis Spinja®,

Sin Activision 3/98

SoUlns at Wat ssi 3/98

Squad Leader Big Time/Avalon Hill Fail 98

Star Trafe.Fjrst Contact MicroProse Summer 98

SItalego Hasbro Fall 98

Sti-27 FlankeFVLO SSI 8/98

TFX 3 DID 1/98

TmiiastalRpfi^niHSKalMite' -

-•^Sprfiig'Sff'

Ubik Cryo 2/98

UlllJiia irOilgin/EA Fall 98

Ultimate Civ II MicroProse 5/98

WarDreeiis Broderbund 2/98

WarCralt Adventures Blizzard 4198

Waihaniiner 40K: Chads.6ato SSI

-

Warhammer: Dark OmeniA 3/96

Wizardry VIII Sir-Tech . . .
Summer 98

X-Files Adventure Game Fox Interactive Summer 98

XRre Sir-Tech 2m'
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RUL^SfMlilST BE Broken, categories must be erased, emperors:

must be overthrown, the staTUS QUO ’must beISPANKED- and contentment
MUST BE Routinely TAKEN outside and SMACKED UPSIDETHE HEAD. IT’S A

DIRTY JOB SOMEBODY HAS TO do it. and we’reall READY TO APPLl^ POI^ THE POSITION.
’ y ^

WE’RE ION STORM, A BUNCH OF misfit, zealot FREAKS Who TRIED TO,REST ON

OUR PAST SUCCESSES BUT JUST DIDN'T FIND IT COMFORTABLE. THERE WAS A GAP OUT THERE;

A BIG FAT VOID’ AND WE WERE HELL-BENT ON HLLING IT. WE HAD ALL

UVED ON the edge, BUT WE WERE READY TO JUMP OFF. SO HERE WE ARE. REW NAME.

NEW IDENTITY, new GAMES RATTLing their CAGES, WAITING TO BE LET OUT.

JOHN ROMERO: LONG-HAIRED SMART-ASS KNOWN FOR HIS Fast perraRI AND his UNDANNy
ABIUTV TO sing the theme song to spiderman cartoon REALLY, IrEALLY WELLI

OH Yeah, THERE WAS also that dooM AND QUAKE thing.

TOM HALL: A FUNNY GUY WHO wants to get all TOUCHY-FEELY WITH HIS games. HAS SOME SIlLY I

IDEA THAT COMPUTER gameS HAVE TO BE STUFFED FULL OF PERSOnauty, interesting chara

AND INTERACTIVITY IN A PAST UFE,
HE CO-CREAted wolFENSTEIN 3D, DOOM AND

RISE OF THE TRIAD, AND WAS ONE

OF THE ORIGINAL founders OF SOME
SMALL COMPANY CALLED ip_

CHARACTERS

''
i JL-L ;

;JERRY O’FLAHERTY: HIGHLY talented PAINT MONKEY WHO GETS INTO
. *

-e^^ErYTHIngTART, FILMMAKING’ 3-D MODELINQ-and ANIMATION. :

~
;

NOT TO mention a !

BUNCH op STUFF HE KEEPS
UNDER HIS.BED AND WON’T

' SHOWANTBODr. i

I
HIS JOBJlEsCRIPTlbN NOW ’

SAYSHE’SilN

J



S T R

BOB “POPULAR” WRIGHT; A TOKEN GRAY-HAIR
given the title Chief OPERAnNG

omcER to make him feel IMPORTANT.
. KNOWN THE OFFICE AS

"THE FINISHER” AND AS “THE
GUY Who gets THINGS DONE.” big in the

MARKET. HUGE IN EUROPE.
|

,WAJJTS TO REVOLUTIONIZE THEpAMlNOINDUSTRY IF f
CAT DADDY/LIZARD KING/ ceo MIKE WIliSONiiMANIAC.

SODY’S WATCHING?!”
BASTARD WHO MADE IT

POSSIBLE FOR ALL AMERICANS

< TO BUY QUAKE AND A

^
- SLURPEE IN THE SAME

3. PLACE. RUMORED to ge a

P 1 presidential CANDIDATE^ ! FOR THE ''EAR 2000
IMIl but not likely to live

MORE THAN ANOTHER YEAR; HE
BEUEVES THAT ALL THE

BEST PEOPLE DIE

WHEN THEY’RE 27.

TODD PORTEr; a mandoun-playing
, NATTY, GO TYPE WHO

|

THINKS GAMES should BE AS STYLISH AS HE IS. goes

AROUND saying things liKE “i" the GAMING INDUSTRY,
r THERE IS NO TOMORROW.” then turns AROUND AND DESIGNS

* THAT WAY. dangerous WITH A HAMMERED ’

- DULCIMER WHEN HE’s OEEN Out DRINiaNG.

#084@ www.computergaming.coni/infolink
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Man the cockpit of the legendary DeHaviland Beaver

Seaplane and experience something you can't with any other

flight sim—land on water.

Battle torrential rains and heavy crosswinds. Fly through the

most hazardous, realistic weather conditions.

FLIGHT UNLIMITED II IS SO REAUT'S UNREAL.

Test your skills attempting to evade a pair of F-lBs that are

tryiiigto blast your butt out of restricted airspace.

Take off and land from any one of 48 different Bay Area

airports.

Flight Unlimited ii immerses you in the

sheer thrill of flying like nothing you’ve

ever experienced. Pull mind-bending G's in

your quicksilver P51-D Mustang. Play chicken

with F-l6s. Get on the horn with Air Traffic

Control as you pick your way through skies

filled with aircraft. Hurtle underthe Golden

Gate Bridge and around the TransAmerica

tower. With Flight Unlimited Ii, you’re not

just flying, you’re really flying.

eiDOS
www.eidosinteractive.com
GO TO fi069 @ www.computergaming.com/infoIink
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Too bad. DIdn t see II comm’.

Shroudedinsecrecy, the U.S.’sJSFprogram delivers

the most advanced stealth technology everseen in

a fighter. And with a mind-numbing complement of

classified weapons systems, this is one fight you

won’t want to miss.

The Joint Strike Fighter Is the airpower of the future.

Available In stores today

To feature the two prototypes for the Pentagon s newJoint Strike Fighter:

Boeing'sX-32and Lockheed Martin'sX-35jet fighters.

To feature the revolutionary ISF™ graphics thatenables fluid redraws in color

resolutions up to 1024x768x16 with no pixellation (and at a playable frame rate).

To model over 10 million square miles of beautifully rendered terrain

- the largest and most realistic terrain ever seen in a flight simulator.

To reveal the future of high-tech weaponry, including the AGM-154 Joint Stand Off

Weapon and the Lockheed Martin Wind Corrected Munitions Dispenser.

Elapseil time D0:00:Q0



STRATEGY PIUS

VSF files like a dream^he fast i

:\frame rate really gives

^' :00;C1;65
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Inset photo (above): Without warning,

tea time becomes TR II time.

GO TO #278 @ www.computergaming.com/infolink



Fly America's stealthy new secret weapon.

INTERACTIV
You’ve been warned

Ancient wisdom says It rocks.

www.eldosinteractlve.com

Get behind the stick of the coolest civilian aircraft.

EIDOS Interactive Is a trademark of Eldos PLC. All Rights Reserved. 1 1997 Eldos RLC.

GO TO #115 @ www.comDutereaming.com/infolink
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Ta ke You Dut
OF THE Tunnels

AND INTO THE

Vast Wonders of

S PACE.
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Parallax
Software
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I NTRODUCING
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'

IT I: IIIm i. IHE CSRkAT WAR
Coming this Spring
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M
yst, and ils sequel,

Riven, have sold a

combined total of

more than 3 million copies

worldwide, and have tapped

into the casual gaming market

in a way that no other game

series has ever done. However,

they have also been criticized

for their lack of a detailed plot.

Cyan (Myst's developer) has

instead let the story be told in a series of novels published by

Hyperion Books. But what of the promised comics from Dark Horse? Cyan

and Dark Horse confirm that Myst The Book of the Black Ships will not be continued

beyond the first issue, which was published in August. "There were communication problems between

the two companies. It didn’t turn out the

way we expected,’’ says Bonnie Staub,

spokesperson for Cyan. Dark Horse

agrees that the comic book medium

isn’t the best format for what Cyan was

trying to accomplish.

There are no plans to approach

other comic book publishers with the

story, which falls chronologically

between the first novel and Myst. But,

says Staub, that doesn’t mean more

novels won’t appear sometime in the

future. "They made up this whole

backstory for the first game so there

wouldn’t be any holes, and it just

grew and grew," she says. "Now i

think they just want to take some time

Q\t\"-Kale Hedslrom

Same Game, New Name

R
acing fans be warned, f^f^rus’

recently released CART Racing-

not to be confused with

Microsoft’s CART Precision

FtAciNG-is actually a rere-

lease of 1995’s Indy Cw

Racing II. Papyrus was

forced to rename an old

product as a result of the

splitting of the CART and

the Indy Racing League.

Cart Racing does Include

some upgrades, however, including Rendition 3D support

and a 200-page strategy guide-Mato Schaefer

NI6HTHARE NED
Armed only with a spitfire yo-yo and his own

wits and cunning, a young man faces his deep-

est, darkest fears in Disn^’s Nightmare

Neo. it's all in the spirit of fun, how-
'

ever. Part strategy and part arcade,
^

the game features five nightmare
'

worlds for young players to visit and

explore. There’s the graveyard, the school,

the infirmary, the attic, the basement, and

the bathroom. Each realm features its own

brand ol traps, passages, and demons.

Then there are the Shadow Creatures,

each of which occupies a nightmare and

gradually reveals ilself as its world is

explored. Reveal all five creatures to win the

game. -Allen Greenberg

Disney Interactive, (BOO) 237-5751

PC CD-ROM

www.disneyinteraclive.com

Command & Conquer”'

Dark Deign”'

Dprlsing”'

Total Annihilation”'

UJhdt Do

These Gdiees

Hdue In

Common?
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REACTOR S

photosi sound and video clips Available

- from the inner workings of NOW ! It "K
the space station to the & PC ijj

outer reaches of the galaxy. See your T vp

YouMl learn so much about software ^

the shipsi weaponsn inhabi-
retailer

O'”
'

tants and history of "Babylon 1 - 5Q0 -

S"t that youMl be ready to 7S7-77D7.

sign on for a tour of duty* vwvw.sierra.tiam/babylanS

Set course with Captain

John Sheridani Ambassador

Delenn and the dwellers of

Babylon B for a tour unlike

any other. Created with J.

Michael Straczynski and

Babylonian Productionsn this

interactive reference guide

is loaded with hundreds of

SS V/1&/S OMPUTER SYS O'!,

The afficial Guide to
J. Michael Gtraczynski's Babylon

BONUS! Includes an enhanced "Best
of Babylon S" music CD by

Christopher Franke!

GO TO #372 @ www.computergaming.com/lnfolink

©m? Sierra On-Line Inc-n Bellevue^ UA “IflOO?'. • and '* designate trademarks ofi or licensed tOi Sierra On-Line. Inc-

. All rights reserved- BABYL0,N S’’-' and 1‘5'17 lilarner Bros-



Your Worst Nightmare
hat do you get if you combine Virtua

Fighter 2, Tomb Raider, and Jack the

Ripper's hometown? Probably some-

thing very much

like Activision'sIn the Works >
Nightmare

Creatures, a third-person action game in which

gamers fight zombies, werewolves, and demons

in ferocious hand-to-hand combat on the rain-

siicked streets

of early 19th-

century

London.

Nightmare

Creatures

wants to take

full advantage

of gamers’

rapid adoption

of 3D cards,

but, unfortunately, the early build I

played hadn’t quite worked out its

personal problems with the 3Dfx

chipset. Still, what I saw was encour-

aging. Drifting fog, dynamic lighting

effects, wicked explosions, and more

all help create a mood of appropriate-

ly gothic menace. A brooding sound-

track further enhances the sense of

impending danger.

Both the living and undead are
,

rendered in Gouraud-shaded, full-3D

against the gruesome assortment of monsters as

one of two characters, a muscle-bound priest or

a lithe, sword-wielding female student.

Multipoint collision detection allows gamers to

lop off heads, slash creatures in halt, and enjoy

the happy glow that comes from bfowing a

demon’s arms off and watching him lurch back for

more. More saving opportunities would be wel-

come, but Nightmare Creatures looks as though it

could be a pulse-pounding dream

come true. -Robert Coffey

bound priest or > sword-wleldlng student to rid

graphics. Gamers can square off IStli-century England of its monstrous scourge.

WATERWORLD
Conceived at

the same time as

the movie,

WaterWorlo's great

cut-scenes use the same sets

and lesser actors from

Costner's saga. The music and

sound effects are also good.

But the interface, while solid

and smooth, shows its age. The

squad-level gameplay, k la

Jagged Aluance, is simple and

unchallenging. There is only

one linear campaign of 22 sce-

narios, so the game has no

replay value It also has no

multiplayer capability. But it

does capture the rough-and-

tough feel of the post-apocalyp-

tic world, so it might appeal to

fans of the movie or beginning

gamers. Everybody else should

slay high and dry. -Mike Fay

Interplay,

(800) INTERPLAY

Windows 95 CD-ROM

www.interplay.com

SAND WARRIORS
This game about Egyptian

hillbillies in futur- ^
istic fighter craft

'

is buggy and ^
crash-prone. ^
Gameplay is weak from the first

goofy cut-scene to the end of

the uninspired missions. You

pilot an improbable looking

pseudo-Egyptian aircraft that

has no aircraft feel at all. Heck,

Asteroios has a better flight

model. The graphics need

improvement (they’re bearable

only at 800x600), and the Al

routines are pathetic for ail

enemy units. The game has a

stereotypical ancient Egyptian

look, but everyone talks as if

they’re from the South or San

Diego, Basically this game isn’t

an also ran, it’s a shouldn’t

have ran, -Greg Fortune

Interplay,

(800) INTERPLAY

Windows 95 CD-ROM

www.interplay.com
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and you Iran every time.

A[I-ifsall in the cards.

Po^sY
1^35 fhg winning cards. Witness the industry's

most recent awards from PC Magazine, PC World,

PC/Computing and Boot*, and ATI's partnership

with the top ten OEMs. ATI's ace is our award-winning

XPERT products available in both PCI or AGP Gamers go

berserk over XPERT®Play!s 3D features and performance,

TVoutand video playback. Not to be outdone, XPERT@Work

delivers maximum levels of business productivity with

2D, 3D and video acceleration. And don't forget to add on

ATI-7V ATI’s TV tuner card. Everyone loves a winner - and

that's ATI.

ATI is setting the new standard in 2D and 3D performance.

Now ATI is even faster with the latest ATI RAGE PRO drivers.

*Check out our website at www.atitech.com/cgw for

information about ATI's most recent awards.

Diamond Monster 3D

1
Hercules Stinqroy 128

1

220

1

Matrox Millenium II

1

Crealivo Lobs Grophics Blaster



Empre
With a

Joins the Gotf Wars
Strang Contender

in the Works >

E
mpire Interactive has devised a new way for PC goiters to whack their balls. Dubbed the

MouseDrive, Empire’s star creation promises a more natural, real-time alternative to the genre’s

traditional double- or triple-click swing meter.

In fact, Empire is so convinced that you’ll love the MouseDrive, they’ve purposely omitted a swing

meter alternative— a move they may regret if players don't take to the new swing mechanic.

To use MouseDrive, players simply pull back on the mouse for backswing, then push forward for the

drive. Sideways movement on the followthrough creates hooks or slices. According to Empire, the real-

time interactivity of the MouseDrive makes it possible to achieve highly technical shots, from low drives

info strong winds to draws, fades, and deep bunker explosions. The free-form mechanics of MouseDrive

also require the use of 12,000 frames of animation to represent more than 90 possible swing variations.

Practice greens and an interactive tutorial hosted by Gary Player are

available to help newcomers master these advanced techniques.

Two 18-hole courses ship with the game: South Carolina's Hilton

Head National, and the Jack Nicklaus-designed St. Mellion International in Cornwall, England. Every

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

rates actual turf, trees, and hazards info the course design. The results are extremely photorealistic

when viewed at 640x480 at 256 colors. The courses are further enhanced with light-source shading

and detailed texture-mapping.

The digitized golfers are also exceptionally well drawn. Video-captured at an incredible 200 frames

per second, the onscreen animation is fluid and lifelike. Most amazing, however, is the golfers' realistic

interaction with the course graphics. In most other sims, golfers stand flat-footed, regardless of the ter-

rain. In Golf Pro, onscreen golfers strike a more realistic stance that is determined by the lay of the ball

in relation to turf inclines or proximity to course obstacles. For example, a ball played on the edge of a

steep bunker might require that the golfer stand with one leg higher and knee bent. This is one of those

small details that you never miss until you see it implemented for the first time.

Game styles include match, stroke, and tournament play, with a progressive handicapping sys-

tem that automatically adjusts as your play improves. Though it's not clear from the prerelease

information. Empire hints that you can also compete with professionals such as Player, Nicklaus,

and Tom Watson in recorded play from actual tournaments. Other features not available for preview

include a 5,000 word shot-by-shot commentary, and "Play with the Pro," an interactive analysis of

your golfing techniques, coached by Player. Multiplayer games support up to eight players via

modem, network, or play-by-email.

It should be interesting to see if sim-golfers embrace

Empire’s MouseDrive. Even without such innovation.

The Golf Pro looks to be another strong contender in

this red-hot sports genre, -Scott May

RODENT POWER Empire is so

confident you'ii iove its new

MouseDrive swing mechanic,

The Golf Pro doesn’t even offer

a traditionai afternative. The

game also features stunning

high-resolution SGI-rendered

graphics and muftipfay for up

to eight pfayers via modem or

network connection.

Introducing the nent step

In the euolution of action

strategy gaming...

X Multiple Uieuis

X Multiplayer

X Multiple Sides

X Full 3D

X Intuitiue Interface

X Intelligence DIarfare

Frflin the producer or

H-Uling™ and Tie-Fighter'"

and the designer of

The Super Star Ulars Trilogy'"

FEBRUARY 1998 ccw
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Il's The Subtleties Of

Itlyth That Illahe It Great.

That Is. If Vou Conslier Hacking Up It Dniarf. PlcTting Up

His Head find Throuiing It Bach HI His Onin Units Subtle.

Enter the world of Myth: The Fallen lords, a three-dimensional landscape of blood-soaked hills and carnaqe-filled valleys.

Where the ondead lork in amhnsh onder bridges, behind trees, submerged in swamps. Where your weary troops can see their

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

and scorch the ground. Where you view the horrors of war from any angle, cruising over the

battlefield in real time. Where “realism” takes on a terrible new significance.

(all 800 29S-0060 or download the demo from www.bungie.com if you feel like

you’re ready for the biggest uphill battle of your life.

Available for Windows® 95 and Mac™ OS.



Battif yourway Ihrouqh richly delailtd dpsfris, rainy swamps,

and snowy mountain passes in pursuit of victory.

^
Myth's 3d engine brings to life explosions that char the landscape

^
and send limbs Hying across the battlefield trailing gore.

Weatber changes dramatically, climbing hills puts you at a

Play multiplayer games like capture the Hag and king of the hill over

the Internet thrangh bungie.net, our free online gaming service,’

BUNGiE
GO TO #266 @ www.computergaming.com/iiifolink
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D
iablo’s gothic images

of perdition masterfuliy

condemned gamers to

its dark, rich mytho-

iogicai worid. They

giadiy “soid their

souis” to the tune of

more than a miiiion

copies. We editors even named it

Computer Gaming World's 1996

Game of the Year.

Yet, there were those who

weighed this rare game in the bai-

ance and found it wanting. Some

ciaimed it to be a dumbed-down

role-piaying game. Others dis-

missed it as a mere sophisticated

action game, a new Rogue or

Gauntlet. Though it reinvigorated

the roie-piaying market, many crit-

icized it for not being a true RPG.

Others objected to Biizzard’s iack

of foresight regarding cheating on

battie.net.

To the muitipiayer fans. Blizzard

has promised to fix the cheating

problem in Diablo ii. To those who

complain about Diablo's lack of

RPG purity, the design team

offers no quarter. Says Blizzard's

David Brevik, “We didn’t make an

RPG, we made Diablo.”

For the sequel, the Blizzard team

hopes to keep Diablo’s fun hack-

and-slash experience while expand-

ing and improving the game. They

don’t want to appease hard-core

RPG fans by adding artificial NPC

interactions—they want to maintain

the flavor of the original— but they

also don’t want Diablo II to be just

more of the same.

After talking to the Blizzard

team, it’s clear that they’re deter-

mined to create a more immersive



BLO’S BACK
AND HE’S MAD AS HELL! Bet the Scoop on His Next Reign of Tenor

experience with new characters,

monsters, speils, and locations

while producing a

true sequel with a

twist.

Diabolical Plan
The twist is that the

story is told and experi-

enced from a new hero's

perspective. None of the

heroes from Diablo return,

and at the start of the

game, even Diablo's where-

abouts are unknown.

The hero from the first game,

after containing Diablo’s spirit and

journeying to the East, suc-

cumbed to the more powerful will

of the Lord of Terror. Now, Diablo

is free from his entrapment below

Tristram and has assumed his

original appearance, but with

much greater power. As the

game begins, he is some-

where in the East, rais-

ing an army to con-

quer not just one

city, but a whole

game world.

Building Character

T
here are no rogues, warriors, or

sorcerers to play in Diablo li. The
Lord of Terror is mightier than

ever, and the previous game’s heroes

simply aren’t up to the challenge. So
Blizzard has created five new charac-

ter classes. One, the Amazon, is a

cross between the rogue and war-

rior, with superior melee and
range attacks. Her main attacks

make use of either the bow or

spear. She will have five

levels of abilities,

Z' each more pow-
erful than the

^ /jjv / You can see

some of the pro-

' ^ posed abilities^
in the box

^ \ below. These

^ aren’t all of^ her abilities.

fact, she
won’t he

able to learn

all of them.

I You’ll have to

pick from among
the total number,

meaning that

gamers will be able

to customize

unique characters.

You might spe-

L cialize in the

I spear, while

your friend spe
cializes in the

bow. For other
1

characters’

abilities, see

^ ^
the sidebar

on page 81.

The Amazon’s Snecial Abilities

INTO THE DARKNESS Bliz^rd is striving to increase realism with improved lighting effects

and visibility based on line of sight. Although these early dungeons resemble those in

Diablo, later environments will be more diverse. In addition to more detailed environments,

the game’s mechanics will be improved with true point-and-click movement.



Hell’s

Kitchen

W e caught up

with David

Brevik, the

president of Blizzard

North, to ask about

the changes coming

to Diablo II. Here,

we’ve excerpted a

few questions from

our interview. But if

you want to hear i

more from Brevik— ^

including his

thoughts on Diablo’s
^

place as a “real”

RPG, nonhuman char-

acters in Diablo II, i

and cheating

—

read the full inter-
'

view at www.

computergaming.com.

CGW; How is Diablo II

different from the

first game?

Brevik: Diablo II is a

ground-up reinvention

of Diablo. From a

technical standpoint,

we have restructured

the game to run more

efficiently, with bet-

ter lighting and spe-

cial effects. And, of

course, we’ve

addressed the cheat-

ing issue. From a

gameplay standpoint.

The aclion in Diablo II proceeds

through lour acts, with each act

comprising a town and its accom-

panying dungeons. Each act will

also tell a little more about Diablo’s

origins and plans, which include

freeing his brothers, Baal and

Mephisto. [Together they form the

triumvirate known as the Prime

Evils.) As the game’s hero, you will

have to track Diablo through each

act and town and try to prevent him

from raising his army.

Your hero comes into the game

as a powerful adventurer who has

heard of the Lord of Terror’s

renewed rampage. No one

from the original Diablo

can hefp you. Since the

heroes of the

first game were

too weak to

defeat Diablo

completely, the

sequel calls for

all-new adven-

turers.

As a charac-

ter from one of

new class-

you start

out in the

mountains at

the Sisters of

the Sightless Eye monastery.

Diablo fans will recall that the

rogue character belonged to the

Sisters order. Blizzard envisions

new players beginning the game

here, where they'll discover that the

monastery has been taken over by

a tremendous evil power. The

Lesser Evil Andariel, a demon from

Hell, is hoping to curry favor with

Diablo by conscripting the rogues

into her evil army.

Andariel soon corrupts all the

captured rogues, but a small band

of sua^ivors forms around the

monastery, creating a makeshift

camp and Diablo H’s first town.

You’ll need to uncover Andarlel's

fall

monastery and free the^

Sisters. When you defeat

Andariel in the town’s final

dungeon level, you'll move

on to subsequent acts and

locales In the East.

Will It Be a
True RPG?

One of CGW's criticisms

of Diablo was that the town and

nonpiayer characters (NPCs)

seemed too artificial and static: The

streams never moved in Tristram:

the NPCs were nailed to the floor;

they "gave" you items by hurling

them to the ground: and there were

no ambient noises or background

action. In addition, the role-playing

experiences for each character

class weren't very distinct.

Although Brevik says that Blizzard

never set out to make Diablo a hard-

core role-playing game, they do

want.to make Diablo II a better role-

playing experience. The develop-

ment team recognizes that the char-

acters in the original game were too

rhuch alike, distinguished only by

their- weapons and character attrib-

utes. In light of this, the team is

endeavoring to strengthen the

game’s RPG qualities in three ways:

They want to make the towns more

alive, integrate the NPCs further into

the quests and story, and make the

playing experience for each charac-

ter class very different..

To make the towns rnore realistic,

the Blizzard team plans to add pten-

of anifnalion, including moving

in streams, occasional flocks

of birds, and NPCs walking in

the background. Each

town will have a unique

cast of supporting NPCs,

and these NPCs will have

a wider range of motions.

ing about,



we have made the

Diablo universe much
larger, with more var-

ied experiences for the

players. We want the

players to feel totally

immersed in the world

of Diablo, which means
more varied tasks,

more interesting NPCs,

smarter foes, and

more options for the

player.

,CGW: Will you meet

i^any rogues, sorcerers,

r warriors in Diablo II?

J'f^revik; Players will

encounter rogues, sor-

cerers, and warriors

during the game as

NPCs and hired char-

acters.

BVI^ Why is Blizzard

LUorlt remaking every-

hin^from character

jlas^s to monsters

—

in Diablo II?

JBrevih: We wanted to

/give players an all-

' new experience. We
will keep a few of the

monsters, such as

skeletons and zom-

bies, in some form,

but they will have new
Al, abilities, and

weapons. I would say

players can expect to

see maybe 5 or 10

percent of the mon-
sters from Diablo.. ..In

regard to spells, we
will keep probably

about 10 percent of

the spells. Some, like

town portal, we’ll

keep out of necessity;

others, like lightning,

we’ll keep because

everyone liked them.

1

Just Questing
For the actual quests, the Blizzard team is

creating more special-location quests, similar to the

Bone Chamber, Poisoned Water Supply, and King

Leoric’s Tomb In Diablo. That means more quests will

be In separate locations, accessible through the dun-

geon yet taking place in self-contained environments.

the Forgotten Tower, involve rooting out infested build-

ings and questing for treasure. The other two, Field of

Stones and Sisters Burial Ground, deal more with the

act’s main storyline. In Field of Stones, you’ll have to

revive a defunct circle of mystic stones, which ancient

acting like real people, doing things that you’d expect

of them. That means the blacksmith could come out of

his shop periodically to greet you (unfortunately,

Blizzard doesn't plan to allow entry into

been assured that when NPCs give you an item, they’ll

hand it to you. just as a person in real life would.

NPCs will also have a larger role in the game. You

won’t go to them only when you need healing or

some new items. Instead, you’ll be able to learn spells

and special fighting abilities from them, probably in

exchange for the completion of a quest. They’ll also

be more useful in providing background for the

game’s story.

The most exciting NPC development is that you will

be able to hire NPCs to join you on your adventures.

They won’t follow you through the entire game, but they

will accompany you temporarily, perhaps through one

act. You will be able to hire only one NPC at

a time, and they’ll have their own personali-

ties and agenda. You won't control them, but

they will fight on your behalf. Some NPCs

will join you simply for money; others might

join if you complete a certain quest. The

Blizzard team is varying the NPCs and their

backgrounds, and assures that those who

join you will fit into the quest and story struc-

ture of the game.

Finally, although Diablo ^.wil! be an all-

new game, some of your favorite NPCs will

return. At this point, Deckard Cain and Wirt

are slated for cameos.

And since the sequel contains four towns instead of

Diablo’s one. you can expect a lot more quests. Quests

will not change depending on your character class, but

they will still be randomized. How you acquire quests

won’t be very different, but Blizzard says they’ll be bet-

ter integrated into the story and your character’s devel-

opment. Completed quests in Diablo II will reveal more

of the back-story, free NPCs to join your party, or allow

you to learn new fighting techniques.

All the quests will be available in both single- and

multiplayer games. The idea is to allow multiple gamers

to play through the entire game together.

The folks at Blizzard showed us four of the proposed

quests for the first act. Two of these, the Den of Evil anti
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Presenting the long-awaited third installment in LucasArls’ classic adventure series, Monkey Island. With features like 30-

plus hours ot gameplay, 8,000 lines of hilarious dialogue, oodles of challenging puzzles, high-resolution graphics, film-

quality animation and a few surprise celebrity voices. Not to mention vegetarian cannibals and a guy named Snugglecakes.

So get ready to embark on a rollicking, swashbuckling graphic adventure where the seagulls ha’

aim than the pirates, and the sharpest weapon is your wit. Ter Winiiewf CD-ROM

Check out the playable demo in select magazines or download it from our Web site at www.Iucasarts.com
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Real-Time camera movements

DURING game play, and

Real Time animation with

Westwood’s own optical

motion capture technology.



The First Real-Time 3D Adventure
Armed with your investigative skills and the tools of a 21st century

BLADE RUNNER™, you'll be immersed in a futuristic world that

revolutionizes computer gaming, and tests your ability to survive in

one of the richest and most atmospheric games ever created for the PC.

For WindowsiB 95

Westwood"> I auau.iHuy i.

www.westwood.com

Available At Retailers Everywhere
OR Call 1 -800-874-4607
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JIdoanced, multi-tbneaded client/senoen ancbitectune
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Ooen 200 playen/cbanacten combinations ... 7 naces, 16 classes, 2 gendens

Expenience an infinite numben of encountens in a gnowing game enoinonmeni

Jin abundance of items, bundneds of spells, 7 spell schools

Ooen 300 sound effects: 125 sepanate musical scones

Thousands of high quality illustnations in a nicbly detailed 3D enoinonment
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Certain quests will

span several towns,

requiring you to

travel back and

forth, probably

by caravan or

teleport.

GO TO #187 @ www.computergaming.corn/infolink

Multiplayer Changes
lABLo was named the 1996
Game of the Year in part

because of its seamless
Internet play and multiplayer

support. While the multiplay

was good, it was overshadowed
by incessant cheating.

Blizzard says it is committed
to addressing the problem, and
codesigner Eric Schaefer
promises, “We will solve the
cheating.” Schaefer won’t
reveal details though, partly

because the team is still work-
ing on solutions and partly

because they don’t want to

give away their plans to

prospective cheaters.

Blizzard says it will increase

the maximum number of play-

ers, possibly up to eight. Most
important, the entire game will

he available in multiplayer

games. Every quest will be
playable in single- and multi-

player modes. Difficulty levels

will be taken out of the multi-

player game. Since each suc-

cessive town gets progressively

harder. Blizzard sees no need to

add difficulty levels.

visit your Local Retailer or call

1-800-789-1534
to order a copy today!

mages once used to teleport to far-off realms.

Restoring the stones could-give you the ability

to visit Tristram or enlist the aid of Deckard

Cain, the storyteller from Diablo. In the Sisters

Burial Ground quest, you’ll go to the

monastery’s burial grounds, where you’ll find

that dead rogues have been resurrected by

Andariel's magic.

Going to Town
Diablo II will boast a far greater scope than

Diablo. This lime, you’re questing to save an

entire world, not just a town. Each of Diablo

ll’s four towns will have one main

dungeon, several subdun-

geons, and a surround-

ing wilderness area that

• can be fully explored. And,

according to codesigner

Eric Schaefer, each town will

have as much gameplay

as all of Diablo.

Towns will be

arrayed in linear fashion,

meaning that you'll have

to finish one town before

you can move on to the

next. But, once you finish

clearing a town, you can

return to it later.



Spearhead at Kursk!

Defend Stalingrad

Dramatic 3D animations
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Fast paced WWII platoon-level combat on the steppes of Russia I94I-I945!

Lead a lightning Blitzkrieg through the Red Army, or defend Mother Russia from the German invaders! Set in a

new, unique campaign format, EAST FRONT puts you in charge as commander, in eithdr the Wehrmacht or the

Red Army. Replacement shortages, mud, snow, endless river crossings and all those fun things from the Russian

Front are just a mouse click away! EAST FRONT features a totally new engine, a full-blown scenario/map editor

and many preset scenarios, such as Kursk and Stalingrad!

Call (410) 933*9 191 or visit our web site at www.talonsoft.com ©Copyright l995*l997TatonSofc Inc.; RO. Box 632, Forest Hill, MD 21050

TolonSofi's East front™.We 'Moke History™, and Battleground^ are a registered trodemorks ofTalonSoft Inc.. All other trademarks are property of their respective holders.
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ing experience for each character different.

Each ciass will also be customizable,

because not every player will be able to mas-

ter the fighting moves of every class. Two

players could thus create characters of the

same class but with very different fighting

abilities (see the two character sidebars,

pages 69 and 81).

Diablo II will also boast a host of new spells

and monsters. Only a few monsters from

Diablo will be back, and each town will have

its own mix of monsters.

Altered States
Aside from making high-concept changes,

development team is also overhaul-

and interface. The new engine

and It looks better than the

some talk of a new 3D

in favor of the

Although Blizzard is being coy

about the three other towns, they will

say that each has a unique flavor and

environment. One act will take place

in the desert, possibly in a Horadrim

town, with a few resident sorcerers.

Another act will take place in a jungle

environment.

Each town will also have a powerful

end boss. Andariel will be the main

villain in the monastery town and

Diablo will be the final boss, but who

are (he other two? Blizzard wants that

to be a Surprise-

Fantastic Five
Like the settings, the character classes will

be more diverse this time around. There will

now be five classes—two spell-casters, two

fighters, and one hybrid-and each will play

differently. The attributes list will stay the

same, but combat will change. While spell-

casters will have a meiee weapon and a

range of spells, fighters will have a repertoire

of fighting moves that will rival the mage

spells for diversity. These moves

effect, replace spells for these

ters. (The fighters will be able to

I”'-’
'
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visit your Local Retailer or call

1-800-789-1534
to order a copy today!
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Grade A *'Play it: It goes where no

Star Trek game has gone before"
— PC Games

Rated 9.0 "Starfleet Academy goes where no

Star Trek game has gone before... an excellent game
— Ultra Game Players

4 out of 5 stars "It warps past any other

Star Trek game

TO POUR rEDERATION
IPB AGAINST 30 AMAZI
UVOGN ALIEN SHIPS

Starring William Shatner, Walter Koenig
AND SPECIAL APPEARANCE SY BEGRBE TaKEI
IN THEIR LEGENDARY ROLES OF CAPTAIN KiRK,

Pinball AVAILABLE NOW FOR WIN95 AND MACINTOSH.
COMING SOON FOR PLAYSTATION GAME CONSOLE.

Developed and Published by

RaySlsilon BVGA.MWS. iAMFil';.

crplay Logo, MatPlay. the MaePlay logo and "By Gamers

All rights reserved. WIndowsfi 95 it a registered i

trademarks of Interplay Productions. All rights reserved. PlayStation

soft Corporation. All rights reserved. All other copyrights and trader
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gamers’ cries and will add a "Run" feature to

your character's movement options.

Hell to Raise
There are still some things that Blizzard is

keeping secret. Of course, this early in the

development cycle, there is much that still

hasn’t been finalized. As more details are

revealed, v/e'll bring you updates. For now,

the Blizzard team is working hard on the

first act, and promises that each successive

act will only get better. They're also mindful

of the shipping pains of Diablo and have

built in plenty of months for play-testing. At

this point, they've got great ideas and an

impressive-looking engine and first dun-

he rest remains to be seen, but the

Blizzard have never let us down

I doubt they’ll start with Diablo II. %

Character Class Spells and Abilities
Here'S a sampling of the new spells that some pfasses%il:'possess:''

'.

Whirlwind: Wind attack that strikes all squares around character

Zealotry: Lowers speed, but boosts attack strength and hit points

Enchant: Makes target sword flame, and makes other weapons magical

Glacial Spike: A cold spike that freezes target

Summon Blood Golem: Blood golem fights to the death for you

.

Wall ,of .Bone; An impassable. Wall with tough hit points

Control/Monster: Temporarily turns a monster into an ally

same, the graphics are now much cleaner

and more detailed. The lighting will be blend-

ed better tor more realistic shadows. Also,

the environment is being enlarged. You’ll

remember (hat the walls and doors in Diablo

were only slightly taller than your characters,

but in Diablo II the walls will loom, giving the

entire dungeon a more foreboding appear-

ance. Blizzard has also implemenled true

transparencies (rather than dithering) when a

character walks behind a wall.

Characters will now enjoy true line-of-

sight. Only the objects in the character’s

direct line of sight will be visible. No more

seeing through doors or walls, even

are directly in front of you.

Blizzard says that dungeons will

interactive, with more traps and

objects, including stained glass

The graphics will also shift away from

tile-based, to give you true point-and-click

freedom of movement (in contrast to

Diablo's eight directions of move-

ment). Blizzard has also heard

visit your Local Retailer or call

1-800-789-153/^
to order a copy today!
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INTRODUCING THE FIRST GAME YOU CAN PLAY WITH THIS JOYSTICK
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HH BETTER GRAB YOUR LIGHTSABER. |EDI KNIGHT'':

l:U| DARK FORCES® II CONFRONTS YOU WITH THE

|ji£3 JOYS OF JEDI KNIGHTHOOD. INTER-GALACTIC

ASSASSINS ABOUND ON SINGLE AND MULTI-PLAYER 3'D

'levels, EACH WITH THE SINGULAR INTENT OF PUTTING

YOUR SKULL ON A STICK. AND THERE’S NO JOY IN THAT.

IS1997 Lucaslllm Lid. All Aighis fleseived Slat Wars. DaiK Foices and itie LucasArls logo arc leglstaied Iraderrarks, and Jcdi Knighl Is a liadamaik ol Lucaslilm Lid., iiscd under auihoiiaailon. WWW. luCBSBrtSpCOITI

GO TO #122 @ www.coniputergaming.com/infolink



In the 2ist centiirv, a license to kill and heavily artned, turbo-charged patrol vehicles

are all you need to keep the peace. Just don't get blown to pieces in the process.
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Www.interplayxom
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~ Patrol the streets at a breakneck speed of 60 frarnes per second*

_ Bring in law breakers dead or alive (or barelv alive) with higlj--- -

powered non-lethal or lethal weapons like the Vulcan Caniiflu
"

Maintain the peace with the Turbo Patrol Car, Bike
or Wing - you're a crack shot from each

_ Real-time 3D environments with complete freedom
*

of movement for clean shots in the back

Over 20 levels of adrenaline-pumping high-speed
~ criminal pursuit missions - all caught on interior

or exterior cameras

-
1 or 2-player police action*

*Sonv PlayStation’” version only

ml imi ml ^ h
The pursuit begins Spring ’98

“AT 60 FRAMES PER SECOND,

THE... VIEW ABSOCUTELY SCREAMS
GAME PLAYERS
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The Ultimate

Game

by LoyllkCase

T
echnology is the supercharged element of computer gaming.

Two years ago, CGl4/’s first “Ultimate Game Machine" was a

Pentium 133MHz, and the Pentium 166 was just around the cor

ner. This year’s UGM has more than twice the clock speed and

fast, beautiful graphics-the kind that could only be seen on

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

budget system that nearly doubles the performance of that

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

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

That being the case, we offer this series for those who

need to make changes to keep up with the latest game

releases. Our goai for this year’s build-your-own seg-

ment was fourfoid. First, we wanted to build the ulti-

mate game machine with money being no object.

Hey, this is a gaming magazine, so why not have

some fun? Second, we wanted to build a

screamer box for a price point of $2,500 (we do,

after aii, live in the real world). Third, we wanted

to offer a low-budget aiternative with respectable

performance for less than $1,500. Finally, for

those who don’t want or need to build a new

system, we wanted to offer upgrade strategies

to improve your components.

You m^ not agree with all of our selections.

Even so, they are best-of-breed components—

and they wouid be good candidates for

upgrading any system. Stiil, let us know what

your favorite choices are, because we’ll be

updating the Ultimate Game Machine compo-

nents each month oniine. Let’s oet nuclear...



PLUTONIUM-POWERED PCs

The Core

I
magine, (or a moment, that you had

deep pockets, and could indulge your

every whim in building a thermonuclear

gaming rig. What would it look like?

We like to keep the perspective on gaming.

For example, several people suggested that we

pick the Fujitsu Plasmavision 42-inch, flat-panel

display. We considered it, but there are problems

with flat-panel displays for gaming. For one

thing, switching resolutions tends to result in

either shrunken or ugly images. This is, after all,

the Ultimate Game Machine, not the ultimate

workstation or the ultimate home theater.

ONE FAST MOTHER: Board,

that is. The Supermicro

P6DLS’ second Slot 1 CPU

interface leaves your machine

with room to grow.

gaming. There's a myth that having a fast 3D

accelerator neutralizes the Pentium li’s floating-

point advantage, but it’s just that; a myth. You

still need to generate the polygons and do the

lighting transforms and the geometry-and that

takes serious floating-point pertormance. AMD

was a more interesting choice, but we didn’t

have a chance to look at one of the new VIA-

equipped AGP Socket 7 motherboards, so it’s

also out, The AMD chip is more of a considera-

tion if your budget is very, very tight, although

it’s still not as good a floating-point performer as

the Intel line (as our 3D WinBench tests last

summer indicated).

For the Meltdown machine, the CPU choice

was a no-brainer: the 300MHz Pentium

II. The Heavy Metal’s CPU

proved more of a

dilemma. Luckily, we were able to take advantage

of some lowered prices, so the Heavy Metal is

still a Pentium II, but at 233MHz.

IVIotherboard Motherboards are a criti-

cal part of any system. Low-ball motherboards

can actually hurt system performance-or result

in flaky behavior. Nothing ruins an immersive

experience more than getting dumped out of the

game with a "blue screen o’ death" error.

Motherboard technology is rapidly evolving.

Microsoft. Intel, and Compaq are busy getting

out the PC 98 specification, which will complete-

ly reshape PC systems, and the use of FireWire

(IEEE 1394) for mass storage and USB for key-

boards, mice, and controllers will reshape the

way systems are configured. Until then, though,

systems integration is still something of a puzzle.

For once, we were able to ride the technology

curve on our motherboard choices. Both sys-

tems use ATX-format, AGP boards using

Intel’s 440LX chipset. When

moving to ATX for-

mat motherboards,

you’ll have the abili-

ty to shut down your

There are six components that make up the

core of a PC; the processor, the motherboard, the

memory, the case and power supply, the CD-ROM

drive, and the floppy drive. We’ll give you a quick

update on developments in each area, and then

explain our choices. For the purposes of this arti-

cle, we’ll call the high-end system the Meltdown

and the midrange system Heavy Metal. (The

$1,500 system follows in a sidebar on page 112.)

Processor In the last few months, we took

a look at a lot of CPU alternatives. Cyrix was out,

even on the budget box. It just didn’t

deliver the goods for high-

performance



If One CPU Is Good.

POINT OF FACT Windows 95 can support only a single CPU, but DirectX is also migrat-

I ing to Windows NT, which supports multiple CPUs; it can’t hurt to have an extra slot.

M
any people are thinking about multiprocessing these days. In fact, this year’s

Ultimate Game Machine has a dual CPU motherboard, although it uses only a

single CPU (for (he time being).

Windows 95 is part of the problem. Windows 95 (and Windows 98, for that matter) will

support only a single CPU, Adding another one would be a waste. However, DirectX 6,0

will be fully integrated into Windows NT 5,0, and NT has supported multiprocessing for

several revisions now-fhe thought of a pair of 300MHz processors has our mouths

watering in the most Pavlovian sense.

But there's a downside to using any version of NT Older Win 95 games may not run,

even with DirectX support, and DOS games almost certainly won’t run. For the most obses-

sive gamer, the solution is to have a dual-boot NT 5.0/Windows 98 setup. This will probably

be the hot ticket for the high-end gamer by the end of '98. After all, it's only disk space.

whole system from Windows. Although it culs

Ihe slot count to seven, ATX has pretty much

become the standard. It offers better cooling

and good support for full-sized expansion

cards. The new LX chipset is somewhat faster

than the older 440FX chipset, and it supports

SDRAM and UltraDMA/33 hard drives.

The Meltdown uses Supermicro's P6DLS

mainboard, which is actually a dual-processor

board, but we used just a single CPU, since

Windows 95 can use only one processor.

However, when NT 5.0 ships, with full DirectX

and multiprocessor support, we can add a

second CPU. The Supermicro board is a little

rough around the edges-documentation is

pretty skimpy-but it’s kind of like the differ-

ence between a Dodge Viper and a Mustang

5.0 liter. We know which one’s faster.

The Heavy Metal uses the very nice, easy

to set up, ASUS P2L97 AGP motherboard.

This puppy has one AGP slot, five PCI slots

(yes five), and a pair of ISA slots (one ISA/PCI

pair is shared). The Pentium II slides neatly

into the Slot 1 socket on the board. Early ver-

sions of this board had the ability to set (he

CPU clock in the BIOS, but alas, Ihe new ver-

sions have returned to jumpers for speed set-

ting. One minor downside to this board is

that the location of the connector strip for the

power switch and reset button prevents you

from installing a long ISA card in the last

slot, defeating (in part) the advantage of the

ATX format,

IVIemory One surprise you'll run into

when configuring memory is that Ihe form

factor is changing once again. All of the new

motherboards we looked at had only DiMM

sockets. All those 72-pin SIMMs you’ve

invested in can now be used to mark your

place in the 688(i) manual. Most DIMMs

these days are SDRAM, although you can find

EDO DIMMs. Unless you have a burning need

for parity modules, SDRAM seems to be the

way to go, We’ve heard rumors of parity

SDRAM, but haven’t seen it yet. As for ECC

(error-correcting) memory modules, don’t

bother unless you’re doing something mis-

sion critical, ECC actually results in a minor

performance hit.

The rule of thumb for memory is this: Get

what you can afford. Since we didn’t have a

budget for the Meltdown, we dropped in

64MB of Crucial Technologies 10 nanosec-

ond (ns) SDRAM-more than enough mem-

ory for just about any gaming need today.

The 10ns speed of the SDRAM isn’t fully

used by the 440LX chipset, which still only

runs a 66MHz system clock. Sometime

in early- to mid-1998, expect to see systems

with 100MHz system clocks as a matter

of course.

The Heavy Metal uses a single 32MB

SDRAM DIMM, leaving two empty slots for

future memory expansion.

FEBRUARY 1998 ccw
r



o %
BATTLBTeeH

Ji/

O 5997 FASA Corporation. Putilistied by MicfoProse.MicroProse is a rosislfifed irademartt ol MicroProso, Inc. or its affiliated companies. BattleTacfi.and MoctiWarrior are RaglsloredTrademarltsandMecliConimander Is a Tfademarit

olFASAConMiation.UsedUnaBrUcBnse.TlieFASftlnleractivetosodasignlsa.'ngdfimarkofF^lnfarscavd.lflc. .

,

.
..



mk fm a atcorsd tshafic®.

i3

Coming Soon for PC CD-ROM.
The first MechWarrior* game of real-time strategy and tactical command.

www.microprose.cotn

www.mechcommander.com ^SK^PRDSE. FASA^^NTER ACTIVE'”
w.bomputa-gamingxom/iafolihk



UNIT
UNIN

^

•Eric Rcppcn. Game Informer

LOOKS LIKE IT COULD GIVE
•CaC RED ALERT' A RUN

FOR ITS MONEY.
-Dave Richards, Happy Puppy

THE MOST COMPREHENSIVE
USE OF A1 THAT r^j||p
ENCOUNTEREDJir^:»

-Rich Heimlich, insidKamcs^V



WILL IT HAPPEN
TO YOU?

E tij



760.598.2518 www.chprodu

GO TO S078 @ www.computergaming.com/infotink,'

Cybcrian Outpost Egghead

Jly. abusive,

domination tool.
it’s even better when plugged in.

the stunning new

qamestick
from CH products,

is nothing like it.

anywhere.

qamestick.
Future is here.



Hard Drive: Speed Wltp

F
or tire Meltdown, we wanted speed without oompromise. The obvious choice here

was Seagate’s Cheetah 10,OOORPM, Ultra-Wide SCSi hard drive, it then occurred

to us that it one Cheetah is good, two must be better. Scouting around, we came

across Mylex’s Fiashpoint DW, which is an Ultra-Wide, dual-channel, SCSI host adapter

with built in support for RAID 0 and RAID 1. RAID 1 is of no interest for gaming—who

needs redundant data storage for Longbow 2? But if you've ever waited for iF-22 to ioad,

a speedy hard drive seems less of a luxury and mote of a necessity. So we used the

Flashpoint host adapter and a pair of

4,5GB Cheetahs to create a single RAID

0 volume, which stripes data across two

drives (in 64KB increments, in our case).

In effect, you're using two drives as a

single drive, doubling the width of the

data path, it doesn’t really double

throughput, but it does speed things up

a lot. For example, a single Cheetah gels

around 1,700 on WinBench 97's

Business Disk WinMark, whereas the

dual Cheetahs configured as a RAID 0

device punch the result to a shade over

2,000. Two Cheetahs run a tad warm. Okay, they’re hotter than a nuclear rod-bul that’s

why we have a case that has a cooling Ian blowing right across the hard-drive slots.

Another downside is that if one drive fails, you lose eveiything.

The hard drive for the Fleavy Metal is slightly more conservative: Seagate’s new

7,200RPM UllraOMA/33. This baby is backward compatible with FIDE, but the

7,200RPM rotational speed really kicks in with UltraDMA/33’s 33MB/sec burst-

transler rale. It also sports an access time of under 10ms. With a whopping 6.4GB

of storage. It’s no slouch in the capacity department, either. It uses technologies

such as magnetoresistive heads to cram data into as few platters as possible. You

gotta love that.

RAID ON Mylex’s DW ((op right), part of

its Flashpoint family, allows you to stripe

multiple drives as a single volume.

fcpLEX YOUR GAMING MUSCLE Plextor comes

I out on (op again here wth its 32x CAV CD-ROM.

CD'ROIVi Drives At the high end, once

again, there’s no contest. Plextor is now shipping

a 32x CAV CD-ROM drive with an ultra-SCSI

Continuedmpage 98

Case and Power Supply The

power supply is PC Power & Cooling’s Turbocool

300 ATX, which delivers rock-solid power and reli-

ably high current-loads. The Meltdown’s case

comes from the folks at JOR Microdevices. About

an inch taller than last year’s case, it has the

removable motherboard tray and lots of internal

expansion. It also has slots to install a muffin fan

•MORE POWER, SCOTTY Be sure your power

I supply is rated to at least 230 watts.

that can blow air across the hard drive-essential

cooling for the drives we chose.

We found a case/power supply combo for

the Heavy Metal at a local clone shop for only

$79. It has a 230-watt power-supply and a slide-

out motherboard tray. It’s even slightly larger

than most midsize towers. The shop couldn’t tell

us the manufacturer, but these kinds of cases

are widely available; we recommend you get an

ATX case with at least 230 wafts of power.
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PLUTONIUM-POWERED PCs

How We Tested

T
his year, we tested the roll-your-own systems in much the same

way that we tested the off-the sheif systems. These tests inciuded

WinBench 97, 3D WinBench 97, CBench, and a siew of games. To

test 3D perfoimance, we used Fught SiuuuTon 98, GL Quake, Wipeout

XL and Mono Racer. We tested Windows DirectDraw performance by

running WinQuake with the -nowindirect option. For DOS games, we

used Quake and Duke Nukem 3D.

We enabied Flight Simuiator 98's frame-rate counter by pressing the

Shift key and the ietter Z twice in

succession (Shill-ZZ). We cap-

tured the frame rate at the start

of the built-in FS98 features

video, but it's best to watch the

whole playback. FS98 is finicky

about MlP-mapping, so you can see all kinds of interesting behavior with

some cards. You can enable Wipeout XL’s frame-rate counter by typing

Benchmark Tests

Business

Graphics

WinMark

1024X768X16

Business

Graphics

WinMark

860x600x24 3D WinBench

Falcon Northwest Mach V ^ mmM
GGW Meltdown Machine 128 1 1 131 !

"
'

"1 259

DellXPSD233 ' 97
j

107

97

108 206

Gragliics WInMarhs Graphics WinMarhs 3D WInIVIarhs

WinOuAKE GL Quake DDS Quake

TimeDemos at TimeDemos at TimeDemos at

640x480 640X48D 640x480

Dell XPS 0233 '

COW Heavy Metal Rig

JU
20.3

I

N/A*

37.6 (7

Frames Per Second Frames Per Second Frames Per Second

’ GL Drivers Not Available at Press Time

’ The Falcon Mach V is as tested in our December issue: Pentium II 300MHz with 128MB of RAM with a list price of $8,495.

2 The Dell XPS D233 is as tested in our January issue: Pentium II 233MHz with 32MB of RAM with a list price of $2,379.
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xy
"framerate" at the race screen, More R^iQ^’ more complex. You need

to have the Delphine-manutacture^y^Rion (blue CO), not the

Electronics Arts-manufacturecl version (white CD). Eneilile^the frame

counter by starting the game from a DOS windowln^'typing “moto •

ijkimnop". When In a race screen, hit Shift-F1 (function key 1). The

frame rale we published was at the opening of the default race.

We took all the Quake numbers by averaging the results of

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

r
status bar visiblg.»<butflhe scfepnjotfirwl^rilfximi^ed^ We ran Duke

f'

Nukem 3D by typing "dukeSd^m ^^1
" atjhe DOS prompt, then p-

ing ONRATE after Duke’s ship erSsnes^"’"

Noticeably absent this year are any tests at a standard 320x200 I

VGA-graphics resolution. The last games I can recall that required

this were Daggerfall and the DOS version of Red AiEnr,

WinBench 97 WinBench 97

CD-ROM WinMark CPU32
WinBeni

CPU16

I

441

598 456

CD-ROM WInMarks CPU WinMarks

1

CPU WinlVIarhs

Moto Racer iniliai

Frame Rale

Fught Simulator

98 Frame Rate

Wipeout XL Iniliai

Frame Rate

J J
60 32 i M ma hI

Frames Per Second Frames Per Second Frames Per Second
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Graphics

panel. Nonetheless, we still wanted a 3Dix

card, and that was an easy choice: the

Canopus PureSD.

One of the interesting points ot the 440LX

chipset was supposed to be its improved

throughput. This may well be, but the DOS

graphics performance we saw initially looked

weak, despite the strong VGA-graphics core ot

the RIVA 128. The issue with the Pentium II,

as with last year's Pentium Pro, is throughput.

The Pentium II is capable of write posting, lin-

ear frame-buffer (LFB) write combining, and

banked VGA-graphics write combining. These

features enable the Pentium II to pump VGA-

graphics data over the PCI bus in big bursts,

rather than in small driblets. Unfortunately, the

ASUS motherboard has no way of turning on

these features, so we had to resort to that old

standby, FastVid. The AMI BIOS on the Super-

micro board is a tweaker’s delight. Ail the fea-

tures needed to boost DOS graphics perfor-

mance could be set in the BIOS.

1*2 PUNCH ASUS' SDexPlorer and Canopus'

PureSD are a very hard combination to beat.

interface. With a mini-

mum 14x CD speed,

20MB/sec over the

Uitra-SCSl interface, ana

a sub-90ms access time, this drive’s perfor-

mance approaches that of some hard drives.

The Heavy Metal's CD-ROM drive is the

Goldstar CR-8241B EIDE CD-ROM drive, it’s a

slot-loading drive, only costs $90 by mail

order, has a 90ms access time, and scores

over 1,300 on ZD’s WinBench CD-ROM test. It

supports Mode 2 DMA, reducing the CPU uti-

lization to 16 percent—not bad for an IDE CD-

ROM drive.

gave the STB card the nod for our big

rig. The RIVA 128 chip on the Velocity

128 Is CPU-constrained. Even a

300MHz CPU can’t deliver enough

polygons to stress the RIVA's rendering ability.

But the RIVA 128 chip isn't enough. There are

stilt a lot of games written only for 3Dfx. Since

money was no object, we picked a Quantum

3D Obsidian 100SB, which is a 30fx board.

The 100SB is a new version of the two-board

setup used in Falcon Northwest’s pre-

mier Mach V system.

TECHNO-LUST For those who

need colossal fil! rate, Quanbjm 3D’s

Obsidian 100S8 should feed the need.

Floppy Drive We

rounded out both systems

with a lowly 3.5-inch, 1.44MB

floppy drive made by TEAC.

Next to the CPU, graphics hard-

ware has become the most critical

component for today’s generation of 3D-

accelerated games. Not into 3D shooters?

What about flight sims? What about strategy

games? Every genre of gaming is beginning

to make some use ol 3D graphics.

We filled the AGP slot in the Meltdown with

the STB Velocity 128 AGP We’ve been very

impressed with the effort STB has been

putting into its driver releases, so we

Everything is now on one board,

with its own PCI bridge chip. At the time

we tested it, the DirectX drivers were still a lit-

tle unstable, but GL Quake’s performance was

nothing short of incredible. With a little tweak-

ing, it posted over 70 frames per second (fps).

Watching the benchmark lime demos using

the 3D Obsidian 100SB was like watching an

old Keystone Kops movie.

We would have liked to look at an AGP

card using Rendition’s new V2200 chip, but

products weren't available in time.

With the lower-cost rig, we still wanted a

really hot graphics subsystem-and, surpris-

ingly, we didn’t have to compromise much.

The primary (AGP) card is the ASUS

3DexPlorer. Although we gave it only 3,5

stars in last month’s review, ASUS has since

released new drivers that seem pretty solid,

and the 3dexPlorer now has a

software control
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Fast-pacpd action $hootpr luitK

challenging pu??le$.

MEN IN BLACK,
THE GAME

Three neiu ffliB missiom - from the

Arctic to the Amoeon.

Select the fRiB a^ent pou want to be.

YOU KNOW HOW THE MOVIE ENDS. Battle aliens in 200 unique settings.

THE GAME IS UP TO YOU.
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for Q frp? demo ulsit
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D
are to take Quake® to the next level.

The Micron’" Millennia® level.

Dare to take your power to where you

thrive amid peril and bloodshed. Where

the others are gibbed, fragged and

ruthlessly annihilated. Where you endure.

And where Micron dominates.

Get the Micron Millennia Mme or Xku, the

addictive machine combining the latest

technology and killer multimedia capabilities.

Lock and load our Fusion 3D’“ option, and

you get DVD, 2D and 3D graphics and a

speaker system that will make your ears bleed.

And, you'll get a blistering 3D gaming bundle for more multimedia pursuits.

Micron systems powered the recent QuakeCon '97 competition. There, chief organizer

Jim (HzH) Elson said: "Among the hard-core Quake fans on the Internet, it's long

been established that Micron machines are peerless when It comes to performance

and reliability."

Cyberathiete Dan (Rix) Hammans took first place at that QuakeCon ‘97, where

Micron systems ruled. If you're serious about gaming, face real competition like

RIX at www.cyberathlete.com. And If you're serious about computers,

dare to call Micron or visit our Web site today.

Pentium'

MICRON MILLENNIA Mme

Intel 166JVIHZ Pentium0 processor

with MMX'“ technology

32MB SDRAM

3.2CB Ultra ATA hard drive

15“ Micron 500FCX, .28dp (13.7" display)

STANDARD FEATURES

512KB pipeline burst cache, flash BIOS

Integrated looMB Iomega Zip drive, 3.5" {loppy drive

24X EIDE variable speed CD-ROM drive

32 voice wavetable stereo sound with speakers

USR Sportster 56K X2 data/fax modem*

PCI 6(,-bit 3D video. MPEG, aMB EDO DRAM

Microsoft® lnteliiMouse'“, USB Connections

Microsoft Windows® 95 and MS® Plus!

Microsoft office 97 Small Business Edition

Choice of one Micron Software Solutions Pak

5'year/3-year Micron Power"

limited warranty

FUSION 3D option PAK

DVD-ROM, •• DVD software

E4 Cool DVD PCI decoder card; 6 channel AC-3 to 2

channel out capability. SPDIF output {digital audio out)

AWE 64 ISA sound card

Cambridge SoundWorks/MicroWorks-

2 speaker satellite with subwoofer stereo system

Monster 3O graphics card with i.MB memory'**

Fusion 3D game pak: Mech Warrior 2; Mercenaries

D3D version, AH-6i,D Longbow,

U.S. Navy Fighters ’97, Command Ep

Conquer, Formula 1 D3D version

MS Sidewinder Pro joystick

Quake® is a registered trademark and the 0™ logo is a trademark of Id Software, Inc,

Call for information on our Software Solution Paks.

Other Millennia configurations also available. Call now to order.

MICRON
POWER" Micron Sales Hours; Mon-Fri 6am-iopm. Sal 7am-5pm,

Sun ioam-5pm (MT) Technical Support Available

24 Hours A Oay-7 Days A Week. Toll free from Mexico:

95-800-708-1755 Toll free from Canada: 800-708-1758

Toll free from Puerto Rico: 800-708-1756 • International

Sales: 208-893-8970 • International fax: 208-893-7393

Configured For Your Lifel'



PLUTONIUM-POWERED PCs

Monitor Of course, you need a monilor to be

able to see the games. This was one of our tough-

est choices. At first, flat-panel options seemed

intriguing, but we discarded that idea after deter-

mining that all of them still have a fixed pixel-

count. If you’ve ever seen a 1024x768 flat-panel

display interpolate pixels to handle a 640x480

game, you know what we mean. “Ugly" doesn’t

begin to cover it. A flat panel needs to be built with

a fixed number of pixels. If you have a flat panel

that can handle high resolutions (1024x768, say),

then one of two things will happen when it shifts to

640x480. Either you'll get a very small 640x480

image in the center of the flat panel, or it will sum

real pixels to make ugly, large ones.

The next option we looked at was one of those

really big CRTs, such as the Mitsubishi 37-inch.

This was pretty intriguing, but we sit close to the

monitor with keyboard, mouse, and controllers

when we play. Sit down a foot away from one of

these big screens and if feels like you are craning

your neck the whole lime. We then went to a con-

ventional 21-inch monitor. Here, there are several

choices. We flirted briefly with the Mitsubishi

91TXM. it's a very nice, aperture grill monitor with

a .28-inch stripe pilch. But we then saw a 24-inch

(22.5inch displayable) Sony GDM-W900.

Backup

G
ames don’t need to be backed

up, but backing up your

Windows system and any other

useful data

is a very

good idea.

Tape back-

up is

tedious at

best, so we

popped in

Syquest’s Syjetl.5,

a 1.5GB, removable hard-drive that

makes backups a snap.

The W900 is really designed for CAD or desk-

top publishing. It has a 16:10 aspect ratio, mean-

ing that it's wider than a conventional monitor

(HDTV is 16:9; normal computer CRTs are 4:3).

At first, we were still a little reluctant. There's a

visible blank area on either side of the picture

when running at standard resolutions (kind of a

letterbox effect). The display area is still a little

larger than 21 inches, but not enormously so. It

also costs $4,500, which is, by itself, the cost of

a good computer. Moro Racer has a 16:9 option

for its gameplay, but it really doesn’t look that

great. I'm aware of no other game that supports

16:9 or 16:10. We were about to drop the W900

from our list, when a friend came over and sat in

front of the screen. 7 want this monitor!'' he

exclaimed in an awestruck voice.

That was all the justification we needed.

As for our Heavy Metal rig. we really

wanted to get a 17-inch monitor, and

so we settled on the Optiquest

Q71 (Optiquest isViewsonic's

budget line). It’s a nice monitor,

though the clicking of the electro-

mechanical relay when it's switching resolu-

tions is a little disconcerting. The picture is sharp,

but the onscreen controls are not very intuitive.

Still, it’s fairly bright, has a .28mm dot pitch and

costs only $450.

Sound
Some of the coolest moments in computer

gaming are in the game audio. Hearing the sound

effects in LucasArts’ Their Finest Hour was incred-

ible. Audio is one of the three cornerstone tech-

nologies that enable a great gaming experience

(along with fast processors and great graphics).

Continued onpage 112

The Future of injUM

S
ystems Performance This is a delicate, shifting bal-

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

graphics system. This year, it's the CPU. Even a 300MHz Pentium II

can’t saturate a RIVA 128 card. Next year, as game developers begin

upping their budget for texture maps, bandwidth over the bus may become

the bottleneck. One potential solution is to move some geometry calcula-

tions, such as lighting transforms, onto the graphics card. However, DirectX

6,0 doesn't look as if it will support hardware acceleration of geometry at

this stage. OpenGL certainly is capable of this, but whether consumer-level

cards will arrive that can accelerate geometry is, as yet, unknown.

CPU Performance CPU performance will soon be open to

reexamination as well. Unfortunately, it’s looking as if market fragmenta-

tion may well happen. AMD has announced the K6 3D CPU, which is

scheduled to ship around mid-1998. It adds a lot of performance-boost-

ing features and an improved floating-point unit. However, the '‘30"
in the

name refers to a set of proprietary extensions designed to speed up 3D

transforms. Integrated Device Technology (IDT) surprised everyone with

its Centaur C6 CPU. The C6 is a poor floating-point performer, but IDT is

feverishly working on a C6-t- that speeds up floating-point and adds its

own spin on speeding up 3D. Of course, Intel is working on MMX2 (just

don’t ask the folks at Intel about it). Current MMX instructions are 16-blt

in nature, and MMX2 is rumored to be a full 32-bit instruction set. It's

interesting to see how all these companies are attaching a great deal of

importance to 3D graphics.

Also on the Intel Front There will likely be a new Pentium

II coming out that will support a 100MHz system clock and run at 350- and

400MHz. On the chipset side, Intel's 440BX chipset is supposed to also

support a 100MHz bus clock. VIA has added a new chipset that enables

Socket 7 boards to have AGR but whether this will really offer any perfor-

mance boost is open to question. Also on the horizon is 4x AGP, which is

theoretically capable of moving data to the graphics card from memory at

up to IGB/sec. This begs the question of memory bandwidth. Even

SDRAM might have trouble keeping up. By then, though, Intel will begin

implementing RAMBUS technology in mainstream ^sterns. RAMBUS is a

patented RAM technology licensed by a lot of DRAM vendors that enables

very-high-speed memory transfers, bul won’t see system memory duty

until sometime in 1999. And when the first IA-64 CPU (code-named

Merced) debuts that same year, all bets are off.
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Surround Sound Stereo, approx. $1,200

Player, approx. $1,200

27-inch TV, approx. $1,500

Internet TV, approx. $280

Personal Computer, approx. $2,499

Game Station, approx. $199

Fax Machine, approx. $250

Presentation System,

approx. $4,700

Universal Remote,

approx. $70

High-Fidelity Speakers, approx. $900

penti_um-][

"You've ^01 a friend in die business. "®



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



DiHo^
For a lot less. Add it up. All that technology costs— and takes

up square footage. The Destination® Digital Media Computer (DMC) gives

you the same technology without the price tag, at a fraction of the space.

The Destination DMC integrates 3-D gaming, digital

TV, DVD technology, PC capabilities, Internet access and the ability

for home automation in one entertainment system. All displayed on

monsterous 31-inch or 36-inch (35.5” viewable) SVGA monitors.

Imagine a huge playing field for your favorite world-saving

crusaders. Imagine an optional Apocalypse™ 3Dx graphics accelerator

that takes gaming to the nether regions. Imagine a cordless keyboard

and mouse that let you move about freely.

It's all reality with the Destination DMC. Plus, you get

so much raoi'e for so much less.

Add it up. You’ll see that the Destination

Digital Media Computer is the ultimate digital media

experience— for less money with less space. Call

us today. Ditto.

pentium®]J

ynii've go! a friend in ihe business. ”®

www.destination.com

GO TO ttlOB Acomputergaming.com/infolink



GATEWAY™ Destination® Digital Media Computers.

D5-166

Inter*’ 166MHz Penliutii'^' Processor with MMX'’' Technology

32MB SDRAM
512K Pipelined Burst Cache

Destination 31" SVGA Monitor

2MB Graphics Accelerator with Cable-Ready TV Tuner

2GB lOms Ultra ATA Hard Drive

12X min/32X max CD-ROM & 3.5" Diskette Drives

Ensoniq®Wavetable Audio

Boston Acoustics® MicroMedia^“ Speakers

Tclel’ath® Modem for Windows with x2''‘ Technology'

7-Bay Charcoal-Colored PC Case

Cordless Keyboard with Integrated EZ Pad" Pointing Device

Cordless Field Mouse'’’ Remote

Microsoft® Windows"’’ 95

Microsoft Choice Software*

Gateway Gold™ Service & Support
’

for Big Screen PC/TVs

$2499 As low as’' $87/mo.

D6-233

Intel 233MHz Pentium® II Processor with 512K Cache

64MB EDO DRAM
Destination 31" SVGA Monitor

4MB Apocalypse'" 3Dx Graphics Accelerator

2MB Graphics Accelerator with Cable-Ready TV Tuner

4GB 10ms EIDE Hard Drive

DVD-ROM Drive & DVD Decoder Card

3.5" Diskette Drive

Ensoniq Wavetable Audio

harnian/kardon® Home Theater Surround Sound System

TelePath Modemfor Windows with x2 Technology'

7-Bay New-Look Charcoal-Colored PC Case

Cordless Keyboard with Integrated EZ Pad Pointing Device

Cordless Field Mou.se Remote

MS Windows 95

Microsoft Choice Software*

3-D Gamer’s Bundle"

Gateway Gold Service & Support'

for Digital Media Computers

$3999 As low as’'$139/mo.

DS-200

Intel 200MHz Pentium Proces.sor with MMX Technology

32MB SDRAM
512K Pipelined Burst Cache

Destination 31" SVGA Monitor

2MB Graphics Accelerator with Cable-Ready TV Tuner

4GB 8.5ms Ultra ATA Hard Drive

DVD-ROM Drive & DVD Decoder Card

3.5" Diskette Drives

Ensoniq Wavetable Audio

Boston Acoustics MicroMedia Speakers

TelePath Modemfor Windows with x2 Technology'

7-Bay Charcoal-Colored PC Case

Cordless Keyboard with Integrated EZ Pad Pointing Device

Cordless Field Mou.se Remote

MS® Windows 95

Microsoft Choice Software*

Gateway Gold Service & Support’

for Big Screen PC/TVs

$2999 As low as" $I04/itio.

D6-300XL

Intel 300MHz Pentium II Processor with 512K Cache

64MB EDO DRAM
Destination 36" SVGA Monitor (35.5" viewable)

4MB Apocalypse 3Dx Graphics Accelerator

2MB Graphics Accelerator with Cable-Ready TV Tuner

8.4GB 8.5ms EIDE Hard Drive

DVD-ROM Drive & DVD Decoder Card

3.5" Diskette Drive

Ensoniq Wavetable Audio

hunnan/kaidon Home Theater Surround Sound System

TelePath Modem ./b/' Windows with x2 Technology’

7-Bay New-Look Charcoal-Colored PC Case

Cordless Keyboard with Integrated EZ Pad Pointing Device

Cordless Field Mouse Remote

MS Windows 95

Microsoft Choice Software*

3-D Gamer's Bundle"

Gateway Gold Service & Support’

for Digital Media Computers

$4999 As low as"S174/mo.

*l’k'iise ttsk your sales rep tibiiul your saflwure

options. You tell us which Microsoft Choice .software

suite meets your needs and we'll pre-in.siall itfur you!

'Mtesinnun data transfer rale dependent on cenain

variables including pailiciilar modems with which you

are communicating, telephone tines, communications

software and communications protocol

"3-D Gamer's Bundie includes Ultimate Race'f

Virtual On"" and Aetna Soccer'."

'De.Ainaiion 31-inch and 36-inch monitors are

covered by a one-year limited warranty. Call or write

for a free copy.

# 7/ GArEWW2O00
"You've go/ afrieiul in ilie hiisiness .

'’®

800 - 846-8571
w' w w . d e s t i n a t i 0 n . c 0 m

61() Gateway Drive. P.O. Box 2000 • North Sioux City, SD 57049-2000

Phniic 605-232-2000 • Fax 605-232-2023
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PLUTONIUM-POWERED PCs®a
\

Upgrade Strategies^,

Y
ou may be reading all this and saying, ‘Tm lust not ready to

get a whole new system," or "I could get a whole new sys-

tem, ..or I could stay married.” The good news is that

upgrading a component here and there can breathe lile into your

existing system; and with a well-thought-out upgrade strategy, you

can go three to five years-or maybe longer-before buying an

entirely new system.

The key word here is triage, a technique doctors use to treat

wounded soldiers. It's a fairly simple idea: Treat the most critically

wounded patient fjrst, and lake care of the lighter injuries later. The

same slrategy.o'an be applied to upgrading your machine. Take a

look at our Upgrade Table here, and see where your system com-

ponents rale. Th^'re listed in order of importance.

For killer game performance, upgrading the most ailing compo-

nent among your CPU, memory, and graphics will deliver the most

immediate increase in gaming performance. A couple of notes

here; If you’re running a l66MHz Pentium or belter, you should

consider upgrading your 2D/3D graphics first to get more out of

your rig, since CPUs of this horsepower or better still have a good

bit of life left in them. l|yoi^e happy with your current 2D board,

and it has 4MB of onboafa memory, consider a 3D-oniy board

using the 3Dfx Voodoo chipset, though a PowerVR-based board

isn't a bad choice for gamers on a lighter budget. In purchasing a

2D/3D board, 4MB of onboard memory is an absolute minimum,

and given that Diamond’s Stealth II costs only about $120, there’s

no reason to skimp here.

UPGRADE CHART

Moving to the storage components, if you've outgrown your cur-

rent hard drive, that’s a pretty obvious reason to upgrade to a big-

ger one. Disk storage space has never been cheaper: For under

$400, you can pack 6.4GB of storage into your box, and for around

$200, Seagate has a 3.2GB drive, though it doesn’t support

UitraDMA/33. We recommend drives that support UItraDMA/33,

even if your current motherboard doesn't support it, so that when

you do get a new motherboard, you can get some improvement in

hard-drive performance as well.

A faster CD-ROM drive can certainly speed up game installs and

scene loads, but it’s less of a critical system component. But in

addition to faster performance, many CD-ROM drives ship with a

bus-mastering driver that cuts down on CPU usage, which can

help overall game performance. However, unless you're CD-ROM is

really gasping, upgrade other components first.

If you’re not into online multiplayer gaming, faster data commu-

nications may not be an issue. A modem upgrade will make Web

browsing less painful, and as our recent tests showed, the 56K

modems have somewhat lower latency numbers than 28.8 V.34

modems. ISDN is the medium of choice for online gaming, but its

associated costs may make it less appealing.

Upgrading won’t always bring you the across-the-board speed-

up that an entirely new system will, but it can certainly add life to

aging systems. And after you’ve bought enough upgrades, you’ll

basically have wound up with a new system, but on a much more

manageatjle-payment plan. -Dai/e Salvator

If You Have Performance
Upgrade

.CPU Ponllum 12DMHZ or slower MMX OverDrive

2D0MHZ (bedgeir

Penllent II 300

JL-aSMB 32MD EDO DRAM
(if your sysleni

coo rue SDRAM)

64MR SDRAM

.
Hooe losialled Diamond SleallD II

2QJiraphics

^ Hard Drive

3Dlx-based

board (3D-only)

or STD Veloclly 128

Card wiUi 1 -2MD local memory Diamond Slealth II STD Velocity

128

/
1G8 drive or less Seagate D.AGR UllraDMAI33 Seagate 4.5GB

Cheetah Ullra-Wlde SCSI

1 Coimnunlcatlons 14.4K or 28.8K modem Global Village (X2 SDK)

_or Diamond SupraExoress

/nilgDFlex 5BK)

Diamond NetCommander
(ISDN)

CD-ROM 2-4x drive JIDE Goldstar CR-8241 B UIW SCSI Plextor 32x CAV

•Note: if your motherboard won't accept an upgrade CPU, go wiltmpew LX-based motherboard with a P-tl 233MHz. Even

though it's an AGP motherboard, your PCt cards will work fine.



Weaponry

through the Ages

Panther XL

The first complete 3D combat controller!

Everything the Panther offers... plus a premium flight

stick, bullt-ln throttle and 1 7 programmable buttons.

Panther

Upgrade yourjoystick to 360° of two-fisted

independent move-and-aim control. Digital

precision. Advanced deathmatch domination.



© 1997 fitidCal2 Inc. MadCalz'“,ltie Mad Catz logo, Panther”^ and Panther )!’" are trademarks of Mad CalzIncAII other trademarks andfor registered trademarks are property ol their respeclive owners.

Team Madcatz presents the Panther and Panther XL. Made from the

finest ingredients the science of \Nar has to offer. Don 't ask how we did it

.

ask what it can do for you. Because in 3D combat as in controiier design,

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

www.madcatz.coFn

GO TO #093 @ www.computergaming.com/lnfolink
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Sound Cards The Meltdown

needed something a little out of the ordi-

nary. We started with a

slock Diamond

Monster Sound. Then

we ripped out the tiny

wavetabie card that’s

attached. {WARNING:

if you do this, it wiil

probably void your

warranty.) The iittie connector on the Monster Sound is, in fact. Wave

Biaster-compatible. We then added a Roland SCD-15 Sound Canvas

daughtercard, securing it to the Monster Sound with ordinary rubber

bands. The MiDi music quality that resuits is quite a bit better than

Monster's stock 2MB wavetabie.

The cooi thing about the Monster Sound, of course, is its use of Aureai

Technoiogies’ 3D positional audio, which definitely adds to the experience

in a game like Jedi Knight. Using HRTF (head-related transfer functions) to

simulate positional audio, Aureal achieves its positional 3D-audio effect

through a set of mathematical functions that simulate the delays and posi-

tional cues that your ears use to locate sound.

Just for the sake of DOS games, we popped a Creative Labs AWE-64

Gold into a free ISA slot. We’re hoping that the AWE is the last ISA sound

JURY-RIGGED Two ordinary rubber bands hold this Roland SCD-15 Sound

Canvas daughtercard to this Monster Sound part.

card we have to

deal with. Still, it’s a

good, clean-sounding card

and has always been trouble-free.

The Heavy Metal has a stock AWE-64

Value Edition. The Value Edition is a nice buy at

$95. It’s a little noisier than the Gold and doesn’t

have as much onboard RAM (512KB versus 4MB), but the

price is right, it sounds fine, and it’s compatible.

ccw FEBRUARY 1998
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Input Devices
We’ve tried various mouse alternatives over the years, but

the mouse and the keyboard are still our mainstays. Here at

CGW, we do a lot of writing, so our choice for keyboard is the

Microsoft Natural Keyboard for both systems.

A mouse is a mouse is a mouse-until you see the new

Logitech mice. For the Meltdown, we use a Logitech Mouseman

Plus, which has a unique, contoured shape that's easy on the

hand. It has four buttons (!) and a scrolling wheel. To shave off 10

bucks, we went with the four-button (no wheel) version for the

Heavy Metal rig. Rounding out all this is a Gel-eez mouse

pad from Case Logic, which has a com-

fortable. gel-filled wrist rest.

i-z
Logitech

Game Controllers

Speakers Good sound cards deserve great speakers. For

the Meltdown, we went with Eminent Technologies’ LFT-11. It

has two flat-panel linear field transducers and a beefy bass sec-

tion. Eminent Technologies supplies an Optimus 15 watts-per-

channel receiver as an option; it’s small, so it doesn’t take up

much space. These speakers stack up well against some very

high-end, home-audio speakers. The only downside we’ve

found to these babies (other than their $700 price tag) is that

they are quite directional; but this is usually not a problem

when you’re sitting in front of a computer.

For the Heavy Metal system, the Cambridge SoundWorks PC

Works is the obvious choice. These are the best $100 speakers

we’ve ever heard. The quality of their sound is mind-boggling.

Controllers are perhaps the most personal of ail game

,re. We tend to gravitate to different controllers, but for

the ultimate setup, we prefer the new Saitek X-36 stick/throttle combo,

paired with a set of CH Pro Pedals (you can deactivate the rudder gizmo on

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

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

After using Flight Simulator 98 for testing, we’ve dusted off our venera-

ble CH Pro Throttle. We haven’t yet found a force-feedback device that

interests us; they don’t feel realistic. Actually, they all seem to be just joy-

sticks with motors. For less money, one interesting stick is Microsoft’s new

Sidewinder Precision Pro. It's a relatively low-cost, all-in-one controller,

though it won’t win any awards for looking or feeling realistic.

For driving, our favorite wheel is the ThrustMaster NASCAR Pro Wheel

(called the Formula One Pro Wheel in Europe). We like the quick release

clamps and instant disconnect for the cable. However, our sim driving is

pretty light. If you’re a hard-core CART racer, check out the Thomas Super

Wheel (TSW), It looks somewhat industrial, but is built like an Ml tank. A

force-feedback wheel intrigues us much more than a force-feedback

Continuedonpage 120
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mrnmm
Component Vendor
Motherboard Supermicro

CPU Intel

Memory Micron / Crucial Tech.

Graphics (Primary) STB

Graphics (Secondary) QuantumSD

Display Sony

Hard drive Seagate

Hard-drive controller Mylex

Floppy Teac

Removable Syquest

Case JDR

Power Supply PC Pov/er & Cooling

Inboard Microsoft

Mouse Logitech

Sound Card(1) Creative Labs

Sound Card (2) Diamond Multimedia

Speakers Eminent Technology

CD-ROM Plextor

HEAVY METAL

Product
Supermicfo P6DLS

PII/300

64MB SDRAM

STB Velocity 128

Obsidian lOOSB

Sony W900

Cheetah Raid

Mylex Flashpoint DW
Teac

Syjfil 1.5

JDR Microdevices

PCP&C turbo 300

MS Natural

Logitech Mouseman Plus

AWE-64 Gold

Monster Sound

Eminent LFT-11

Plextor UltraPlex

TOTAL:

Price
$510

$830

$320

$189

$795

$4,500

$1,500

$375

$30

$300

$125

$125

$63

$59

$169

$189

$700

$225

$11,004

Component Vendor Product Price
Motherboard ASUS P2L97 $210

CPU Intel PII/233 $430

Memory Generic 32MB SDRAM $160

Graphics (Primary) Asus 3DexPlorer $200

Graphics (Secondary) Canopus Pure3D $179

Web URL
www.supermicro.com

www.intelicom

www.micron.com

wwwslb.com

wvAv.quantum3d.com

www.sony.com

www.seagale.com
‘

www.mylex.com

wvAv.teac.com

www.syquest.com

VAvw.jdr.com

www.pcpowercooling.cqm

wvAv.micfosoft.com

w¥Av.logitech.com

vwwsoundblaster.com

www.diamondmm.com

www.eminent-tech.com

wwwptextor.com

Phone
(408) 474-0567

(800) 628-8686

m
(408) 474-0567

(408)954-4500

Web URL
vAvw.asus.com.lw

www.intel.com

N/A

wvw.asus.com.lw

www.canopus.com

ccw FEBRUARY 1998



Display ViewSonic Opiiquest 071 $450 (909) 869-7976 WWW,viewsonic.com

Hard drive Seagate Seagate 7200 $350 (408)439-2859 wwwseagatecom
Hard-drive controller N/A Built-In $0 N/A N/A

Floppy Teac Teac $30 (213) 726-0303 www.teac.com

Removable N/A None $0 N/A N/A

'

Case N/A Generic $75 N/A N/A

Power Supply N/A (250 included) so N/A N/A

Keyboard Microsoft MS Natural $63 (425)882-8080 wwwmicrosoft.com

Mouse Logitech Logitech 4 button $49 (800)231-7717 www.logitech.com

Sound Card (1) Creative Labs AWE-64 Value Edition $95 (800) 998-5227 www.soundblaster.com

Sound Card (2) N/A None $0 N/A N/A
Speakers Cambridge SoundWorks PC Works $99 (800) 367-4434 www.hifi,com

CD-ROM Goldstar Goldstar Slot Drive $90 (800) 243-0000 ivww.goldslar.com

TOTAL: $2,480

SI/PERSAI^ERMG^H
Component Vendor Product Price Phone Web URL
Motherboard ASUS TX97-XE $150 (408)474-0567 x236 wwv/,asus.com.tw
CPU Intel Pentium 233 w/MMX $220 (800)628-8686 www.inteLcom
Memory Generic 32 MB EDO DRAM $80 N/A N/A
Graphics (Primary) Diamond Multimedia Stealih II $120 (800)468-5846 wv/w.diamondmm.com
Graphics (Secondary) N/A None $0 N/A N/A
Display ViewSonic Optiquest Q51 $230 (909)869-7976 www.viev«onic.com
Hard drive Quantum Quantum Fireball ST3.2 $220 (408)324-7415 wnvw.quanlum.com
Hard-drive controller N/A Built-in $0 N/A N/A
Floppy Teac Teac $30 (213) 726-0303 www.teac.com
Removable N/A None $0 N/A N/A
Case N/A Generic $75 N/A N/A
Port«r Supply N/A (250 included) $0 N/A N/A
Keyboard Keytronic Keytronic $25 (800) 262-6006 www.keytroniccom
Mouse Logitech Logitech 4-button $49 (800)231-7717 www.logitech.com

Sound Card(1) Creative Labs AWE-64 \^lue Edition $95 (800) 998-5227 wvirv/.soundblaster.com

Sound Card (2) N/A None $0 N/A N/A
Speakers Cambridge SoundWorks PC Works $99 (800)367-4434 wwv/.hifi.com

CD-ROM Goldstar Goldstar Slot Drive $90 (800) 243-0000 www.goldstar.com

TOTAL: $1,483

ccw
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joystick, but we didn’t have the chance to try one

out lor this year’s rig.

We’re not big on gamepads, but the

ThrustMaster Rage 3D (not to be confused with

the ATI Rage graphics accelerator) feels very nice,

indeed. You can connect up to four pads for mul-

tiplayer action. It’s a major improvement over

Thrusty’s old pad.

One other gadget we sometimes use is

Saitek's PC Dash. The PC Dash is a nifty little

programmable touchpad that can be configured

however you wish.

If you’ve glanced at the price list, you've seen

that the Meltdown comes in at around $11,000.

However, our Heavy Metal rig is perhaps more

noteworthy. It’s no slouch in performance, and

has a lot of solid components. We might spend a

few bucks more on another 32MB of RAM, buf

overall, it’s a very decent system. It certainly

would provide a good springboard for future

upgrading, and it’s a great system for those of us

who aren'f quite so obsessive about performance.

Looking back on our first ultimate rig article,

it’s mind-blowing that $2,500 now buys you a

233MHz, 32-bit processor with MMX technolo-

gy, a 7,200RPM hard-drive, speedy (and gor-

geous-looking) 3D acceleration, and a 17-inch

monitor. This was the high end, folks. Tech-

nology marches on.

The Meltdown is the ultimate dream machine.

But it also requires a lot more pampering than

does the Heavy Metal. There’s a lot of bleeding-

edge stuff in it, and it requires a little extra TLC

to keep it running smoothly As is the case with a

Dodge Viper, it’s a bit uncivilized— but it is one

fast puppy when speed is what you need. How-

ever, if this year’s $2,500 system is any indica-

tion, then what you see here will probably be the

mainstream in two years.

We hope you find fhe information helpful, and

we’re sure you’ll get the performance you expect.

Until next month, may all your hardware live hap-

pily together. %

Single-player gaming still occupies three-quar-

ters of our game time, but every now and then,

friends drop in with their computer for a network

game session. We still like the 3Com Etherlink XL

10/100. It’s very easy to set up and we’ve never

had any hardware conflicts with the XL. We have a

NetGear FE-108, 8-port, 100Mbit hub. There’s no

problem with lag time in this setup.

Setting up a LAN is not necessarily a simple

matter, although Windows 95 makes it much

easier than DOS does, even for most

DOS games. Playing networked

WarCraft2, aDOS title, is much

easier using Windows 95. While

IPX-compatible protocol is still

the most common way for con-

necting games over a LAN, some

games behave better using TCP/IP.

One unfortunate side effect of the

way Windows 95 handles TCP/IP is

how it handles TCP/IP addresses. If you

don’t specify a specific address (a com

mon thing with many ISP

the system will periodically pause and

search for a source of TCP/IP address-

es on fhe LAN (called a DHCP serv-

er). The solution is to hard-code

IP addresses for the LAN

connection {not

your dial-up con-

nection!). There are actual-

ly blocks of IP addresses reserved

for private, internal-only networks. Here’s the list:

10.0.0.0-10.255.255.255,172.16.0.0-

172.31.255.255, and 192.168.0.0-

192.168.255.255. Pick a set of numbers from

these ranges for your own internal network.

Our engine of choice for connectivity is ISDN

(living in California is a blessing for this reason, at

least). Cable modems haven’t filtered into our

area yet. ISDN is a little pricey for the Heavy

Metal, but for the Meltdown, the

Diamond NetCommander ISDN serves

nicely. !f you have need of a more stan-

dard office setup, a good second choice

is the 3Com ImpactlQ external-but it’s

a little slower than the Diamond.

However, it does have two phone jacks

and is always on. Sticking with

Diamond, we went with the Supra 56e

external 56K modem (K56Flex) or

Global Village’s TelePort X2 modem,

which supports USR’s X2 stan-

dard. With a good ISR lag

times are much reduced,

yet not as low as

with ISDN.



BLOW THE OPPOSITION
OUT OF THE SKY.

WE HAVE

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

‘FLYING Corps is outstanding” pc gamer 00%
“THE DEFINITIVE WW 1 FLIGHT SIM EXPERIENCE”

Pc Games A rating

“THE new King of wwi flight sims”
“Flying Corps is simply stunning”
Computer game Entertainment 98%
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Comdex SigMings
expressed my concerns to 3Coni about polenlial

latency problems, 'lire good news is that the com-

pany will check out the issue in its lab.

New mass-storage o[>tions abounded. S)xjuest

had a couple of interesting items, the first one

being their new ICB removable hard-drive.

Oubbed the Spare], it will retail for $199 (with car-

tridges for only $33). Tliis looks like a killer piece

of gear. Another interesting product is the compa-

ny’s not-yct-shipping 4.7GB remox'able drive. It

will list closer to $600, but a 4.7GB cartridge will

cost less than $200. Seagate showed its new

Cheetah II. As with the earlier Cheetah (which

AMD21

MMX"* ENHANCED
PROCESSOR

1
HARDWARE PIPELINE

|

1 Product

Deschutes (hOOMHz Pentium II) Q1 '98

440BX chipset (supports lOOMHz system cloch, 4 CPUs) 01 '98

30ix Voodoo 2 gi '98

S3 VIRGE GX3 02 -98
-

we selected for our Ultimate Game Machine), it

spins at 10,000Rl’M, but the access time is down

to 5.2 milliseconds, and it runs much cooler than

the original part.

On the processor front, we caught a giinij^se of

the capabilities of theAMD K6 3D chip.’Ilic K6

adds additional instmetions that don’t exist in

Intel processors to help speed up mathematical

oireralions used in 3D graphics. Cleverly,MID
has developed a 1 lAL for Direct3D, so program-

mers can use the additional instructions in a stan-

dard way. For example, wc saw 3D WinBench run

faster on a prototype K6 3D/300 than on an iden-

tically configured Pentium 11/300. Wliat’s more,

we saw a demo of Dreamworks’ upcoming

'PrespasseR; )UR’\SSIC Park that looked belter on

the K6 3D tlian on the Pentium 11. Ihe frame rate

w'as the same on both CPUs, but the Pentium 11

ran at 320x200 while the K6 ran at 512x384. Oh,

and the K6 version had translucent water and fil-

tered textures .— Loyd Case

I

f you want to see how big the com|)uter

industr)' is, sjjcnd a few hours at Comde.\.

'Fliis )’ear about 250,000 people made the

pilgrimage to Las Vegas for what is now the

largest trade show in the worici. With 10,000

jjmducts on dis-

play, it's impossible

to see evcrylhing,

so you have to

pick your targets.

After surviving the throng-

ing crowds, hcrcs what 1

have to report.

1 saw .several new3Z\EIDF CI5-ROM drives

that looked promising, but 1 didn’t .see any

UltraATA drives. Wandering through the Creative

Labs booth, 1 noticed 3Db:’s software chief

intently eyeing users’ reaction to Creative’s

Voodoo 2 demo. And speaking of Voodoo 2, there

were demos in a number of places, mostly mn-

ningTuROKand a cou-

ple of racing games. Tlie

Quake II demo was

oddly absent. Creative

Labs showed some other

inlete.sting stuff, includ-

ing a DVD-IW»'l drive

(though the standard is

still uj) in the air) and

a— gasp!— PCI sound

card. It looks as if 1998

will be the end of the

ISA sound card. (And

tiiere will be much rejoicing.)

Other graijhics sightings included Intel’s new

2D/3D accelerator, the i740 (codc-named

Auburn: see 3D IronWorks), a Pentium II laplo[)

(no, it doesn’t use Slot 1; it’s the next-generation

chip), and several USB mice. Ixigitech showed a

wireless keyboard/mouse combo that will be sold

as a bundle. It uses Logitech’s radio technology, so

no line-of-sight is

needed to an IR

receiver.

Several com-

panies, including

3Com and

Diamond,

.showed technol-

og)' using modems that can be jraired together to

deliver an aggregate throughput of llZKbps. Of

course, this technology requires two plione lines,

but unlike ISDN, much of the technology for

.supporting the,se dual-line connections is already

in place (in ISPs that u,sc Ascend routers). I also

got a peek at 3Com’s new cable modems. One

problem with

cable modems is

that most cable

comi)anies aren’t

ecjuipped for Iwo-

wa)’ traffic.

3Com’s new'ly

acquired U.S.

Robotics division

has solved that

problem by using

.standard V34

modems to han-

dle up.slrcam traffic, potentially opening up much

more of the country to cable modem technology.

'Ibis might be great for Web browsing, but 1



New High-End Intel Accelerator

F
or more than a year, Intel has been working

on a project to bring Lockheed Martin’s

high-end 3D technology to the PC market.

Until now, there’s been very little information

about the Intel project, code-named Auburn. At

the Comdex computer show, I managed to play with a prototype of the

2D/3D board, called the 1740, and I have some numbers to report. Bear

in mind that both hardware and software were beta, so these numbers

will most likely change. But even for a beta, this part looks promising.

I ran 30 WinBench 98 to take a close look at the feature-set

supported by the 1740. One immediately noticeable result was image

quality, which was quite good—especially MIP-mapping, The 1740 did

not support the higher-end MIP-mapping features (for example, linear/

mipmap/linear in 3D WinBench 98 parlance) but the more common

MIP-mapping modes showed none of the odd streaking or artifacting

visible in RfVA 128 cards. The chip also supports antialiasing, though

this feature didn't seem to be turned on in a way that 3D WinBench

was able to recognize.

The i740 delivered impressive performance. The card was AGP-based

with 4MB of video memory, running on a 266MHz Pentium II. This beta

version of the i740 came in with a score of 460, placing it between the

3Dfx-equipped Monster3D—which gets around 370—and the RIVA 128

cards, which come in around 490. Given the overall image quality—quite

good-this isn’t a bad score at all.

The real issue is what impact the i740 will have on the overall graph-

ics chip market. If Intel can deliver a chip at a relatively low cost with

reasonable 2D and 3D performance, some of the more marginal players

may be muscled out of the way.

I wasn’t able to check out 2D performance or real games. But I’m

cautiously impressed, particularly if the price point is right. —Loyd Case

ACRONYM O' THE MONTH

DSLAM: Digital Subscriber Line Access Multiplexer

A piece of networking hardmie used for increasing throughput in

DSL connections

LOYD CASE* UNDER THE HOOD

Driver Ed
Or, What a Difference a Driver Makes

raphics cards used to be ea.sy. After

ninniii" through more than 30

graphics cards in the last few

nioiiflis, I dug into my archive.s to

reread the video card review in the

September 1994 Conipiilcr

Gaming World. Back then, the

onlv real game we used for testing was rr

Simulator 5.0a. One of our test mainstays was

a DOS benchmark called 3Dbench. DirectX

wasn't even a twinkle in Microsoft’s eye at the

lime, and Windows 95 was still called “Chicago."

Almost ever}' game .shi])]5ing ran under DOS.

We tested on two systems, a “mainstream”

486/fifi \TaSA local-bus system and a “high-end”

Pentium 90.

My, how times have changed.

THE ART OF PERFORMANCE

In 1994, performance in gaming was defined

by how many pixels you could push through the

video card. Tliere was only one game (Flici ft'

Sim 'rooLKn) that used the 2D acceleration

features of certain graphics cards, and no main-

stream title used 3D acceleration —though

Matrox had a couple of tcchnolog}' demos on

their high-end CAD-oriented cards.We ran

WinBench 2D WinMarks almost as an

afterthought.

Today, its much more complicated. You not

only have to worry about Windows 2D perfor-

mance (since many of us, willingly or unwilling-

ly live and work in the Windows environment),

but now you also have to deal with DirectDraw,

Direct3D, and OpenCL.

The graphics cards themselves, though much

simpler in appearance, are more complex than

ever. Feature seLs for 3D accelerators vary so

>**Contmed on pg 124
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much, you v\'ondcr how uuy game can

possibly run successfully on all of

tliem— and few actually do.

Driver writers are the unsung heroes

(and villains, for tiiat mailer) in todays

complex dris'cr environmcnl. A good dri-

ver uTilcr can wring out that last ounce

ofperformance and turn a mediocre

grci[)liics card into a good one— or a

good one into a great one. In the past

few months. I’ve tested more than 30

graphics cards. 'I’ime after lime, IVe

been sur]3rised b)' a new driver’s increase

in performance or newly added feature.

One good example of this is

the WVA 128 chip, 'Hie PCI

version of the STB Velocity 128

fell just a little short of the

Diamond Viper in our October

revie\\'. B)’ the lime we te.sted

theAGP versions for last

month’s reviews, S'l’B liad been

aggressively incorporating new

updates from NMDl/V Karly

Velocity 128 drivers didn’t have

fog-table support enabled, but

the most recent drivers included

it. All of a sudden, 1 could mn

SlLVDOW'S orTHE EMPlitEwith

the S'n3 card and have full fog

effects. Diamond has since

upgraded its drh'ers as well, but it’s inter-

esting to note how drisers can affect a

card’s perfonnancc.

Another interesting case in point is the

ATI Rage Pro.TlieXpert@playandAll-

i^-^^'onder Pro use this chip for 3D

acceleration. Our early testing indicated

dial the l^ge Pro was far belter than its

predecessor, the Rage 1I+, Nonetheless,

it fell far short of the performance of the

IllVA 128 cards or 3Df>: boards. Over tlie

next several month.s, each .subsequent

beta dri\ cr from A’ll impro\ cd j^erfor-

mance by 25 percent (at least in 3D

WinBench).

IMAGE QUALITY

Wlrich brings us to the issue ofimage

quality and 3D graphics. FlJCtlT

SlMUL\T01t98s default VCRrcpla)' is an

interesting lest, as it demonstrates some of

tlie sim’s new features. Fby close attention

to the ftris scencr}' near the end of tlie

rcpla)'. On some cards, Oic textures annoy-

ing^ flash in and out. FiJGi rt SlMUl.ATOR

98 seenvs to be a bit finicky about MIP-

mapping (the flashing textures arc differ-

ent level-of-dctail terrain textures being

s\\a[Dped in and out too quickly). Tlie

l^e Pro has this problem (although the

driver wizards atA1 'I are busy working on

the next fix). Ifyou nin iIk- sameVCR
replay on the Canopus Purc3D, )ou don’t

see any flickering— but the textures look a

little tor; filtered, w'hich is one of tlie hall-

marks of3Dfx boank

’Ihc RIVA 128 hoards don’t escape our

.scniliny, either. Occasional texture

cracking (w'hen )’OU can see between

pol) gon seams) was one of the problems

W'ith the drivers we reviewed in our

gra|3hics card showdowm.

Image quality also tends to be a rela-

tive thing. Unlike 2D .scenes, there are

myriad subtle ways to render a 3D scene.

Once you get a 3D card and live with it

for a w'hile, another card’s render-

ing of the same game will look

different to you. Since humans

tend to favor the familiar, differ-

ent often translates to'‘bad.” In

some cases, the differences are a

matter of low'cr quality' (just look

at the rendering quality of one of

the original Laguna 3D boards,

such as the Graphics Blaster

3D), In other cases, the differ-

ences are simply a matter of

taste (witness the bashing that

goes on between opposing devo-

tees of 3Dfx and Rendition

ciiips, for example).

PLATFORM BLUES

Standard APIs arc wonderful things

—

ill theory. Once you iiave one or two

slandaid /\Pls, everyone can write to

them and stop worry'ing about designing

their owTi 3D-rciKiering engines. But

standard .VPls can become a “least com-

mon denominator” that w'iil exclude

FUZZY LOGIC Flight Simulator 98 is a useful tool for

checking 3D feature support. Here's an example of a MIP-

map that’s only partially loaded. Note the sharp transition

to a fuzzy texture halfway up the outside view.

WHO'S ON FIRST?

If you have more than one 3D

accelerator in your system, it’s not

always obvious which card is

being used by a particular

Direct3D game. We found a cool

utility called 3DCC (3D Control

Center) on Videologic’s Web site.

It allows you to switch between

the primary, secondary, and

PowerVR card. You can get it at

www.vldeologlc.coin/vlsoft/

aSd.Mm.

TURN BACK THE CLOCK

I'm not an advocate of over-

clocking your Voodoo Graphics

card, but if you are going to do

it, you should practice “safe"

overclocking. One way is to add a

fan to your 3Dfx card. We came

across a handy fan designed for

just that purpose, the 3DfxCool.

It’s a simple device that can help

your 3Dfx texture processor stay

cool when you jack It up to

60MHz. But don’t tell 3Dfx I

wrote this!

You can check out the SDfxCool

at www.3dfxcool.coni. Make sure

you tell them which 3Dfx board

you have.
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Experience the outer limits of 30 gaming ujith

the neuj Matrox m3D upgrade for games.

[

j

nowoH
I Matmx m30 delivers over 30 frames per second

f non-stop, arcade-action game plag. Its extensive set of

30 special effects offers breathtaking, realistic graphics for

a more immersive gaming experience. You'll be able to play

Tomb Raider, LUipeout XL, Terracide, and other hot 30 game
,

HIGH ^ t
titles at resolutions up to I03M x 768 for superior image quality.

UJhat's more, Matrox m3D comes uyith Ultim@te Race™,

Hexen II™ : Continent of Blackmarsh, and over 20 game demos.

For only $99', Matrox m3D is the most cost-effective, full featured

30 upgrade for your PC. Visit our UJeb site for more information!

Matrox m3D

Ideal upgrade for P133 lor higher) PCI and RGP
systems ujith compatible PCI slots

UJofks ujith all 2 MB (or more! PCI graphics cards,

and Matrox Mystique’', Mystique'' 220. Millennium
and Millennium II graphics boards

PoiuefVR PCX2 3D controller luith M MB of

SDRAM memory

30 features include: perspective correct texture

mapping, bilinear filtering. MIP mapping, fogging,

alpha blending, and transparency

molfOK
1 -800-362-9349

3 free matrOX board check out

wwrw.matrox.com/mga/cgw

of PowerVR sotlwaro games devetopect by Kalislo Entertainmeni S.A. (France). 4ii1997 Raven Soltware Corporation. All rigtiis reserved. Id Software, Inc, software code contained within Hexen ll'“
'( <1996 id Software Corporation. All rights reserved. Developed by Raven Software Corporation. Published by id Software, Inc. Distributed by Activision, Inc. under sublicense Hexeno'' is a
regisler^ trademark and Hexen ll'“ is a trademark of Raven Soltware Corporation. The id Softv^are name and the id logo are trademarks of id Software, Inc. Activisionvo is a registered trademark
D Activision, Inc.

gg yg ^246 @ www.compuiergaming.com/lnfolink
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iway to buy software.

It doesnl take a Vuican to reali2e that Softmania is the logical choice

for aii of your software needs.

Saftmania's virtual shelves are stocked with thousands of games, utility, business and edutainment titles,

and because we're on-line, you can order anytime - day or night With overnight delivery to anywhere in the U.S.

and Canada*, and a hassle-free return policy, Softmania is your only source for software. Logically.

Thousands of Titles •Daily Specials 'Free Software for Softmaniacs

www.softmanla.com
©1997 IFronl, liK. Gomesmania, Soflmania and il^nl ore itodenterb oMFront, Inc All righls resened. All trademorlu and regislered Imdemorks ate Ihe property of iheir respective owners.

• Orders received by 3i30 PH
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Icclmologicii tlicil clon'l quite hcliave

tile way tile API expects. Tlie

PowerVRchip fnaii NEC and

Wcologic is a good example. If you’ve

seen GL QUAKl'. on a PowerVR accel-

erator. \’ou know it looks prctt\' good.

You can quibble about differences in

image quality between the BDfx

PowerW versions, but GL QuAKt'! on

the fbwerWciiip nonetlicless looks

ver)'nice. But l^ireetBD and the

PowerVR don’t alwa)'s get along very

well. Perfomiancc can var)' radically

from one D3D title to the next. 1 licse

(|uirky interactions also have an

adverse impact on liow' 3D

WnBench “sees” tlie card. Wth

OpenGL, tliere’s a method for adding

extensions in a standard way. (Tliat’s

riglil, )-oii can add nonstandard fea-

tures in a standard way; think about

that for a moment. Its a powerful

idea.) Direct3D doesn't reall)’ have

this now, thougli DirectX 6.0 will lia\ e

a mechanism for talking directly to

the hardware.

CHEATING

There’s not much difference in

real-xsorld perfomiancc between a

card that gets a 2D WinBench 97

score of 85 and one that gets lOO. But

the difference .sells card.s, and card

manufacturers look for anything (hat

gives them an edge in markeling.

One method is called GDI bypass.

GDI (Graphics Dis|ila)' Interface) is

the standard way W'indows renders

regular, 2D, Windows-related, non-

game grajihics. GDI is what the pro-

grammers use when they want to

ha\'e a window- opened, a menu

pulled down, or a hitmap painted.

Several years ago. gnijihics card mak-

ers di.sco\ ered they could suBstitnle

their own methods for doing these

functions and bypass GDI. The rc,sult

was a dubious increase in real-world

performance, but boy, did those

benchmark scores suddenly jump.

'

I he problem with GDI b)pa.vs is

the potential for compatibility prob-

lems. In stepped Microsoft, lusing its

muscle in a positise wa\'. Now, grajih-

ics drivers go through a certification

process managed by Microsofts

Wi IQL (Windows ITardw-arc Quality

Lib). If a driver turns on GDI bypass

by default, it can’t get a WHQL certi-

fication. So check to see if your

graphics hardw'arc has a \\TTQL>-

certified driver. This doesn’t mean

that a driver won’t have bugs— it just

means that its written to conform to

Miemsoft guidelines.

CHECK YOUR DRIVERS

Grajihics drivers are critical. Clieck

jour dris er re\' numbers, and make

sure that you get the latest u[)datcs. If

can make a big difference in perfor-

mance and image c[ualih’. *1;

For a FREE CATALOGUE CALL
1 • 800 • 8-THUNDER

'‘A DOUBLE MUST-HAVE.
Anyone who plays computer games
will want this AMAZING CHAIR!"

Marc Spiwak

POPULAR ELECTRONICS

ThunderSeat Technologies

17835 Sky Park Circle Suite C

Irvine, CA 92614-6106

714*851-1230 Fax: 714*851-1185

"I could actually FEEL the punch of

the afterburner!"

Ed Dille, ELECTRONIC GAMES

HOW IT WORKS
A 1 00 watt subwoofer built into Uie 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!

OPTIONAL SIDE CONSOLES
Pul your favorite joystick controls and mouse at

a convenient position. Add a keyboard holder

and you have the perfect setup for both flight

simulation and office work.

Shake Rattle and Roll
for as little as S1S9.9S!

GO TO #161 @ www.computergaming.com/infolink
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By day,

the ultimate

3D business

productivity tool.

By night,

the ultimate

3D weapon
of destruction.

3DZoneMaster ultrasonic

jSrO positioning device has a split personality.

Daytime, it can hold down an

^^office job running spreadsheets, word

processing and graphic applications just like a

regular mouse. Plus, the wireless design

makes it perfert for controlling desktop

multimedia presentations.

But 3DZoneMaster doesn't just work hard, it plays hard.

Featuring fast, accurate ultrasonic tracking and ergonomic pistol-

grip design, its perfect for first-person action games. With no

wires or clunky base, players can move effortlessly, fluidly,

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

programmable multi-function buttons, they can command all of

the firepower each game has to offer.

Business applications or games, it's perfea for both!

3DZoneMaster is ready to go right out of the box with

Wndows95'* drivers, exdting games, a host

of predefined game sets and Netscape

Navigator. There's even a website for instant

access to new drivers, software demos,

technical support, reviews, tips, tricks and

links to network game play sites.

3DZoneMaster: the difference between it and other game

controllers is plain as night and day. Call 1-800-379-0077 for

the name of the Techmedia dealer nearest you.

Techmedia.
Unexpected Performance.

Unexpected Price.'

Cil997.3D2oneMaslef is a trademark and the Techmedia name and logo are registered irademarks olTetdimedia Compuler Systems Corp. All other trademarks are the properly of their respective companies.

GO TO #134 @ www.computergaming.com/infolink



PLEXTOR ULTRAPLEX • REVIEWAAAAA

Plextor Delivers
by Loyd Case

I hen we reviewed Plextors

[
12/20 SCSI CD-ROM drive

'

(CCH///158,Sci)lcniher

1997), w’c said it was the last

CD-ROM drive }t)u would

ever need. Tliat iissessment is probably

still accurate. However, ifyou have a

slower CD-ROM drive, (which means

anything except a 12/20), consider

Plextors newest offering, the Ultra Plex.

'Hie UltraPlex is a CAV (constant

angular velocity) CD-ROM unit that is

rated from I4x on the inner tracks to a

full 3Zx on the outer tracks. Tliis is an

Ultra-SCSI device, so it aptly handles

the fire hose-sized flood of data this

drive can pour into your sj'stem. Ifyou

have a SCSI host adapter capable of

Ultra-SCSI speeds, the UltraPlex can

handle burst data transfer rates ofup to

20MB/sec. Using WnBench 98s CD-
ROM test, the UltraPlex cranked out a

stellar 1670 CD WinMarks, with only 3.8

percent CPU utilization, fllie host

adapter was an Ada|Dlec 2940UW).

WinBench 98 also measured an a\'erage

access time of95 milliseconds.

'riiis drive supports just about any

CI.9-ROM fomiat you can imagine,

including the new CD-IWV discs. It also

has a neat feature for audio buffs— the

capability ofe.xtracling CD Audio (red-

book) data acro.ss the SCSI bus at full

.speed. 'Ihis is far in excess of the old

SPD/li*’ connectors lx speed. 'Ihe

UltraPlex comes in both cadd\' and tray

models; caddies were reintroduced with

the UltraPlex due to customer demand

(the caddy protects CDs that are being

passed around offices),

Tlie UltraPlex can be purchased as

an external or internal drive; optional

SCSI host adapters are also available,

but they’ll co.st you more. A floppy di.sk

with some hand)'
^

control utilities

(including audio

extraction) comes w'ith the dri\c.

Ifyou wunt a CD-ROM drive thats

incredibly fast, w'dl-mannercd, and easy

on your CPU, take a good look at the

UltraPlex.^

^APPEAL; Anyone who wants the

ultimate CD-ROM drive.

>Pf%0& A CD-ROM drive that

behaves almost like a hard drive;

cool digital audio extraction; sup-

ports all CD lormats.

>COHS:
A little

pricey;

needs

SCSI host

adapter.
^LABS
RAIHiaaaa*

ATI ALL-IK-WONDER PRO • REVIEW AAAA;(

A Media Geek’s Delight
by Loyd Case

|

’\'e never been very interested in

convergence— that warm, fuzzy

tenn that suggests a mating

betw'cen intcracti\’e and passive

media technologies. Tlnit wus until

I popped the All-in-Wbnder Pro

(AWP) AGl^ card into my system and

became hooked,

I admit it: Bc)'ond Babylon 5, 1 watcii

almost no television. With the AIWP,

though, I find myself running '^IV in the

background, if only to be able to check

outCNN occa.sionaliy. Tire tuner is

preth' amazing, too. It can search for

specific channeLs, put up little thumb-

nails of numerous channels on your

screen, and |rerfonn keyword scarclws

on closcd-captioning taxt.

Tire video capture features look

interesting as well, although AIWP uses

.software-only compression. Another

upside; 'fhe /\ll-in-W'onder Pro’s N'I'SC

output is very clean, and produces solid

image-quality w'hen running through a

television.

Ultimately, though, I’m a game player,

so I needed to be convinced of the Ail-

in-Wonder’s 3D and 2D graphics cajra-

bilities. I ran tire All card in an ACP-

equipped, 266MHz Pentium II (along-

side a Diamond Moirstcr 3D). Using 5D

WinBench 98s extensive new quality

tests, 1 was able to rcall)' wring out the

Direct3D performance of the /\II-in-

Wonder Pro. The Pro supports an

impre,ssive set of features; about the only

things lacking are antialiasing and per-

pLxcl MIP-mapping. 'lire 3D WinBench

98 aggregate frame-rate came in at 346.

(This number wa.s for an SMB card; a

4MB card might not get a score quite

this high.) This compares quite fas'orably

to the Monster 3Ds 349. Still, there are a

few image-quality ])rohlcms in Dirccl3D

games, such as the severe texture flash-

ing in Microsoft Pl.lGiri' SiMUiATOii 98.

Mai'O Racer and Wii’i'OU-rXIJonked

pretty good, though, DOS and Windows

2D numbers were good, if not at the top

of the heap.

Overall, the /\ll-in-Wonder Pro is a

terrific card if you want to have IV
tuner and video capabilities tightly inte-

grated W'ith your s>'stcm. It’s no slouch

as a 5D accelerator, either, although

we’re eagerly awaiting

All’s new driver releases,

w'hich [promise even bet-

ter performance and

fixes for .some of the MJL

image-quality issues.

Tliose caveats aside, this

card is w'ortli a look. ^

^APPEAL: Anyone who wants a

solid 2D/3D accelerator coupled with

a TV tuner.

^PROS: Great TV management;

solid 20- and SD-performance.

CONS:
Expensive;

needs a

cable TV
connection

for full

effect.

^LABS
RATID*AA*y

Price: S250 (internal

version, no SCSI

adapter)

Vendor: Plextor

(408) 980-1838

www.plextor.com

Price: $379 (4MB),

$449 {8MB)

Vendor: ATI

Technologies

(905) 882-2600

www.atltech.ca
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k-k*i REVIEW • CREATIVE LABS PC-DVD ENCORE

Little Big Screen
Creative Labs Breaks the $400 Barrier

by Dave Salvator

Price: $379

Vendor: Creative Labs

(800) 998-5227

www.soundblaster.com

VD |•c|)^c,scn!.s a major

paradigm shift in storage,

content di.stribiition, and

media ])rcsentation. Or

something, Tlic market-

ing of OVD has been a

study in hyperbole. But

like it or not, DX-D is here

to stay, and will

eventually sup-

[>lant conventional CD-ROM
drives in PCs. So w'hat docs this

mean for gamers? Two words:

bigger bit-bucket. Yes, you’ll also

get MPEG-2 video playback and

Dolby Digital (AC-3) 6-clianncl

audio for movies, but very few'

games make effective use of full-

motion video in aclua! gameplay.

So OWs main contribution for

gamers will be gobs of storage

.space— from 7 to more than 25

limes that of a traditional CD-ROM.

This bigger bit-bucket translates into

more detailed graphics, higher-quality

sounds, and belter-looking trailers.

One major roadblock to D\T) has

been the price of the kits, which usually

range from $600 to $800. But Creative

L-ibs brings in its new PC-DVD Encore

ITXI^ for under $400. The kit includes

an EIDE 1\ DVD-ROM drive and an

MPEG-2 decoder board. The bundle-

w'arc includes DVIT versions ofWlNG

Commander IV and that oldie but

goodie. Dragon’s 1 air. Other notables;

S-video output from the MPl£G-2

decoder board, and SP/DIF digital

audio output to route to a DolbyAC-3-

enabled amplifier.

Installation proves fairly jjainless,

though by its nature, it’s a somewhat

involved process. You’ll need an availaidc

5-1/4-inch drive bay and a free PC!-slot,

The DVD-ROM dris c comes preconfig-

ured as an IDE slave device and can be

placed on either your [srimary or sec-

ondar)' EIDE controller. Just to make

the decoder board installation a little

more interesting. I installed it into a sys-

tem that already had a 3Dfx-bascd 3D-

only board to see if that w'ould give PC-

D\'D Encore any trouble. It didn't.

Once both devices were phy'sically in

[)!ace, I fired up the sy-stem. TTie D\''D-

ROM drive w'as detected on POST and

when Windows 95 came up, 1 fed it a

driver disk for the detected DVD

decoder board, and the unit’s drivers

were installed. Next, I installed Creative’s

PC-DVD Player for playing DVD titles,

and the unit was good to go. TTiough not

enabled by default, the DXTD-ROM

drive supports EIDE bus-mastering,

which low'ers CPU usage during tran,s-

fers. Another note; 'Ihis second-genera-

tion DVD-ROM drive can read CD-R

media, something first-generation drives

couldn’t do.

/Vtliough DVIT-ROM w'ill play an

increasingly important role in PCs, iLs

perfomrance as a CD-ROM drive,

tiiough improved, still falls short of tradi-

tional drives. Creative rates the PC-

DVDs drive as a 2()xCD-ROM drive.

But in WinBench 98’s CD-ROM
WinMark test. Creative’s DVD-ROM
turned in a score of 961, compared to a

1,320 bytlie te.st systems installed 24x

Toshiba drive— making the DVD drive

only about three-tjuarters as fast as tiie

CD-ROM drive. Other performance

new's is mixed; Wdiile the DVD-ROM’s

CPU usage came in at 3.6 percent, com-

pared to the CD-ROM’s 5.3 percent, its

access time was 148 milliseconds, \’ersus

the CD-ROMs 111. So if you’re hell-bent

on having a DVD-ROM unit in your rig,

you’d do well to hold on to your existing

CD-ROM drive, and am both.

1 also ran a wide variety of DVD
movie eontent on the PC-DVD

Encore, and the results were, by and

large, imprc,s.sive. At 800x600xl6-bit

color, image quality was

smooth— both in a window and

full-screen— thanks to Encore’s

bilinear interpolation filtering.

This type of filtering smoothes

pixclation when the playback

image is scaled up, but will some-

times cause a blurry' effect if not

done well. Blurring was minimal,

even on credits. Wlien I upped

the resolution to 1024x768 and

1280x1024, image quality headed

south somew'hat, w'ith some visi-

ble deinterlacing that produced

jaggies on vertical lines, Tlie Encore’s

bundled DVD player features a rcniote-

control-like interface, and is readily

navigated for playing DVD content.

Tire player can also play MPEG-1 and

MdeoCD content.

Creative’s second-generation DVD kit

gets a lot right, including the price. But

DVD-RAM drives— which let you write

data as well as read it— should shi]3 by

the end of 1998. And while DVD-based

games w'ill begin to ship in 1998, there’s

no pressing need yet to have DVD in a

gaming box. But if you just have to have

DVD, this part warrants a look. %

^APPEAL: Gamers who must have

DVD in their rig.

>PROS: Easy hardware installation;

aggressively priced.

>COH$: DVD's throughput perfor-

mance still can’t match a typical

CD-ROM drive; some installation

headaches;

a few con-

figuration

problems

with DVD

player.

PJH
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iK-k-ki REVIEW • KDS VS-19 HOMITOR

Livin’ Large
by Dave Salvator

Price: S949

Vendor: KOS USA

(714) 379-5599

www.kdsusa.com

W
hen it conies to clis[)lays, big-

ger is iisualiy better. Of

course, willi CRT’ monitors, a

bigger picture usually equates

to a smaller desk, especially

when you move into the behemoth 21-

inch and 24-inch range. KDS' new VS-

19 monitor—which is actually a 20-inch

monitor— does take up a fair amount of

desk real estate, but tlic bigger picture

may be worth the sacrifice.

The VS-19 has fairly well detailed on-

screen dis])lay (OSD) controls that let

you tweak contrast, brightne.ss, geometry

(vertical/liorizontal, sizing/position), and

color temperature settings. Getting into

the controls is pretty easy, though I didn’t

find a way to back completely out, and

instead waited for the contiol panel to

time-out and disappear. Selu[5 is straight-

fon\’ar(i, since the VS-19 is a Plug-and-

Play monitor, though the lack of a moni-

tor-specific INF file (which lists the

monitor’s to])-end refresh rates) is annoy-

ing, because it makes tweaking refresh

rates more difficult. The good new^ here

is that the VS-19 supports up to75Hz

vertical refresh at 1600x1200.

Once setup is complete, the rest of

the news is, for the most part, good.

Wlien I put the VS-19 through its paces

with lHAs NBA LM'i 98, its image quality

was bright, and colors looked rich and

full. And as someone who noimall)'

works on a 17-inch monitor, the differ-

ence in screen size is ajipreciablc.

One noticeable curiosity: the VS-19’s

front glass has a much more pronounced

convex cim e to it than most monitors,

resulting in some image “w'arping” in the

screen’s four comers. And while the

effect was pretty evident when I ran test

patterns, it didn’t detract much from

image quality during gamepla)’.

All told, the VS-19 is a good monitor

offering larger size and good image

quality for under $1,000. 'Flic lack of a

specific INF file is an annoyance, and

for gamers who also do a lot of full-

screen image editing, the VS-19's

curved front glass might curve the cor-

ners of images somewhat. Still, in

gameplay, this distortion isn’t really pal-

pable, and if you’re looking for a bigger

screen size and don’t mind giving up

some desk space in the bargain, take a

look at the VS-19. S

^APPEAL: 15-inch monitor owners

looking for a bigger picture.

^PRO& Big, bright picture; good

OSD controls.

kCONS: Curved glass slightly dis-

torts cor-

ners of

display

image; no

INF file

included.

Power; up your PC &

VMIIH iSSS SONY
INTERACTIVE jS

~ Ik
I CS® STUDIOS
j Ig'asal AMERICA

(nark ol Sony Computer Enlerlainment Amotica Inc. ©1997 Sony Computer Enteftainmenl Atlieiica Inc. Windov

I trademark of the Intcraclive Digital Software Association. i
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But with Monster Sound,
you’ll hear his two cousins
sneaking up behind you.

, EXptQ^iyf SOUND, r
F0« HEA'RTgPOUNDING ^

?D GAMiNO ''

• Unsurpassed Positional 3D Audio .

• Accelerates DirectSoundf

DirectSound3D^'A3D

• Drastically outperforms any
ISA sound card

• Advanced Hardware Wavetabte

• Works with or without your

existing sound card

• Accelerates 3D games such as Outlaw^.
and led} Knight'“ from LucasArts'" I

Enter the Monster Sound . »

Sweepstakes by visiting our website at

http://www.diamondmm.com/monstersound

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

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

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

puts you in the middle of all the action. Hook up speakers or even headphones and be

prepared to experience an all-encompassing, heart-pounding 3D sound that will

absolutely blow you away. Diamond’s award-winning Monster Sound delivers explosive,

hair-raising 3D gaming audio by utilizing the same A3D technology that NASA uses to

create their virtual reality simulators. In fact, 23 separate audio streams combine to

create the most realistic sound experience possible. Monster Sound accelerates Microsoft’s

DirectSound and DirectSound3D, the new audio standard built

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

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

C1997 Diamond MullimediaSysleins.Inc. AJI fljhlsrescived. Diamond and the Diamond logo are registefed trade macks
01 Diamond Multimedia Sicsleras, Inc. Monster jD Is a trademark of Diamond Multimedia Systems, incorporated, « i a i j
2880 lunclion Avenue, San lose, CA 9513^, All other trademarks are the property of their respective owners. ACCeleratO yOUF WOrlO.
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HARDWARE

-k-k REVIEW • SC&T PER4HER RACING WHEEL

Button Overkill
by Loyd Case

Price: S99.95

Vendor: SC&T

International

(602) 368-9490

www.platinumsound.com

I

f the 'fliruslMaster NASCAR Pro

Racing Wheel represents an attempt

at capturing realism in a driving con-

troller. then SC&l’s Pcr4mer

l^ieing Wlieel is pure fantasy. It’s

certainly not a believable steering wheel.

'Ilie first thing yon notice are the gar-

ish decals that are meant to look like a

dashboard. Speed facer's dashboard

may look like this, but I much prefer the

spare appearance of the 'llimstMaster

wheel —after all, in most racing games

I’ve driven, the dashboard show's up on

the screen.

'Hie next tiling you notice are the but-

tons. Tiicre are a lot of them, 15 in all. 'Ib

its credit, SC&T ships a pair of

Directlnput drivers that work witli the

wliecl in either 4-button mode (sujjport-

ing most games) or 15-biitton mode (for

games tliat allow controls to be reconfig-

ured). Too bad the 15-button mode does-

n’t work well. 1 could never get the

hat/pad gizmo to workproped)', desirile

re|)eatcd calibration attempts.

After getting past tlie wheel, I moved

on to tlie [Xidals, which need to be

pluj^ed into a special connection on the

wheel. 1 actually liked the pedals quite a

bit. !‘br one thing, they’re large, with a big

platform that allows easy foot placement

(there is even a heel rest) and prevents the

pedals from sikling around on a caqreted

surface. Other makers of driving controls

could learn from SC&’I s pedals.

Once 1 got pa.st the installation hur-

dlas, gameplay commenced. I ran

through parts of NEED EOR SPEED 11

and 1-76 with lire Pcr4mcr. Tliis wheel

doesn’t feel as light as the CH wheel, but

its not as stiff as theTiimsty, eitlier. It

autocenters nicely, but the placement of

the buttons generates a lot of confusion

when you’re actually playing. There are

no programming tools; )'OU must count

on the game having reconfigurable con-

trols. Tire base is big, so you need a lot of

desk space. Also, the suction cups tend

to pop out of the base during gameplay

Maybe a little supergluc is in order?

Tire SC&'r Per4mer isn’t a bad

wheel, but it's certainly not a standout.

If you can live with the poor button

placement and driver headaches, then

this could be a lower-cost alternative to

the NASCAR Pro Wired— if realism

isn’t your bag.

^APPEAL: Someone looking for a

low-cost wheel with a lot of buttons.

^PROS: Nice foot-pedal design;

light, yet precise, autocentering.

>CONS: Buttons here, buttons

there, but-

tons every-

where;

Directlnput

driver is

buggy.

pui
BMBA*
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' - is the 125th Anniversary of Arbor Day,

the tree planters’ holiday. This year The National

Arbor Day Foundation asks you to plant Trees

for America, and provide for their care.

Trees Make a World of Difference. Thanks to

trees we enjoy shadier streets, greener city parks,

and friendlier neighborhoods. Trees also produce

oxygen, absorb carbon dioxide, and help keep the

atmosphere in balance.

This year, plant Trees for America. For your

free brochure, write: Trees for America, The Na-

tional Arbor Day Foimdation, Nebraska City, NE
68410.

The National
ArborDay Foundation "

wvAV.arborday.org
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AIR WARRIOR II ALIENS ONLINE

JACKNICKLAUS CLASSIC OLRDS"
ONLINE GOLF TOUR

MULTIPLAYER BATTLETECH

STARSHIP TROOPERS"
ONLINE

LEGENDS OF KESMAI

HARPOON ONLINE

ONLINE CASINO"

CATCHWORD"
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Forget the box.

Forget limits.

Forget small.

ace yourself for the future of games.

Massive. Random. Forever changing.

Populated by thousands.

Real people. Real battles. Real adventures.

This is the great unknown.

This is GameStorm.

Everything else is just practice.

$9.95 a month—aU ^raes

, , , , unlimited play
first month free ^ ^

WWW. ga mestorm.com
GO TO #244 @ www.computergaming.com/infolink
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C6 Choice Games This Month

HOW DO WE RATE?

“People who fly

everywhere in

their homes

need jumping

platforms

and vanishing

bridges like a snake needs

wheels."

—Scorpio, reviewing Lands of Lore: Guardians of Destiny

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

Oulslanding: Very Good: Average: Weah:

The rare game A high-quality A mixed bag. II A game with seri-

that gets it ail game that sue- can be a game ous problems.

righl. The graph- ceeds in many I that reaches for Usually buggy

£ ics, sound, and areas. It may the stars, but seriously lacking

gamepla/ come have minor prob- falls short in sev- in play\fllue,or

together to form a

Transcendent Gaming

Experienca Our strongest

buying recommendation.

terns, but is still worth

your money, especially if

you're interested in the

subject matter or genre.

eral ways. It can also be

a game that does what

it does well, but lacks

flair or originality,

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 those

products so

buggy, ill-conceived, or

valueless that you won-

der why they were ever

released in the first place.

1^FEBRUARY 1998 CCW
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3D SGi Art by world famous artist Gil Bruvel; If game screens were paintings it

would sell for over $10 million dollars

Stunning 3D1 360 scrolling environment

Absorbing level-based game created by Cliff jobnson, creator of fools Brand

Post-Apocalyptic soundtrack by tbe Mf ers

Immersive CD surround sound

Experience the Seven Deadly Sins

while you can!

V'

1%
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-k-k-k-t REVIEW • ODDWORLD: ABE^S ODDYSEE

The Odd Squad
A Charming New Cast of Characters Arrives on the PC
by Ken Brown

Price: $44.99

Minimum System

Requirements: Pentium

120 (Pentium 166

recommended), 16MB

RAM, SVGA-graphics, 4x

CD-ROM drive, Windows

95-compatible sound

card (Sound Blaster-

compatible for DOS)

Multipiayer Support:

None.

Designer: Oddworld

Inhabitants

Publisher: GT interactive

New York, NY

(800) 610-4847

www.oddworld.com
www.gtinteractiue.com

I

t’s easy to full in love with Aui^'s

ODi:)ysi',l'; but don’t go running

off to get married without a sec-

ond look. Yes, it’s beautiful, funn}',

and full of personality, but be

prepared to have to prove your

worth over and over again before

getting any special privileges.

Like tlie ability to save, for

instance. More on that later.

Ifyou haven't seen it, Aot’S Oddysef.

is a side-scrolling platfonri game with

several innovative

twists. Tired of

stereotypical

heroes?You playa

skinny little

wretch named

Abe, a Mudokon

slave at the

Rupture Famis

meat processing

plant. To add

insult to injury,

Abe’s mouth is

sewn shut. In the

introductory ani-

mation, he makes

a horrifying dis-

covery; Rupture

Farms will soon

be turning

Mudokons into

packaged food treats. As you might

expect, Abe’s wurk clhic tapers off pretty

dramatically at that point.

Tire intro segues perfectly to the start

of the game, 'I hroughout, the designers

have succeeded in integrating the cut-

scenes almost seamlessl)’ with the game-

play sequences, which goes a long way

toward prescr\'iiig the consistency of the

game world.

As the game begins, Abe is on the

lam, trying to escape from Rupture

Famis while rescuing as many of his fel-

low Mudokons as possible. You control

/\be with the usual complement of plal-

fonn moves such as nmning, jumping,

crouching, and rolling. My favorite move

is sneaking, which lets Abe creep by

guanls without being noticed— a great

lactic and a real treat to watch.

GAMESPEAK

Abe can also talk, which is a pretty

axciling innovation in this kind of game.

Me’s not a chatterbox, hut his vocabulary

is just large enough to give him a kind of

personality, Tlie designers call this fea-

ture GameSpeak, and they provide an

interface to help you practice his abili-

SLIG BOMBING After picking up some grenades from the "Boom'

lobs one onto an unsuspecting Slig below.

tics. Abe can say“l-Icllo,’’ “Follow me,”

and “Wait.” He can also hi.ss, w'histle,

fart, and laugh. Not bad for a guy who’s

mouth is stitched tight.

His speech is not only amusing, its

necessary for advancing in the game.

F-arl)' on, you’ll need to get other slaves’

attention by saying“l-lello” and “Follow

me.” Later, some of the puzzles require

Abe to whistle and fart on cue. (Parental

advisory; Tliis function is capable of

keeping a youngster amused for hours, if

you can stand tlie sound of incessant

flatulence.)

Abe has one other speech command:

chanting. It can vary', but the main pur-

jjose of chanting is to possess an evil

Slig, Sligs are funny-looking robotic

guards with bad tempers and nasty

machine guns. Wdien Abe posse,s.sc.s one,

the Slig cries out “Ow!” mns around fee-

bly, and then falls under Abes command.

At that point you can control the Slig for

as long as you like, experimenting with

his amusing vocabulary and using him to

ventilate all his friends.

As with i'\bc, the Slig’s speech ability

isn’t jirst for fun. Sometimes you’ll need

the Slig to yell “Watch out!” to nearby

Mudokons, or they’ll

die in the easuing

firefight. At other

times, you’ll have to

repeat a supervisors

speech into a con-

sole before the

supervi.sor will

deactivate an elec-

tric field. But the

most fun 1 had was

while making a Slig

search for his Slog

(guard dog). You

force the Slig to

walk around yelling.

“Here, boy; here,

boy!” and when the

machine, Abe Slog finally appears,

)Ou pump him with

lead and make the

Slig laugh. 'Ilicn you w'alk the Slig over a

cliff and make Abe laugh. Now that's

eirtertainment.

HOW ODD
Oddworld— the game environ-

ment— is an exquisitely detailed and

organically consistent virtual workl. 7be

world has been painstakingly designed

and rendered, and although you navi-

gate Abe along a 2D plane, the environ-

ment’s depth isn’t totally lost, as in most

platform games. At various points a cine-

matic cut-scene changes the field of

view, bringing distant features into focus

as the new plane of action. At other

limes the action can occur on more than

COW FEBRUARY 1998



ODDWORLD: ABE'S ODDYSEE • REVIEW

w MINE JUMPING Nearly every screen has a set designer's flair for the dra-

I matic. Here, Abe and Bum size up a gauntlet of rotating mines.

one plane along the /.-axis. Oclclworid

Inliabitants (the developers) obviously

spent a lot of time rendering a realistic-

looking world. 'Ihc company intends to

reuse it in the Od):)WC)R! ,!:> “Qiiintolog)',”

the five-game series of which ODDt’StiE

is the first part.

Tiiere are seven distinct environments

here, each offering different challenges.

You'll have to overcome a \’ariet)' of

objects, such as bombs, motion sensors,

meat saws, and failing deljris, all the

while fending off attacks from bizarre

creatures. You'll die fiequently, but the

game restores Abe aiitomaticall)' to a

recent screen.

'fire puzzles are ea.s}' at first but

become fiendishl)' cle\'er and more com-

plicated. (See our tips for winning in this

month’s Gamer’s Edge.) ’^Ihe only actual

weapon Abe will ever have, apart from a

gun-toting Slig, is a hand grenade. Most

of the time all Ai>e has to work with is a

rock or a piece of meat, and you have to

figure out how' to use them to defeat

your enemies, 'fhe pu/j.les are not only

ciiallcnging, they’re also thoroughly con-

sistent with the game world.

fortunately, Abe isn't entirely alone in

his mission. He has the occasional sup-

]rort of allies throughout the game to con-

fer special know'ledge or po\\er to him.

'riiere are Muciokons, a |X)werful shaman

known as Bigfacc, and a special creature

called Elum. Elum ("mule" spelled back-

word) is an endearing bciist who responds

to Abe’s voice commands and allow'S Abe

to ride him, which comes in handy for

making big jumps. '’Ihc only liability Elum

poses is tliat he’s prone to distraction when

eating honey. Tliis becomes a pu/j'le in

itself as you try to separate him from his

fasorite food. Fortunately', wiicrc tlicrc’s

honey', tirere are also bees.. .

.

AT ODDS

I’ve covered only a few' of tiie

game’s many terrific qualities. /Vs

you can tell, I was charmed and

delighted by its personality and

wonderful sense of humor. I'd

love to recommend Abe's

ODD'i'Sl'.i-: to anyone— but I

can’t. You see, the game has a ter-

rible secret.

ODDVV()iti.D was designed I

by ])eople who love console I

games. And most console I

games are designed to make

you ]5lay' all the w'ay through a le\'el

before saving. You have to finish the

entire level, then you get a code, then

you acK'ance. Only trouble is, computer

gamers have different expectations and

tolerance levels. Ihithcr than forcing our-

selves through a Qdakk or JEDI KNica it

level all at once, we like to save the game

after particularly difficult parts to mini-

mize repetition. In Odd^'SEE, you can

sa\'c at any lime, but the actual sa\'e

points are at predetermined locations in

the game, 'this means that you might

save near the end of a difficult level, but

if the game’s neare,st predetennined save

location is at the beginning of that level,

you’ll have to play through the whole

thing again anyway. Since the interv'a!

between these points is usually several

screens long, the game requires that
y
ou

perfectly execute up to 10 pu/jJe-filied

screens before being able to ad\'-ancc to

the next save point, failure means

repeating the process, ad nauseum, until

you get it right, 'lb make matters worse,

some of these pn/ales won’t just be jjhys-

ical ino\'es, they’ll be speech puzzles. So

you’ll ha\’c to hear and repeat back a

series of whistles and farLs dozens of

times until you’re able to progress

POSSESSION Here's what it looks like when Abe

possesses a Slig, You can then make the Slig

walk around and drill ail his little buddies,

beyond a certain sequence. 1 had to

re[)eat the most difficult sequences more

than 100 times, and though I may be

slower than y'ou, I wouldn’t recommend

buying /VBl'i’s OtDl^^’Si'il'i unless you can

tolerate repetition and have plenty of

time on your hands.

If it wasn’t for this major flaw', 1 would

recommend Abe’S ODD\’Si-;i:; to any

action or adventure gamer. It’s loaded

w'ith humor, personality, and cliami, and

the story' and puzzles are enough for

experienced gamers to sink their teeth

into. If the designers provide a more ver-

satile save feature for the next four edi-

tions in the series, I sec a bright future for

Abe and his Oddworld friends. %

^APPEAL; Anyone who prefers puz-

zle-solving to violent action.

^PROS: Beautiful graphics and

design; interesting characters; wonder-

till sense of humor; GameSpeak.

^CONS: Extremely
|

repetitive play;

save-game feature

is restricted to cer-

tain areas; cannot

load from the

Escape screen.
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Designed by Trevor Chan

A R£AL-T1ME sagaof itmtrigve

AND DlflSK^Y;:OF fflADE,
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taiSomME!

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

gods were intertwined, seven kingdoms vied for supremacy;

each grew to have its own distinct identity, possessing

unique skills and traditions. Their toois of conquest were

trade, diplomacy, espionage, science and sheer brute force.

By strength, cunning and guile they expanded their

burgeoning empires, fighting against the ravages of nature,

sometimes against rival kingdoms and sometimes against

uprisings from within.

Real-time empire building with seven unique cultures

Multipiayer options via modem, LAN, serial or Internet

Pre-built scenarios and random campaign generator for

unlimited gameplay

Espionage and counter espionage with trade and

diplomatic options

Highly detailed 800 x 600 SVGA graphics

Windows '95 CD-ROM

Visit your local retailer or

call 1-800-789-1543 to Oi :r a copy today!

www.imagicgames,^^

Seven Kingdoms isaira

trademarks are the pro;

hk
-
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Bloody Mess
Takekmy the Controvefsy and You Have a Mediocre Game

by Scott A. May

Price: $54.95

Minimum System

Requirements; Pentium 90

(P166 recommended),

16MB RAM (32MB recom-

mended), Windows 95/NT

or Mac OS, 64MB hard-

drive space, 2x CD-ROM
drive (4x recommended),

SVGA graphics. Win 95-

compatible 8-bit

sound card (16-bit

recommended).

Multiplayer Support:

Modem (2 players), LAN,

Internet (2-16 players).

Designer:

Running With Scissors

Publisher: Ripcord Games

Santa Clara, CA

(408) 653-1897

wwiiV.ripcordyames.com

here there’s smoke,

there’s usually fire.

Prerelease hjpe

for I^pcorcis debut

game, P0Si:\L,

blew j)lenty of

smoke at both

consumers and

the press, hoping

to fuel a firestonn

of controversy. So far, it’s worked. Once

you get past the hype, though, the game

reveals itself to be lukewanu at best,

'^Oic game’s back-

story is purpose!)' left

to the player’s own

tw'isted imagination.

You assume the role

ofadi,sgninlled citi-

zen known as Postal

Dude, who pops a

cork after being evict-

ed from his hou.se.

Your heavily armed

character then lets out

his frustrations on tlie

entire town— he

“goes postal.”

RAMPAGE

lire game unfolds

in an isometric per-

spective as you wreak

havoc across 16 increasingly hostile loca-

tions. Settings include peaceful neighbor-

hoods, dovvntovMi parades, trailer padcs,

train stations, urban ghettos, and industri-

al parks. If )our Kc\'lar vest holds out, the

game culminates in a rather shocking

showdown at an /\ir force base.

Gameplav is delightfully demented at

first, as )ou wax victims who die scream-

ing, often begging for mercy. “Kill me

now!” or'T can’t breathe!” they wail, hi a

twist of sick compassion, you can actual-

ly stand over their riddletl flesh and

pump a few last mercy shots into their

heads. Ukcwisc, when you can't take

anymore, you can ahvays insert the bar-

rel into your own mouth.

BEYOND POOR TASTE

Designed with imenilc delight by

Running With Scis.sor.s, PosiiM, is both a

pared)’ of \'idco-game s’iolence and an

excellent exaiiijile of our desensitaed

percejilion of entertainment. Some \^'ill

find PosiAt. hilarious; others w'ill find it

downright sickening. Give Ripcord some

credit for chutzpah— the company

doesn’t just push our moral hot button, it

.sma,shes it to smithereens, '1 he game

dares us to find pleasure in the cold-

blooded murder of innocent people.

From a jiure gaming standpoint, how-

ever, PosiAt. holds only limited play

value, Tlie level designs are imaginative,

and the weapon selection— including

machine guns, shotguns, spray cannons,

heaUsecking missiles, napalm, and flame

throwers— arc well implemented. But in

the long haul, e\'en the most jaded

arcade gun-freak will find the game

repetitive and dull.

'Hie game docs its best to ensure long-

term ])layability, with a host of single-

player variations, such as timed levels,

body count goals, checkpoints, and cap-

turc-thc-flag scenarios. Multiplayer

games— over modem, IPX, or the

Internet —also help liven things up. But

when all is said and done, the simple-

minded carnage at the heart of the game

becomes a worn-out novclt)’.

PUZZLING GRAPHICS

Graphics arc good and bad. On the

plus side, the game’s hand-drawTi back-

drops arc s’aried and elaborate. Artisti-

cally, howes'er, these watcrcolor-style

backgrounds look like tiie classroom

doodlings of a bored seventh-grader.

Gharacter animations arc simplistic

and skate erratically above the 2D

framew'ork. Gharacter interac-

tion with the emironment is

almost nonexistent, lures that

bum in one .scene arc instantly

extinguished when scrolled out of

camera view'. Mad the designers

let players interactively vent their

rage on slructures in the game

world, the game would have had

more appeal.

'I he game docs have its .share

of sadistic eye candy, such as vic-

tims who spew arterial blood

while claw’ing the ground in

agon)’. Pla)crs with DirectX-com-

patiblc video cards will also enjoy

transparency effects in explosions,

fire, and smoke.

Overall, the only envelope

POS’IAL pushes is that of good

taste. Otherwise, it's merely a routine

shooter designed to delight the common-

ly morbid minds of preteen boys, %

^APPEAL: Shoot-'em-up fans with

a bent sense of humor.

VPROS: Good selection of single-

and multiplayer game variables;

built-in level editor; elaborate hand-

drawn ZD backdrops.

CONS:
Simplistic char-

acter animation;

repetitive game-

piay; cheesy

marketing

efforts.



...YARMOOR [YELLOW] DEFEATS FLATLINER [BLACK] IN A SANCTIONED MATCH ON SOLARIS...

Stone -GrpW-> : Where did DW's Banshee go?

3T Chance -GrpW-> : It shredded my gyro!

I'm out! DEAD!

Stone -6rpW-> : I'm gonna need help

- who's left?

HELLO?

SOLARIS™
www.multiplayerbattletech.com

GAMESTORM.

—$9.95 MONTHLY -ONE PRICE, ALL GAMES, UNLIMITED PLAY—FIRST MONTH FREE—
GO TO #238 @ www.comiiulergaming.com/infolink

Multiplayer BatlleTech; Solaris is a trademark and BattleTech is a registered iradenuitkof FASA Corporation.

Used under license. GameStorm is a trademark of Kesmai Corporation ^ 1 997. Ail l icjlu.s reserved.
KESMA)
STUDIOS jpgsq
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For a piece of the action, go to www.bluebirte.coni.

i'll show you games that witi get your heart racing at

prices which wiii put a smile on your face.

If you can’t visit me, call (800) 033-2003.

Blue Oyte Software, Inc. 870 L Higgins Road, Suite 143, Schaumburg, IL 60173

©1997 Blue Bvte Software. Inc. All riahts reserved. Source Code #MP2298



CHASH: THE RIFT • REVIEW

Poor Man’s Quake
by Mark Clarkson

I

he fomiat is hiniiliar; the plot, as

iisvuil, is irrelevant. Ci I/VSM; Tl !!•:

Rirris a first-person shooter that

cos'ers plenty of stock territor)'.

Tliere are monsters cs'crywlierc,

and it’s )-oiir job to clean house with the

ciistoniar)’ mix of weapons: chain-guns,

grenades, mines, and the occasional

lightning-firing sii|)crxveapon, /Vs usual,

you’ll find health, weapons, and ammo
lying around on the floor.

Wdrere Cll/NSM distinguLshes it.seif is in

its 3D polygonal monsters— they arc the

best I’ve seen in a 3D shooter. ’^Iliey are

w ell-animated, moving as if they actually

have ma.s.s. More .striking, though, is the

way they take damage.

With careful aim, you can

blow' off a monster's ann. 'Fliat

may slow him down, but it won’t

stop him: l ie'll still punch you

with the other hand. Shoot his

other ann off and he'll start kick-

ing until you put one in his brain.

Wdrilc the monsters are state of

the art, the rest of Cl lASM feels

dated. 'I lie levels are wonderfully

textured and fairly interactive

—

you can shoot out lights and win-

dows— but very 2D. There are no

rooms on top of rooms, '^flic

sound and

mouse con-

trols are a bit flaky, but the frame-

rate is smooth on a PI33 or P266.

Ci [/\SM supports network play in

either dcalhmatch or cooperative mode,

but cooperatis'e pla}’prc\cnLs)ou Irom

actually working through the les'els

together. Tire le\ el design is solid,

though not terribly original— just like

the entire game. ^

^APPEAL: Doom fans whose

machines aren’t up to Quake.

^PROS: Wonderful, realistic 3D

monsters; solid level-editor included.

^CONS: There’s

nothing here we
haven’t seen

before; too many

bloody chunks

for those who
are squeamish.

I 111#
.

Price: S34.99

Minimum System

Requirements: 486

DX4/100, Windows

95 or DOS 5,0,

16MB RAM.

Multiplayer

Support: Modem

(2 players), LAN.

Publisher:

GT Interactive

(612) 559-5301

www.chasm3d.com

MAGESLAYER • REVIEW ki

Wizard of Blahs
by Robert Coffey

N
ACESIv\'iT;r’s l)']rically unoriginal

plot boils down to killing every-

thing in sight while dodging var-

ious traps. Basically 'CxKE No
PlUSONPXS w'ith .some half-

baked fantasy, its a tof>-dowai shooter

that rehashes the genre’s vsorst elements.

You can play as one of four charac-

ters, but gameplay is uiiaffcctcd b)' your

choice, Msually. M/\GES 1ATER is

crisp and smooth, irrovided you

ha\'e a 3Dfx card. E\'cn witli one,

theres a slight but noticeable hit

in frame rate when large animat-

ed objects fill the game screen.

Unlike TNP, iVUcESLViER is

stunningly .stingy in variety. All

five game worlds are populated

by the same few' monsters, most-

ly llic tired giant scorpion, spider,

and Rit types. It gets worse. Each

character has one measly melee

attack and three ranged .spells, all

of w'hich have an indistinguishable

“powered" version.

Like other suhpar games,

MACasSI AYiat makes the mistake of cnir-

fusing lots of enemies W'ith challenging

gameplay. Monsters attack in huge

hordes that, though cass' to kill, force

you into tedious mouse-clicking.

Maciesi A^l'lR is filled with lra[j.s )ou’\'e

THE GANG'S ALL HERE MaGESLAYER, With its

paltry and uninspired five worlds, is even less

fun than its cousin, Take No Prisoners,

seen a thou-

sand times.

To l)e fair, the

game does go beyond the tradition-

al [jower-u[5 caches by offering some

entire gaunllet-ainning secret levels.

Ultimate]}’, M/\GESLAtER is a study in

limitations, unredeemed by the tacked-

on miiltipIa}eroption.s. %

^APPEAL: Take No Prisoners farts

who don’t mind a much less inter-

esting game.

^PROS: Crisp, smooth graphics with

3Dfx card; lots to kill; secret levels.

^OHS: incredibly repetitive

gamepiay; no

varied or origi-

nality in spells,

characters,

game worlds,

traps, melee

attacks, and

gameplay.

Price: $44.95 I
Minimum System I
Requirements: I
Pentium 90, Win 95, I
16MB RAM. I
Multiplayer Support:

Modem, null modem
(2 players), LAN

(2-16 players).

Publisher:

GT Interactive

(716) 871-6646

www.gtinteractive.com
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We took a perfectly

good strategy game and

threw in a few

G
c ahead and stare. You've never seen

anything like Guardians: Agents of

Jusf/ce" Never before has a game so

expertly mixed resource management and

intense superheroic battle. Never before

has the army in a strategy game been a

handful of mutant, superbuff enforcers out to

save tomorrow's planet from its own scum. And never

before have there been such shapely superheroes,

as easy on the eyes as they are rough on the rib cage.

Guardians: Agents of Justice is the superhero strategy

game where you call the shots. You can even

customize your own mighty saviors, in case ours

fail to meet your needs. (Somehow, we doubt it.)

AGENTS OF JUSnCE'

A SUPERHEROIC STRATEGY GAME •



Iwww.computergaming.coni/infolink



ACTION

-k-k-k-k REVIEW • UPRISIHC

pHSI#

Price: S49.95

Minimum System

Requirements: Pentium 90

{Pentium 133 recom-

mended), Windows 95,

16MB RAM (32MB recom-

mended), 100MB free

hard-drive space,

2x CD-ROM drive (4x rec-

ommended), SVGA video

card, Sound Blaster-

compalibie sound card,

Microsoft-compatible

2-button mouse: 3Dfx

accelerator card strongly

recommended-

Muitipiayer Support:

Direct connect, modem (2

players), LAN, Internet

(2-4 players).

Designer: Cyclone Studios

Publisher: 3DG

Redwood City, CA

(650) 261-3000

www.3do.com

Rising Fun
A Lot of Action and Only a Little Strategy

by Robert Coffey

I
orget 3DO's claim that

Uprisinc. Ls another entry in

the real-time strategy

wars— it’s an action title,

I
pure and simple, wath the

merest smattering of strate-

gy, But who cares? With its

challenging missions and

absorbing gameplay,

Uprisinc: is a real treat.

HI-TECH SLUGFEST

Wiile Ui’RiSiNG has customizable

quick-start missions and an excellent tuto-

rial, the heart of the game is its bmising

cam])aign mode, which casts gamers as

part of a rebel faction battling the c\'il

intergalactie Imperium. Filoling a roving

command center uicr-tank, called a

Wraith, you’ll seize conirol of pov\'er-rich

“hot zones” in order lo build citadels, unit

buildings, and defensas.

Wiiilc you can cal! in units to do j'our

dirty work, deft use of the Wraiths

impressive desimclivc capabilities is the

key lo success in UpiusiNG. In addition,

)’ou can jump bclw cen your Wraith and

the nearest citadel to seize the citadels

guns and take on invaders. Regrettably,

you cannot seb.c control of any of your

other units.

BEST LAID PLANS

RiinAi-RRlhasc-huilding gurus, lured

by emiJty promises of a strategy game.

THE BIG PICTURE You’ll do all your base

and management from this satellite view.

are bound lo be

letdown by the

paucity of units

and command

options.'lhereare

only four types of

units, and an

inability to direct

them bcj'ond the

basic“Shoot that”

command further

restricts strategy.

If Uprising has a

strategy element,

it is in forcing ^ REAL-TIME ACTION

aimers lo adjust I
etB, but less cerebral

their approaches "

in order lo defeat the Imperium on a

mission-b)-mi.ssion basis. Some planets

emphasize defense, some require swift

brutal attacks, and others reward a

methodical approach. Dealing with the

distinctive terrain ofeach planet height-

ens the challenge. You’ll face lakes of

lava; treacherous, sheer cliffs; and rolling

hills that conceal blisters containing

punishing turrets.

Battles arc tecth-gritting spectacles of

utter mayhem. Hirow in the fact that

your own bases may gel attacked right

when you're in the middle of an on-

slaught elsewhere—which forces you lo

manage multiple battles while dodging

Imperium missiles— and keeping plates

spinning starts to look easy.

UPRISING

FALLS DOWN
A,s enjoyable as

Uprising is, it has some

significant shortcomings. A

game this tough should

have a way If) adjust the dif-

ficulty of the missions. Tlic

inability lo customize the

jo)’stick controls is a shame,

considering that the default

controls of mouse and key-
building

board are awkward. In the

o\ erhead satellite view, the

Uprising is deeper than most action shoot-

than traditional real-time games.

cursor is so liny you can’t find it (espe-

cially during a battle), and a few mis-

sions have a Icnciency to lock up your

computer. Oh, and good luck trying to

play a friend via a direct connection or

tlie Internet— both are plagued with

playcr-dropj)ing hugs. Internet [)la)’ also

has latency problems.

Finally, most of the mission objectives

are the same— lake o\'er all the citadels.

'Ihe)'’re tough, but they gel re]3eliti\’e.

Wliy are there no night missions? Wliat

about defensive or infiltration missions?

Still, Uprising is a blast. If Cyclone

Studios had only ihrowTi in the sirateg)'

they promised, UPRISING could have

been a ground-breaker. %

^APPEAL: Action gamers with a

taste for some very light strategy.

^PROS: Mix of bruising action and

challenging missions make for great

gameplay; dynamic game worlds

that affect play; much bigger scope

than that of other shooters.

^C^r4$: May be too hard for some;

no strategic

depth; mission

goals seldom

vary; clumsy

controls; buggy

modem and

Internet play.

ccw FEBRUARY 1997



...WP 4: COURSE 121 AT 12000 FT ETA 1:18.. CHANGE COURSE TO 140 LEVEL AT 10000 FT...

GunJam: bandits, 6 o'clock high!

HiTech: i'm done — bingo cunmo

GunJam: run low — i ' 11 cover you home

HiTech: roger that — p51 closing fast!

GunJam: pull left! PXn4L LEFT!

GunJam: HiTech ! ? !

CAMESTORM,

WWW. airwarrior.com

$9.95 MONTHLY—ONE PRICE, ALL GAMES, UNLIMITED PLAY—FIRST MONTH FREE

60 TO #197 @ www.compulergaming.coin/infolink

Air .'.'o.-.
-

-

1=. -1 r^giscered trademarkof Kesrriai Coi'poraiioii. - -

GfUr.^’Storm i.s<i rradomarkof KostnaiCorporjtron ''

' 1997. All lig!-- • -^prved. 5 ^
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the bizarre oafniith

Id of Wofiiyis2," This addle

ame of revenge and inean-hiinded cruelty

features a itiind-hloBing array of waeliy weapons.

tVitty speech, dynamite sound effects and original

music. Brain-ticiiling strategy and politically correct

violence. Go it alone llVormbo-style against i7 other

Worms in the iS player hoHeat game, or wage 6

player mayhem over a IftH or the Internet!

Visit your local retailer or call 24 hours;

1-800-695-GAME (U.S. and Canada)

www.worms2.coni

WINDOWS'95

If you’re fireathing, you woirt

lie able to stop playing it!

www.microprose.com

WomisZ •• TeamI? Sdflwate Ud. All tighu m^cived. Came designsd and developed by Teaml?. Teainl? and WattnvZ aie Itademaiks oi legisletod trademaiki of Teaml? Softwaie Ltd. Otiqinal cunfepl by Andy Davidson.

HicboPkosi is a tcgisUtod ttadcniaik of HicioPtose. Inc. of Its affiliated tompanics. All other tradeiiiaiks are tlic property of their respective holders.

GO TO #099 @ www.compulergaming.com/infolink



NUCLEAR STRIKE • REVIEWAAA A

All-American Blast
by Rusel DeMaria

I

f you’re feciiiig destructive, vet

niorall)' iiprigiil, NucUvMl S'lKiKi';

will let you liiiid a blow' for the good

of all democratic nations w'hiic caus-

ing an ungodly amount of destruc-

tion to evil world-diclators-

You’ii pilot a \ariet)’ of well-amied

chopj)ers and a few destructive ground

vehiclas, such as the hovercraft and the

Abrams battle tank. The World War III

storyline unfolds nicely as you

fire at identified targets and

some unexpected enemies.

You’ll also fly over liidden

enemy encam])nicnts or hostile

Iwats on tlie ri\'ers and oceans.

From the moment you boot up

tlic game, you’ll find there is

plenty to do.

'Hie beauty of Nucl&\R

S'lWKi;: is its ability to combine

resource management, slrateg}',

and a sense of a realistically

unfolding adventure witli a clial-

lenging action product. In regard to

graphics, the game is satisfying. Wliilc

your enemies often look comical and car-

tooniike, tlie sarious enein)’ \ chicles and

gun emplacements are more realistic—

tiiey inspire dread as j-ou w'atch their tur-

rets sw'inging around to point jour w-aj’.

Tlie story is presented in quick cut-

scencs and short video sequences.

For the most part, the game gives

NUCLEAR BLAST This screen shows several ot

the configurable options, and the pyrotechnics,

that make Nuclear Strike fun to play.

SHIPWRECKERS! • REVIEW AA

A Pirate’s Life for PC
by Matthew Schaefer

H

igh on the seven seas, the scurvy'

pirate Blowfleet has wreaked his

havoc for far too long. As a ri\al

pirate with a thirst for adventure,

you must capture this renegade

and take liis treasure and glorj’ from him.

Tlie \sorld of St iipwreckers!, howev-

er, is not a serious one. It offers light-

hearted shooting action with plenty of

humor. Most of the gameplaj' consists of

navigating through inlets, spits, and locks

AVASTl A Sturdy galleon has raised the J

Roger over a looted town.

in pursuit of floating bottles that open up

new map areas. 'Iliis introduces a puzzle

element to the game.

You’ll blow' through ships, flamc-

throwers, and bninl)-(lrop))ing|Tarrots on

j'our w-aj’ to raising the |olly Roger over

enemy ports. Your galleon can also be

transformed into an airship, get trapped

in giant air bubbles, become a speed)’

steamship, and gain a number of extra

weapons— such as surface-to-air mis-

siles —to sup|)lement j'our cannons.

Si IIP\VRI';c:k1';r.s! requires tlie use

of a 3D accelerator, but the graphics

are im])res.si\’e. Altliougli tlie camera

angle is moi able, llie default isomet-

ric view [>nD\'idcs the best shots of tlie

action.

Tlie only annoying as[x;ct of

Si llPWRttCKI'lls! is tlie coiisole-stj'le

guiic saving. Plaj'ers start with three

.ships (In^), but can sav e only after

completing a level. Tliis limited save

option tried my patience, as 1 had to

replay levels

again and

again.

Des[jitc this,

SlTII’Wlti'icKl'.RS! provides consolc-stj'le

gaming with a refreshing dose of wacki-

ncss. Si lll^\'RECKl^R.s! can provide you

with seafaring excitement as few other

games can. %

^APPEAL: Action fans and would-

be pirates who want some humor in

their swashbuckling.

^PROS: Interesting puzzles and

challenging enemies; imaginative

power-ups and ship transformations;

good-looking 3D graphics; humorous

atmosphere.

^CONS:
Annoying save- IBSSI ^

feature

necessitates tir- ^U|Sn a

ing replay of ^
levels.

1 1

1

1 1

1

1 1

1

more than ade-

quate feedback

and allows

enough ciisfomizalion to make it

satisfying for players of all skill levels.

Ill the end, NlJCI,F.\R STRIKE

manages to be a fa.scinating, challeng-

ing, and varied experience with plenty

ofgameplay to justify the price of

admission.^

^APPEAL: Action fans, especially

followers of the Strike series, who
like some story and strategy.

^PROS: Great graphics that simu-

late a 3D landscape; nonstop action;

combination of compelling story and

high-intensity

action.

Price: 549.95

Minimum System

Requirements:

Pentium 133 {P90 with

3Dfx), Windows 95,

16MB RAM.

Multiplayer Support;

None.

Publisher: Electronic

Arts

(415) 571-7171

www.ea.com

Price: S50

Minimum System

Requirements: P133I
Win 95, 16MB RAM."
30 accei.eard.

Multiplayer Support:

Linked joystick/gamepad

(2-5 players).

Publisher: Psygnosis

(800) 438-7794

www.psygnosis.com
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ACTION

-k-ki REVIEW • DEFIANCE

Price: S49.99

Minimum System

Requirements:

Pentium 90, 16MB

RAM, Windows 95,

40MB hard-drive

space, 2x CD-ROM,

VGA-graphics card,

Windows 95-compati-

bie sound cards.

Multipiayer Support:

Modem, seriai

{2 piayers),

LAN (2-8 players).

Designer: Logicware

Pubiisher: Visceral

Productions/Avalon-Hill

Baltimore, MD
(800) 999-3222

wwiv.avalonhiii.com

Fuirilefying Acfion
Avalon Hill’s Action Premiere Descends Into the Clone Caverns

by Thieiry Nguyen

t's hard to break into the action

game genre. You either have a

|)r(>(luct wifli llie requisite revolu-

lionar)' feature or )ou have a

derivative produet diat disap-

pears into mediocrity. Avaion

Mill’s first action game,

falls into the latter

category Wliile the game has

some good ideas and features, a

few factors ])ull it dovsn from the tier of

innovation and reduce it to nothing

more than a DiuSCKN'l' clone.

ALIEN WAR MACHINE

DeI’LVNCE’s plot is an attempt at sci-fi

mystcr)'. You are a test pilot for an experi-

mental fighter craft to be used in an

inlergalactic war. Wlicn your base is

attacked, you have to root out the cul-

])rits and punish them. Most of the game

is spent unraveling the mystery of the

base attackers. Once you do, the game

becomes a simple matter of saving your-

self by destroying all enemies.

The plot moves along via voiceovers

and cut-scenes belM'Ccn the 13 levels,

'file cut-scenes aren’t very impressive,

but I like the use of voiceovers to further

the plot. Though the technique is a far

cry from the FMV in Jl'.DI Knici i t, it’s a

definite step beyond the text treatment

used in other games.

ROBOTS VS. ROBOTIC CRIHERS

Tliough DeF]/\NC[' is like Desckn-J',

the main difference between tiic two is

that in DEFIANCE your ship doesn’t nat-

urally defy gravity. Tliere is no rolling or

hovering; you have to use vertical thnist

to “hop” around. It felt as if I was con-

trolling a robot rather than a .sjDacccraft.

Tire weapons arc divided into guns and

missiles— most of which arc stock

shooter-fare.

Tlie enemies— all biomechanical

monstrosities— boast nice animation,

but are tlicmselves unimpressive. Tiieir

colors arc monotonous, and they always

seem to use the simple AI routine of

BIGGER THAN NIAGARA There’S Direct3D support, but it’s not used very effectively.

"guns from a distance, head-

butt when close.”

NO XTO MARK THE

SPOT HERE

Tlie level design resembles

real locations, such as

cityscapes and laboratories,

which arc better than the

confusing, claustrophobic

mines of DESCENT. The flip

side to this, ibougb, is the lack

ofa map.'lhis is aggravating,

especially because the Ics’els

arc huge and are composed of

many similar-looking twists

and tunnels.

Also, llie graphics aren’t terribly

impressive, 'Ihe use of Direct3D seems

to be more for boosting frame rate than

for adding visual effects— the graphics

seem closer to the original DescIiK)'

than to today’s visually impres,si\ e games.

The savc-gamc feature is odd; the

game allows you to save only at certain

computer consoles scattered throughout

the levels. \Vliile that’s not quite as bad as

in DauK Kcecfs, it strikes me as stu-

pid— especially considering that there’s a

cheat de.scribed in the IIEAD.ME file

that allows you to save whenever you

want. Wiry should saving be a cheat,

ratircr than an option?

In the end, Defence is an adequate

start for Avalon Mill's ncw'Mscera!

Productions action line. Some elements,

such as the story-driving voiceovers, are

nice, but the lack of a map, the les.s-lhan-

stellar graphics, and the save-gamc “fea-

ture" end up making it just another

DesCEN r clone. %

^APPEAL: Gamers who dig

Descent, but want something less

claustrophobic and more mysterious.

^PROS: Good attempt at using

voiceovers to tie the plot together;

good enemy

animation.

^CONS: Lack of

automap; odd

save-game fea-

ture; unimpres-

sive graphics.

CGW FEBRUARY 199B



1HIS IS N0T1HE CAME OF QUAKE'YOU OIKE KNEW.

1HEX-MEN HAVE TAKEN OVERAND NOWITSAWHOIENEWCAME.
Coming Soon

toRetiiers

Everywhere!

MAFiVBL

Wizard
Iliis product is in no

affiliated with,norf EKh/snifDiimitultf

A GT Intmctivc Software Ciimpany

GO TO #199 @ www.computergaming.com/infolink
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REVIEW • ULTIMA ONLINE

Uh-Oh
Origin’s Epic Online Game Is Snared by Bugs and Design Problems

no Ircasua; lo seek. Just enter the world

and play your character as you see fit.

Price: $59,99 plus

S9.95 per month

Minimum System

Requirements: P133

or better, 16MB RAM,

Windows 95, 261MB
hard-drive space, 4x

CD-ROM, SVGA graph-

ics card, Windows 95-

compalible sound

card, Internet

connection.

Muitipiayer Support:

As many players as

the server can hold.

Designer: Origin

Puhiisher:

Electronic Arts

San Mateo. CA

(800) 245-4525

wwiv.origin.ea.com

HIDE HARVEST Someone was tough enough to take on a herd of cows, but left their

hides behind, probably due to the cowhide surplus.

by Thierry Nguyen

I

t was perhaps the simplest, yet

grandc.sl design sj)cc of an)’ game

to he released this year; To create

a virtual world based on the

world of Britannia. Not content

with the simple online mon.ster-

thwacking of DiAlti.cy Lord

British .set out to create a virtual

community with UltlMA

Oni.INI’;. Tlic vision involved cre-

ating a d)iiamic game world in which

players were free to live their virtual lives;

whether they be bakers or dragon-

slav’crs. Essentially, Uciima ONLiNK was

to be a grand-.scale, graphical imiltiu,ser

dungeon (MUD). Unfortunately, despite

the grandiose and well-meaning inten-

tions, there are many factors that pull

UlTiMA ONI.INI'.down,

MULTIPLE AVATARS

Ui:nM/\ Oni ,iNti opens with a typically

well-done Origin cut-scene that portmvs

the slaving of Mondain and tlie shattering

of the Gem of Immortalit)', In each shard

of the gem is a [)erfect rej^lica of Sosaria,

tlie game world of Uliim\ Onlinii;.

Basically, this use of the'shards of

So.saria” plot is used to explain the

multiple scn'crs. As of this writing,

there were six sen ers; five serv ing the

various regions and one 'lest Server in

which Origin experiments witii pro-

posed changes, Wlien v’ou sign up for

an Ui:i1M\ Oni-INI-: account, yon pay

$9.95 a month to u.se u|D to five charac-

ters per server.

Character generation is a pretty quick

affair. You select the three skills in which

you want to excel, modify your stats, and

then alter your appearance with options

such as hair color,

facial hair-style, and

skin tone. Tlicn, you

give yourself a name

and o|Dliona! pass-

woid.pickatowii

and inn to .start in,

and enter Britannia,

You start the game

with 100 gold pieces

and some basic

cr)ui|)ment (based on

which primar)' skills

you selected). After

that, you’re on your

own. lliere’s no over-

arching goal, 110

Foozle tovanc|uish.

SUPER AVATAR

BROTHERS, AGAIN?

At first glance, the game engine looks

3 lot like an S\'GA-graphics version of

the Ui;(lM\ VIII engine. You get the 3/4

slanted v'iew of the landscape, as in

Ui;t 1M\ VIII or CruS-ADER, rather than

the moic aerial jjers|)ectivc used in earli-

er UiaiMcVS. You still have the staple

movement interface ofUi;nM\\01 and

bevund, in which you hold down the

right button to walk about and double-

left-click on items to use them.

'Iliankfullv, unlike Ut:nM\ VIII. there

arc no contriv'cd platform-gamc-stylc

puzz.lcs, Wdiat we end up with is the

graphically enhanced version of the

Uf.i'iMA Vlll engine, only using the

Ut:t'iMA\'ll interface.

UiaiMA OM.INK is a skills-bascd

game, which means that
)
ou improve

your skills and .stats by practicing. You

can either receive training from NPCs

or lust lake the lime to practice your skill

over and over again until it improves.

As of now, combat is also a clicking-

affair, though its not quite as frantic as

l.0iAiii.o’s combat, 'lb fight something,

vou need to enter "combat” mode, and

then double-click on \ our target. '^Hie

DEATH BECOMES ME When you die and come back as a

ghost, the world goes black and white, and you’re forced to

wander the Earth until someone resurrects you.



ULTIMA OHLINE • REVIEW

various skills at play \viii be

checked against each oilier, and

you’ll he notified on whether or

not you luadceoulacl- Origin

also wants to gi\'c the player an

autocoinbat o[>tiou, with which

tlic player will select a pre-

defined fighting style and the

computer will then carryout

combat, thougii this feature is

not im[D!emented yet.

THE LAG DAEMON

STRIKETH

So. after learning these essen-

tials, you just need to sign on and

go have yourselfan ack’cnlurc-

filleci virtual life, right? Not quite.

Unfortunately, UliHNLA ONLINt; has a

host of problems and setbacks.

First, this article gives you just a bit

less than what the game’s documenta-

tion tells you. \Vlicn you open tiic box,

the first thing you notice is the lack of a

real manual. Yes, you get a decent refer-

ence card and install guide, but no meaty

manual. The only options for a manual

are an online document on Origins Web

site or the strategy guide, which you

have to buy separately.

Wlien you install the game, you'll

have to devote 261MB to the minimum

install. Unfortunately, this runs quite

slow, For smoother gamcplay', you're

going to have to give the game half a gig

(so that tlic game nins off the hard dri\e

instead of the CD).

Once you log on, you will invariably

encounter tlic principle problem with tlie

game: bugs. Origin is busy making jjatch-

c-s and makes you dowaiload tlicm u'hcn

y
ou sign on; it seemed that every lime 1

Ic^ed on, 1 watched tlic “downloading/

applying patch” screen do its work.

'Hie bugs ate perpetual, as every' time

some are fixed, new ones will po[j u]). I'br

example, as of press time. Notoriety is still

buggy; Tliis means that I could kill an

Ore that threatened to kill I ord British's

I nother, only to be marked as a “Dread

Lord,” yet 1 could gain the title of'Noblc"

by gising fish away. Otiierbugs include

the ability to generate large amounts of

money via cloning, and the ability to

become an instant Grandmaster by ])ay-

ingan NPCto train you.

'Hie other luigc obstacle in this game is

lag time. 'Hie smootliest giimcplay came

for me when 1 was play'ing in the wee

hours ofthe night (about 2-3 a.m. PS'l).

\Miene\’er
1
[ilayed in the afternoon, the

.serverwas clogged, and not onlvdid tlie

lag time make my character tc!c[Jort

around the area, but it also booted me off

with numerous server cnislxa.

DUMB AND DUMBER

'llierc are some other game issues, as

well, 'flic NPCs are extremely moronic,

as they will offer you quests and then foi-

get about them moments later.

(“Go killeth Sir Davus,” you’ll

be told. You then ask."\\'1iere is

Sir Davus?” The response:"!

know not of w'hat you speakeih,

knave.")

Also, the economy is thrown

off balance, due to the fact that

everyone who has come before

you has already' killed all the

creatures and bilked the NPGs

out of their money, 'llic only way

you can thwack some creatures

is to wait for a creature to

respawn or to mo\’e to a less

populated area.

Practieing skills takes hours

upon hours of clicking. Ifyou

thought Di.-\RI.O was a click-fest, vou

haven't tried impro\'ing your swords-

manship by attacking practice dummies

for three hours. And finally, plavcr-killing

("PK’iiig”) is rampant. Wliilc PlCing is

actually a legitimate fomi of role-play-

ing, the reason so many people do it is

becau.se its much more fun than playing

UO‘'thc real way,” in which
y
ou must do

a .scries of monotonous/repclilK c tasks in

onicr to be strung enough to kill am -

thing larger than a pig.

Ui;nMAONi,lNi'; is a game w ith

untapped potential. 'Hie game has great

aspirations, but is plagued by bugs, horri-

ble lag-time, and some design issues. As

of now', you should get Ul.nM.\ Oxi-tN't''.

only ifyou arc willing to put up with a

w'hole lot of grief, all the time. Ifyou sim-

ply want to go out and thw ack creatures

with friends, .stick to Dlabi.o, Ifyou have

the patience to put up with the uumcr-

oiis changes and pitfalls of Ui:iliU\

ONi.tNi:, and would like to try living a

“virtual" life, go ahead and lr\. ;Vs for me.

!’ll slick to real life for now, %

Reviewing an Oniine Game

U
LTIMA Online is a hard game to review simply because it is constantly

evolving. Because it Is oniine. it is forever changing, both for better

and for vrarse. There wili always be bugs, and patches to fix those

bugs, which create further bugs, and so on. By the time you read this

issue, the game may have undergone a radical makeover.

As it stands now, based on what’s in the box, the game's flaws outweigh

its features. Yet there is so much potential that Ultima Online could become

a truly great game. But we can't review potential, we can only review con-

crete product. As of this writing, this is our position on Ultima Online.

Should the game go through a major overhaul and become a great online

game, it will be addressed again later. You can count on CGW to keep you

posted, should any monumental changes occur.

^APPEAL: Patient gamers interested

in graphical MUDs, or a “virtual com-

munity.”

>KlOS: If played correctly, it can be

a real role-playing experience; decent

graphics.

^CCMS: Numerous and never-ending

bugs; horrible lag-

time; design issues

lead to repetitive

and time-consum-

ing activities;

unbalanced econo-

my; ridiculously

high system

requirements.
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DESIGNED FOR

WINDOWS 95/NT

019(7 CnisidKt SludiM. Inc. Ml ftiglitt Bminil

LiLtiLy

LLlllll

'

'
Conquei the office LAN oi be king of the fnleinet — it’s all in a

game’s woik. Steal, spy and strateglze your way to gloiy. We
have changed the future of gaming by letting you change the

past. Return to WWf where you fully command the naval forces,

the economy and the outcome.

Crusaders
Studios, Inc.

www.cru8aderstuiSios.com ;•

(88BS744-4CSI(6274)
'v

When it’s this real

it’s not a game - it’s war.

Rule the waves, forge the steel

and earn the medals.

View a floating 360 panorama

and engage in ship-to-ship

confrontabons.

With a 3D combat engine you

don't just see explosions -

you experience them.

OF THE SEA



MERIDIAN 59 REVELATION • REVIEW A A

MUD Fight!
Online Warfare Gets Deeper With Meridian 59 Revelation

by Barry Brenesal

B

esting on your laurels is

dangerous. 'Ilicy can

easily turn into poison

ivy, with painful results.

With no serious compe-

tition, 3DOs popular

Meridlw 59 has been

doing just that as the pre-

eminent graphical multi-

user dungeon (MUD)
for the last year. Now, with Ul'IIMA

Oni.IN'R out, and looming threats from

Microsofts Asurron’S CAU.and Sonys

Eva-:RQUEST, 3DOs producers iiave

turned their attention back to

Meridian 59. But can their new

RfcA’EiA'nON upgrade—and the

promise of

another soon to

come— save

Meridian 59

from a

MUDslide in

popularity

toward newer

online games?

BODY SHOP

Meridlw 59

is set in a pseudo-

medies’a! fantasy

universe. You

use magic and

muscle to battle

monsters. Along

the way, you

gather treasure,

meet friends,

and find fame; of W
course, occa- I

sionallj’you die.

Your cliaracter begins in the town of

Razii, in a small, safe area set aside for

new am\als to learn the command set.

MI'^RIDIAN 59 lets you customize your

characters appearance in regard to hair

style, mouth shape, eje color, skin color,

and gender. Rnall)', you apply 50 points

against stats in six categories: might, intel-

lect, stamina, agiiit); m\5ticism, and aim.

Unlike most of the competition,

Meridian 59 doc,s not sup])ly a mix of

fantasy races and irrofcssions, so don't

expect to unveil that Dark Given

Sorcerer you alwaj's wanted to be in

your black heart of hear(.s. You customize

your character by seeking out one of six-

schools, each of which offers unique

benefits to the initiate who, o\'er time,

fulfills its numerous quests. 'Hie Temple

of Shai’ille teaches healing, blessing, and

protection spells, for instance, while

Faren Temple instmets you in hard-to-

control attack spells.

Wiien your character c\'cntually

learns all the spells in a single school,
}
on

can choose another and follow a similar

JUNGLE BOOGIE Nicely textured tropical forests add to Revelation'

questing path, but the learning curve for

new spells or improved weapons skills

increases dramatical!)' with each succcs-

si\-e scliool \ ou choose to affiliate with.

While this admittedly prevents tlie

development of supercharaeters, it also

place,s a ceiling on training, which can

frustrate players who like aiming for tlial

next spell or obscure talent that lies just

o\ er the magical horizon.

KILLING TIME

To PK or not lo PK, that is the next

question. MERIDIAN 59 has a reputation

as a player killers paradise, and its not

without rea.son. The game’s structure of

clublikc guilds encourages plajer con-

flict. Will onl\- U guilds allowed at aiw

given time, many guild-wannabes orga-

nize infillrations and assaults upon guild

halls. 'I he benefits of successful

takeovers are too sw eet to ignore: a pri-

vate communications channel between

all guild members; a building closed to

all nonmembers (except by permission);

a body of friends to provide instant res-

cue or .support; and a guild chest to hold

)
our surplus goods and kee[) them safe

from loss, w'hich

usuaih’ occurs

when you die.

Players w'ho

w-ant to engage in

a more sportsman-

like, one-on-one

duel to the death

h'pical!)’ frequent

the combat-sanc-

tioned zone of the

/Vena; but there’s

also a goodly share

of nonconsentual

PfCing in

Meridian 59. 'Ihc

games Dungeon

Masters give this

activity free rein

outside a few safe

areas, such as

's atmosphere. since mur-

dered ]3la)ers

spawn Rc\enants, powerful .Al-con-

trolled critters that stalk their killers

relentlessly until either the murderer or

the Re\ enant dies. Since a murderer and

his pals can band together to kill a

Revenant, how'es-er, this isn’t alwa\'.s an

effective solution.

lliis MUD is not just about combat

and death, though; Meridian 59 offers

a social atmosphere, with many cities

Price: S9.95 retail

(with a week's worth of

free sessions) or free

download from 300's

Web site (with no free

sessions). Online

charges: S2.49/day,

S7. 50/week (based on

4 days free after play-

ing 3 days/week).

Minimum System

Requirements:

Windows 95, 486/66 or

higher, SMB RAM,
35MB hard-drive space,

2x CD-ROM drive,

14,4Kbps modem,
SVGA-graphics monitor,

SLIP/PPP Net

connection.

Multiplayer Support:

Dull,

Designer/Publisher:

3D0
Redwood City, CA

(650) 261-2777

www.3dD.com
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A baffling string of horrific serial

murders. A shadowy brotherhood in

pursuit of unimaginable powei

An unholy ritual revived from the dark

and distant past. This is Black Dahlia]

America’s most sensational unsolved

murder case, now a haunting adventure

of occult mystery.

From the creators of Ripper, a superb storylitte inspired by actual events.

A stiuwingly rendered, amazingly real 3~Dimensional game tvorld that

includes over 70 locations on two continents.

More than 60 challenging and seamlessly integrated puzzles.

A unitjue interface which immerses yon in the ultimate adventure game experience.

An outstanding cast of professional actors starring Dennis Hopper,

Teri Carr and Darren I'.liker. www.bdahlia.com

01S97 Bladt Dalilu aiid llic TnKo 3 logo arc regisIcroU liadema

GO TO #254 @ www.computergaming.com/infolink
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REVIEW • MERIDIAN 59 REVELATION

More PK'ing Ahead

T
he next Memdian 59 upgraile, titled Renaissance, is expected in the secnnd quartet of ’98.

It will apply the improved graphical capahilities of Ko’catan to Menidian 99's /

two major cities, Tos and Raza. The engine that assigns quests to players .V

will also he revised to permit on-the-fly changes. Expect a much greater diversity of

quests, as well as penatties associated with timed quests that aren’t completed on schedule.

Renaissance will primarily locus on expanding the game’s player-killing aspect. The discovery

of a new region controlled hy an evil, magically inclined Queen permits characters to become

Necromancers, who gain powerful spells hut need to kill other players regularly. Of course, evil

spawns its opposite, and players will also he offered the choice of becoming
^ ^

Hunters, who have enhanced weapons and tracking skills—and are the ^ not all thats evil is ugly

destroyers of Necromancers.

I

1
":

Here’s a lich you can expect to meet

in Meridian’s R^ssance module.

nnd .shops. Tiis .sociii! atiTios[jlicrc. Iiow-

evcr, would be im[3ro\'cd if Dungeon

Ma.slcrs took more control over the

names players were permitted to use in

the game. On several recent occasions

when 1 logged on, some of the most \ ol-

ublc players had names that

w ere illegal drugs and sexual

puns. Sure, )ou can block

out their comments using

your Options panel, but

then )Ou’d ha\ c to block out

other ])layers who refer to

tiicm, too. /\nd there’s no

w'ay to block out their [)h\’si-

cal presence.

MEET THE NEW BOSS

Wdien N'It’;RlDI.’\N 39 was

originally released in

September 1996, its graphics

could best be described as

serviceable. Now, liowever,

the game is visually dated.

Tire w'ashed-out, [joorly tex-

tured images look flatter and more

unappetizing than ever.

bust and foremost, the new

RI’MlI ADON module adds land mass to

MkridI/\N 59— the \sorld is suddenK’ 33

percent larger, thanks to the “recently dis-

covered’’ tropical island of Ko'catan. 'Ihc

island also .supplies moresisual textures

and contoured surfaces— its main popu-

lation center is a fine example of city

dwellings perched upon hilly slopes.

Ko'catan is home lo a hidden temple,

co\'ert passagew'ajs, mazelike catacombs,

and attiacli\'cly detailed forests.

l^A’i’.i A'llON features 30 new NPCs,

intriguing puzzles, and |)lenl)’ of critters.

CrittcryVl is improved, as well.

’Ihough wc’v'C )'ct to sec anything in a

multiplayer eiivironmcut to match

DiiaCON R1'AI,.\1S’/\1 (in which mon-

sters make intelligent battle decisions

based upon such factors as spell capaci-

ty, health, pln-sical footing, enemy dis-

tance, and numbers of friends and foes

in the room), the mon.stcrs in

Rl^EL-moN suppl}- a greater diversify of

personalities and strategie.s. For example,

the three birdlike Av'ar tribes constantly

war among themselves as vv’cll as against

players, and the devastating effects of

their Shamans’ Farthquakc spell should

not be underestimated— even by veter-

an breakdancers.

’’[here arc great new s|jelis in

RI’M':! aTION, with a new school of magic

and a general refurbishing of extant

spells that brings the total number of

spells to more than 100. One .spell in par-

ticular deserves mention: '^ranic. Use it

on an iininletligenl monster you’re fight-

ing, and you may gain a large |>ct lo fol-

low you and fight your battle.s.

Overall, the change.s made to

Mt;RlDt/V\' 59 in REVir.L-vnON— a larger

world, .significantly improved

graphics, more varied quests

and spells— really make a dif-

ference. On the eve of several

important graphical niulti-

]3laycr releases, this MUD
provides competition that

cannot be ignored. In the final

analysis, MkrJDLVN' 59’s social

and role-pla)'ing aspects are

given less structural emphasis

than combat, and it’s for com-

bat that you should turn to

this game, 'lliere arc better

MUD venues for role-playing

and socializing, but few multi-

[)la)er games deliver as manv'

vvell-siruclured opportunities

for restless adventurers who

want to work out their aggressions as

doe,s M1’‘.R!DI/\N 59. %

^APPEAL: Online multiplayer

gamers, particularly combat-ori-

ented ones.

PROS: Lots of spells to learn

and critters to fight; a great quest

system; large environment to

explore; excellent

on computer

resources.

CONS: Strong

PK (player-killer)

element; online

costs can sneak

up on you.

interface; light

COW FEBRUARY
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T
housands of years ago the great civilizations
OF Shangri-la, El Dorado, and Atlantis vanished.
Behind their mysterious disappearance lies

a legend of power and destruction that will
ULTIMATELY DETERMINE THE FUTURE OF HUMANITY.

As Gage Blackwood, Agent 5;,of the Temporal
Security Agency, you must emSark on an urgent
MISSION TO UNCOVER THE TRUTH BEHIND THEIR
DISAPPEARANCE AND ITS CONSEQUENCES FOR THE FUTURE.

Your instinct and ingenuity are the key to
YOUR SUCCESS. TRAVEL THROUGH TIME, ASSUMeJ
MULTIPLE IDENTITIES, AND WEAVE YOUR WAY THROUGh!
AN INTRICATE WEB OF PUZZLES. HIDDEN IN THEsj
LOST WORLDS LIES THE KEY TO SURVIVAL. S

SCROLLING PANORAMIC ENVIRONMENTS
IN A FULLY NAVIGABLE 3D WORLD.

IMMERSE

Unlock secrets of the past by solving puzzles
CRUCIAL to every STEP OF YOUR jADVENTURE

.

THE JOURNEYMAN PROJECTS

LEGACY ?r TIMEWWW.legacyofli^.^om

01098 BrodsfUndScdwOio.J^: AOvli^liyWeiM..•Th^oumoyman Pn^ end me Ptesw Smdkn lego eie resittwstf trademefts of Ptetto Studios, Inc. Legecy of Time, eiw Red Oit> Eniertainmenl are irademaiAs of Brodeibund Software
i

’ 1-^ GO TO #198 @ www.computergaming.com/infolink
' '
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k-k-ki REVIEW • DARK EARTH

The Bitter End
^ Great Action/Adventure Hybrid-Until the Terrible Endgarve

by Robert Coffey

Price: S48.99

Minimum System

Requirements;

Windows 95, Pentium

75, SMB RAM (256-

color gameplay with no

background music); 4x

CD-ROM drive; 60MB
free hard-drive space;

DirectX 5.0 compatible

sound and video cards,

mouse; gamepad

supported.

Muitipiayer Support:

None.

Designer: Kalisto

Entertainment

Pubiisher; MicroProse

Software

Alameda, CA 94501

(510) 522-1164

ivww.micropfOse.com

j
liilc there liave

I been action/

adventure game

hybrids since the

daysoflxGvMK.

l'’K()M'n-lE

Di';si' RT, the last

year lias seen a

boom in this

niche. With games

siichas RI'.mais oftt-ir Hauntinc,

Wmnsen’s OniSSEI'.and'rill- US'l'

Express, action/adventnre hybrids seem

to have come of age, and it's about time.

Done right, the introduction of aciion

elenienls to an adventiive game only

draws the player deeper inlo the story.

'Hie life and death struggles add an

immediac)’ frequently lacking in tradi-

tional adventures. DAltK MarTI ! is the lat-

est entry' into this burgeoning genre, and

its a winner— until a truly boneheaded

endgame spoils il all.

WHO TURNED OUT THE LIGHTS?

D/\RK G\Rn 1 takes place in the after-

math of an apocalypse 300 years in

l^artli’s future. According lo the back-

slory, a gigantic comet passed too close

t

TALL, DARK, AND SCABBY The contaminated Arkhan

looks even more butt-ugly next to the beautifully rendered

game environments.

to the planet, re.siilting

in global decimation

(courtesy of fiery mete-

orites). A thick pall of

black .soot immediately

filled the air, plunging

the world into constant,

choking darkness. Tiie

few survivors wandered

the jilanet for genera-

tions. battling fearsome

creatures bom of the

perpetual night. Tliey

final!)' discovered a pre-

cious few islands where

shafts of light cut

through the smog.

'llic-sc raised cities, or stallites, became

oa,scs for mankind.

'Ilius saved, mankind .started worship-

jiing the sun as a god, led hy holy

Sunseers wlin were protected and aided

by ihcir militia, the Guardians of Fire.

You are cast as.-Vkhan. a member of

the Guardians of Pire, and the son of

one of the Sunseers. Wiile saving the

holiest Sunseer of Sparta from an assas-

sination attempt, you are poisoned by a

Konkolitc. The very essence of the hitler

darkness now courses tlirougb your

veins, comipling your body, mind, and

soul. As the game hits its stride, you must

find a cure wiiilc figliting tiie forces of

darkness in onler lo save the i)lanet,

'Ilie story in Dark Dar ii I is rich and

comjx'lling. Filled with belrav'als,

tragedy, and heroism, the plot fairly gal-

lops along, introducing new characters

and side plots as it driv'es the game for-

ward. 'Iliere is a sense of urgency in

everything Arkhan does, abelled in no

small ]3arl by the crcc[3ing

progre.ss of his disease, wbieb

worsens in realtime. Its an

intere.sling combination— as

game events are triggered by

y'our actions, Arkhan’s cleterio-

ralion worsens. Forliinately, the

disease moves slowK'. and

while it docs keep you moving,

it doesn’t prevent you from

completing the game.

^ COME GET SOME As the darkness starts engulfing Sparta, Arkhan will have to fight hideous

I mutants in addition to simple humans gone bad.

WORLD OF RUIN

Tiie world of Dark E.-\rii I is

an intriguing assortment of

dicliotomies. Tiie regal splen-

dor of Sparta stands in sharp

conlrasl lo the poverty of the

Lower City'. Tiie priniitiv'c and

scientific coexist, I'Vir instance,

most weapons arc swords and
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DARK EARTH • REVIEW

da^ers, yet there are simple

giins to be found (although they

are steam-powered).

Tlie unique game world is

beautifully rendered in screen

after gorgeous screen. Dark

EaR'IH’s environments are lirsli

and detailed, even in 256-color

mode. More than mere eye

candy, the games rich design

paints an imaginatively con-

ceived reality that encompasses

dank sewers, eerie undenvafer

mins, and the towering majesty

of Spartas temple. While thcrcs

some simple movement in the

environments, the world is pre-

dominantly static and noninteractivc.

D/\RK Eariii’s animated cut-scenes

are similarly outstanding. Wliile not visu-

ally ground-breaking, these cut-scenes

are easily the most exciting I've seen in a

game. They push the action for^vard

instead of just serving as a simple re\\’ard

for a solved puzzle. The only problem 1

had with tlie cut-scenes is that they

occasionally caused the game to crash.

Arkhan and the numerous NPCs he

meets are polygonal 3D characters in a

2D world. While not as sharpi)' drawii as

their sunoundings, the characters don’t

look glaringly out of place, although

their movements occasionally seem

awkward, particularly when characters

go u]) or down stairs (they

ho\’er about an inch above

every step). Also, Arkhan

has a fairly large “tangle

zone"; He gets hung up on

the edges of objects and

walls rather easily.

GEHING

AROUND SPARTA

Arkhan can freely

explore the world, with all

movement options han-

dled by an easy-to-master,

though noncustomizablc,

combination of Shift, Ctrl,

and anow keys. A gamepad

may also be used, though it

also can’t be customized. D/\RK E.\it'n I’s

inventory system is simple and intuitive

and allows you to assign numbers to u])

to nine weapons.

Saving games maybe a sticking point

for some gamers. Only nine games can

be saved, they can’t be named, and they

can be saved only at certain locations,

hlowever, save points arc liberally scat-

tered about the game world, and gamers

shouldn’t find thcmseK-e.s rcplajing huge

segments of the game if they save wisely

and often.

Interacting witli objects is a simple

matter ofmaneuvering Arkhan to the

desired object and hitting the space bar.

Kalisto has added a twist though, with a

“mood" meter that can be toggled

between Arkhan’s light (iiomial) and

dark (contaminated) natures. Some

things may be accomplLshcd only if

Arkhan is appro[Drialeiy nasty, particular-

ly when it comes to finding some

objects. If searching a room is frustrat-

ingly fruitless, give in to

the dark side and start

angrily .searching the

place— odds arc you’ll

find something.

Dark

gameplay is as effortless

as its controls. In fact,

the game bends over

backward to kee])

things from getting too

difficult. Wliilc gamers

can control Arklian in

combat, simply holding

down the Ctrl key in

combat mode will let

the computer do all

your dirty work,

'Hie puzzles in the game arc gcncrallv

inventory-based, logical, and tied into the

stor}'. The game keeps things simple by

solving the more complicated puzzles for

>011 . Tlie game automatical!)' assembles

inventory items into new, necessary

objects. Its great for beginning gamers, but

anno)'ing for gamers Irxjking

for more of a challenge.

THE BIG PROBLEM

So, i f D/\ltK E/\r,'i 1

1

is such

an enjoyable, solid game,

why are wc giv'ing it only 3.5

.stars? Becau.se the end of the

game flat-out sucks. Kalisto

really drojjjjcd the ball here.

After the final save point,

you ha\'c to work
y
our wav-

through a maze bri,stling

with spinning blade,s, then

fight a monster
y
ou can shm

but not kill, all the while des-

jjcrately try'ing to move

some levers in some secret manner to get

to the end of the game. Negotiating the

maze is tough, if only because nothing in

the game prepares you for the space bars

sudden ability to makerVrkhan duck— 1

died a lot before finding out that one,

/\Iso, the game needs a saving opjjor-

tunity after the maze, since the bo,ss at

the end w-ill kill you .scores of times,

w'hich forces you to go through the

maze again and again. And any game

that expects you to figure out the correct

sequence to pull some le\ ers (\\ithout

even an obscure hint) w'hile some invin-

cible beast pounds on your head has just

failed Game Design 101. Its so frustrat-

ingly difficult that it mins the game.

Dark Dar'Ii i has a lot going for it. It

looks good, it sounds good, the story is

great, and its not too lough— perfect for

beginners. But the ending is so disap-

pointing you’ll need lots of forgiveness in

your heart to get over it. %

^APPEAL: Veteran gamers leoking

for a good story, beginning gamers

looking for a good introduction, all

with a saintlike ability to deal with

the horrible ending.

^PROS: Great plot and stunning

graphics create an outstanding game
world; easy controls; fantastic cut-

scenes; smooth blend of adventure

and action gaming.

^COHS: Experienced gamers may
find it too easy; sporadic crashes;

steep system

requirements for

all features; the

endgame may

damage your moni-

tor (when your fist

goes through it).

PLEASED TO MEETCHA!

Frequent interaction with

NPCs such as this, urn,

“exotic dancer;'’ named

Delia, enrich and propel

Dark Eaftth’s plot.
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iNTeRAcrive episodes, all digital.
Judgment Rites, and -Star Trek 25th Anniversary, comes
the amazing digital adventure based on -the original series.

ACTUAL GAME PLAY_SCREENSHOTS—

A

^ \ Incredible digital- technology recaptures the

characters as they appeared 30 years ago

J

^ Explosive New Story Written By D.C. Fontana

BY aVIEKS-fOR GA.'IERS.

-

V^WW.INTeRPLAYCOM

STAIi TREK; SECRET OF VULCAN FURY: Software ©1997 Interplay Prqduclions. All rights reserved. Interplay. Interplay Logo.py Gamers,
For Gamers. Jribal Dreams and the Tribal Dreams logo are trademarks of Interplay Produclions, All rights fesetved. Trademark and

@1997 Paramount Pictures. Ail rights reserved.'^larTrek, and related marks«re ifie property of Paramount Pictures. All rights reserved.

All other copynghts and trademarks are the properly of their respective owners. • '

!
'

. . GO TO #149 @ www,computer|aming.com/infolink

^
A "One-Click” Interface Offers

Immersive, Fast-Paced Action

Bottom

become the

Interplay’s attention to graphic detail has
resulted in a stunningly lifelike synthetic revival

of the classic Star Trek players.”

-PC Gamer

Uncover The Shocking Secrets Behind
The Original Vulcah/Romulan Conflict
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Mystery Lesson
History Mixes With Murder for an Intriguing Adventure

by Allen Greenberg

Price: $49.95

Minimum System
Requirements:

Pentium 90. Windows

95, 16IV1B RAM,

4x CD-ROM, Windows

95-compatible sound

card. SVGA 16-bit

color.

Multiplayer

Support: None.

Publisher: Discoveiy

Channel Multimedia

Distributor:

Interplay

Irvine, Calif.

(714) 553-6655

www.interplay.com

S

trategically located near the

Black Sea at the crossroads

between F.nrope and Asia,

Istanbul has enjoyed a col-

orful and often tempestu-

ous history. It is that history',

viewed through the eye of

modem technology, which

is the subject of Biz^WllNK;

'ritF, Bt-TriWAi,. A Discovery

Channel Multimedia release, this in-

triguing adventure combines com[Diiter-

generated graphics and live action.

You ))lay a reporler known for your

keen eye and journalistic acumen, u'ho

becomes caught up in an investigation

of stolen artifacts from historic sites in

Istanbul. 'Ihe game w'as “filmed" largely

on location, and thus includes many of

these sites. However, the live action

fonns only part of the game. 'Flic investi-

gation leads you to an amazing comput-

er simulation of some of the sites as they

appeared several hundred years earlier.

For example, there is a visit to the palace

of Siiicyman 1, who ruled from 1520-66.

Mouever, someone has sabotaged

these simulations, ])ossibly to hide the

theft of hidden antiques. 1b repair tlie

simulations, you “scan" the real sites as

they exist today, lire scans arc then

uploatled to a com]5iitcr. You use the

computer to sort them and a.ssign llieni

to tlieir ]5roper ])lace as you visit a com-

puter-generated fantasyland. Once the

simulali(jn has been repaired, you arc

free lo explore the mazes and puzzles

within. Remember, however, that some-

one else has already explored this sinui-

lalcd terrilory and removed the treasures

that you will uncover. Your job is lo find

that person or persons. And, of course,

while all of this is happening, a mysteri-

ous a.ssa.s,sin is after your blood.

CHECK YOUR REFLEXES

The puzzles in BiyANiiNt': arc nol

particularly difficult, although there are

moments in the game w'hcn quick action

is called for in order to escape death.

^ ISTANBUL (NOT CONSTANTINOPLE) Byzantine; The Betrayal features beautiful

I scenes of modern-day Istanbul.

hlowever, a convenient

built-in function aulo-

malically saves your

game just before the

critical moment. You

can then replay it until

you get it right.lliere

are moments, particu-

larly in the endgame,

when a bit more time

to accomplish certain

tasks would have been

api)ro|OTate. Also, the

view is inconsistent as

you move from place to place, which

can leave you disoriented and unsure of

which w'ay you’re facing.

I'linls as to what to try next are also built

into IIk- ^me. 'Ilicy won’t tell you every-

thing. but tliey can be lielpfiil at limes,

llx: plot is essentially linear, but there are

many places to explore and peo[rle lo talk

to in IIk real world. Each time someone

mentions a new location in Istanbul, that

place appears on your map of the city.

Before long, your ma|J becomes t|uile full

and you can v'isit an)' location on tlx; map

simply by clicking on it.

TROUBLE BOUND

[ Infortunalel)', the game did not alw-ays

nin .smoothly At a certain point, key peo-

ple in the story simply didn’t show up—
which essentially froze the game.

Discovery insisted that Evz^vvilNr. had

been extensively tested, and it even pro-

vided saved games tiiat circumvented tire

problem. Users should beware, however,

that tlic potential for trouble exists.

B^zw^Nl': is not a classic game, and it

has a few' minor problems, but it should

provide adventure lovers with some

enjoyable hours before ils conclusion.%

^APPEAL: Traditional adventure

gamers, history buffs.

^PROS: Intriguing story; skillful

mixture of real life and computer-

generated graphics.

CONS:
Inconsistent

views when mov-

ing from one

place to another;

some game bugs

midway through

game.
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RoleHPla^ing Game

Whc Qlder jScrolls®

LiCgend ]Series begi

yCr
^ role-playing world of Daggerfall &c Hrena, springs

I
*°*^''*' ^ sinister talc of mortal conflict & triumph. The celestial

^ citadel known as Batcicspirc has been ravaged by a black-hcar

3k I^^cdra L,ord. If this dark L,ord & his minions can brush aside an enti

defending garrison of the empire's Battlcmagcs, can you. a solitary be
*

. stand against them'.^

Create your character with the proven character design system based on the Baggcrfall ^mc
system. It gives you unrivaled povs er to custom-build the exact type of hero you want.

• Chac with, conspire & then betray your enemies. Mete out

„i,i,
justice with sword 6c fyre. Battle fiends so cunning they

;."Ti" iMMiiiia i aw«2 smell your blood, hear your footsteps, 6c track vou like orev.

ominous



to reality

GET
THE NEW
REM

CD-ROM
3Dfx ana Wlndows95 Native Hybrid

Exp6rjenc6 extreme Rapid Eye Movement in this visuaily spectacuiar 3DFX action-adventure some.

Dreams to reaiity...iive out your wiidest, most vivid dreams... if you dare.

GO TO #132 wvw.computergaiTiing.com/Infolink
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DEATH-OEFYIMGJUM^
irVTER/icTIVE EMVIROMIUEIMES

ADJUST EIMGIIME TRIM FOR SPEED

' REALISTIC WATER PHYSICS CRtAlt l/lz/lKt &

SO REAL ... YOU^LL WET YOURSELE.



strap in and throtllG up os

you whip through the most

rcotistic and immersive

powerhoot racing game

ever made. Jump over

roadways and through

16 BOATS TO CHOOSE FROM

• Divo undor vvalor. erosh ihraugh

wavos and carcon off Jumps.

• Fully IntGrouiivu 30 Gnvimnmonis

ihur L'unlinually chongu during races.

• Race cumputor oppununls nr cumpolu

with up lu ulgin neiwnrkod players.

• Elghl super-intense racetracks from

around the world to tear through.

• Can’t find a worthy opponent? Race

your 'ghost'' using your own best time.

passing convoys or speed

between oit tankers betore

ttiey ctose off die track

and mm your boar to

spiinters. Find a shortcut

and take the tead, or better

yet, secure your victory

and Force your opponent

into a river barge

OF 200 miies

per hour.

CheL'k Qui the tunnels bui don’t

get ton friendly with the wnlls.

See the .siglits In IVew York,

but wotcli out for the cubsl

Split your screen 4 ways und
ploy 3 friends simuliuneuusly.



NHL Powerplay *98 $34-99

by Gordon Goble

And the gloves are off!

It's been a long wait, but EA Sports' all-dominant NHL HOCKEY series finally has

some worthy competition in the battle for Lord Stanley's Digital Mug. It comes in

theform ofVirgin Interactive's NHL POWERPLAY '98, the second instaliment ofthe

title designed by Radical Entertainment (BRETT HULL HOCKEY 95).

Radical has gone the 3D route this time around, adding some glossy

oomph to the lovely artificial intelligence of their first effort, last year's NHL

POWERPLAY 96. Meanwhile, EA's hot-off-the-press NHL 98 exhibits

revamped Al and a marginal reworking of its already superb graphic

engine. There's no doubt whatsoever that this pair sits atop the PC hockey

world and it's probably no coincidence that both are developed in and

around hockey-mad Vancouver, Canada.

But that's not to say there aren't other alternatives. Lovers of silly sports

may find solace in GT Interactive's NHL OPEN ICE, and that's covered here

too. Then there's the also-rans, recent titles you should still find in the minor

leagues (er. . .discount bins)-Time Warner's WAYNE GRETZKY AND THE

NHLPA ALL-STARS and Empire Interactive's SOLID ICE come to mind. In any

case. Acclaim's NHL BREAKAWAY 98, due by year-end, will have to work out

its rookie jitters amongst the company oftwo very strong players.

I
MINIMUM SYSTEM REQUIREMENTS (2D):

486/66, 2x CD-ROM drive, SoundBlaster-

compatible sound card, zMB VGA video card.

(3D): Pentium 133, 32MB RAM. 4X CD-ROM

drive, SoundBlaster-compatible sound card,

Direct3D accelerator card, gamepad.

DESIGNER: Radical Entertainment

PUBLISHER: Virgin Interactive

Entertainment, Irvine, CA.

Boo-ViECOMi

www.vie.com

Ever since Radical Entertainment took what they

learned from its innovative but sloppy BRETT HULL

HOCKEY 95 and stuck it into the NHL POWERPLAY

mold, hockey playin' gamers have been talking

about the possibilities of a merger between this level

of smarts and something other than its relatively

antiquated and sprite-filled 2D uni-camera graphics.

Now, Radical has granted their wishes with NHL

POWERPLAY 98, a title that's got looks and brains.

Again with the blessings of both the National

Hockey League and the NHL Player's Association,

they've fashioned the closest hockey package ever

to what is arguably one ofthe top sports games of

all time, EA Sports' NHL HOCKEY. But, though POW-

ERPLAY remains the best "substance" hockey there

is, especially in single-player mode where the pro-

gram's Al is truly tested, little weaknesses keep it

from taking the crown.
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Net Gains
Visually, Radical programmers have introduced

motion-captured players and a 3D environment.

They've also offered up no less than five roving

cameras, and if you gloss over the small stuff or

choose a distant perspective the overall appear-

ance is pretty close to state-of-the-art.

But up close you'll see curiously angular play-

ers that look even more un-rounded from certain

perspectives, become awfully skinny from the side,

and turn into static little blockmen when they hit

the bench. Ice surfaces and crowds sometimes

"ripple" as they approach the forefront, pucks may

momentarily disappear in the corners, and skaters

appear a bit too large for the ice surface.

If you're anything like me, you'll finally settle

on the relatively distant Overhead cam. Here, you

won't get quite the same sensation of 3D, but you

will see enough of the ice surface to get a good

read on what everybody's doing and lose all of the

nitpicky irritants addressed above.

The original POWERPLAY featured gameplay

options galore, and nothing has been lost in this

version, including defensive and offensive posi-

tioning, player trades, the ability modify or switch

off virtually every major real-life rule, and much

more. After each contest, you'll be greeted with a

battery of stats and a three-star selection with real

player head shots. Season lengths are variable, as

are playoff rounds.

POWERPLAY’s entire menu system is

gamepad-driven, which I found quite inconve-

nient, with an annoying and constant involuntary

scroll that had me "exiting" instead of "starting"

and consistently ending up where I didn't want to

be, I tried three more controllers and the situation

never cleared up.

Real realism
And that brings us to the most important topic of

all-how your charges behave in the heat of com-

petition. Those of you brought up on a diet of

EA SPORTS hockey will notice right off that

POWERPLAY takes a far subtler approach.

Speed bursts, for instance, may well instill your

selected player with some mighty fast skates,

but they won't force him to hit warp speed.

The same thing applies to just about every

facet of the game. Collisions can be rough, often

brutal enough to lay an unfortunate player out

for a spell, but they won't send human missiles

rocketing about the ice. Players hook, hold, and

grapple in a constant flurry not unlike the NHL,

and even shots and passes that seem a bit

retarded at first begin to feel within the range of

realistic human limitations the more you play.

Aside from an authentic pace, POWERPLAY

is a wonderful judge of what should bulge the old

twine and what should stay out. A good goal scorer

left unchecked in the deep slot always stands a

great chance, but wild melees with several defend-

ers backchecking do not. Breakaways, rare though

they are in this game (as they should be), often

result in a goal, while '"1 on 2" opportunities proba-

bly won't. That is, of course, unless the single offen-

sive player happens to possess the shot of a John

LeClairorthe moves ofa Saku Koivu.

As in the EA game, teams go through very def-

inite hot and cold streaks, sometimes confined to a

few fleeting minutes, sometimes lasting an entire

contest. Thankfully, it feels less pre-ordained in

this context. In NHL HOCKEY, for instance, a "team

on the skids" will still generate a bevy of chances

yet somehow fail to bury the biscuit-extremely

frustrating, in POWERPLAY, a rough patch might be

typified with some missed checks, off-the-mark

shots, and the same sort of general malaise that

would permeate a real-life cold streak.

When your team is flying, however, POWER-

PLAY lets you pull offsome truly skilled maneuvers

beyond the regular advanced fare of faked shots,

one-timers, dekes and the like. As the manual

explains, deflections, hooking, double-tap dump-

ins and sliding blocks are all within the reach ofa

well-versed playerwith a 4-ptus button gamepad.

And that brings me to something else I really

like about POWERPLAY; the arrangement of

TV OR COMPUTER GAME? POWERPLAY 98 players

usually move and position themselves exactly as they

would in the f^HL.

KABOOM Stevie Y lets a howitzer rip from the slot, as

shown from the POWERPLAY 98 replay camera.

gamepad controls. You'll soon find you won't be

able to slap the puck then mow down a couple of

defenders all with the same button, simply

because the game won't allow you to do it. This lit-

tle development should effectively slow anyone

who doesn't know his controls.

The gray lining on this silver cloud? Just a few

things really, but enough to be at least slightly dis-

concerting. Pull your goalie and the CPU team will

do their best to miss your net, perhaps taking a

penalty instead. Dump the puck in from your own

end and the CPU goalie may freeze it with

absolutely nobody in the offensive zone. Get

caught on a "2 on 0" and the CPU team will often

APPEAL: Hockey aficionados who appreciate

the subtleties of the real thing. NHL HOCKEY
fans willing to put of with a bit less gravy for a

bit more meat.

PROS: Superb artificial intelligence and team
management component. Lots of gameplay
options and a generally successful conversion

from 2 to 3D.

CONS: Some minor Al inconsistencies,

3D quirks, and questionable player to rink

scaling.
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Puma GT Steering Wheel

Compatible with all PC games!

Complete steering wheel, accelerator, brake

and stick shift system! 4-way D-pad plus 8 programmable

digital action buttons. Incredible 270° wheel rotation.



©1997 Mad Catz Inc. Mad Catz’'*, the Mad Catz logo, and Puma GP^ are trademarks of Mad Catzinc. All other trademarks artd/or registered trademarks are property of their respective owners.

Sometimes, to achieve perfect control, you 've got to get a little out of control.

We at Team Mad Catz take pride In going the distance for you and your game.

You want perfect replication of the high-speed driving experience. We got it.

The Puma GT Steering Wheel. The real wheel. By any means necessary.

GO TO #092 @ www.coiriputergaming.com/lnfollnk

www.madcat2.com



HOCKEY FACEOFF '98

completely squander their opportunity, perhaps

going by the net entirely.To make matters worse,

watching any of the above for a second time means

dealing with the frightfully brief replay compo-

nent, one that does not sport a save capability.

At The Buzzer
Nevertheless, the factors critical to long-term

intrigue are present and accounted for. More simu-

lation than game, NHL POWERPLAY is actually

what it claims to be, namely "the most realistic

hockey game ever created" I found that winning

games was a bit too easy, and it is less a complete

sensory "experience" than EA's NHL 98, but, then

again, EA's been doing the hockey thing twice as

long, haven't they?

NHL 98 $w.99
MINIMUM SYSTEM REQUIREMENTS:

Pentium 90, 16MB RAM, Windows 95, 4X CD-

ROM drive using 32-bit Windows 95 CD-ROM

driver. Hi Color-capable 1 MB PCI video card

with DirectDraw support, DirectX 5 (included

on game CD), 30 MB hard disk space.

DESIGNER/PUBLISHER: EA Sports

San Mateo, CA.

800-245-4525

www.easports.com

The Fix is In

Yet all is not perfect. I've said it before and

I'll say it again until I'm done saying it, but

the NHL HOCKEY series seems to go out of

its way to see a given team wins a given

game. Why? I just don't know, but it's obvi-

ously and quite purposely instilled in the

heart of the program.

Granted, a given team will sometimes

out-chance and out-shoot another on a

given night and still fall victim to bad luck, bad

karma, or whatever-and that's the way it should

be. But when you pump more than quadruple the

shots at the opposition net-in one case, 83-21-

you should not lose 5-1 . Ever. And players should

not miss open nets from just outside the goal

crease or score on weak backhanders from just

inside the blueline in order to preserve what the

program feels is right. But it happens in NHL98, far

more than real life good or bad luck would permit.

Otherwise, players generally head in the direc-

tion they should be heading and position them-

selves correctly. I said generally. At this stage in the

game's development, there's no excuse for power-

play pointmen who refuse to pick up easy back-

passes at the blueline. There's also no excuse for

goalies venturing from their nets to corral cleared

pucks before their defensemen get a chance at an

icing call, And finally, there's no excuse for entire

HE SHOOTS, HE SCORES Despite pressure from Islanders D-

man Kenny Jonsson, Sergei Federov puts one just inside

the right post.

penalty-killing units hugging in so close to their

own net that they won't even venture into a corner

to pick up a loose puck.

Chrome Job
EA hasn't confined their NHL 98 modifications

strictly to gameplay, In keeping with previous

installments, the revamped opening sequence is a

thing of riveting enormity, and that's just the start.

Up in the press box, real life Vancouver Canucks'

play-by-play man Jim Hughson has been comple-

mented with a color commentator, and their ban-

ter, though sometimes quite generic, certainly

helps "sell" the game.

On the ice, NHL 98 is still the smoothest thing

on blades, again mimicking a high-tech television

broadcast. Player movement is truly spectacular

(The beast is back.3
EA Sports' swaggering NHL HOCKEY series has

indeed returned for its annual rite of passage, and

as usual it's a thing of wondrous beauty that no PC

hockey player should ignore. Even better for seri-

ous hockey fans, EA has finally put the emphasis

on upgraded artificial intelligence rather than the

absolute latest in graphical wizardry.

It's no secret that Al has long been the Achilles

heel of what otherwise has been one of the most

amazing and complete PC sports experiences there

is. Now, with Virgin Interactive's smart NHL POW-

ERPLAY 98 descending on the marketplace, EA has

made some moves in what would appearto be the

right direction. Ain't competition grand?

1 remember not so fondly the frustrating oddi-

ties of NHL HOCKEY in the past (to this day my

garbage can harbors a grudge from one particular-

ly savage beating), and am happy to report that

several have been corrected. Breakaways, for

starters, an all too common occurrence in

earlier efforts, are much harder to get and

much tougher to capitalize upon. Ditto for

"one-timers," a phrase 1 swear was

dreamed up by an EA designer in the first

place. At one time practically the only way

to score a goal, successful one-timers now

take hard work, pinpoint timing and

exacting precision. Yahoo.

Another hole EA has covered nicely is

CPU team line changes. You can forget

about taking advantage of those ill-timed

and horribly slow changes that left the ice

wide open for seconds at a time in NHL 97,

simply because they don't do it that way

anymore. Nor will Lindros and LeClair opt

to hit the bench as they break in on a 2-on-

0, another ridiculous state of affairs from

last year's game.

I\ \ \« I L / /„
RECOMMENDED VIEWING You’re a bit farther from the

action but get a much better read of the ice from one of NHL

98's overhead cameras.



NHL Open Ice

PIXEL FEST 2-on 2-in a grainy, chunky environ-

ment-the way hockey wasn't meant to be played.

now, especially when compared to any other PC

hockey game. This includes skaters who sport a

seemingly infinite variety of maneuvers, not just

between whistles but during play stoppages too,

when they'll tap their sticks on the ice, test their

shooting motions and mill about as real players do.

Both audio and video can be a bit over the top at

times, but EA can be forgiven for leaving realism

behind when the results are this exciting.

Multiple cameras are again part of the pack-

age, as is the best replay component to grace any

sports game. New for '98 are PIP displays of the

penalty box as players get set to exit, disallowed

goals attributed to crease violations, and a

Coaching Strategies utility. Remember though,

NHL 98 is first and foremost a test of reflexes and

timing, Good coaching will take you only so far.

In a perfect world, the folks at EA Sports would

join forces with the crowd from Radical, take the

best from NHL 98 and NHL Powerplay '98, and con-

coct the perfect game. It really wouldn't take

much because the pieces are already there. In the

meantime however, and even though I've

bestowed identical ratings to both, NHL 98 gets a

marginal nod because nothing immerses you in

the overall PC hockey show, and nothing is as flat-

out invigorating as this veteran performer.

APPEAL: Hockey aficionados who appreciate

the subtleties of the real thing. NHL HOCKEY
fans willing to put of with a bit less gravy for a

bit more meat.

PROS: Superb artificial intelligence and team
management component. Lots of gameplay

options and a generally successful conversion

from 2 to 3D.

MINIMUM SYSTEM REQUIREMENTS:

Windows 95, DirectX enabled 75MHz
Pentium, SMB RAM, iMB PCI video card, iX

CD-ROM drive.

DESIGNER: Midway Games

HOCKEY GONE AMOK The sheer force of Joe

Nieuwendyk's stick causes the puck to burst into

flame, while Claude Lemieux gets 2 minutes for

that enormous kisser.

pucks the size of goaltendersare justthe start.

Think the real life Pavel Bure is deceptive?

Yeah? Betcha he can't do a triple spin-o-rama 30

feet above ice level or launch a blast of such mag-

nitude that both puck and net end up in flames.

The fact that he can here doesn't seem so incredu-

lous once you've been playing awhile, and neither

do momentary yet stupefying boosts in speed,

checking, shooting and puck-handling. Just make

sure your "turbo meter" is cranked-you know, like

Scotty Bowman did before he sent Shanahan onto

the ice in last year's Cup final.

With four human players, each of you can

take on a single on-ice persona and the game

will admittedly get a tad exciting. Go ahead,

embark on what is a nulso ride through the dark

recesses of the minds of programmers gone

mad. I double dares ya. •

APPEAL: Uh...sub-adults who feel hockey is but

a bump on the road to zany wackiness. Children

of the arcade and fans of power-up codes.

PROS: 4-player support, fast-paced action,

ridiculous but nifty animations, relaxed

system requirements and low pricing.

CONS: 3-man squads, virtually no rules, and

ragged, low resolution 2D graphics. Anyone

CONS: Some minor Al inconsistencies,

3D quirks, and questionable player to rink

scaling.

PUBLISHER: GT Interactive

New York, New York

800-469-5961

www.gtinteractive.com

Onsanity On Ice )

See funny man with big head. Ha ha. See other

man. He do flip way up in air. This fun. Make me

pee pants. It warm. Mmm...

Alright, so GT Interactive's NHL OPEN ICE isn't

my cup of tea. But arcade-reared sports-loving kids

are probably gonna eat this thing up because 1) it's

got their hockey heroes performing outlandish

maneuvers and, 2) it's an exacting replica of the

coin-op beast. The rest of you? Well, you might find

it a hoot too, for a few moments anyway,

But enough of the snide remarks. NHL OPEN

ICE, curiously licensed by the same two profession-

al hockey organizations who lent their name to the

genre's more serious titles, isn't a simulation and

wasn't meant to be. As a matter of fact, it's about

as far removed from the National Hockey league as

pro wrestling is from the Olympic variety.

From the stereotypically cheesy coin-op front

end, players are taken through game setup screens

where minimalist game options such as period

length, "super" or "normal" goalies and difficulty

levels are established. With cheerleaders urging

them on, they'll also have a few seconds to enter in

a power-up code or two. Then it's game time.

On the ice, its mayhem all the way as your two

skaters and goalie battle with computerized or

human opposition. And ifyou've happened across

certain codes beforehand or hit the right button

combinations while playing, there's no telling

what mutations or bizarro activities you might see.

Tiny Teemu Selannes with mammoth heads, 12-

foot tall Steve Yzermans with puny noggins, and
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MADDEH98

Predicted Finish 11 Actual Finish

The preview edition EA Sports privately screened at

E3 last summer seemed to ensure MADDEN the top

spot among this season's football sims. However,

like a promising first-round draft pick that never

quite makes the grade, something happened to

MADDEN 98 along the way.

What happened? It doesn't take Vince Lombardi

to figure this one out. Consider that the game's

release date was moved up from January to late

October. When do games ever ship ahead of sched-

ule? Why would that happen? And howdoyougeta

game out the door three months early? Who made

Despite pixelated, less

than state-of-the-art

graphics, the player motion in

NCAA is perhaps the most fluid and

realistic yet seen in a computer football

A ball carrier slammed to the turf by a

for example, will bounce or slide a few

rather than dropping like a rock as in

most sims.

College football fanatics will enjoy NCAA's sea-

son play, which simulates the weekly rankings.

It's a blast to command your favorite team and

guide it in a quest for the national championship.

NCAA provides officially licensed rights to 112

Division l-A schools and four major post-season

bowl games.

On the down side, there's

only one view, an elevated,

behind-the-quarterback look

that makes throwing to outside

receivers an exercise in faith,

since they can't be seen unless

your QB rolls out to that side.

More disappointing is the lack of a planned career

mode which would feature recruitment and gradu-

ation. Maybe next year.

F
ootball coaches

know thatwh

Xs and Os just

ing, the first casualty is U'

the game plan. It's one thing'ttraia-

gram a sweep on a black board,

quite another when your halfback

the corner only to find Derrick

Bryan Cox waiting to separate him from

strap. The same principle applies to prognosticating

football sims.

Make all the predictions you want, but you can
^

never really separate the games from the hype until

the final versions are released. In CGW's first Sports

Supplement (Nov 97) we previewed this season's

crop of football games, offering best guess-timates

on which titles would run to daylight and which

would face fourth-and-long. How did we do against

the spread?

Let's just say 1 won't be heading to Las Vegas any

lime soon. Seriously, though, with one major excep-

tion, our previews were fairly close to the mark.

Hotly anticipated LEGENDS 98, our choice for second

place, was the season's surprise flop, engendering a

virulent reaction among gamers of the sort usually

reserved for morning breath. Among other new

releases, MADDEN 98 was not as good as expected,

while MONDAY NIGHT FOOTBALL 98 rebounded from

a mediocre rookie season to capture first place.

assignments,

MNP '98 also pumped

up the player graphics and

that hampered last year's

debut edition. The player sprites

were twice as large this time around, much crisper

looking, and displayed jersey numbers. The crew at

OT Sports obviously sent the game's artificial intelli-

gence back to school in the off-

season, as this year's computer

opponent is much more chal-

lenging than the original. MNF

98 really shines in head-to-

head play, with options for

Internet, modem, serial, and

local two player action. Internet games are limited

to coach-only mode, which is MNF 98's strength.

Will my 3 wide receiver formation flood your zone?

If I blitz will you burn me with a screen pass? Hard-

core football choices like these drive every play in

MNF 98, making it perhaps the most intense head-

to-head sports simever.

L . .

ABC Interactive

MONDAY NIGHT FOOTBALL 98

Predicted Finish Actual Finish D
MNF98 achieved not only critical success, but

emerged as the clear cut sim of choice among seri-

ous football gamers. Driven by a smooth play-call-

ing interface that allows on-the-fly adjustments in

NCAA FOOTBALL 98

Predicted Finish
j

! Actual Finish

A surprising second place finisher was EA Sports'

action-oriented college sim NCAA FOOTBALL. While

MADDEN grabbed most of the preseason attention,

when release time came along NCAA was the EA

product that ultimately turned gamers' heads.
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that decision? The answers are, in order: never;

Christmas shopping season; cut back on features;

and marketing weenies.

So we're left with an under-

cooked MADDEN that's a good

game, but not what it could

have been. Stili primarily an

' I'^ADDEN

nevertheless is creeping into

sim territory with roster management features that

include a rudimentary trading module,

Unfortunately, the game's stats, once you locate

them, still lag behind the presentation found in the

hardcore sims. Gameplay-wise, certain gadget

plays, such as the Hail Mary, succeed fartoo often to

maintain any sense of true simulation. And numer-

ous bugs serious hamperthe action.

The bottom line on MADDEN 98 is that it's a hot

property that was unfortunately pushed out the

door before it was fully baked. EA Sports obviously

knows this and is completing patches that address

some of the key issues (at press time, a 3D6( patch

was nearing release). It's an enjoyable game, but it

hasalot ofwarts.

As predicted. Sierra's FRONT PAGE SPORTS: FOOTBALL

PRO 98 is essentially last year's game with a few cos-

metic changes layered on. That's not necessarily a bad

thing, since the '97 version was a prime-time player

that copped a 4.5 star review in CGW. In fact, the entire

EPS FOOTBALL series has been evolving incrementally

over the last four years. This year, unfortunately,

there's little substantive reason to recommend the

game over its ancestors, especially since Sierra and

developer Synergistics are known to be gearing up for

a ground-up rebuilding of FRONT PAGE for '99.

So, what's new this time around? Keeping up

with the Joneses (and the MADDENs), Sierra has

added lackluster play-by-play commentary from

o, PB CBS Radio broadcaster Howard

5 David. In the pointless eye candy

department you'll find 3D ren-

derings of all 30 NFL stadiums

displayed briefly at the begin-

ning of the game. But the in-

game views are just generic grey backdrops, The

game interface has changed as well, making navi-

gation marginally more intuitive than in past edi-

tions. Commissioners of the plentiful FPS online

leagues will appreciate the ability to generate HTML

output ofieague files.

If you don't own a previous edition in the series,

by all means, grab this one. FPS '98 is a steal at its

$29.99 list price (Sierra's tacit admission that the

game is just an upgrade ), and it still includes all the

great features that have made FRONT PAGE the

decade's dominant gridiron simulation.

-ABC jnleractiye.l

HEROtS OF THE GRIDIRON

Predicted Finish n ) i Actual Finish a
Since HEROES OF THE GRIDIRON is basically MNF '98

with college teams, it may surprise some that it

ranks this low. However, while HEROES is a good

stand-alone game, one can't help but have the feel-

ing that it should have been just an MNF '98 mod-

ule. HEROES employs only 32 of

the better-known college

teams, and uses nostalgic ros-

ters of past players.

Unfortunately, a disproportion-

ate number of the players seem

to be from the 1970's and later,

apparently due to licensing difficulties with players

who were not NFLPA members. The small number

of teams and fairly recent run of players sadly

detract from the game's sought-after nostalgic feel.

Fortunately, all of MNF's good points apply to

Heroes, with the exception of the ABC TV atmos-

phere, which is super low-key in the college version.

Can someone check Keith Jackson for a pulse?

NFL QUARTERBACK CLUB 98

Predicted Finish ' ^ ' Actual Finish 0
One of last year's sleepers was Acclaim's NFL QUAR-

TERBACK CLUB 97 and arcade sports gamers were

hotly anticipating the sequel. Unfortunately the tar-

geted release date in October came and went, and a

contact at Acclaim recently informed CGW that the

PC edition would not be released this year because

it did not measure up to the Nintendo 64 version.

Accolade

LEGENDS FOOTBALL 98

Predicted Finish
[ |

Actual Finish

And then there's LEGENDS 98, probably the only

sports game in history to lose to a vaporware title.

Yes, LEGENDS is so bad you're better off with no

game. And to add insult to injury, LEGENDS had the

coolest concept of any sports game this year.

As an NFL junkie, I was completely ga-ga over

the chance to pit cross-era pro

teams gainst one another. I

imagined Emmitt Smith crash-

ing helmets with Dick Butkus,

and Sammy Baugh trying to

throw thedeep postagainst

Deion Sanders. Instead, what Accolade unleashed

was a buggy game with meaningless player rat-

ings, bad A.i., and rampant scoring.

Accolade needs to seriously question the design

decisions that went into this game. The list is long

and undistinguished, but here's just a few of the

more vexing issues: How can you release a Win95

product with no mouse support? How is it that it

was the season's only game without jersey num-

bers? How do you release a graphics-oriented sim

into today's market with no 3D support? And finally,

since it was scheduled for 1997, how can a game be

this badwithan extra yearofwork?The larger ques-

tion is, can Accolade recover from this disaster and

regain the confidence of the average gamer? ^
FEBRUARY 1998 CGWS PCSPORTS
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pTHE CORPORATE EMPIRE NEEDS YOU!

JOIN THE WINNING TEAM!

^ETGU^METALwww.madgenius.com

Now, more than ever, the Nataka Corporation needs you!

Join the galaxy's most elite strike force - the Nataka Imperial Armored Cavalry,

and Help enforce our contracts with our corporate neighbors.

Kick some tail with a customized vehicle, with your choice of chassis,

armor and a wide variety of weapons systems. Cannons, lasers, meson guns, mines,

auto sentries, and your very own .24 kiloton tactical nuclear device. Handle with care!

Nataka cares for you! Everything you need will be provided by

Nataka Lifestyle Services on credit at preferred rates. All that we ask for

in return is your unswerving loyalty.

Get GUNMETAL the new high-speed combat adventure from

Mad Genius Software. Detailed missions. Challenging puzzles.

Fight corporate armies, cultists, and mysterious forces in the far future.

Your Remotely Piloted Vehicle [RPV] keeps you out of the line of fire.

Its full neural interface lets you see the flash and thrill of battle

from the comfort and safety of the NIAC base.

Fly any tactical combat scenario with extreme confidence.

GUNMETAL's powerful 3-D engine renders incredibly

complex and realistic environments: fog, underwater, indoors,

outdoors, and in deep space. Interacive CD-quality music

changes with your actions and environments.

The Nataka Corporate Empire has delivered

the optimum performance to its investors and
customer base for over 170 years.

Two player splitscreen mode lets you play head-to-head

on a single computer. Plus network and modem play.

And no graphics accelerator required

for full stunning graphics on any Pentium platform.
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Like many computer gamers, I

Fadeaways and leaners were added this year for

more shot versatility.

MINIMUM SYSTEM REQUIREMENTS:

Windows 95, Pioo (P166 recommended),

16MB RAM (32 recommended), iMB high-

color capable PCI SVGA video card, 4X CD-

ROM drive. 3D accelerator with 3dfx chipset

recommended. For multiplayer: IPX-

compatible network or 9600 bps modem.

MULTIPLAYER SUPPORT: modem, network,

or serial connection (2-8 players on 2 PCs,

1 CD per computer.)

DEVELOPER/PUBLISHER: EA Sports

Redwood City, Calif.

(800) 245-A525
www.easports.com

t'samaz-

ingthat

EA Sports' NBA

LIVE franchise has

been allowed to go

four years without competi-

ion, especially when you consider how

readily game publishers jump on the bandwagon

at the first sign of a successful title. Fortunately, NBA LIVE

steadily improved from season to season, even without competi-

tion. But Sega's new NBA ACTION 98 is a surprise rookie, showing

some good moves that even EA's veteran would be wise to learn.

Both games have terrific 3D engines, with texture-mapped

players' faces and the like. But NBA LIVE 98, with its years alone in

the marketplace, is still good enough to take on any newcomer,

even if NBA ACTION 98 gives

it a good game.

product in leaps and

bounds each year, especially if the game is already a pretty good one.

NBA LIVE 98 does not leap or even bound over last year's version, but there

are a few features that I’ve been asking for a long time—and received.

First and foremost is the additional control options. Some of the welcome

new moves you can make on offense are crossover dribble, a shoulder-lowering

drive, and a pivot or spin move. When shooting, you can do a leaner or fade-

away by shooting while pushing the directional pad towards or away from the

basket, and a hook shot by turning 90 degrees from the basket before you

shoot. There's also a direct pass option that let's you pass directly to any player,

and a direct shoot button that lets you decide what kind of shot to take from a

choice of four, including a high-flying dunk or an easy layup.

The best part of the new controls might be what you can now do on

defense. There's a button for stealing and one for hand-checking, so you can

control what the player does when he's playing the ballhandler closely

Continued on page 196a

always hope for vast improve-

ments in every sequel to my

favorite game. As a fanatical

sports gamer, that means I have

huge expectations each season for

all of my favorites. Now, I under-

stand that it's a lot to ask fora

developerto improve their

For a little All-Star Game fun, try your hand at the

three-point shootout.

COWS PCSPORTS FEBRUARY



MINIMUM SYSTEM REQUIREMENTS:
Windows 95, P90, 16IVIB RAM, 2X CD-ROM
drive, SVGA graphics with 8-bit color, Sound

Blaster 16 or compatible card.

MULTIPLAYER SUPPORT: hot seat (2-5

players on one computer)

DEVELOPER: Visual Concepts

PUBLISHER: Sega Entertainment

Redwood City, Calif.

(888) sega-sales

www.sega.com

Rook iOr . L though NBA LIVE isa great game, there's

in6 nothing wrong with a little healthy competi-

tion. And besides, all Sega's development

team really had to do was look at NBA LIVE, an already successful product,

and imitate the good and improve the bad. But that's easier said than done.

IfyouarealreadyfamiliarwithNBA LIVE you will find your way around

NBA ACTION with little difficulty. Although the front-end interface design

is less polished and glitzy than EA's multimedia extravaganza, it is functional

and easy to use nevertheless.

What's surprising about NBA ACTION is how well the 3D polygonal players

are rendered and animated for an inaugural release. They almost look and

move as good as they do in NBA LIVE, a title with a few more years to work out

the kinks in their men. It's all there: the texture-mapped faces, sharp uniform

details, realistic height and girth, and so on. There's still a little work to be

done to get their feet planted firmly on the hardwood, however, as players

to floatthrough their

surroundings—a prob-

lem that often plagues

3D games.

There's also the problem of

speed consistency. It seems to take

too long fora playertoset up fora

defense enough time to collapse on the player to block his shot. For instance,

to prepare for a mean dunk, the player squats down for added spring and then

leaps In the air, which, admittedly, is more realistic than just jumping straight

up. The problem is it takes him too long to get through the whole routine. The

same applies to jump shots if the player is not already square to the basket

—

he takes a step or two to get set, then shoots.

The speed of the game needs some adjusting too. Even if your machine can

A limited menu pops up from the court to let you Although the graphics are a good rookie attempt,
change plays in the middle of the action. they don't match up well against NBA Live 98.

maintain a decent frame rate

with some of the graphics

turned down, the speed ofthe

game itself might be too slow,

though you can adjust it slight-

ly. My P133 gives meadecent

frame rate with the game set at

640x480 with 8-bit color, but in

contrast to it running at

320x240, it's a bit too slow and

loses some excitement. The

same also seems to affect the

game clock, as a twelve-minute

Continued on page 196b
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NBA SHOOTOUT

Continued from page 194

Balancing Act

The offense in NBA LIVE 98 still has an unmistakable advantage over the

defense, as it always has, and the unusually high scores reflect that. The reason

for this is two-fold. On the one hand, it's still really difficult to block a shot or

even cause an opponent to miss, or to steal the ball. Many computer teams

shoot the lights out at the higher difficulty levels, while your team goes cold at

the other end. Which leads to the next problem: the disparity among the diffi-

culty settings. The rookie level is too easy offensively, as you can sink just about

everything you throw up, most ofwhich are dunks, while any difficulty level

higher than that means the same for your opponent, while your seven-foot cen-

ter sometimes misses easy put-backs. There needs to be a setting where both

teams play at even keel.

One way to balance the scales a little is to bump up the frequency of defen-

sive fouls a bit, but you'll also have to play defense more cautiously to avoid the

wrath of the whistle-happy referees.

At The Buzzer
Although it perpetuates the series' lingering problem of court awareness by

computer-controlled players—who step out of bounds needlessly, shoot from

behind the backboard, or get called for three-seconds in the key—NBA LIVE 98

continues to improve on an already solid game. With more coaching and strate-

gy options (you can assign a play to all of the buttons on the gamepad and call

them from on the court), it’s now a deeper game-but it could still get a few

pointers from NBA ACTION 98.

Continued from page 1 95

quarter goes by unusu-

ally slow.

Slower court play is

made even duller by the

play-by-play announc-

ing by Chick Hearn

—

he sounds like those

announcers of old,

calling a game circa

l950or'60.Hegets

excited sometimes,

but doesn't add the

extra exclamations you

might expect from a

NBA game, especially

a computer one.

Play Calling

Off the court, NBA

ACTION contains an

interesting array of

coaching strategies and

features. A number of

slide bars are used to adjust tempo and crash boards on offense. You can assign

plays to three buttons, with two more-alley oop and double team-that can’t

be changed. On defense, you can also pick one opposing player to double team.

All of these settings can be combined into one of three sets that can be called

from the court, giving you a lot of combinations to try.

Like NBA LIVE, there is a faceup button on defense (called a step modifier),

which doesn't work as well since the defender doesn’t stay facing his man. That

means you have to let up on the step modifier a lotto correct the direction he's

facing. There's also no illegal defense call whatsoever.

But playing defense in NBA ACTION is better in many ways than in NBA LIVE.

You really have to work to get an open shot or you'll get rejected. Although it

might be a bit too easy to block a shot in NBA ACTION, at least you can do it with

dependable regularity. And you'll have to be extra careful about getting your

own shots blocked—the shooting animation doesn't end when the ball is

released. It will take your man a second or two to recover from taking a shot

before he can go after his own loose ball after the block.

Finally, NBA ACTION has the distinct advantage of being far easier on system

requirements than NBA LIVE, making it a better choice for those who haven't

upgraded their rig to the latest and greatest Pentium with 3D acceleration—

a

must for getting the full enjoyment out of EA's title.

PROS: Excellent player controls, relatively

low system requirements, deep coaching

options, good graphics.

CONS: Game speed problems, dull play-by-

play. limited multiplayer support.

Final Score
NBA ACTION 98 is a solid and promising contender that should enjoy a good

rookie season, but it's going to have to do a little tweaking and adjusting to its

game to play at the same level as NBA LIVE. Watch for this player next year, but

still the one to beat.#

(previously, the defender

would automatically

swat at the ball when he

was close enough, result-

ing in unwanted fouls).

There's even a direct

switch option that, like

direct pass, let's you

switch to a specific player

onyourteam.Butthe

bestthingofalllsthat

you can now face up

the playeryou're guard-

ing: When you hold

down this button, your

player sets up in a prop-

er defensive stanceand

always faces the player

yourdefending no mat-

terwhichwayyou

move. He’ll side-step

laterally and backpedal

tocutofftheballhan-

dler, preventing him from driving to the basket.

them from the court.

APPEAL: Action-oriented PC sports fans

looking for the latest and greatest.

PROS: Improved player controls, deeper

coaching and strategy options, stunning

graphics.

CONS: Still some unbalanced play, 3dfx

board required for highest graphics settings.

You can only assign three plays to your

gamepad (or keyboard); the other two are

unchangeable.

APPEAL: PC basketball fans looking for more

control, accuracy than NBA Live.



burning rubber!

• 20 unique cars on 20 unique tracks.

• Dozens of customizabie components to tweak.

• 32 tetemetry and time card data points are

recorded to anatyze your performance.

• Accurate physics inciuding reaiistic engine

mode!, suspension, tires and coUisions.

• Repiay and save your best races and crashes.

• Compete in a singie race, event, or endure an

entire season.

Muiti-ptayer support over modem and LAN.

powered by

The ground trembles...

Flames erupt...Smoke

and nitro fill the air...

In eight seconds, your
machine swallows
the strip whole:

a blurred quarter mile

of screaming speed
and the smell of



CGW SCORECARD: 6 MONTHS OF SPORTS REVIEWS

GAME PUBLISHER REVIEW RATING SUMMARY

(Baseball )

Baseball Mogul Infinite Monkey Nov 97 Very good, unique, clever baseball GM sim.

Diamond Mind

Systems

Diamond Mind Dec. 97 Statistically accurate text-based baseball sim.

FPS: Baseball 98 Sierra Oct. 97

Good for stat-heads but graphically dated.

Betterthan last year's catastrophe, but this still

Grand Slam Virgin Interactive Oct. 97

hasalongwaytogo.

Looks and feels like a bad console game.

Triple Play 98 EA Sports Sept. 97

Awkward interface, weak stats and trade Al.

Entertaining 3D arcade action, but light on sta-

Tony LaRussa4 Maxis Sports Oct 97

tistical accuracy.

Disastrous step backward for one of the great

CFootbaiL)
"

ABC’s Monday Night

Football '98

OT Sports Dec 97

Legends Football '98 Accolade Dec 97 By far the year's biggest disappointment. A

failed attempt at cross-era football action,

CSasketball )

NCAA Basketball

Final Four 97

Mindscape July 97
I

Mediocre college hoops with dated graphics,

limited options, and confused layout.

CColf J

FPS: Golf Sierra Sept 97 I Superb graphics and interface: good multiplay-

er options. TrueSwing is good alternative to

swing meter.

British Open

Championship Golf

Looking Glass Aug 97 I Realistic and intelligent golf action, but difficult

mechanics and no multiplayer.

Links LS1998 Access Software Nov 97 I World's best golf sim gets better, with quicker

screen redraws and Internet play.

PGA Tour Pro EA Sports Oct 97
I

Good update of a good series, with multiple

courses and great multiplayer options.

(Racing )

X-Car: Experimental

Racing

Bethesda

Softworks

Dec 97 Deep, intense driving sim that's marred only by

being too difficult at times.

CSoccer )

Kickoff 97 Maxis Sports Oct 97
j

*** First U.S. version of ANCO's soccer sim is the

best of the class, with great gameplay and chal-

lenging Al.

(Misc )

Tennis Elbow I GOTO Software I Nov 97 Decent tennis simulation, not groundbreaking.

PC baseball sims. Stick with Tony 3.

Second season of this newbie football sim turns

out to be a winner, with better Al, graphics.

but good enough for die-hards.

Cover photo (page 179) by Andy Hayt courtesy of Sega Enteriainnienl. Special thanks to Eddie Lee (art direclion/design) and Ruth Liebman (design/production) of S

Two Design, San Francisco, CA for their hard work on this feature.
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PGL
Official News Update

Over $250,000 in

CASH AND prizes!

To SIGN UP, OR FOR

MORE INFO, GOTO
htlp://www.pgl.net

The first online pro sports league for the computer gaming crowd

ONkA, Deep Blue Among Those Vying for First Season Crown
scond PGL Season Signups Now Taking Place on WWW.PGLNET web site

At i8, ToNkA (aka DeepBlue, is one such
'idget Fitzgerald), has a gamer. Known as one of

t on her mind— and her the premier strategists of

Westwood Studio's

Command & Conquer®:

Red Alert'“, DeepBlue is

competing to qualify for

the Command &
Conquer®: Red Alert’“

finals in the PGL’s first

season.

mds. Qualifying for the

augural season of the

3 L hasn’t been easy for

ie of the leading ladies

' Quake®. Connecting

id playing from the dor-

itory at the prestigious

iliiard School, where
le majors in viola, was
1 accomplishment in

;elf.

“If I’m lucky enough
win any money playing

the PGL, I’d probably

e it toward a new viola,

:hough an ISDN or Ti

e would be my second
oice,” she laughs.

ToNkA is just one of

s many competing for

2 Quake crown in the

5t season of the AMD
ofessional Gamers’
ague. As of November
th, Azraeli3 led the

alifying rounds,

tscoring the kill-crazy

:k through an uncanny
ility to survive, and a

werful Kill-Per-Minute

io of 2.03.

Fast-twitch gaming
't for everyone; some
2 to think as well as

Dot. David Magro, aka

“Most on-line

games have you blasting

away at your opponent.

Command & Conquer®:

Red Alert'“ requires a lot

more thought than that,”

noted Magro.

Offering more than

$250,000 in cash and
prizes to winners in its

first year, the AMD PGL

has attracted thousands

of the world’s best

gamers, and hordes of

spectators online and on
TV (see story below.)

Signups for the sec-

ond season of the PGL,

which begins in February,

are taking place now on
the PGL web site, located

at www.pgl.net.

fSL Spans,ai-s

AMD^I
vvww.amd.com

WorldNet
Service

www.att.com/wopldrJet/

^amiit

www.computergaming.com

PGL STANDINGS AS OF NOVEMBER 20, 1997

QUAKE
Rank/Name Score Kills Deaths Sui. Avg%
1. A2raeli3 1948 2408 264 26 90%
2. frick 1922 3735 858 112 81%
3 - graphik 1910 1680 206 28 89%
4 - cabalist 1884 2155 521 70 80%
5 - Rept-POST 1874 934 171 20 84%
6. B2 1853 656 157 11 80%
7 - dmann 1820 1495 546 70 73%
8. jenBUNNY 1818 1377 462 29 74%
9 - Rykov_ 1808 1562 692 68 69%
10. Razacla 1808 1360 481 50 73%

KPM
2.03

1.90

1.89

1.31

1.78

1.74
2.00

1.70

1-37
1.66

Play Time
19:45

32:44
14:50
27:20

08:45
06:17

12:29

13:29

19:00

13:39

www.creativelabs.com

www.dockers.com

COMMAND & CONQUER®: RED ALERT’-
Rank/Name
1. Bj2

2. SODA
3. Havocs
4. N-sane

5. Hoggleford
6. unabomben
7. xGODx
8. push
9. shooteri

10.

MOBBIN

Score

1951
1880
1856
1846
1842
1841

1839
1828
1825
1806

Allied (W/L) Soviet (W/L) Total (W/L) Avg.
14/1 33/3 47/4 92%
57/19 42/14 99/33 75%
55/19 32/16 87/35 71%
10/3 55/15 65/18 78%
0/0 96/40 96/40 70%
3/3 47/13 50/16 75%
3/5 61/25 64/30 68%

29/6 69/18 98/24 80%
51/5 6/0 57/5 91%
0/0 21/3 21/3 87%

:

www.bbn.com

Logitech

www.logitech.com

WATCH THE PGL ON THE WEB AND TV

If you haven’t been able to catch the clips of the PGL that appeared on CNN Headline
News, ABC World News This Morning, CINET, CNBC, or Computer Chronicles, don't
worry...live action coverage of PGL games is as close as the nearest PC or TV.

With the new “WATCH ONLY” mode for PGL Quake, observing league play Is as exciting.25 competing! Official league matches will allow a dozen spectators to enter each i-on-i
me and see the action unfold live. Choose any camera angle anywhere in the game. “Ride the shoulders” of one
ayer and instantly jump to the opponent’s perspective or fly through the game like a ghost hovering wherever a
efight occurs. You can even record the action! Check out www.pgl.net for details.

in The PGL and You Could See Yourself on TV!

iginning in mid-December, the AMD PGL will be featured bi-weekly on the nationally syndicated tele- f
;ion show TV.COM. TV.COM is the #1 show dedicated to computers and the Internet produced bv I a n m
.IPT L... Tl Af I i . .» .V. % "LUIII'lET and distributed by IMG’s TWI division. Check out www.pgl.net for your local station and air times.

PMHliin
www.rendition.com

www.ten.net

www.3com.com/x2

the AMO logo ond the combinations thereof, and flHD-K6 are trademarks of fldvonced Hicro Devices, Inc. PGL, Professional Gomers' League, and the PGL logo are trademarks of Professionol Gamers’
ue, m. mol Entertainment Network Ploy It Online and the TEH logo are trademarks of T E Network. Inc. QUAKE is a registered trodemark of Id Software, Inc. The Id Software nome and the id loao ore
imorks of Id Softwore, Inc. Command £ Conquer is o registered trademark ond Red Alert Is o trademark of Westwood Studios, Inc. U.S. Robotics and the U.S. Robotics logo ore registered trodemorks ond x2
.he xl logo ore Uodemarks of 3Com Corporoti^on or its subsidiories. Dockers ond the Dockers logo design are registered trodemorks of Levi Strouss E Co. Creotive Lobs ond the Creative Labs logo ore registered
-mofks of Create Technology ltd. ATET WorldNet is o registered trademark of ATET. All other logos, trodemorks ond registered trademarks ore the property of their respective owners. The Professionol

. / V
state laws. The Professional Gomers' League reserves the right, in its sole discretion, to modify this contest in ony manner whatsoever (including,

-ot limited to rules, prizes, ond start date) as well os the right to concel this contest for ony reason. GO TO #089 @ WWW.COmDUtereaniing.com/infolink



SIMULATION/SPACE

REVIEW • SABRE ACE; CONFLICT OVER KOREA

iiaii^

Aces Low
This Sabre Needs Sharpening

Price: S44.99

Minimum System

Requirements:

Pentium 133, 16MB

RAM, 2MB video card,

DirectX-compatible

sound card,

4x CD-ROM
Multiplayer Support:

Modem, null modem,

TCP/IP network (8

players, 1 CD per

player)

Designer: Eagle

Interactive

Publisher:

Virgin Interactive

Irvine. CA

(888) VIE-COM1

(714) 833-1999

www.vie.com

BRIDGE OUT The need to arm specific v^apons and adjust sights for ground-attack

runs may seem like busywork to some, but it captures some of the atmosphere of

I

the cockpit-as-workplace.

by Robin G. Kim

I

n air combat— real orsimiilat-

ccl— there’s no kill like a gun kill.

Wliy is it, then, that the Korean

War era, wiiich showcased some

of the hottest niissile-de])rivc(l

gunfighters ever to see combat,

has been almost totally neglected

by sim developers? Wliatcver the

reason. nev\’comer Eagle

Interactive has— at last— filled

this mj'stcrious \'oid with SaBRK AcI',;

CoNn-icr Over Korea.

At first glance, Sabre Ace seems to

have all the makings of a real winner, ll

has a novel selling, you can fly several

plane types on either side, the aircraft

renderings are gorgeous, and it ,sii[>])orts

just about every 3D accelerator card

knouii to man. Alas, the game’s promise

docs not hold iijr quite so w'ell under

closer exiimination. \^dlile its strong

points demonstrate how much gaming

potential exists in this era, spotty execu-

tion in key areas denies S/\BRii; ACE any

chance ofbecominga flight-siin classic.

FROM PROPS TO JETS

Play options include instant action,

customizable dogfights with up to four

planes per side, multipla)’er dogfights.

training missions, and a career mode. A

career play^* out as a series of indepen-

dent canned mission,s; Tliere are 25 if

you choose to fight for the USAk^ in sii]5-

porl tjf South Korea, or 2(1 ifyou fly as a

USSR pilot unofficially aiding the North

Koreans. /Xraericans start out with an 1

51 Mustang, uath an eventual transition

to the F-80 Shooting Star, tlicn finish out

the war in the hotrod F-86 Sabre. Soviet

pilots begin similarly with a Yak-9 pro]>

dris en fighter, tlicn graduate to the

Sabres legendary opponent, the MiG-15.

'Ihc prospect of upcoming aircraft

upgrades ])rovidcs plenty of inoti\'alion

to progress through the missions, and the

added variety' of planes helps keep game-

play fresh.

Mi.s.sions aren’t dynamically

generated, but they arc interest-

ing and dis ersc, with a good

mix of realistic air-to-air and air-

to-ground assignments- Each

sortie is preceded by a briefing,

which is accessed through a

clunky, hut atmospheric, inter-

face. Even details such as Al^l'

(automatic direction finder)

beacons, di\'ert airfields, and

safe bailout zones arc cos'crcd,

but the flight plan is cars'cd in

stone— no changes are allowed.

Most of the games fligliE include

some amount of perij^heral air activity,

but they still suffer from a somewhat ster-

ile feel. This may be historically accurate,

iiowever, and occasional surprises, such

as wingmen who turn back because of

engine trouble or distress calls from

besieged allies serve to liven things up.

Both time compression and an option to

jump to tlie next stage of the mission are

pros'ided for those w-ho prefer to skip over

die boring parts. Curiously, there is no

corresponding way to avoid having to

land at the end of a flight (unless you bail

out) and still progress to the next mission

in the sequence.

Up to seven wingmen can accompany

you on every flight. Since you don’t lead

most missions, tliis gives plenty of oppr-

tunities to practice fomiation flying (or to

use the special fomiation autopilot).

Appropriately timed digitized radio chat-

ter lends the sim some welcome atmos-

phere; the terse, rapid-lire acknowledg-

ments ofwingmen checking in are partic-

ularly well done. Hic few wiiigmaii com-

mands you have av'ailablc when you are

leading a section arc not Very' effective,

but it is still wise to stick close to your

brethren so they can distract bandits you

w'ant to attack or dude,

STRANGE BREW

Sy\BRE Ace's flight modeling is a

bizarre mix of realistic and arcadelike

elements. One almost gets a sense that

SPLASH ONE MIG You Will dominate the skies

once you graduate to the F-86 Sabre (on the

USAF side).

ccw FEBRUARY



SABRE ACE; CONFLICT OVER KOREA • REVIEW

the design resulted from a pitched battle

between realism nuts and action^ame

fans. The planes have a plea,santly fluid

feel, witli suitably musliy lo\\'-s]5eed han-

dling, and do bleed airspeed in turns, but

the program artificially limits control

in[juts to prevent stalls. All aircraft are

overpowered in climbs and can maintain

ridiculously steep pitch angles indefinite-

ly. Prop fighters demonstrate no torque

effects, thougli lift is appropriately

enhanced at higher throttle settings,

lum performance is fairly accurate for

them, but becomes unrealistically good

once you get to fly the F-86 or MiG-1 5.

Ibis problem is exacerbated by the

absence of blackout/redout modeling.

Casual gamers will not mind these

deviations from reality, of course, and

even serious simmers might find the

furballs satisfactory if they refrain from

e.vploiting loopholes in the flight model.

What casual gamers ma)’ have a prob-

lem with is the sims difficulty, which

cannot be adjusted. Tiie AI pilots vary

widely in skill. Wliile the dumber ones

are eas)' marks, the aces can give even

experienced sim vets headaches. Kills

arc especially hard to come by in the

later prop-fighter mi.ssions, when most

of your opponents are flying vastly

superior jets. Fortunately, evasion and

escape is usually an option. Also, you

need not succeed at a mission to pro-

ceed to the next.

NO JOY

Part ofwhat makes dogfights in S.ABRI':

Ace so tough is the sims awful cockpit

view system. Only 10 fixed-view direc-

tions are provided, plus a GCI tnicking

mode that automatically .snaps between

the iO in an attempt to keep a selected

target in sight. “Attempt" is the o|}erative

word here— there are large gaps between

Slew’S tliat should rightfully os'erlap. An

enonnousl)liud spot also exists upward to

the sides and rear. Combining the GCI
view with peeks at the target infonnation

dis[)layed on the dash is workable once

)ou have learned some of the AIs beha\'-

ior patterns; until tlren, prepare to be fTirs-

trated. Blind s])ots also make finding tar-

gets annoyingly difficult.

Except for .some stunning aircraft

renderings, the visuals arc pretty, not

jaw'-dropping. Ground detail is coarse

except near cities, yielding a poor sense

of your height above ground. However,

visibility limits are high, and SabreAce

boasts impressively fast frame rates with

full terrain texturing— if j-ou have a 3D
video accelerator card, that is. Non-

accelerated graphics arc too choppy to

be playable on an average Pentium

unless you turn the detail all the way

dow'n. Even the accelerated graphics

can bog down when the view fills with

too many aircraft or flak bursts. Be

w’amed that a few- buyers have encoun-

tered installation problems on systems

equipped w'ith 3D cards.

Sabr!': Ace shows much promise, but

is ultimately flawed. E\'en ifyou can

accept the flight-model simplifications,

the grime’s otherwise immersive game-

play is .still marred by its deficient, playa-

bility-sapping cockpit view system. This

may be the best Korean War sim

released in many years, but right now,

that’s not saying much. %

A
lthough Sabre Ace’s combat training missions are nothing spe-

cial, the extensive takeoff, landing, and routine navigation tuto-

rials are exceptionally well done. You get to fly real trainer air-

craft; the T-6 and Yak-fS, respectively, for USAF and USSR primary

training. The T-33 or MiG-15UTl follow only after you have mastered

the prop trainer and are deemed ready to strap on a jet.

The virtual flight instructor who talks you through the lessons

watches you like a hawk, monitoring and critiquing everything: your

speed, altitude, heading, even the direction you are looking (he gets

really annoyed when you turn around to look at him in the back seat).

If the instructor thinks the plane is about to crash, he will scold you

as he takes back the controls. Fighting for control of the plane at

that point will only get you more verbal grief. This interactivity makes
the training immersive and fun—even humorous at times—as well as

effective. Though you don’t have to work through if, training is a high

point of the game.

^APPEAL: Anyone who has been

anxiously waiting for someone to

release a Korean War sim; experi-

enced sim fans willing to overlook

flight-model inaccuracies; novices

seeking an accessible, yet challeng-

ing, first sim.

>PROS: Outstanding flight-training

segment; high 3D-acceierated frame

rates; beautiful aircraft graphics;

good atmosphere; Korean War setting.

^CONS: Limited number of canned

missions and no mission builder; terri-

ble view system;

simplified flight

model; poor perfor-

mance without a

3D card; no multi- ^
player chat; may be

too difficult for

novices.
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REVIEW • ARMORED FIST 2

JWt>
Two Too Many
NovaLogic Takes Another Shot...ancl Tanks

by Patrick C. Miller

Price: S44.95

Minimum System

Requirements;

Pentium 120, Windows

95 or DOS, 16MB

RAM, SVGA graphics,

4x CD-ROM; supports

most major joysticks

and ali Sound Biaster-

compatibie sound

cards.

Multiplayer Support;

Modem or serial

connection (2 players);

LAN or Internet (2-8

players).

Designer: Sherwood

"Kent” Simon

Publisher; NovaLogic

Calabasas. CA

(818) 878-0325

www.nDvalogic.com

D

o we really need a sequel to

Nova j.x)gics AltMOl0-;D

FlS'l?'nircc years ago,

many gamers were turned

off by its blotciw grapliics

and lack of realism. Wiiile

ArmorI'D I’lST 2 sports

better grapliics, sound, and

multipjaycr capabilities

than its predecessor, it’s still

an action game dressed up as a sim.

AllMORED Fist 2 jjiUs players in the

role of a US. Marine Corps tank com-

mander participating in United Nations

peacekeeping efforts in various hotspoLs

around the world. You begin your career

at the Marine training center at 29

Palms, California, where tutorial mis-

sions provide basic combat training.

'Iliere are four campaigns of increasing

complexity, with eight scenarios per

campaign. Missions take place in Africa,

the former Soviet Union, and the Middle

East. The missions can be played in any

order. Results don’t carry over from one

mission to the next, but statistics are kept

on your tank commander’s career.

/Mthough ArmoiU'D Mst 2 is a DOS
game, it installs easii)' and can be played

under Windows 95. ’^llic manual ade-

c|uately covers the game’s mechanics, but

providc.s no information on vehicles or

wea|)ons in the game— other than the

M1A2, and e\’en that is minimal.A kc)'-

board command overlay and quick-refer-

cnce card are provided.

r

AA ABRAMS In ARMORED FisT 2, the M1A2 tank is one nasty antiaircraft platform,

capable of easily shooting down helicopters and attack aircraft with armor-piercing

ammo from its main gun.

DRIVE YOURSELF CRAZY The only way you can

back up your tank is to drive it yourself.

ALL BUnONED UP

You control each tank through a com-

bination of joystick and keyboard com-

mands, and you can choose from four

stations: tank commander buttoned

(known in tlie M1A2 as the commander’s

independent tliennal viewer, or CIT V),

tank commander unbuttoned, gunner,

and driver. Tlicrc arc also four external

views and a map screen portraying the

MlA2’s intervehicular information s)’s-

tem (MS). From this screen, you can

maneuver units under your command

by assigning waypoints. \bu can also

issue orders to units within

your platoon, instnicting

them to change formation,

spacing, and, to a limited

e.\tent, targeting priorities.

Weajjons available in the

M1A2 are the 120mm gun,

tile 7.62mm coaxial

machine gun, and the .50-

caiiber machine gun on the

turret’s top. 'flie main gun

fires Sabot (amior-picrcing),

HEAT (high-explosive, anti-

tank) and STAFF (smart tar-

get-acti\'ated fire-and-forget)

rounds. Depending on the mission, you

can call on A-IO ground-attack aircraft,

AU-64 Apache helicopters, and rocket

artillery for additional support. M2

Bradley infantry fighting vehicles tag

along on some missions. Opponents

include 1-72 and T-80 tanks, BMP
infantry' fighting vehicles, BRDM
annored cars, Tinguska antiaircraft vehi-

cles, Mi-24 1-lind giinships and Su-25

Frogfoot ground-attack aircraft.

STEEL OFF TARGET

Wlicn it comes to realism in first-

person simulations. I’m no fanatic, i

can overlook quite a bit as long as the

game at least /ee/s .somewhat real. But

with AR-MOlUiO Fist 2 ,
my credulity is

stretched beyond its limits. From the

commander’s station, I can order my

tank to speed up, slow down, and slop,

but I can’t order it to back up. I can

shoot down helicopters and jets with

armor-piercing rounds from the

I20mm gun.

Attack helicopters —both friendly and

enemy— fly directly into enemy posi-

tions and are usually c[uickly shot down.

Artillery is called in from the gunner's

ccw FEBRUARY
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station simply by pointing the gun at the

target area. And where the heck is the

infantr)'? Basic tactics such as fighting

from hull-clown positions aren't even

part ofArmorkd Fist 2 . Standoff-

attacks with long-range antitank guided

missiles are nonexistent.

One of the most annoying aspects of

the original ARMOiutD Fl.S”!' w'as the

autolock targeting sj'stcm that often

made it difficult for \ou to shoot at the

greatest threat, because target selection

control was taken out of )Dur hands.

Autoiock targeting remains in Ar.\10RED

Fist 2 ,
but its better implemented. And

this time, NovaLogic didn’t make the

mistake of leaving out a more realistic

gunnery model for tliosc who want to do

their own shooting.

SIGHT SEEING

By choosing

the realistic jjlaj'

option and leav-

ing autolock tar-

geting lunied

off, )’ou can

acquire targets

on your own

through the gun-

ners primar)'

sight. Success-

fully painting the

target w ith the

laser rangefinder

will automatical-

ly make gun bar-

rel adjustments for the ammo type that

you load. After that, just squeeze the trig-

ger and fire. If the round misses, make

adjustments until a hit is scored.

Unfortunately, poor design decisions add

need!e.ss complexity to manual gunnery,

ruining this aspect of the game.

Although 1 eventually became profi-

cient at manual gunnery; 1 found that as 1

]3layed more complex scenarios in w'hieh

my tank had to rapidly engage multiple

targets, I needed to turn tire autoiock fea-

ture back on. Manual targeting w'as loo

slow' and loo unwieldy. Playing from the

driver’s ])osition with the autoiock o[jtion

enabled is the best way to win (he more

difficult missions. But most annor-sim

fans would prefer to spend their time

shooting tire 12()mm gun than driving.

TURKEY IN YOUR TANK

The game severely lacks in the AI

department. Some units are totally pas-

si\'e as y'ou pick them off one by' one,

while others act as if they’re intent on

ramming your tank. Mission complexity

and difficulty is achieved by adding

more and more enemy units to destroy'

w'hilc forcing you to control more and

more bralnle,ss friendly units. 1 also

experienced problems w'iih game crash-

es and an apparent bug that causes

units to become confused bv their way-

point orders.

Anyone hoping thal/\RMORED Fist2

miglit be a worthy successor to Ml T/\NK

PL/YfOON, the MicroProsc classic

released back in 1989, will be disappoint-

ed. '^rhe good news for armor fans is tiiat

tank simulations, which have been

neglected by' game.publishers for years,

arc suddenly in style. At least there’s hope

tliat a new tank-sim champion w'ill

emerge in the near future. %

^APPEAL: Gamers who are looking

tor an unrealistic, but easy-to-play

tank simulation.

>PROS: Rolling terrain; great sound

effects; multi-

player capability.

CONS:
Clueless AI; utter I

lack of realism;

crash problems;

limited replay

value. '

A View of Two Abrams:

Armored Fist 2 vs. ili/llA2 Abrams

N
ovaLogic’s Aimireo Fist 2 joins Interactive Magic’s

iM1A2 Abrams as the second tank sim on the market

featuring the US Army's M1A2 battle tank. How do

the two games stack up against each other?

R)r pure glitz through the use of graphics, music, sound

effects, and full-motion video, Armored Fist 2 is the hands-

down winner. But for those who want a more realistic experi-

ence without the requirement of a speedy, RAM-crammed

MMX Pentium,

iM1A2 is the

clear choice.

The gunnery

model of iM1A2

is far more

accurate than

that in Armored

Fist 2. Real-

woiid tactics

actually work.

And although

!M1A2 ’s AI isn’t

the greatest, it

makes the AI in

Armored Fist 2

look pathetic.

iM1A2 includes

dynamic campaigns, infantry, and greater unit variety, and it

handles air and artillery support far better.

Armored Fist 2's strength lies in its ease of play and ter-

rain modeling. Surprisingly, I liked Armored Fist 2’s comman-

der's station better than iM1A2’s, because it was easier to

spot and designate targets for my gunner Armored Fist 2 is

for gamers who want to jump into an Abrams and drive

around the battlefield admiring the pyrotechnics they create.
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Imagine screaming through the wind like

A RAZOR. Savage thunder in your veins,

bitter lightning at your fingertips.

Just strap yourself into Jane's F-15,

THE most authentic COMBAT FLIGHT

SIMULATION EVER. WITH FLIGHT MODELS

BASED ON ACTUAL USAF DATA, IT'S AN

OBSESSIVE LEVEL OF ACCURACY THAT ONLY

THE MILITARY EXPERTISE OF JANE'S CAN

ACHIEVE. Don't worry about the BUnOFLIES

IN YOUR STOMACH. WHEN YOU HIT MACH 2,

they'll BE CRUSHED.



CART
/prec/sfon

ipac/ng'^"*
Microsoft
Shown.

pj3

WITH

Experience palm sweating, heart

pounding excitement with the new

Ultimate PerAmer® Force Feedback

Racing Wheel. FEEL every BUI0P,

SLAM, SKID, and CRAiSHJust like

professional racers for the most

intensely real gaming experience

available. Once you feel the ride 77

you’ll never want to stop. ^

utilises /-Force’” Technology
by Immersion Corp.

PWM Amplification for the
Best Torque and Response
12 Programmable Buttons
Plus D-Pad
Compatible with AH Racing
Games
Racing Pedals Fabricated
witb 4 lbs. ofForged Steel



FORCED ALLIANCE • REVIEWA A

The Plot Thickens
What This Sim Lacks in Flash and Dazzie It Makes Up For In Storyline

by Thierry Nguyen

evciopnicuts in tlie space

sim genre liave seemed

more focused on looks ;uk!

movies llian on innovation.

Tire DAiyojGHT

Conflict liad a \erj' ])ret-

t)’ engine that was attached

to a very mediocre game,

X-WiNG \'S. TIE FiGi niiit

was tieasy on

tlx: ejc-candy, but light on

tlxj game-quality, And

Wing Commander IV was

more movie than game.

ForcedAlUtVNCE has tlie

opposite problem: It has

quite good gameplay.but

dated graphics. Mowever, if

jouVe been acliing for a

space experience thats not

devoid ofstoryline, joii

might want to overlook

Foitci’DAlliances plain

ap])earance.

SPACE TRUST

Forced Alliance starts

out as a simple, straightfor-

ward “Us versus Them'’ t)pe of space

war, but things get a bit more complicat-

ed as the game progresses. In the begin-

ning, there are only three sides: Humans,

the enemy Voraptoid, and the neutral

Marauders. But as the game goes on,

more races are thrown into the mix and

the plot shifts so that you don’t know

who your friends really are— some

enemies could turn out to be your

staunchest allies.

Your decisions and actions help

determine how the story flows. Many
times, you will be given dialog choices

that will detemiine your options, and

other times your actions in combat will

detennine what happens next. Even

when you start the game at the lowly

rank of pilot, there arc missions that

affect your interalien relationships. One

overarching plot will always play out,

but your actions can alter the alliances

behveen the Humans and the warious

races. In one string of missions, 1 flew as

a pilot for the human forces; when I

replayed those particular niLssions, 1

allowed mj'sclf to be captured by the

eneni)' and flew as a P.O.W, Ihe basic

mission goals stayed the same, but the

missions were different simply because

of perspective.

Liter, when you are promoted to

commander or captain,
)
on have a more

direct impact on the game’s flow. As a

commandci', you will be consulted on

important decisions, such as with whom
to allj’ and which missions to accept; as a

captain you will make the actual deci-

sions. Tlicre is one “best” ending, but to

reach it will retjuire that you kntjw how

to properly handle each race.

Because you can ally with the differ-

ent factions, there are certain points in

the game in which you fly their ships.

Each races ships handle differently, and

each features one unique ability. Some

of the races hav'c two ship t)'pcs, but the

difference within those two shi[)s is

negligible.

Combat is quite good, as the enemy

AI will properly use the each ship’s

advantages. One a.spcct of combat
)
ou

might find frustrating is that only one

race can counterattack against niLssiles,

while everyone else has to dodge them

by sight. Orbital is supposedly develop-

ing a patch that will let all ships coun-

teract missiles.

GRAPHICS SCHMAPHICS

'Hie main drawback of this game is its

lackluster graphics. Ev'cn when using

3Dfx-accelcration, the

graphics engine

reminds me more of

S’lAR Rvngers and

S’[ARCRUS,'\l')ERthan

of anything that came

out within tlie past year.

Hardware makes slight

adjustments to the tex-

tures on the ships, gets

rid ofpixelation, and

boosts the frame-rate.

For those ofyou

w'ho were disappointed

with the lack of single-

player in X-\V)NG \'S.

'I’lF, Fighter; wanted

more influence in the

story than WiNG COM-
.\t\NDER I\''; and can bear with the dated

graphics and lack of multiplayer games,

ForcI'D AI-LIange is a good buy, 1 ho[)e

that Forced Aij.iance is a sign that

meaty single-jilayer campaigns and sto-

ries are returning to space sims.

^APPEAL: Space-simmers who
value interesting single-player cam-

paigns and control of their charac-

ter's destiny over flashy graphics.

^PROS: Excellent single-player

campaign; variety of ships with

unique handling; complex branching

storyline.

>CONS: Dated

graphics, even

with hardware

acceleration;

ship variety cries

out for multi-

player support.

Price: S29,95

Minimum System

Requirements: 486DX-

100 or better, 16MB
RAM, Windows 95,

40MB hard-drive space,

2x CD-ROM, VGA graph-

ics card, Windows 95-

compatible sound cards.

Multiplayer Support:

None.

Designer: Orbital Studios

Publisher:

Ripcord Games
Santa Clara, CA

(888) 797-5867

www.ripcordgames.com
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Build and
“There are many successful empire-building

games, but Imperiaiism reduces the concept

to its essence.”

—GameSpot

“Starting a new game session starts the

addictiveness all over again.”

—CoMPUTEH Games Strateby Puis

“Imperialism is biessed with as good an Al as

I have seen in a computer game.”

—Cbmpbteb Gaminb Wbblb

the fine art of conquering the world

BUILD A NATION AND
CONQUER THE WORLD!

Combining elements.of re.s6urce

management, economic trade,

exploratiori, diplomaiiG maneu-

vering and\^iilitary conquest,,

IMPEBIy^LISM" challejig% you

tO' atfempt'tyhat feft in history

'

have, dared: umfy,;t)Ee -World;:

Under^^^

tory ydii-.rliustideyelop' .itoftf

country’s mfrastructure throiigh

deft manipulation of delicate

diplomatic and mili-I .Economic,

. -Tary .resources. Then, skillfully,,

maneuver it Ip a position of dominance in the Council of

Governors.Your.CabinetMinisters will, of course, offer varying

aniOUn'ts, of advice. But, whetliefyou engage a single opponent

head-lo-head or join a 7-player, network challenge, ultimate

control over your nation’s fate - anddhe fate of the world - is

yoUTS.and.yours'.alone.,.. ,

WINDOWS' 95 & Mac' OS CD-ROM

www.iniperfalism.com
'

/Jeye/oped by Pwg:City-
' '

TO ORDER: Visityour retailer or call i>Y800-234m88 (USA & Canada) with Visa/MasterCard,

‘iyi997 Siialfiflic Sliotila'iions: iiih. g MifiiJsc.ii)o Company, flit fiijtUs reserved. fWICER GENBRAl.lS'a tPtnWbredltfltlBiijark of Mriteuio; aimolations,' Inc, LIVING B>TTC^ELD;&nd IMPERIALISM are IradcmarkS pr
,

f:. GO TO #239 (® vrtw.comfnjtergam'f'g-com/infojink : .v, .



“It is the sleekest, most beautiful, most criminally

addictive wargame since, weil, since the original. It

should be a sensational hit, and it deserves to be.”

—PC Gamer, Editor’s Choice

“As the catalyst used to unveil a new, vastly improved
series engine, the game wildly exceeds expectations...’

—Computer Games Stratebt Plus

“This Panzer is anything but a retread. Addictive,

fun, easy and yet subtle.”

—Computer Gaming World, Five-Star Review

LEAD ANARMY AND
CONQUER YOUR ENEMY!
PANZER GENERAL® II. More

than a sequel. An entire genera*

tion beyond anything yet seen

nomenal game play of the second .

* —
generation Panzer General game

engine is truly awesome. Battles rage through WWlTs Eastern

and Western Fronts, North Africa, even the continental USA.

All new campaigns and scenarios feature the classic battles

fought at Dessau, Leningrad, Malta, Tobruk and

Multiplayer battles, of up to 4 players, feature 12 sc(

specifically designed for multiplayer action!

more.

WINDOWS 95 CD-ROM

www.panzergeneral.com

Develolmi by ihe SSI Special Projects Group.

Play Panzer General II online

at; www.clubssi.com

Slraleflic Simuiations, Inc. All other trademarks and icoisleied trademarks are Ihe property of llicir respeclive holders.

A niriDSCArn® compahv

GO TO #236 @ www.computergaming.com/infolink

PMZERdEMJLl/r
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-k-k-k-ki REVIEW* MYTH: THE FALLEN LORDS

Price: S49.95

Minimum System

Requirements: Pentium

133, Windows 95 or NT

4,0, 16MB RAM (32MB

recommended), 31MB

hard-drive space, 4x CD-

ROM drive, 16-bit SVGA

video card, Microsoft-com-

patible mouse. 28.8Kbps

connection for

Internet play.

Macintosh: Power Mac

lOOMhz, System 7.5,

16-bit monitor, 640x480

resolution graphics.

Multiplayer Support:

TCP/IP LAN, Internet

(2-16 players).

Designer: Jason Jones

Publisher: Bungie

(800) 295-0060

www.bungie.com

Bloody Good Time
This Is Not Your Kid’s Real-time Strategy Game

by Greg Fortune

B

ungic’s latest game, Myu I;

'l'nr,F\i,i.KNlX)R!0S, Lsnol

for the weak of spirit , , .or

slomach. It is, liowever, a

\’ictory for all of us who

love the combat aspects of

games like A<.:hX)i''

['.Ml’iRI'S and WAitCR-M'-i',

but could do without the

endless gathering and

building- I'caiuring a phy.sics-ba,sed 3D

engine and spectacular graphic violence,

NTvil t strips the standard real-time

slrateg)’ game to the bone. Wliat it leave,s

behind is brutal and bloody combat that

is engaging, addictive, and brimming

with more attitude than a surly dwarf

^SNOW BLIND Weather effects, including snow, can affect your troops’

I
performances.

DECISION TIME These are all the options available to you

in choosing a multiplayer game. Too bad there isn’t an

option for modem games.

•.m’SifIlulbpl^r:aSpeCt';fs-ve^;robUSt;:Wlth;-11;d!^erdt^;

type^of:oefworlc games; including Bodycount (the-pi^r,

with- thB-mosl. kill? wins)-,- 6teai tSeten

*malch)-'Several-muliiplayer.'mapS'jiav0:bBen.incfudeci:;and ypu-oan

.'aIso.use.any;maps;you.verBacliBd;iatIiB;s«igletp^r:gam0."ftm<q).

-editor IS notably missing
-

i^Teatr?p|ay!is-aiiQW0d;’a8.i5-pianninSitim6ijoPnipiBte'With2

board feature. Another vefy:cool'feafure;ts-4hfra|ii|i^.lo.trade;Qnp;-.::

'ijniL:typefor.adotfier..Trading:rsiJone;Qn a.pant.system;:anarf4Re;..

^^lereon cr0ah'hg--the^am0ayovreK;:is agrgafw^ toavoid

.d!C!ahi)ltyln'6rilim.^0s:;Sadly=tH9ionly'tTifl^^^

. wi^'friends are'V^'Bungifcnetf'TEN, •and^aver-a.-networlciislng^jP oi'

Appletalk-' If yob flbriT'bavB'^afidSPjor.a netwftrferjiou'je^outotTuek'.'

TELL ME A STORY

Tire premise ofMyh i is iJictly .stan-

dard. /'Vi aniiy of the undead is ravaging

your homeland, and )'ou must drive them

out or be dcslroj’cd. Ordinarily, a premise

this tired would choke ilic originality out

of a product, but Myh I’s story stands out

because it is detailed, original, and well-

integrated into the game. Tbe prologue,

cut-scenes, and unfolding [jlot combine to

involve )m in the conflict at a deeper

level than a shallow back-stor)’ ever

could. You gel an actual sense of unease

as vou face the dark times ahead.

In creating the characters for M\’ll I.

Bungie wisely decided lo mix a few famil-

iar fanta,s\' staples with some new' cre-

ations of its own. ^bu will immediately

recognize the dwan'es, fool soldiers, and

archers. The unfamiliar elements come in

the fonii of the walking dead; gmntlikc

tliralls, spirit speannen known (ap])roj)ri-

ateiy) as soulless, exploding gas-filied

corpses called wights, and others,

Bach unit, friend or foe, has a unic|ne

name and a unique history. As the men

under your command gain experience,

they become more effective and more

valuable. An archer with 10 kills will fire

faster and more accuralcly than an

archer who has never seen action. As

you progress through the missions, veter-

ans that have survived previous battles

will occupy the positions that would oth-

erwise he filled by raw recruits.

TALK ABOUT A CONTROL FETISH!

You observe and control yoiir units

from an overhead perspective. Not only

can you move your ]ioint of view forw ard,

back, left, and right, but you can rotate

your perspective based on two se[)arate

ccw FEBRUARY



MYTH; THE FALLEH LORDS • REVIEW

GET IN LINE! Myth is a difficult game that demands excel-

lent strategy and unit control. Placing troops in 1 of 10 for-

mations is a key to victory.

focal points. One rotation pivots around

(he center of your field of view, allowing

)ou to circle w hates’er )ou are looking at.

Tlie other allows \oii to rotate in place,

which gives you a view' of tiie surrounding

area. At first, moving around and direct-

ing troops using this view system is a bit

difficult. With practice, however, you will

quickly leani to aj^preciate the view sys-

tems flexibility. My only complaint about

the.controls is that you should be able to

adjust tire views angle of elevation, as

fighting on high ground frequently left me
unable to see enough of the battlefield to

fight effectively. Otherwise, 1 found that

the controls worked well and were well

thought-out.

DANCE OF THE DEAD

Most games offer you a few- easy-

beginning scenarios before getting to the

meat of the game. Myth does not. Make

no mistake; this game is difficult.

The most surprising thing about tlie

gameplayis the degree of strategy'

required to win any given scenario. You

begin each mission with a set number of

units, and unless you find additional

troops wandering around the iev'cl (or

fighting for their lives), thals all you liave

to work with. Myih allows
y
ou to arrange

your units in a variety of fomiations.

Surprisingly, these formations actually

work. From vanguards to staggered lines,

how you arrange j'our forces affects your

strategy and your chances for survival. If

you want to have any veterairs left for the

ncx1 scenario, you will need to figure out

an effecliv'e way of deploying your troops

based on their

numherand

composition.

You also need to

factor in the

environment and

the makeu]) of

your opposition.

Leave a flank

exposed and

you’li soon find a

couple of ape-

like giibis hack-

ing apart your arclicrs witli their scythes.

Fail to take the high ground and you'll be

showered with spears as the soulless come

over the rise. Let tiie wighLs get too close

and these walking bombs will shred your

ranks with wave after wave of earth-sliak-

ing explosions. In short, you need to think

ahead to win.

YOU LOOK GOOD IN RED

Tire action happens in a beautifully

rendered world. Arrow's and bombs arc

gracefully toward their targets, blood

stains the ground wlicre it falls, and freshly

removed heads roll slowly dovvnliill. The

dwarves’ explosives blacken the earth and

the remains of corjjses lie in lieaps on the

ground. Seasons, and weather, change,

bringing rain and snow tliat affects tire

perfomiance of your troops. Wnd blow's

arrows off course, and rain dam[Dens the

fuses of dvvarv'cn bombs.

nre 3Dfx rendering is marvelous, but

there is a catch— tlie game sliip[}ed with

a bug in the Voodoo Rush routines that

sometimes crashes the game while load-

ing levels. Its disappointing tlial Bungie

would put so mucli effort into tliis game

and then ship it with game-crashing bugs,

'lliere is a patch available online, but that

doesn’t excuse the fact tiiat the retail ver-

sion isn't a fully working product.

But Mvn-i kicks some serious butt Not

since Dlvbi.O has a game so captured my'

attention and waking hours. Wtii its

blend of in-your-face combat, realistic ter-

rain and weatlicr, and entertaining char-

acters, Mvni is a winner. %

^APPEAL: Anyone who loves graph-

ic tactical combat but could do with-

out the building and harvesting that

usually goes with it.

^PROS: Outstanding engine, game-

play, story, and environment; addictive

gamepiay.

^CONS: View sys-

tem needs eleva-

tion controls; game
has crash bug; no

modem-to-modem

or direct-cable sup-

port; ne map editor.
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STRATEGY/WARGAMES

'A'A'k REVIEW • EAST FRONT

Price: S49.95 (street)

Minimum System

Requirements: 486 DX

{Pentium 133 or better

strongly recommended).

Windows 95, SMB RAM (16-

32MB recommended), 16-bit

high-color SVGA graphics,

2x CD-ROM (4x recommend-

ed). mouse; supports Win

95-compatible sound cards.

Multiplayer Support:

Hotseat, email, LAN, and

Internet (2 players).

Designers: John Tiller, Bob

McNamara, and Charlie Kibler

Publisher: TaionSoft

Forest Hill, MD
(800) 211-6504

www.talonsoft.com

Distributor: Broderbund

Software, Inc.

Novato, CA

(415) 382-4400

www.broderbund.com

Frontal Assault
TalonSoft’s Reach Exceeds Its Latest Engine’s Grasp

by Loyd Case

'Tull Wahie PeKpfw-tHH Medium Tank*

ShortMafne
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E

ast P'ront—an ambitions

game that depicts small-unil

actions in detail during tlie

immense struggle for Mother

Russia during World War II ~
seems to be a wargamcr’s

dream title. The new game

engine (though still turn-

based) is now fully 32-bit and

Windows 95-optimizcd. 'Ihc

maps are dynamically generated using a

terrain tiling system in the campaign,

and as j'Oii pla\' through (he game yon

run into quite a \'ariety of terrain and

weather. 'Ihcrc are 49 historical scenar-

ios (including a siege-oriented .scenario

created byvctcran game-designer Jim

Dunnigan) and three tutorial scenarios.

Despite all this, howev'er, the IvsSl'

Front experience falls well short of

being that of a great game.

GROGNARD LITE

'fire interface in E1\ST Front is quite

similar to the one used in TalonSnft’s

BATTriRCROUND series, but now there’s a

nifty database of unit types that you

access by the u.se of hotkey's, 'llieres also

a new toolbar at the

bottom of the

screen that’s less

intimidating than

that of earlier

TalonSofl games.

'flic only issue I have

with the interface is

the use of a modal

sw'iteh between fire

and movement. You

learn (|iiickly to

hold the Ctrl key

down to enter fire

mode; it’s altogether

too easy to press tiie

“next tum” button,
"

which is adjacent to the mo\’e/fire mode

button on the toolbar.

Each unit represents a platoon or

battery of artillery. You must call in both

indirect artillery fire and air strikes a

turn ahead, and you have a limited

mimber of air strikes available in a given

battle. Movement of all unit types is

prclty .straightforward, whether you use

the mouse or the keyboard. There are

quite a few hotkey' ccjuivalenls, which

STALINGRAD SNAPSHOT The extensive WWII database is just a key^press away.

HEX AGONY In most games, these infantry units would have

trouble with Soviet tanks, but not in East Front.

arc consenienlly printed on the back of

the manual.

S])eaking of the manual, it’s very thin,

and barely scratches the surface of how

to play the game. For example, supply is

handled through the use of FIQ units,

yet there’s almost no discussion of ho\s'

these niles work. 'Hie RF/\D.ME file

contains some additional information, as

do the tutorials. Still, there’s far loo little

information, especially when yDU con-

trast Fas'I' FronTs manual

w'ilh the one included in

Ci-osi'; Combat 2, another

recent WWII small-unit

game (see the review else-

where in this section),

'Ihcre are some troubling

design features as well. If

you thought infantry w'as

useless in Stlll R'\N’n-ii';R.s,

be [>re])arcd for the opposite

problem in E'\S'r Fron')’.

Hie Gcnnan infantry in

particular is so exlTaordinari-

ly lough a,s to be quite unre-

alistic. Several times I

attempted assaults with

mullijilc armor platoons on

single, often severely dam-

aged, German infantry' units

in open terrain, only to get a

bloody' nose in the process.
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EAST FROHT • REVIEW

Certainly tlie quality of Russian units

early in the war may have been question-

able, but this occurred c\ cn with the

Soviet Guards amiorcd units in the 19-14

scenarios!

'Flic use of leaders is also interesting,

but the implementation is flawed. It’s

great that leaders can rally disrupted

units, but leaders alone in clear terrain

shouldn’t be able to fend off multiple

SMC platoons.

A SCENARIO FOR ALL SEASONS

Tlie real strength ofEvST Front lies

in its numerous historical scenarios. '\ he

timetable ranges from the opening of

Barbarossa through Operation Citadel

(Kursk) up to llie desperate retreats of

1944. Since the scenarios are precreated,

the starting positions tend to follow the

historical dejjloyments.

Some of the battles are big. Dead

End on the Road to Kursk, for example,

is a 30-tum scenario with hundreds of

units. Wlien
1 played the Gemians, it

took the A1 35 minutes to complete the

opening turn on a IdSMHz Pentium U

with 6-iMB ofRAA'Il Even w-hen playing

smaller scenarios, you should plan on

having something else to do when the

computer is moving, as if docs “think" for

quite a w'hile.

Overall, IJas'I' FronI' is a mixed hag;

It’s a very ambitious and interesting title

that w'as simply shipped too soon. It's

irrobably u'orth getting for the historical

scenarios, but the campaign engine

needs work (see the sidebar). 'Ihere are

other nice touches, such as the over-

sized hexes, in w'hich you can actually

see all ofthe'stacked’’ units—which

makes the job of searching for specific-

unit types in a large firefight much ea,si-

er, nic use of Action Points makes the

issue of artificial overmn rules moot.

Each unit has 100 action points (which

get used at different rates by different

unit types). As long as the active unit

has sufficient action points it can con-

tinue to mov'e, fire, or assault.

E\ST lOtONT also ships with a terrific

scenario editor. You can edit existing sce-

narios or create your own (including

maps). Its one of the most flexible and

easy-to-use editors I’ve seen in some

time. Finally, there are extensive two-

player options.

Still, all of the good things about Exjrr

Front can’t hide its many problems. As

of pre.ss lime, TalonSofl has released two

patches and additional documentation

that fix .some of the problems, but seem

to have created others. If. like me, you

are caplivaied enough by the historical

period to trv' E\S^r I''RO.nt despite its

shortcomings, he aware that the game is

still v'cry much a work in progress. %

APPEAL: Aficionados of WWII tac-

tical combat who have a lot of

patience.

PROS: Gorgeous graphics; numer-

ous historical scenarios; a great

scenario editor.

CONS: Flawed

campaign battle-

generator; uber-

mensch infantry;

incredible amount

of time for Al

moves; weak

manual.
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REVIEW • CLOSE COMBAT 2: A BRIDGE TOO FAR

Off to Market
Real-time Wargaming Comes of Age

Price: $54.95

Minimum System

Requirements: Pentium 90,

Windows 95 or better, 16MB

RAM, 45MB hard-drive

space, SVGA graphics with

800x600 high-color (16-bit)

resolution, 4x CD-ROM

drive, mouse; supports Win

95-compatible sound cards.

Macintosh: Power PC,

System 7,5, 16MB RAM,

40MB hard-drive space,

800x600 graphics, 4x CD-

ROM, mouse.

Multiplayer Support:

TCP/IP, LAN, or 28.8Kbps

modem (2 players). Note:

Internet Gaming Zone avail-

able for Win 95AVindows

NT users only.

Designer: Atomic Games

Pubiistier: Microsoft

Corporation

Redmond, WA
(206) 882-8080

www.microsoft.com

^TOY SOLDIERS Unlike the original Cudse Combat, even the zoomed-in view of A Bridge Too Far is useful. Check out the detail of the

I infantry and tanks!

by Patrick C. Miller

(

LOSE COMIUT; A BRIDGE

T'OO ¥.\K isn’t A game to be

piuyecl so nuicli as experi-

cncedYoii experience dis-

appointment when an attack

bogs down for lack of annor

support, frustration when

troops under fire refuse to

obey orders, and remorse

vs'hen heroes of earlier battles

are mercilessly cut down by enemy

inachinc-gun fire. Yet you also have feel-

ings of elation when victor}' is achic\'cd

against insurmountable odds, satisfac-

tion as ladies .start to click, and accom-

plishment after completing a difficult

campaign.

RIPCORD AWAY!

Based on Operation Market Garden

during World War II, this game delivers

the pressure, tension, and drama of tac-

tical warfare at close range. Plus, it’s all

done on extraordinarily detailed maps,

in 16-bit color. Real-time gameplay

garden OF DEATH

O
peration Market Garden began on September 17, 1944, when

thousands of American, British, and Polish paratroopers were

dropped into Holland to seize a series of bridges along a 60-

mile corridor. The British 30th Corps attacked northward to link up

with the paratroopers. If the operation had gone as planned, it

would have enabled the Allies to cross the Rhine River at Arnhem

and attack Germany itself, possibly ending the war in Europe before

Christmas. Unfortunately, the Allies ignored intelligence reports indi-

cating the presence of two German SS armored divisions in and

around their drop zones.

Given the questionable decision to have 30th Corps attack up a sin-

gle, easily defended road—and the fact that the Germans captured

the complete Allied battle plan—it’s a wonder the operation came as

close to success as it did. In the end, Market Garden cost the Allies

17,000 casualties without achieving the objective of capturing a

bridge over the Rhine at Arnhem. Of course, one of the main reasons

we play wargames is to change history.... Good luck. If you think you

can do better than the historical commanders, here’s your chance.

combines with an emphasis on Iroo])

morale, physical and mental stalc.s, and

battle experience to propel A BiUDCE

Too Far into the realm of realistic

combat simulation. Although turn-

based wargames will aKvays be popular,

they can’t compete with A BitlDGii

Too lv\R in providing a sense of w-hat it

must be like to command individual sol-

diers in combat.
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LOGISTIC LOGIC In the campaign game, you must decide which

I

sectors of the operation are the most cmcia! and should receive

!

the greatest amount of supplies.

When Microsoft released CLOSE COMUAT more than a year

ago, there was nothing quite like it on tlie market. TIic (le,sign-

ers at Atomic Games have now raised tliat standard even fur-

ther by smoothing Cl.OSE COMBAfs rougli edges. Tliis time,

the company has included features that not only add variety

and improve game[)lay, but also provide a significant amount of

long-tenn replay value—one of the original games greatest

shortcomings.

From a gameplay perspective,A BRlDCt; T'oo Far isn’t all that

different from Close CoMBAt'.lhe emphasis remains on tacti-

cal engagements between infanti}' sections and individual vehi-

cles. However, many of the changes implemented in the sequel

have made what was a good giime outstanding. The interface is

more responsive and intuitiv e. Map scrolling Ls smootlrer, Hrere

are more units and more missions (and greater mission v’-arict>’).

You can edit missions with the Baltlemaker feature to design new

scenarios (although there is no way to create additional ma|>s).

The games stronger strategic element provides more de[)tli to the

djTiamic campaign, and modem-to-modem jjlay has been

added. Also, network play is more stable than before.

TTie game comes with 33 battles, which can be plavcd sepa-

rately or as part of 11 multibattle operations, 'lliere are three

campaigns, based on battles in the Eindhoven, Nijmegen, and

Arnhem sectors, llie ultimate challenge is the grand campaign

that requires play-

KAPPEAL: Gamers looking for a

realistic, tactical-level combat

simulation.

>PROS: A wide range of battles on

highly detailed maps; 130 different

units; a dynamic campaign with

sfrategic depth; realistic tactical

combat; scenario editor; multiplayer

support.

ers to manage

units and allocate

resources in all

three sectors.

Wiien vou play as

the Allies, the key

is io capitalize on

the element of

suqirise and then

defend su[)ply

zones and bridges

until 30lli Corps

arrives, llie

Gcmiaas must

make the enemy

paratroopers pa}- a high price for their initial gains while mini-

mizing their own losses until an amiored counterattack can be

launched. A.s was the case historically, the strategic situation

favors the Gcmians,

HITTING THE DIRT

TTie game isn’t that difficult to [)Iay, but it is lougli to master,

'Ilicre are onl)- seven commands: move, move fast, sneak, fire,

fire smoke, hide, and defend. Giving unit orders is fairly simple;

you ase either a mouse-activated menu or keylward commands.

Some pla}ers have a hard time getting used to lire combat stress

[jsychological model that can cause units to act on their own ini-

tiative. Occasionally, this results in licroic behavior, but more

often, self-prcscn-ation instincts prev-ail. Pla}-ers must also devel-

o[5 effective tactics and small-unit strategies to have any hope for

success when inlaying at the higher degrees of realism.

Not all changes made were for the better, nor is the game

without some minor flaws. Because soldiers are larger, build-

ings no longer have the interior walls that sometimes made for

interesting indoor firefights, Tlic game replay feature is gone, as

LINE OF FRIGHT While line-of-sight to a target isn’t always visually obvious, the game’s

intuitive interface makes it a snap to determine.

is llie abilily lo give unil.s orders to defend or face in a specific

direction, Altiiotigh .some buildings in the game are designed to

allow vehiclc.s to enter them, there are bugs in the game that

sumetimc.s enable a tank or antitank gun to get the benefit of

being on top of a multilevel building. Tanks sometimes have

[iroblems deciding wbidi vva}' to face. As a result, a tank's hull

.sometimes a])))car.s to he doing the rumba witli its turret.

Fans of turn-based wiirgaincs might be inclined to wTitc off

A Bridge Too F/\R as a simplistic real-time clickfest or yet

another effort tliat sacrifices gameplay for eye candy. But they

would be v'cry wrong in that asse.s.snient, forA Biudge Too
Iv\R is an engrossing affair; otie in which }-oii can easily

become immersed for hours. No other game can touch it for

conveying the sights, .sound.s, and feel of combat at the butt-

end ofa rifle. %

FFRDUADV 1QQfl ccw
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THE CRITICS AGREE!

"MicroProse’s game offers weeks to months of gameplay."

Computer Gaming World, June '97

“Ma^c: The Gathering Is Just what the

Samite Healer ordered.”

Computer Games Strategy Plus, June '97

“Magic: The Gathering is a near-perfect

translation of the card game.”
PC Magazine, June '97

•A:
“...hard-core gamers will appreciate the flexibility

offered In the computer version.”

Newsweek, April '97

Introducing everything you need
to play Magic"" over the Internet.

The Original IVIagic...Only Better

This special edition of Magic: The Gathering^ for the

PC includes the original game, pius built-in Internet

multiplayer, an enhanced interface, and cards you can't

get anywhere else.

Multiplayer Over the Internet

With ManaLink"', Magic's Internet online

system, wield your magic against human
opponents around the world on

GatheringNet at www.gathering.net.

New Cards-A Powerful Expansion!

Get over 80 new cards from Legends*

and The Dark®. And, if you already own

Magic: The Gathering -for the PC, you'll

get a $15 rebate. So, get what it takes

to reign supreme. Because this time,

it's the world you’re playing with.

.^'r^DPROSE
www.microprose.com

Available on Windows’95.

Visit your local retailer or

call 1.80&695OAME day

or night (U.S. or Canada).

,
MAOIC: THE OAlHEniNa. l:

IhO'.in' .
•'

GO TO #152 @ WWW,computergaming.com/infolink
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Pax Nausea
This Ambitious Trip in the Finai Frontier is Fraught With Problems

by Tim Carter

A

s any intergaiactic traveler

w'ill tei! you, a key element

of space exploration is

communication: the cre-

ation and management of a

consistent flow of infonna-

tion. PAXlMPtlRLxZ,

the long-awaited

sequel to the popular

Maciiitosh product,

gi\’cs gamers x'irtually everything

the\’ could ask for in a space-based

strategy game. , .except decent

communication. 'Hie designers

ha\-e left out or obfuscated the

flow of infonnation within the

game's interface to the point that it

serioush' hampers your abilits’ to

enjoy the game,

NEW FRONTIERS

Bw iMPEittAZ offers a [package

of options and challenges similar

to that of iVks'iKR oi' Orion 2,

with the addition of a real-time

interface. FrankI)', I'm not sure that

realtime works well for a grand strateg)’

game. Wdiy should a galactic emperor be

nished, when turns arc measured in

)'ears rather than minutes? /\lso, with

many things going on in disparate parts

of the galaxy, its eas)' to miss an impor-

tant event or activity— to the detriment

of your empire.

Wiicii brings up tlie ejuestion of infor-

mation. Rvx lMii:;Ri.\ 2 has many interest-

ing features; a decent technology tree,

some good economic options, and maiw

more cs[>ionagc and “black ops” opjjorlu-

nities than in similar games. Most of tixac

features, iioweser, arc pooriv' explained

and arc difficult to use properly.

'I he manual is so sparse that )'Ou will be

left guessing about man}’ aspects ofgame-

play Mirther, no list of technology, shi[>

d&siyi, or colony buildingi is proxided.

/M.SO. there is little opportunity to

cro.s,s-reference infomiation. For

instance, zooming in on a planet allows

\'ou to pull up a menu of the buildings

a\’ailable for construction; Unfortunately,

it doesn’t tell you what any of them do.

To get that infomiation. you ha\’c to go

back to the tcchnolog)' management

screen, then go back to the planet in

c]uc.stion to gi\’e your orders.

THE GOOD AND BAD While Pax has plenty of options and depth, it’s

skimpy on information and requires far too much micromanagement.

TEDIUM AD INFINITUM
'

i he games interface makes )'our

dcnelopmcnt either tedious (if)ou

micromanage it) or boring (if)ou let the

computer handle things). Defensive

installations are also a drag, as thev can-

not be ordered in advance. You must

return to each jilanet after each constaic-

lion to gi\'e new orders. As )'ou aren’t

prompted when each iicstallation is fin-

ished, you have to check regularly— lest

your border colonies res erl to economi-

cally inclined production,

1 f a planet has all of the buildings

available at your current technology

level, it w'ill do nothing unless .specifi-

cally ordered to do something— even if

there are orbital s}-stcms available for

construction.

Another problem stems from the ran-

dom setup. Because the map consists of

a relatively small set (tiic default is 20) of

interlinked planets, with only a few'

wormholes between them, your initial

exploration is generally predetermined

by the ma]). Yet, the random setup does

not include a basic algorithm for separat-

ing players at the beginning of the game.

Once ilia while, this '‘feaUirc” worked

to my advantage b\- pitting AI races

against each

other early on,

and giving me

relatis'ely un-

checked reign

o\’cr otlier parts

of the galaxy.

Tactical com-

bat, supposedly a

major part of the

game, is actually

quite dull. Ifyou

have the right

number of .superi-

or ships. you’ll

win. Ifyou don’t,

you’ll lose. /\s

defensive tech-

nologies progress

faster than offen-

sive technologies, the middle game often

plays out like World War I; lots of point-

les.s attacks, little progre.s.s.

Many of these problems could be

fixed through a tighter interface and bet-

ter documentation. Bight now. Bw
Imperi,\ 2 feels like an unfinished prod-

uct with considerable potential but little

polish. It looks and sounds good, but

can’t deliver a consistently enjoyable

gaming cx))cricncc. %

^APPEAL: Strategy gamers look-

ing for depth who don’t mind a rude

awakening to realtime.

^PROS: Good depth; lots of

options; good espionage system,

^CONS:
Appallingly bad

infonnation man-

agement; bad AI; h i ^
weak tactical H

|
system; realtime W I

s pointless.
1 1

f I

Price: S49.95

Minimum System

Requirements:

4860X/100 (Pf33 rec-

ommended), 16MB
RAM, Windows 95,

155MB hard-drive

space, 2x CD-ROM
drive (6x recommend-

ed), Windows 95-com-

patibie sound card and

mouse.

Muitiplayer Support:

Modem (2 players).

LAN, Internet

(2-16 players).

Designer: Heliotrope

Studios

Publisher: THQ
Calabasas, CA

(818) 591-1310

www.thq.com

STRATE6Y/WAR6AMES
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REVIEW • ENTREPRENEUR

Price! S49.95

Minimum System

Requirements: 486DX4/75

(Pentium recommended),

Windows 95/NT 4.0 or

OS/2 4.0, 12IV1B RAM
{16MB recommended),

10MB hard-drive space,

DirectX-compatible SVGA-

graphics video card (DIVE-

compalible for OS/2),

DirectX- or DART- (OS/2)

compatible sound card,

mouse: IPX connection for

multiplayer games.

Multiplayer Support:

Modem (2 players), LAN,

Internet (2-8 players).

Designer: Brad Wardell

Publisher: Stardock

Systems

Livonia, Ml

(888) 782-7362

www.stardock.com

Mind Your

Own Business
Wanna Be the Next Bill Gates? Here’s Your Chance

by Scott A. May

JJpgrade Building

Maintenance: *5O0JD00''year
Productivity: ii5

Workers: 93 o1 220
Weekly Salary: f542

Mext Upgrade: Factory Complex
Construction Cost: * 15.000X100
Construction Time: 40 Weeks
Maintenance: * 1,000,000 per year

Productivity: 1-25

Max. Statt: 300 Workers

A

h, tlie life of a computer

company CEO. Wluit

could be easier? Brain

surgery, for .starters. If

you've ever wondered

whether )’ou’ve got what it

takes to become the next

Bill Gate.s or Steve Jobs, let

Stardocks Es’l'REPlUiNLUR

be your jxoving ground.

Blit be u'amed; '^ITie job ain’t what its

cracked up to be.

In a nutslicll, ENirai’lUiNEUR is a

game of global economic domination,

much like l-Magic’s C/\Prr/\LlSM or

Tsunami’s FREE EviERJ’iySE, Believe it

or not, Stardock Systems— until now

premier OS/2 game designers— actually

likens the game to Electronic Arts’ leg-

endary M.U.l ,.E. Tlic difference is in the

game’s focus.

In EN'ma’RENEUR, you’re the CEO
of a mullinational

computer manu-

facturer, compet-

ing against up to

eight similar high-

Icch companies

for worldwide

market share.

Although a I’C

product line is

your only o|5lion at

present, Stardock

promises to add

more diverse mar-

kets in the future.

But for now', you'll

have your hands

full just learning to

sutxive in the cut-

throat world of

high-tech high

finances.

STARTUP ENTERPRISES

You begin the game by choosing your

area of expertise; manufacUiring, mar-

keting, or research. The choice you

make essentially doubles your potential

advantage in that area. You then pick

names for your company and CEO. By

default, you compete against three com-

puter-controlled companies with satirical

names such as Mitro,sofl, IjST, and Itty

Billy Machines (IBM). It’s a big world,

but three com))etitors is jrleiity for

starters. As )'ou gain experience and

become bored with winning, you can

increase the number of competing com-

panies to a maximum of .seven. Ollier

factors determine the game’s overall

challenge, including five difficulty levels,

seven game speeds, and the abilit}' to

adjiLsl your initial startup funds, finally,

the game offers a choice of 12 different

worlds in which to compete, ranging

from the entire globe to only the United

States. Plus, several fictitious maps arc

thrown in for good measure.

LEARNING THE ROPES

Tlie game unfolds on a scrolling glob-

al map, which is divided into regions.

Icon button bars line the boltoni and

right side of the screen, providing instant

access to market share, demograpliic

data (both global and regional), bar

gra[jlis, and pie charts.A color-coded

overview ma]) and winning bar lets you

sec at a glance how well your company

is faring. Market news periodically flash-

es across the lop of the screen, while a

status bar at the bottom tracks your cur-

rent assets and time line.

The gameplay is in accelerated real-

time. Basic tasks include researching

regional demographics, manufacturing

your product, and tweaking several of its

risky business Balancing production, marketing, and research—with one eye on the bottom line— is

Entrepreneur’s biggest challenge and greatest reward.
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FUD SLINGING You can launcfi sometimes distasteful campaigns to dis-

credit your opponents or erode consumer confidence in their products.
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BUSINESS AS USUAL Entrepreneur's graphics are serviceable, but

could have used some multimedia seasoning to lure potential CEOs.

attributes: rcliabilit}', aes-

thetics, ease of use, perfor-

mance, and prestige. If

customers aren’t clamor-

ing for )X)ur ])rocluct. )ou

create demand by using a

variety of marketing tools.

If demand is high, you

must step up production

b}’ hiring more cmplov'ees

and building bigger facto-

ries. Wdien consumers

become dissatisfied with

your product, you must

invest money into research

to improve your PCs’ key

components and match

consumer desires.

All the while, )oii iiave

to keep a sharp eye on the

bottom line to assure that

you're not spending more

than you 're making. It’s a

nonstop balancing act and,

despite the game’s placid

outw^arcl demeanor, if can

be totally nerv'c-racking.

Consumer confidence

slips, employee morale

nose-dives, careless expan-

sion prevents you from up-

grading existing facilities,

markets fluctuate or tum-

ble, and so on. ’Ihere are

so many factors to ju^le,

you’ll be as bald and ulcer-

ridden as a real-life CEO in no time.

Welcome to the big leagues.

THAT'S NOT ALL!

Direct Action Cards represent the

dark side of cor])orate strategy. Players

cam cards ba,sed on their accunuilated

resource pool. The primary purpose of

these cards is to trump your opponenLs

when theyA'c grown too powerful. Ifvour

chief competitor is gaining market share,

you can play a card that announces a

legal suit over cojjyright infringement.s

and w'atch consumer confidence in their

])roducf tumble. Or you can use a card

to lure a key' executive away' from the

competition. Dirty tricks?You bet. Tliis

is war, after all.

In single-player mode, the game is

constantly challenging, thanks lo an

a^essive, fakc-no-prisoners AI. Subtle

and merciless, the AI will relentlessly'

blast you with marketing FUD (fear,

uncertainty; and doubt). /\nd just w'hen

you think you have your computer

opponent on the ro|)es, it w ill aim a cam-

]Taign at your strongest regions. As in real

life, market volatility means the tide can

turn repeatedly throughout a single

game. Multiplayer mode is even more

fun. Up to eight woiilcl-bc tycoons can

compete via L/\N connection or over

the Internet (using Stardocknet).

[.egging on and creating or joining an

online game is a breeze.

THE EXTRAS

Game graphics are clean, yet

e.xlrcmelysimpli.stic (almost .shareware

quality'). Beyond the map’s animated

w'ater and tiie conslantly updated market

data, most game screens are static, with

little or no ambient sound. Unfortu-

nately, this is exactly the kind of game

that needs some niultiinedia window

dressing to liven things up and draw new

players into the action.

Navigating the game’s

numerous pnxluction,

marketing, and research

screens also takes time to

master, but after several

gamc,s, it becomes .sec-

ond nature.

Despite its share of

grammatical and factual

errors, the game’s docu-

mentation is wdl-w'rittcn

and personable. Tlie

designers oi)viou.sly live

and breathe this stuff,

becau.se the manual for

the game continues to

pitcli the product, e\’en

though you’ve already'

purchased it.

In addition to point-

by'-point descriptions of

each game clement, the

manual also includes a

nice w'alktliroiigh, which

takes great strides to accli-

mate newcomers to the

gaming system. Although

the basics of gameplay

arc not terribh' coinj^li-

cated, the learning curve

here is still substantially

steep. In many ways, it’s

almost better ifyou have

no economic back-

ground. Tliat way, you

aren’t attempting lo apfjly' real-world

economics to the games .slightK’ skew ed,

simplified model

In the end, ENn'RKlW.NKHii is much

more fun than a spreadsheet, but it takes

almost as long to fully learn. Patience is

definitely a virtue here, but tenacious

gamers will be rewarded with a fun

inside peck at the sink-or-swim world of

business strategy'. ^

^APPEAL: Real-time strategy fans

with a flair for corporate economics.

^PRO& Outstanding computer AI;

addictive gameplay; effortless multi-

player setup; good sense of humor.

CONS:
Graphics are

bone dry; steep

learning curve;

interface could

use a bit of

tweaking.

STRATEGY/WARGAMES
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Winds of Change
Stormy Combat Game Brings New Energy to Real-Time Strategy

Price: $46.95

Minimum System

Requirements:

Pentium 90, Windows

95, 16MB RAM, 15M8

hard-drive space, 2x

CD-ROM drive. SVGA
VLB or PCI video card

with 1MB RAM, Sound

Biaster-compatibie

sound card, Microsott-

compatibie mouse,

Muitipiayer Support:

Modem {2 players),

LAN, Internet (2-8

players).

Designer: Titanic

Entertainment

Pubiistier: Activision

Los Angeles, CA

(800) 477-3650

www.activision.com

by Tahsin Shamma

A

discussion of the rcccnl

w eallicr forecast ma)' be

fine for .small talk, bill find a

room filled with real-time

gamers and any talk of a

Ni’i STOieM is likely to

bring more than just plain

chitchat. NkiStohm is a

game like no other. It invig-

orates a genre that .some

feel is becoming loo repetitive. Yet il.s

originality risks alienating real-time

gamers who arc just settling into the tra-

ditional WakCiuI'TZ game de.sign.

y\word of advice: Ni’nS't'OieM can

intrigue and enthrall you, if you’re willing

to accept the fact that real-time strategy

games are not all the same, 'ilie onh’

game that I can recall with a similar feel

was Atari’s RambMIT (an arcade game of

castle-building and cannon-firing).

STORM OVER NIMBUS

Nl‘',T'STOltM takes place in the mythi-

cal world of Nimbus, llic world is divid-

ed into three “spheres” of interaction; the

Serenisphere, a liea\^en in which pla\'er.s

match up for Net battles; the Pyro-

splicrc, the island-laden arena in which

[jlaj’crs engage in combat; and the

neuspherc, the lowest realm, from

which the Furies hurl u]5 Storm Ge)'sers

to fuel the battles above. Of lhc.se

spheres, pla}’ers will enter only the first

two; the third, wiierc the h'uries ofWind,

l^nin, and 'Iliunder battle, is an imagi-

narj' realm w'ho.se sole puqjosc is to pro-

vide atmosphere and backstorv’.

Players begin on floating islands in the

Pyrosjjherc and must construct bridges

to launch assaults again.sl others, lliis

may seem like an unnecessary addition

to the gameplay, but it enhances strategic

thinking, as no two bridges may overlap,

lliiis, it is possible to cripple an enemy

just by cutting off his avenues of con-

struction. If enemy bridges surround a

jilaj er, he can’t extend his own bridges to

attack other players.

RESOURCES AND CONSTRUCTION

Players have the ability to harvest the

energy brought up in Stonn Geysers as

Storm Crj'stais. 'Ilie crj'stals provide

Storm Power that is used to constmet

w eapons, buildings, and units, as well as

to cast spells. Players use their Stonn

Pow'er through the single Migh Priest,

an avalarlike unit in gameplay. llie

Migh Priest is the only unit capable of

constructing buildings— including the

ali-imporlanl temple, which allows

p!a)’ers to harness Storm Power and

radiates tlic nccessar)' jiower for build-

ing units, niic fact that only priests can

constnict buildings might .seem as if it

would hinder construction, but there

arc really only two buildings that need

to be built to start any game.

Once players build a temple, the

workshop fulfills the role of the tradition-

arbarracks” site. 'Ilie workshop offers

various unit h’pes, including “generator”

units that allow'
)
ou to extend the range

of >our temple’s Stonn Fbwer.
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COMBAT IN THE CLOUDS

In NL'I'Stoiim, placement is tlic supreme factor

w'hen deciding w'hat to build and ho\\’ to attack an

opponent. In other games, a mobile unit is built and

ordered around. But in this game, every combat unit

is autonomous, ;\ith the exception of transports. If you

place a weapon on the ground, it attacks a target in its

own wa}’, without waiting for instruction. So in effect,

the placement of units determines how successful

they are. Tlic ultimate goal is to capture the oppo-

nents priest and sacrifice him on an altar. Once you

kill him, you will gain the dead priests knowledge and

Stonn Power. In this way, you increase your own

Priests skills.

lor those w'ho are willing to brave the unique

gameplay and keep their minds o]3cn to a new' ver-

sion of real-time gaming, NElSTOItM is quite a

find. But this creative brainstorm still lacks .some

simple elements.

Tlie biggest draw'back is the aiisence of a save-

game feature for tlie

single-player cam-

paign. Tile cam-

paign proceeds in

three jiarts, in addi-

tion to a tutorial tliat

iastnicts players in

placing units and

gatliering Slomi

Power. Tlie early

missions in tlic cam-

paign are fast

enough tJiatyou

don’t notice the lack

GET PAST THIS! This shot shows your buildings

! and the bridge pieces you use to connect to

Storm Geysers.

of a save feature, but the later missions, some ofwhich

last tw'o hours, practically demand it. Combine this

oversight w-ith a lack of difficulty settings, and cam-

paigns become a do-or-tlie feat.

Tiierc arc a few' other unrealistic elements in the

gameplay as well. If a section ofan extended bridge

between land and an attached unit is destroyed, the

rest of the bridge hangs in midair, along w'ith any units

attached to it. Tlie selection of bridge tiles is also too

random for my tastes. In strategy games, you w'ant as

few variables as possible w'iien fending off opponents.

Tlie randomized selection of bridge pieces sometimes

makes you feel as ifyou are

playing TElltls.

/Ml in all, Nl'JfS'fORM is a

good game and deserves high

marks for demonstrating that

all real-time games don’t have

to be alike. Tlie drawbacks—
especially tlx* lack of a save-

game feature —are annoying,

but, on the whole, the game

brings welcome new' energy

to a genre tliat is crowded

with clones,

^APPEAL: Real-time strategy

gamers looking for an original game
design.

^PROS: Innovative combat style that

demands new
levels of strate-

gic thinking.

CONS: No

save-game fea-

ture or difficulty

settings in sin-

gle-player mode.

Mid-Air Vrrtuai Reaiity Controi
Revoiutionary Soiid-State Sensor Technoiogy

Most Precision Controi On The Market

60 TO 1tl44 @ www.compulergaming.com/infolink

etoctroidcs

•'S.
-

iNGRAM
MiCRO

in.VTRIBITI.Mi

FEBRUARY 1998

For more information, visit CyberSluff Carp, at;

www.cyberstuff.comCOW
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REVIEW • CIVIL WAR GENERALS 2

A Pale Shadow
Despite Grant and Sherman, This Battie Is Much Less Than Expected

by Jim Cobb

Price: $49.95 (street)

Minimum System

Requirements: 486/66

(Pentium recommended),

16MB RAM. 52MB hard-

drive space, Windows 3.1

or better, SVGA graphics,

2x CD-ROM (4x recom-

mended); supports Sound

Blaster-compatible sound

cards.

Multiplayer Support:

internet or LAN

(2 players): requires

14.4Kbps modem,

plus ISP or network.

Designer: Impressions

Software

Publisher:

Sierra On-Line, Inc.

Bellevue, WA
(800) 757-7707

www.sierra.com

K

OHi'R'!' E. I.Kl':; CML\V.\R

GI';n1'',iI'\l tried to ride

tluit generai's coattails

through a P/\iV/.KR

Cl'',Nl';iVMrstyle branching

campaign, complete with

simple combat mechan-

ics and an emphasis on

leadership. While it sold

reasonably well, its atten-

tion to detail and graphic polish were

lackluster com[)ared to the award-uin-

ning'ialonSoft BA'l’lLi':GROilNDserie.s.

CMi. War GenI'IULs 2 (CWG2),

despite the addition of Grant and

Shemian, Ls anything but

an improvement.

HOME BEFORE THE

LEAVES TURN

CWG2s strength lies

in its campaigns: 17 of

them (linking 45 different

Ci\’il War engagements)

co\'er e\'ery as|5ect of the

Eastern and Western the-

aters from both Union

and Confederate ]3cr-

spectives. L')epending on

the degree of\ictoryor

defeat, )’on move from

one conflict to the next,

sometimes fighting alter-

natives to the historical battles. As in

RoueR'I' E. Ll^t; you can dismiss inept

leaders and rec(|ni))
)
Our units with the

spoils of war; also, unit and leader quali-

ties improve as they gain experience.

For all their drama, however, the cam-

paigns have some problems. Sometimes

an alternate battle occurs within hours

of ihc first- How can leaders be dis-

missed and units i)c reequipped and

bronghl back to full strength so c]iiickly?

Wbrse, some orders of battle arc of ques-

tionable hi-slorical accuracy, such as the

Iron Brigade being [jresenl at Ihrst Bull

Run. Wdiile some of the regiments were

there, the Iron Brigade, as such, didn't

exist until 1862.

The combal ss'stem, too, has its ups

and downs. Unit capabilities are a func-

tion of organi/ation, health (strength),

and morale.M the unit mos es and

fights, these values drop; adcc|uate rest,

supplies, and digging in improve them.

Regimental and brigade leaders have rat-

ings for health, initiative, organization,

and ability to inspire lorall)'. Dhisionai,

coqjs, and anny comnianders can posi-

tively or negatively modify subordinalc

leadens’ ratings. All in all. CWG2 does a

good fob ofshowing the intangibles of

Civil War combal; and the variety of

weapons s’)stcms— wliile less detailed

NO TRUTH IN ADVERTISING Some campaigns are fun, while oth-

ers are misleading. Shiloh leaves out Forts Heno^ and Donelson.

than those of the BA'm.KGR(>liND

series— arc modeled well enough.

NOT SO SHARP SHOOTERS

Its a real shock, then, that CWG2s
combat mechanics impale themselves

on their own simplicity. 'Iliirty minutes

per turn at 200 yards per hex is a work-

able scale, but not when
)
OU have limit-

ed slacking: Only field artillery units can

stack w'itli other iDiit types, 'llius, leaders

are not on!\- \ ulnerable but aetuall)-

block movement; small numbers of

,sharp,sliootcrs handle like brigades;

diminished regiments can't slielter with

stronger units. Worse, infantry units

don’t have ranged fire, but must be adja-

cent to a target and attempt to close.

'Ilic sequence of“attackcr fire, defender

morale check, defender fire, attacker

morale check, close combat” works fine

for a charge, but at 200 yards, units

should be able to shoot without closing.

'Ilic varict)’ of units in CWG2 is wast-

ed, bccau.se nothing works as it should.

Artillery, for cxiiiuple, cm[)lo\'s ranged

fire. But it can fire only once per him, it

can't support friendly units, and it can’t

both inoN’c and fire in a 3{)-ininute Inrn.

Likewise, the lack of skirmishers is a

problem in ibis scale, and you can’t fake

it b)' using )our sharpshoolcrs in a skir-

mish role, because of the odd

stacking niies.

'Ihc battles themselves are

less conflicts of lines advanc-

ing or standing than they arc

un,supported units that sim-

ply charge ahead, Tlie Alls

propensity for making piece-

meal attacks aggra\ates this

feeling of a brawl, 'nuis, the

combat system makes it

impassible lo win using liis-

toricallj’ aulbcntic tactics.

In passing, its only fair In

mention that CWG2 docs

come with an ca.sy-to-usc sce-

nario maker and a nice GD
histoiy' of the war. It’s a pity

that those elcmciiLs are w-asted on a

completely broken combal system and a

dated game engine.

^APPEAL: Those who want to play

Grant and Sherman, as well as Lee.

fPROS: Branching campaign with

interesting “alternate history” bat-

tles; nice scenario editor.

^COHS: Tactical system bears only

a vague resem-

blance to Civil

War combat;

dated engine;

battles them-

selves aren't

very interesting.
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STAR COMMAND
D E L U iX E

Violence, revolution, senoeioe, ano occasionally.

ALL OUT WAR.

Just another oay in the galaxy.
5o what if It’s not politically corrEct? It's a game. A strategic challEnge that tests your mettle as well as

your mind. See. white youVe blowing away ships from the baddest races in the galaxy, you've got to build

your own killer space armada. If you survive. Star Command Deluxe. Notjust your everyday blood and gore.

Unlimited free an-iine piay!

Metropolis Digits

Available 11/97. Impatient? Dawnlaad the demo

www.metra3d.com
GO TO #168 @ www.computergaming.com/infolink

KIDS TO ADULTS
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AAAA REVIEW • GALAPAGOS: MENDEL'S ESCAPE

Price: $29.95

Minimum System

Requirements; Pentium 90.

Windows 95, 16MB RAM,

10MB hard-drive space,

DirectX 5.0-compatible

video card supporting

640x480 and 256 colors, 2x

CD-ROM, mouse; supports

DirectX 5.0-compatible

sound cards.

Macintosh: Power PC 90,

System 7, 16MB RAM,

10MB hard-drive space,

640x480 and 256-color

graphics, 2x CD-ROM;

mouse.

Multiplayer Support:

None.

Designer: Anark Game
Studios

Pubiisher: Electronic Arts

San Mateo, CA

(800) 245-4525

www.ea.com

Artificial Insanity
Anark’s Evolution in Platform Games Will Drive You Crazy

by Mark Clarkson

E

AIAPACOS is iiiwokitely

maddening- Even after all

the hours I’s’C spent pia)'-

ing the game, I'm hard-

pressed to know’ w’hat to

make of it. 'Hie second

most maddening thing

about GaivM’ACOS is its

star, Mendel. Guiding

Mendel through a level is

like herding a blind cat tlirougb a booby-

Inipped maze with gentle \\ ords of

encouragement— that is. it’s just this .side

of impossible.

1'he gimmick is

this; Mendel has a

mind of his ow'ii.A

nudge from the

mouse may turn

Mendel one direction

or the other, but only

if he is in the mnod.

Now, snost games

have AI of some kind,

but it is typically in

ibcfomi of hard-

coded instruclions.

Mendels smarts, on

the other hand, derive

from a special kind of

adaptive artificial

intelligence called

nonstationary entrop-

ic reduction mapping

(NERM). I le isn’t programmed to do

anything in particular; be learns from bis

environment.

['’.\iicll)’W'hat Mendel is learning is far

from clear, but being repeatedly electro-

cuted or dro|)[}cd into freezing lake.s of

liquid nitrogen by ham-handed players

will certainly make him ner\'OUS. Soon,

he’ll refuse lo go wbere you want him to

go. Mc’ll instead w'ander in hesitant cir-

cles, mew ling plaintively and ignoring

your frantic nudges.

IT'S UP TO YOU

Mendel isn't called upon to solve the

games puzzles by himself— the real

work is up to you. You must manipulate

Mendel’s 3D environment- think

Super Escher World— and lead him lo

safely. To make a patli, you might

extrude platforms from a wall or syn-

chronize flying blocks.

Clicking on some platforms pops

Mendel

upward,

trampo-

line-style,

while click-

ing on

FLY ON A WALL Whether viewed during normal gameplay or

Mendel appears as a sort of technopunk insectoid. You'll have

for iraurself if his Ai is equal to that of a terrestrial ant.

other platforms whisks him from floor

to floor as if iie w’cre on flying

elevators. Midden shortcuts allow you

lo bypa.ss chunks of the puzzle by per-

forming e,spccially intricate sequences

of moves. And there arc always assort-

ed electrifying fields, crushing blocks,

freezing lakes, and fatal falls awaiting

Mendel. Items deadly to Mendel are

often out of sight until the instant they

kill him, which brings us to

GaI-M’ago.s’ most maddening feature;

the damned swooping camera.

'ilie camera follow’s Mendel through

the level, taggiiig along behind for a

w'hiic, Ihen flying past him, or shooting

heavenward for a different angle. Since

you ha\'c no control o\er the camera

(and precious little conliol over Mendel),

you’re pretty much restricted to seeing

only w'hat’s shown to )’ou.

Clicking on a switch may be a simple

task, but getting Mendel into position so

that you can sec the

switch in the first place is

often quite a trick. And

even if that switch is hold-

ing .still in the game world,

your view' is circling.

Hilling hotspots as they

plunge madl)’ across )’Our

screen can be a real chal-

lenge. ’

Iliis is obviously by

design, but it may limit the

appeal of this game, as

many who might be

attracted to Gaiapacos’

puzzles could be put off b)'

this emphasis on

eyc/inouse coordination.

Tliose souls bras’c*

enough to tr)’ it will find

that Gai^vpagos i.s a lovely

and inno\'ati\’c game. It

made good use of m)'

Intense 3D Voodoo Rush
1 c ose up,

scrolling tex-

0 decide
effects.

And w'hile I'll admit that

Gaiapacos frccjiicntly

made inc scream out loud in frustration,

1 also found the game so addictive that 1

couldn’t slop playing it. S

^APPEAL: Fans of fast-action puz-

zle games looking for something

different.

^PROS: Nifty 3D graphics; novel AI;

addictive challenging gameplay.

COHS:
Swooping

better than aver-

age eye/mouse

coordination;

very frustrating

at times.
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piE ONIV QiESS GAAIE TLiAT

& A lJ.S.C,n’“ RAI'JIONG.

Introducing
CAN GIVE la

'USCF Chess isfim to play and will

among the best in the woH^:
Graruititastir Yasser Seiraunift- .-'-'

The only chess prograni officially endorsed the United States

Chess Federation - the largest chess organization in the U.S. >

The only chess program that can award an official U.S.C.E™

rating that can be used to enter an o!!^ial tournament

The only chess program with a user-friendly inierfece,

300,000 move opening book libraryis^d tutori^s

written by Tasc

USCF Chess includes an offer for a discounted membership

in the USCF

Adjustable computer AI speeds, ability levels LAN
and modem play

%
<̂
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-k-k-ki REVIEW • BOGGLE

s HSHw-' Bogglicious
Hasbro Adapts Another Classic for CD-ROM
by Charlotte Panther

Price: S29.95

Minimum System

Requirements: 486/66

(Pentium 75 recom-

mended), Windows

95, 12MB RAM, 11MB
hard-drive space,

SVGA graphics, 2x CD-

ROM; supports Sound

Blaster- or Windows-

compatible

sound card.

Multiplayer Support:

internet, LAN, or

Hotseat (1-4 players).

Publisher; Hasbro

Interactive

Beverly, MA
(508) 921-3700

www.hasbrQ.com

rc you looking for a way to

spice u[3 those monotonous

family gatherings? Need to

inject a little competitive

energy into )^our work-

place? Maybe you just

want an outlet to show off

jtiur superior spelling

skills? \Miatc\'er the reason,

any xTOuld-

bc wordsmith will find

liimself instantly addict-

ed to Hasbro’s adaptation

of the classic \\'ord game,

BOCCLF,,

'Ibe game follows the

same premise as the orig-

inal Bogg/c-^'llicidcais

to find as man\' words as

pos.sible in a limiled

time-period by connect-

ing letters diagonally,

\'crtically, or horizontally

across a grid of letters,

'Ibis time, though, there

are five variations on the

classic theme from which

to choose.

Tlie first one. Classic

Boggle, pla)'5 exactly like the original

game. You can compete against up to

three other playcns, either by hotseat,

IAN, or Internet. The latter two work

rcall)- woll— all of the contestants arc

able to work out their words concur-

rent!)', without \sorrying about which

words the other players are forming- At

the end of the round, the computer

subtracts any duplicate words from

players’ lists and adds up the final score

to declare a winner,

I lotscat shoukihe the perfect way to

play this game—• four crazy people vying

to come up with the best word. 'Ihe fact

that e\cryonc crowds around one com-

puter cerlainK’ acids to the atmosphere,

but there is one major flaw. If you repeat

a word that has already been used, both

you anc/tlic originator of the word lose

points, 1his would be fine in a situation

where you couldn’t see your op[)onents

making their moves, but it makes little

sense in hotseat plav, in which half tire

fun is screaming about what
)
our rival

just did. If one player makes a [jarticular-

ly high-scoring word, there’s nothing

(short of blindfolding everyone) to stop

the next p!a)’cr from reusing the same

word and voiding both players’ points.

GRISLY GRIDLOCK Placing the letters in the intended slot on the grid

proves to be frustrating in Battle Boggle

MIND-BOGGLING

Tlie four alternative versions of the

game include Breakawiy Boggle, w'hicb

consists of a 4x4x4 cube that you can

rotate to help create longer words. As

you use each letter, it dusappears, until

words can no loirger be made (or you

am out of time).

In Your Fiicc Boggle, one of the two

sing!c-pla)'cr-only games, is best

described as the wordsmitb’s Tt-rnus.

Tlie idea is to score as many words as

possible as the elock counts down.

Every 20 to 30 seconds the blocks of

letters creep one step closer tow'ard

)
ou. 'I he game ends when the letters

are so close to you that they're. .

.

well... in your face.

In Space Boggle, you form words by

clicking on individual letters that float

tow'ard you like asteroids. Space Boggle

shouts out for a multiplayer mode. ’Fliis

really would have been great as a fast-

paced click-in round— sort of like YoU

Don’t Kn'OW Jack’s jackAttack—

a

race to form the words before your

opponent can,

Li)-st, and, unfortunately, least, is

Battle Bo^lc. In this two-pla)'er round,

)ou and )our opponent strategically

place individual letters

onto a grid, in an order

that allows for the most

possible words to be cre-

ated. Tlie la)out of the

grid makes it fmstratingly

difficult to drop letters

into their intended

squares, and ifyou do

misjjlace a letter, there is

no undo feature.

Graphically, BoGGU':

is functional, rather than

ins])ired, and lacks the

pizzazz of some of

Hasbro's earlier titles,

such as Scrabble and

I^SK. Despite its foibles,

though, this is still a better

than average game— par-

ticularly when played multi])la)'er. It fea-

tures a customizable dictionar)', offers

plenty of variety w'ithin each game-type,

includes two levels of difficulty, and is

dc\'ilishly addictive. Word-puzzle fans

will not be disappoinled. %

^APPEAL: Wordsmiths who want

to expand (or show off) their

vocabulary.

^PROS: Competitive multiplayer

modes; good variation; customizable

dictionary.

^CONS: Easy to cheat at Classic

Boggle when

playing hotseat;

two of the game-

types lack multi- I ^
player mode; i

interface of

|

frustrating.
I iTil i ^ U
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ADVENTURE/RPG

Price: S49.99

Minimum System

Requirements:

Pentium 75. Windows 95

or DOS 5.0, 16MB RAM,

VGA/SVGA graphics,

105MB hard-drive space.

4x CD-ROM drive. MSCEX
2.2, Microsoft-compatible

mouse: supports most

major sound cards.

Multipiayer Support:

None.

Designer: Westwood

Studios

Pubiisher: Virgin

Interactive

Irvine, CA

(714) 833-8710

www.westwood.com

A BRIDGE TOO DUMB To get to Ruloi Citadel you’ll have to climb platforms and run across a

disappearing bridge. Platforms and bridges—just what people who fly really need.

WILD GOOSE CHASE

And tlrat, unfortunately, is

about the last good thing 1

ii For any

RPG-starved

gamer, this

one is a dis-

appointment

beyond

words. 99

Bad Lands
Scorpia Gets Her Claws on Lands of Lore:

Guardians of Destiny, and She's Not Happy

consult tlie Draracle about ridding liimself

of tile curse. It uiii be a long and difficult

trail before lie is able to do thal.

SOLO MIO

CUARDLWS OF DE.'TnNTis a single-

person, real-time, 5D game. Tlierc is no

part)' of characters, nor does anyone join

Luliicr, even temporarily. It’s strictly a

solo adventure.

In the lower-right comer is a portrait

of Luther, plus icons for )Diir weapon

and current spell, along with a blue bar

for mana and a red one for healib.

Clicking on the portrait brings up the

inventory box, which displa)^ evcrj thing

you’re carrying, as well as which

weapotrs, amior, and miscellaneous

items )Ou have.

At the top right of the inventory

screen are four bans that measure )our

fighting strength and annor protection.

As your abilities iinjirove over time,

these bars become longer. Various

equipped items can affect these slats.

making lliem better or

worse. Clicking on the bars

switches them with the le\cl gain bars,

one for magic and one for combat. All

tliese stats arc visual only— as in the first

Lands of L(JI<1’;, no actual numbers are

used for strength, niana, or hit points.

Combat is a simple procedure.

l.Aitlier faces his foe, and yon click eitiier

the weapon icon (to .swing or shoot mis-

siles) or the magic icon (to cast a spell).

The spells conic in sets of fouq when

].,uthcr learns a spell, he gets the whole

set at once, lb cast a spell beyond the

first, you can hit 2-4 on the iiLiniber

keys, or target the opponent with the

mouse and hold the right mouse button

until the desired spell is reached,

Coiwersatioii in the game is extreme-

ly limifed. Typically, as Luther approacli-

e.s someone wiili something to say, talk-

ing begins automatically, llicre are no

choices to make; cverylhing said by both

parties is entire!)' prerecorded.

GU’\RIT[A.\S has an excellent automap.

As usual, it fills in as you go

along, and you can bring it up

for viewing at anv lime with

the liib ke)'. Some im[iorfant

locations will be noted auto-

matically on tlic map. Others

)
0u can inarkwitb note

“s]iikc.s.”You can click on a

placed s|}ike to reread your

note.s or add to lliem, or both.

You can zoom in \en,’ close on

the map to view a section in

detail, or zoom out to see tlie

general lavout; this Ls a vei>'

handy fcature.

ANDSOFLORE;

GuARD1/V\S of DFiniNA’

is Westwoods long-

delayed sequel to its pop-

ular adventure-RPG of

1994. lt’sthestor)'of

Lutlier.son of Scotia,

whom we dispatched in

the first Lore. Luther

has several problems, hor

OIK, he’s cursed by random transfomia-

tions into otiier fomis. Without warning,

he may become either a beast or a lizard.

Tlie beast fonn is slow; ponderous, and

iwnmagical. It is, however, a ferocioas

fighter of great power, Tiie lizard fonn is

small, weak, aird not a figliting critter. On

tile other hand, it is exiremely fast and can

cast magic spells. Tlie problem is that

Luther has no control over these fomis,

and he can morph into tliem at any lime.

His oflicr problem is that the Gladstone

guards arc after him to pul him back in

prison. As the game begins, Lullier has

just made liis escape and is on Uie run to
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Ambushes. Barrages. Conflagrations.

It Doesn't Get Any Better Than This!

Soldiers at War' is turn-based, squad-level combat with all the heroism and drama of a good World War II

movie! Lead a squad of 8 men through a hair-raising campaign of 15 linked scenarios. Experience D-Day

and the assault on Monte Cassino. Execute commando raids and fight fierce house-to-house battles in

blasted cities like Anzio and Dresden. An extremely flexible mission editor and 15 extra stand-alone

missions, many from the German perspective, make the action virtually endless. Four-player multiplay

via network or the internet

lets you fight it out

with real opponents!

To Order: Visit your retailer

or call 1-800-234-3088

(USA & Canada) with

Visa or MasterCard.

www.ssionline.com

WINDOWS’ 95 CD-ROM

GO TO #240 @ WWW,computergaming.com/infolink



ha\e to say about Ct 'ARDIVNS Ob'

DiiSiiNY. As a game, it is a horror.

Everything that couki be put in to

drag the game out; send you through

repetitious exercises; force
)
ou to am.

jump, and leap excessivelv; and make

\ our life difficult has been included,

for exam|5ic, you base to obtain a

silver leaf from a grave)'arc!. Once

there, you find an o])en building lead-

ing to underground crjpts— the obvi-

ous starting point, since most of the

other structures are locked. So you go

below' and c\'entuall\’ come across a

room with a claw statue and a glass

bead. 'Ilie connection is blatant, and

you charge the bead. 'This opens a

building iip.s1airs, where }ou find more

beads, which you charge to open

more buildings for more beads,

which you charge..,well, you

get the idea.

Except, halfw'ay through, vou

have to go to the Dracoid Ruins

(a sunken city), a place that you

reach bj' jum])ing along a pit in

the jungle. Once tlrerc, you

look around until you find the

second claw and charge a bead

there, because the ones from

the crypts won't do ans'morc.

How are you supposed to know

to do this? Perhaps, after fruit-

less hours in the grave^'ard, it will come

to )ou by osmosis orsomctliing.

Anyway, you charge up the bead,

return (happily, via teleporter) to the

cemetery, and open another mau-

soleum, which controls another bead

that opens into another section of the

underground crypts. In this area, you

find the third claw and charge up

SCORPIA

two more beads to open up the last

two buildings. Inside one structure,

\ ou talk to the ghost of a Dracoid

Priest. That’s if you found the item

you need to do this in the Ruins; oth-

erwise. you have to go back there

again and find it, presuming lhatyou

realize this is necessary,

Tlie priest has a favor to ask of )ou;

He w'ants \'0U to go into the ruins and

bring back his remains .so he can rest in

peace. You do that, but still have found

no silver leaf lastead, the prie,st directs

you to have a chat with the ghost of the

Dracoid Emperor. Among other

things, you will need one bead charged

at each of the three claws to reach him,

'Tire ifinpcror has a rec|ues(, too:

! le wants you to bring his remains

ATTACK OF THE KILLER PIXELS Giant spiders are just one

of the many creatures you’ll face in Guardians of Destiny.

into the ruins, so he can destroy the

city once and for all. And guess what,

you’re pretty' much forced to witness

the big event, after which you have

just moments to e,scapc before you

are drowned. You will likely drown

several times before you figure out the

exact .sec|uences necessary' to escape.

Tliis can't be avoided, as all other exits

are blocked off, and you

can't skip the video.

After all that, y'ou can

hike back to the gravemrd,

have a final chat with the

Emperor, and finally col-

lect the silver leaf And this

is still fairly early in the

game. Having fun yet?

WELL, THE MAP IS GOOD One of GUARDIANS OF

Destiny’s few redeeming features is a great, cus-

tomizable automap.

PLATFORM FOLLIES

Meres another quick

example of the game’s
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GO TO ff283 @ www.computergaming.com/infolink



ADVENTURE/RPG

SCORPIA

inanity. You go to the

citadel of tlie Ruloi

because they liave the

Dreamstone
)
Oi! need to

raise the Ancient City 'lb

reach the stone, you have

to leap up the side of a

structure, from platfonn to

ledge to platfonn, 42

times. 'Hie jumps arc aclii-

alK' eas)', and not espeeiall)'

dangerous, but they all

lia\ e to be done.

At the top, you’ll find our

old friend from Pagvn, the

disa[5|Dearing biidge. Its a

limed nin— and 1 do mean

run— to get across safcl): VVliats stupid

about this is that the Ruloi fl\'. Pco[)lc who

fl)' c\ er)'\vhere in their home need jump-

ing platfomis and vanisiiing bridges the

wa\^ a snake needs wheels,

'Ihe list could go on and on, but 1

don’t ha\'e enough room, and )t)u don’t

have enough time, for the w'hole catalog.

Suffice it to .say that this is what you go

through for much of llie game, only

some of it is worse than the

above example. 'Fhc basic

mlc for .solving puzzles is

this: If the answer isn’t bla-

tantl)' obvious, then try the

stupidc.st, most idiotic,

illogical, or outrageous

thing you can think of— it

will probably work.

one, and looks in on a

bedroom where Luther

and Dawn arc having a

romp under the blankets,

I kid you not, this is the

ending of the game. Not

quite the type of climax

we were expecting. Tlii,s

may be satisfying for

luithcr, l)ut not for aii)’-

one who persevered to

the end.

Oscrall, Land.s of

Loriv Guardi/\j\s of

Destiny is a disaster

from start to finish. It

combines the worst

aspects of I^AC-AN (“Mario the Avatar”)

and ’rHUNniuesCAPi’; (“the game without

end”), along with some of the most non-

sensical “puzzles” since LEGEND OF

K’llVVN'DiA 1. CtiARDlAN.s is not an RPC

nor an adventure nor an action game,

but a patchw ork of all three, and a

threadbare one at that, hbr any RPG-

starsed gamer, this one is a disap[)oint-

ment beyond words.%

If
5
'ou actually pla)’ and gel this far, be

sure to ha\'e some cubes w ith )OU.

Finally, it was over. Belial dropped to

his knees and keeled over dead. My

reaction was (among others), “It’s about

time!” and ! sat back for the ending

sequences. Going b)’ the earlier luMVs, it

was sure to be something spectacular.

'Ihc scene changes to a hallwas’ with

doors, 'Ihe Draracle comes in, opens

ENDGAME, AT LAST

But enough of that, let’s

talk about the Big Event,

the sliovvdovvn with

Belial, which is what this

all leads up to.

It’s very difficult, and

very fnistrating. It took me

mail)' tries to figure out tlic

trick, and how' to work it.

fIhat pool is important!) I

was just glad I’d been luck)'

cnougli to have a supply of

stone cubes with me at the

lime; without those, 1 don’t

know if it would luwe been

possible to soK'c this jiuzzlc.
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Your Source for Ruthless Strategies, Tips, Cheats, and Hacks

Jedi Knight
Eight Levels of Secrets to Help You Grow in The Force

by Thierry Nguyen

raining to be a Jedi can

be hard work. After all,

Luke had to lift bouldcns

and confront his past to

wield that lightsaber.

Fortunately, your training

doesn’t have to be that

grueling- WliileJltDi

Knight doesn’t formally

acknowledge )ou as a

student ofliic Force until Level 1‘bur,

you can start developing your i'brcc

skills at the very beginning of the game.

Innding all the .secrets in every le\el will

earn you a Force star, so )ou can ha\e a

reserve of three Force stars before yon

cam your lightsaber.

This month, we’ll reveal the exact

locations of all the secrets on disc one,

which will earn you 13 Force stars.

1: Double-Cross on

Nar Shaddaa
Secret One: After passing the first fan, you’ll be w'alking down

a hallw'ay where you can sec a Gran on a ledge to \’Our right.

Descend to the ledge, and then jump onto the slanted rani[r next to

the ledge. You'll then find yourself in a passage that will take you to

the top of the fan.

Secret Two: ShortK’ after another fan, you'll find yourself on a

bridge. Swing your head to the right, and you'll see a Gran on a

ledge. Jump down to that ledge.

Secret Three: \Vlien you’re ascending the first 45-dcgree lift,

make a pit .stop on the little alcove to tlie right.

Secret Four: When )0U reach the bridge that thcT’lE Bomber

flies o\'er, turn around and w'alk back to the previous bridge. \Vlien

3: The Return Home to Sulon

Secret One: The secret is right behind

the start location; turn around and shoot

the dark wall.

Secret IWo: On the hill that is on the

left side of the house, there Is another

weak wall buried in the back. Shoot it.

Secret Three: Follow the piank down

where it collapses. When you kill the

Tusken Raider, you should be near a weak

wall. Shoot it.

Secret Four: When you reach the green

area that requires the red key, go to the

cave-in where Kyle utters a comment.

Shoot the wall on the left.

Secret Five: After opening the red door,

make your way to the hall with the

Tuskens and the cubbyhole. Go to the sec-

ond cubbyhole and shoot the dark wall

behind it.

Secret Six: When you dive into the

waterfall, you can go up a ramp back to

where you started. Along this ramp, there

is a hidden alcove; use your field light to
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WATERBOUND LEAP

In Level Foui; jump

across the waterfall

to enter the alcove

on the other side.

Inside is a secret

area In the celling

above you.

GAMER'S EDGE

4: The Jem s

Lightsabep

Secret One: When you’ve reached

the flowing urater, go against the

current until you reach a grate; cut

it open with your lightsaher and

pop into the first secret.

Secret Two: Follow the water and

get onto the piatform suspended

above the watec Advance along the

right path of the platform. You’ll

see a hole in the ceiling, which is

the actual secret To get there,

you’ll need to get a running start

(or use Force Speed) and jump

across the waterfall into the alcove

opposite you.

Secret Three: When going down

the water ducts, you’ll notice a bit

of ground underneath the pipes.

Descend down into this area to find

the third secret area.

Secret Four: After walking

through Secret Three, you’ll auto-

matically pop into Secret Fouc

Secret Five: When you reach toe

water duct outside of the purifica-

tion plant, don’t go in It just yet

Jump onto the edge of a duct, get

rid of toe lUskens, and you should

spot a platform that has a hole in

it Make your way to the hole for

this secret

Secret Six: When you reach the

if 'j ji m pool wito the four

j/j s <1 water eyes, take

< 1 the underwater

18 ti tunnel to toe last

help you see inside.

Secret Seven: Vihen you reach

the acidic/eiectric water, jump into

the first pool and turn around. Go in

the aicove quickiy and jump out.

Secret Eight: When you enter the

mines, him on your field light so

that you can better see the light in

the mines.

START YER ENGINES! In this area, look straight down and

search for the tiny ledge beneath you. Drop down to the

tirst secret area of Level Two.

Secret Two: After opening

the door with the red keycaid,

youli enter a room \\’ith a cou-

ple of boxes and a ramp leading

U]x Wall; up the ram[), but jump

onto the red box. From there,

jump onto the ledge across

from the box.

Secret Three: Wlien navi-

gating the tliree giant forks,

)Ou’ll notice a ledge embedded

in the side of a wall. Thats the

tliird secret.

Secret Four: Wlicn you

reach another cargo room, scale

the set of boxes on the left until

you reach the top, then jiim|) to the ojjposite

stack of boxes.

Secret Five: W^en you reach the room

that lia.s the two elevators witli tlie conveyor

belt lielween them, save, because this area is

secret-rich. For Secret Five, fake the first ele-

vator and make )’our way to tlie window ledge

on the right, wliich should lead to tlie under-

side of the conveyor bell.

Secret Six: Go up the second elevator,

and along the way, jump into the area above

tlie glowing red force field.

Secret Seven: Take the second elevator

again, but this lime, get off at the ledge ju,sl

below' the elevators destination; walking along

the ledge is the seventh .secret.

Secret Eight: Right before you make

it to the rende/\'ous point, follow the ledge

along the left wall. Follow this until you

can jump to the ramp leading up to the

final secret.

you reach the first bridge, turn right, and you

should see four os'erhangs. Cross them.

Secret Five: Wfticn you open the passage

to the room filled with cargo boxes, don’t go

down the ramp just )'et. Stay in the room

above, and look down onto the boxes. You’ll

notice that one slack has a space in it; jump

down to that one stack and w'alk along the tO[)

to the other side. Tliere, a hole to the secret

awaits )x)u.

Secret Six: In tlie cargo room, before

going tlirough tlie door that leads to the shut-

tle hangar, turn around and go around the

cargo boxes on the left. You should see a ram[)

that leads up to a small hall that ends at the

last secret.

2: The Lost Disk

Secret One: After making your way

through the ventilation system, vou'll w'alk

dow'n a hall w'here you can see a ship engine

out the w'inclow. Walk to the window

that gives )’ou a straight view- of the

engine, then look down. Jump to that

tiny little ledge.
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5: Baron’s Hed:

The Fallen City

Secret One: In the center of the pool

In the very beginning of the level is the

tunnel leading down to this secret.

Secret Two: In the first building you

enter in the city, take the stairs to the

room on the left. Use a Oieimal detona-

tor on the cracked wall.

Secret Three: A littie beyond the first

bridge is a building with an awning on

the dooc Behind the counter is another

cracked wall, which you can blow away

with a thermal detonator.

Secret Four: In the courtyard, you’ll

see a board propped up against the

door. Move the board out of the way

and go into the little alcova

Secret Five: When you make your

way to the top of the main building, go

through the window into the ban Make

your way onto the stage, and Uien use

your thermal detonator again on anoth-

er cracked wall.

Secret Six: After traversing the

rooftops to get around the barrier sur-

rounding Jerec’s Tower, you’ll run into

two ramps with a chair on them. On top

of the ramp is a door into the

ri, which is acces-

sible if you per-

fectly time a

Force-Speed

enhanced

jump.

GAMER’S EDGE

7: Yun—The
Dark Youth

Since this is <1 duel,

tliere are no secrets on

this level, Good luck

taking him down.

8: Palace

Escape

Secret One:

When the clc\'alor at

the beginning goes all

the way down, step off

and follow' the left side

of the room. You’ll find

a little passage on the

left for the first secret.

Secret Two:

\Vticn you enter the ventilation shaft, there is a section of cracked floor, between the

Iw'o cnlranccs. Shoot this cracked floor.

Secret Three: In tiie ventilation shaft, before you reach the grate

leading outward, there’s a weak wall on the left side. Shoot it.

Secret Four: Wdicn you reach Ihe first w-ind tunnel, go in it

and allow \oursclf to be blown upw-ard. You should sec a small

cubbyhole, which you can enter with a carefully limed jump.

Secret Five: When you use the wind tunnel to propel

)’oiirsclf across a chasm, creep alongside the ledge near voiir

destination, 'the ledge continues to the other side of the build-

ing. w'here ibere is a grille on a w-all. Cho[) it clow'ii willi your

lightsaber.

if you’ve made it this far, you've escaped Jerec's 'Ibw-er, and

can now pursue 8t88 to the Fuel Station, Next month, we’ll

reveal the secrets in the rest of the lev els, and we’ll school )'oii in

the ways oFlIic Force. You'll need all the help you can get to defeat

Jerec and his disciples, whether you lean to the Light Side or the Dark

Side of Tire Force. Ss

UP. up AND AWAY This I

ramp into liwel Rve's sixth
j

secret area is hard to
j

scale, as it requires a well-
|

timed jump and a bit of 5

Force Speed.
^
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STRATEGY & TIPS

Fallout
A Quest Guide for the Feartess Mutant Killer

by Petra Schlunk

lie good news for gamers is lliat liilerplay's

Failout provides a great role-playing experience,

with choices and solutions to quests that are consis-

tent with how you wish to play. The bad news is

that the wide breadth of options makes it impossi-

ble for one article to cover all solutions for all the

quests. Instead, we’ll look at the major quests and

some others that often stump players. There are

many spoilers; so be careful not to peek unless you

realiv need the help.

the vault and repair the second elevator. On the last level, go to the

southeast comer and discos'er you can’t reach the water chip. Doli!

Junktown
After you help gel rid of Killian’s wnuld-be assassin, j'ou can help

the sheriff get Gizmo, bather plant the bug on Gizmo using the steal

skill or wear the wirelaj) while you agree to kill the sheriff for him.

'flien return to Killian, do bust the Sknilz, the most reliable way (acces-

sible to all characters) is to watch a fight in the Skum Pitt and then talk

to the Skulz and steal an um to join them. After they tell you about

their plans to kill Neal, talk to Lars.

Vault 15

Stop in Shady Sands before going here and get some rope from

Seth, Use the rope to repair an elevator in the s'ault. Find more rope in

:>3nds _

T
o eliminate the radscorpions, have Seth take you to their cave.

Kill the radsporpiqns or dynamite the entrance (look tor a weak-

ened wall), later, you may-rescue Jandtfrom some'rajdersix^

southeast of town by %Mihg for her, fradihStor her, or killing the
'

raiders. If you're nice to Ian, he might ioih you in your quest, giving

you some added, welcome firepower

The Hub
'llicrc arc lots of quests in this little town, and most have obvious

solutions. Definitely talk to Butch at Far Go 'iraders and agree to

investigate the missing caravans. Tlien, speak with Rutger and Beth

and visit Harold and Slappy in Old Ibwn. Go to the deathclaw

cave, kill the deathclaw (this is tough), and get the holodisk from

the dying mutant.

Visit the Water Merchants to learn where to find a water chip;

Necro[Dolis. Wdiile you are here, you can also gain a hundred days for

your w'ater-chip quest.

Necropolis

I lop into the sewers and find the underground ghoul

leader. Go north and leave the sewers to reach the Water

Shed. Reenter the sewers using the manholes on the street

to find the missing part OmiF) of the water pump. To reach

the water pump and the water chip, yonll have to make it

past .some mutants. \bu can fool them, fight them, or get

past them by other means. Fix the water pump by using

the junk on it. Enter the sewers in the same building to

find the water chip.

Vault 13

Give the water chip to the Overseer. You’ll get)'our

second objective; Get rid of the mutants’ source! If you

return to the vault before getting the water chip, calm the

rebellion by talking with Teresa or by using force at her

5:00 meetings. You can catch a water thief b)' hanging out

in the supply room around midnight.
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The Glow
Agree to the Brotherhoods initiate quest.

Take three or four Rad-X pills, several

RadAwaj'S, rope, and a Geiger counter along

to the Glow, Slop just before reaching the

Glow and pop a couple Racl-Xs. Use the rope

on a beam by the crater to enter. Don't daw-

dle; \our Rad-X!s won’t last fores er and you

can die if)ou get too radiated. Search the

bodies on the first level to find a yellow ke}'

and the Brotherhoods holodisk.

DeactK'atc the elevator traps using color-

coded ke)s you find. On Level Six. re|)air the

generator by the computer and turn on the

main power so )ou can go to Level h’ivc.

Save before leas'ing. If you are seriousl)’

radiated, take some Rad/\\s’a)^ before leasing.

If you get sick, take more and keep going.

Brotherhood
'lake tlic disk from the Glow to the

Brotherhood. Perform a quest for 'lalus or fix

I

f you take tiie gunrunners’ death*

claw quest, ydu must kill the moth-

er deathclaw and her eggs; find ttie

entrance to her lair In the norfiieast

comer of the warehouse. To help Miles

fix his farni, find the needed part on a

body on the east side of the deathclaw

area. If you help him, he and Smitty

can do wonders wifii power armor and

plasma rifles.

some armor in the

repair shop to gel

Power Annor. Talk

to General Maxson

and the elders to get

a quest to scout for

a military base.

Military

Base
The Militar)’ Base Ls far north and a bit west

from the Brotherhood. 'Ibcrc arc ,sc\’cral waj-s

to get past the guards outside. Regardless of

)Dur method. }oii need a holochsk from the

guard at the door to enter, 'lb temporarily clis-

mpt the yellow force fields, ii.se explosis'es or

“repair” their emiiier.s. Or. hack into flic com-

)Duter on the ea,st side of the first floor. Use sci-

ence and then a radio on the computer to cre-

ate something that will to^lc the force fields.

On the third level, kill the piison guard or Id

him take wu to his leader. If you go with him.

kill the leader and his friends. Retrieve a

dccrs'ptioa holodisk from the leader and a

strange-looking kej’ from a locker nearbv: On

the fourth floor, gel past the last force field with

cxpiosis cs or b\' using Mr. Handv (after fixing

him), Sa\'e )Our game. Access the computer

and Ir)' to hacktlic security code.s. Set the sdf-

destmet for 300 seconds. Run like hell.

Cathedral

Ifyou haven't recruited any followers, you

can sneak around here wearing a purple

cloak. Unlock the door to the stairs (Ijura

can unlock this if soii’se talked to the

I'bilower’s leader).

Co u|) and kill Morpheus. Get his black

key and puqjlc cloak if you don’t lias’e one

yet. Go downstairs and open the door at the

hack (use the black key or pick the lock). In

the ba,scmeiit, you may find a door you can't

open from this side; wait for someone to

open it. Ifyou want to meet the Ma.ster, first

gel a psychic inillifier from a |)rist)ncr in the

northwest of the second level.

On the third floor you have two choices.

Go cast to meet the Master and then mn out

of the Cathedral and off the grid before if

blow's up; or, go west through some locked

doors to an elev ator leading to a nuclear war-

head. Activate the nuke using science or the

strange key from the military base. 'llicn beat

it out of there.

Once v'ou'vc killed the Master and

destroyed the Military Ba.se, you’ve completed

the game. Sit hack and see how well vou did

saving the world. %

either the Military jl Got Skills

t’s bard to go wrong creating a character, since Fauout allows for many ways to solve problems. However the follow-

ing skills are quite important or useful: small guns (early in the game); energy weapons (for later); lockpick; and, sec-

ondarily, speech, science, and repair. You will find several books for improving science and repair; so there is little

ptete the game, y
i need to tag these skills.

base or me
!

Cathedral. You must - I
finish botii to com- i I
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SEE THE CG IV

Escape from Rupture Farms

Before 1 lead you to t!ic secret areas and captnretl

Miidoknns, you need to kiiovv how to

identify screens in tlie game. \Vlicn

you press the pause key, you’ll see a list of

o])tions. At the bottom of the screen is an

alphanumeric code (for example. R1P02C03).

Breaking this down, we get Rl. which is the area

of the game you’re in, 1^'x is the section you’re in,

and Cxx is the .specific screen. I will u.sc these screen designations to

identify places in the game throughout the rest of this article.

lunding .secret areas is not lusually difficult, although a few arc very

well hidden. Looking behind barrels and under trapdoors is a good

bet. In fact, in the very first screen of the game (R]R15C()1), Ihereis a

secret. Lower Abe behind the barrel to enter it. Here are some basic

instnictions for completing this first secret area.

R1P15C15: jump from the ledge to the lower jsath, then lower

yourself to the screen below.

R1 P1 5C16: Sneak to within one step of the edge of the platform

\ ouVe on. Juni]) and remain in a hanging position until tlie Slig walks

off his platform, then hoist

vounsclf up. Pull the lever to

make the Slig fall into the tra|>-

door and return to the |)re\'ious

screen.

R1P15C15:\Valk under

the left-hand saw. Pull the lever

to turn off the electricity' and

rctuni under the saw again. 'lell

the first Mudokon to follow

you. lb get him to jump off the

ledge, tell him to follow' again

by Rusel DeMaria

aking Abe, the hero ofAttids Oi:)DYSi-:i';

through his escape and return to Rupture

Idinns is no easy task. E\'cry few screens

you’ll encounter a newpuz/le or situation,

some of w'liieh will take as mucli brain as

Iw'itch to soh e. You don’t ha\'C to tackle the

tougher ones, l)ut if you w'anl to get the best

ending in the game, you’ll need to find a lot

of tlic game’s trickiest secret areas and save a

lot of Mudokoas.

wliile standing on the opposite

side of the gap. Pull the right-

hand lever to change the cycle

of the .saw-s and the electrical barriers, and bring the second Mudokon

under the first .saw. Pull the lever again, and then take him under the

second saw and clow'll to the next screen. !'’ollow' the Mudokon dow'ii.

Rl P1 5C16: Chant to free all three Mudokons. 'Hicn return to the

top and climb to the main path again (R1P15C01).

Now' that you’ve completed the first secret area and sa\ ed three

N'lutlokons, you’re well on your way. You’ll also find secret areas in

R1P1 5C03, R1P1 5C04, R1P15C06, and Rl PI 6C03 Ih find

.some areas, vou must open a trapdoor and mn in while it is still open.

'Iliere is one last secret area in tlie first part of the game. To find it,
y
ou

musl make your w'ay onto I he Sligs platform in R1P20C03.

There are .some tricks to completing the secret area in R1P15C04.

^ihe SccLirih-Orb prevents you from chanting, but ifyou just blow it

up you shouldn’t have a jiroblem.

The Stockyards

Let’s move to the next .section of the

game: the Stocky'ards. Want to jrlay the

game perfectly? Don’t miss the hidden

Mudokon in E1P06C01.

You’ll find six .secret areas in the

Abe’s Oddysee
An Abbreviated Mudokon’s Handbook
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Slig goes ;m;iy iigain, jiiinp down jind tiiroiigli

the gate. i\i,ssess the Slig in ElPOZCIOand

lake him down to E1P02C08. Make the Slig

•slioiit "Look out!" in order to cause the

Mudokons to duck, then shoot the Sligs there,

i^cstroy the Slig and climb down to

E1P02C08 and release the two Mudokons.

Walk to the left and chant to open the exit

gate. Jump through and rctimi to the

Stoeksards.

But w'ait! 'Iliere arc two Mudokons still

back there. You'll need to go back, but first

make )our u'ay to El P02C03 and get the

rocks from the saek on the lower path.

I’rom E1 P02C03. climb down to

E1P02C02. chant, and then return to the

secret area.

Make sour wa\’ to the bottom path in

El PQ2C08. Stand about one step to either

side of the mine on the upper path and throw

a rock, holditig the direction key in the oppo-

.site direction from the one you're facing. This

makes the rock go alrno.st straight up. It will

detonate the mine.

Now' you can get each of the remaining

Mudokons and lead them to the bottom path

in E1P02C08. where you can set them free.

'Ihats it. Reiurn to E1P02C07 and use the

exit gate.

'Ihats all the room wc have for Auk’s

Oddyshk. lips, but visit our W'eb site at

www.computerganiing.coni for c\cn

more cool hints, including more secret area

walkthroughs and special control tip.s.

liiisel DcMaria, CG'l Ks online editor-at-

larf^e, is a game designer andstTatcg\ -book

atilhor. He wrote Prima Piib!ishing's/\hes

Oddysee: 'I he Official Strategy Chiidc. %

Stockyards. You’ll find the first l)y

entering a door in E1P0GCQ2.

'Ihe keys to .secret areas in E1P01 C02 and

E1P01C03 are sneaking and hiding in the

shadows.

luEIPOICOS. there’sa secret arca.'lhis

one is pretty hard, so I’ll give \ ou some tips on

how to complete it. Wdicn you chant and

enter the gate, you’ll appear in El P01 C08.

El P01C08: /\s soon as you appear, jump

and remain hanging on the ledge ahead. Wait

until the bottom Slig has started to walk away,

then .sneak behind him to the next screen.

El P01C09; 'I his is tricky. You liavc to

sneak behind the Slig, then, at the last

moment, run and jump across the gap. You

need to take off in your

jump a little early so that

you land in a hanging posi-

tion instead of all tlie w'a)'

across. Remain hanging

until both Sligs have left the

screen. Quiekly jump onto

the upper path and run to

the left. Stop before you

enter Ihe next screen and

start sneaking.

If your timing is really

good,
)
ou can say“l lelio” to one of the

Mudokons and fell him to follow you before

moving to the ne.xl screen.

E1P01C08: Now sneak to the narrow

shadow' area and slop there, h'rom here, its a

matter of getting both Mudokons to follow

you to the shadow and telling them to wait

(when the Slig

is gone), ['iiially,

.set the bomb

w hen the Slig

isn’t looking and

wail for him to

blow up.'lhen

free Ihe Iw'o

Mudokons and

find
)
our way to

safely on the

lower path

without getting

blasted by Ihe

Slig there.

'Ihcrc’s no way to finish this area (|uickly so

you'll have to be patient.

Moving on, you’ll arrive at another tricky

secret area, 'lliis one has two enlrance,s, and

for the best rcsull.s, you’ll w'anl to use both of

them.

E1P02C01: Climb earcfiillv down the

cliff face, a\ oiding the bats. Drop to the

screen below.

E1P02C05: \\1ienyou land, Ihe sleeping

Slig w ill wake up and walk away. |um]) the

gap and follow him to the next .screen.

Run/jump to the high platform and chant

immediately to open the gale. 'Ihen, when the
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Age of Empires
Be the First to Enter the Iron Age and Dominate Your Opponents

by Elliott Chin

GR OR FAiRlRRS is ;i wonderful

game tliat has grabbed us as

few games have. Ailboiigh it

certainly lias its fair share of

problems, there is no denying its

addictive and fun gameplay.

'Ibc game is at its best, (hough,

when you arc w'inning. /\]id

winning really isn't that difficult

if you follow the strategics in

this guide. My strategies definitely aren't the

only approaches to victor)', but the)' \s’ork con-

vincingl)' for me when 1 compete with my fellow editors. 'Ilicre

is a lot to cover, so this month, I’l! ex[)lore liow to get started and

how to advance to each age as quickly as po.ssible. I’l! also pro-

\’idc a few more general tips. Next month. I’ll let you in on more

military strategies— including how, when, and where to fight—

as well as tips on how to protect your Wonder and what to do if

)
our enemy has you on the ropes.

Age Advancement
Once you’ve specified .scenario parameters, it’s lime to start

building an empire. Ia;ts assume you all start in the Stone Age,

'

1 he kc)’ is to acK'ance througii the ages as quickl)- as possiblc.

Stone Age: First, iiave one villager build two houses, send the

other villagers to find wood and food, and start cranking out half a

do7-cn villagers, 'ibu should have a population of 8-10 and Iiave two of

them chopping wood and the rest gathering food. Make sure you

build )'our granar)' next to the berry' bushes, and your storage [)it next

to the trees and stone. It isn’t necessary to build a banacks as )'our first

building. It is unlikely that your opponents will be able to mount an

offensive this early in the game, and you want to devote )'our energies

to adi’ancing as quickly as possible.

If)ou arc pla)ing on an island ma[), build a granary and dock firsl.

Build two fishing boats to supplement )'our work force and start fishing.

Pink Ynup

T
he first thing to do when playing

Age of Empires with others is to

decide the game parameters.

Some gamers like the full tech-tree

option because it allows you the breadth

of the game's research and building

options. However; this option eliminates

all racial bonuses, and really takes

some of the strategy out of the game.

The next major considerations are the

figbls
size and land-to-sea ratio of the map.

These two factors will define your

strategies for the entire game. Choosing

either huge or large maps will allow you

to build in relative peace, far away from

potential enemies, and will offer many

resources. Smaller maps will start you

closer to your enemies, which translates

to more frequent enemy engagements

and less plentiful resources. If you iike

the luxury of building, choose large

maps. If you want to eliminate your

enemies quickly with military forces,

pick a small map.

Island scenarios might seem like a

good starting map for beginners, but

that isn't the case. It's harder to reach

your opponent on an island map, which

might seem iike a benefit for beginners

who want to escape detection. However.
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By building bouts to gatlicr food, voii won’t

to di\’ert food to build villagers.

[fymi concentrate on food, you should

have the neccssarv' stockpile in under 10

minutes to advance to the 'lool Age.

Tool Age: Once in the Tool Age. it's

lime to beef up your infrastructure.

Innnecliately build a market and a stable.

Toil’ll ])robably need to have two villagers

sto|5 foraging and start cho])])ing wood, for

a total of four woodcutters. Once the mar-

ket is finished, have the remaining foragers

build famis. Yon should have 6-9 farms. It’s

important to not build haphazardiv. You

need to constmet an efficient towri that

minimizes the distance a villager has to

walk from a farm to a granar)-. kamiers

deposit their food in a granarj’ or town cen-

ter, so ring either building with fanns,

building them one or two tiles apart from

each otiicr and the depository.

During the 'IboLAgc, _\-ou want to build

tw o to three more iiouses and start crank-

ing out a dozen more villagers to start gath-

ering wood, .stone, and gold. At this time,

food should still be your first priority

among resources, w'ith wood, stone, and

gold following, respectivcK'. Even as )ou

concentrate on your economy, it’s essential

now to build scouts and explore the land.

Not only do _\ou want to gain the most

points for exploration, but you also want to

find out where \ our opponents are and

keep tabs on their progress. Scouts also

iiel]5 alert )'ou when an enem)' apirroaches.

At the same time son are .scouting, on

should be researching walls and towers at

the granary. I wouldn’t recommend spend-

ing food on many troops at this juncture of

the game, so towers make the most sense

for providing protection for your budding

empire. Place towers next to all jour

resource-rich areas to protect your

re,source.s and villagers.

if you are playing with experts, they

will find a way onto your island. In

contrast, it will be hard for you to

mount a sea offense and transport

troops to an expert enemy’s island,

something you may have to do if he

builds a Wonder. My advice is to keep

things simple for beginners and play

with inland maps. Assuming equal

skill among all opponents, though,

inland maps are best for those play-

ers who want to attack eaiiy.

Lastly, know your opponent and

adjust your strategies accordingly. If

you know that your human oppo-

nents like to play defensively and

build huge economies, attack them

early and cripple their empire during

the Bronze or Tool Age. This will sur-

prise and thwart them. If they play

offensively, and attack early, then you

will have to build towers early and

keep a few infantry handy even dur-

ing the Too! Age.

^ Food is vital to advancing through

.1 athe ages, so make it your economic

priority, in the Stone Age, 75 percent of

your villagers ^ould gather food while the

rest gather wood. In subsequent ages,

make sure you have at least six farms

(nine Is optimal).

2
Build scouts or scoutships early, as

soon as you advance to the Tool Age.

You want to explore the map, not only for

points, but also to find out where your

opponents are.

3
: Upgrade your units as soon as possi>

hie, but not at the expense of age

advancement Usually K’s best to upgrade

weapons and armor for only your most

plentiful unit type, saving the rest of the

food for advancement Once you hit the

Bronze Age, you can start to upgrade your

units more frequenUy.

4
Engage your opponents early. Do not

create a big army and attack. -

Instead, create small skirmish forces of

three to four units (preferably swift caval-

ry), and harass enemy camps on a regular

basis. You’ll not only increase your points

by racking up kills, you’ll also gauge your

opponent’s military strength, set him back

a little in production by killing his vil-

lagers, and force him to divert resources

and villagers away from age advancement

to military defensa

5
If you choose not to attack early, at

least maintain adequate defenses so

that you don’t get overrun. Build towers to

protect your vital resource areas, and wall

off your setUmnent. Begin these defensive

maneuvers as eariy as the Tool Aga As

with all things, you need to exercise dis-

cretion so you don’t divert too many fann-

ers to stone mining.

6
. Check the achievement tab frequent-

iy to see the breakdown of your

opponents’ scores and to see where you

need to improve your points. If you find

yourself losing points in economy because
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INTO THE UNKNOWN Knowledge is power, so scout

early to explore the map and find your opponents,

and check the achievements to keep tabs on them.

It might seem difficult to conduct all

these aclions at the same time, hut during

lulls in the game, .such as when you are

waiting for villagers to finish building tow-

ers, you can upgrade j'our vvcajjons at the

.storage pit and \our \ illagcrs at the mar-

ket. Don’t get too upgr:ide-happ\' because

you don't want to drain your food .surplus

too much and delay acK ancement to the

Bronze /\gc. 1 recommend researching

woodworking for better wood-gathering,

tool-working, and an nor for your scouts.

During tire 'Idol ,\gc, voii simpK' want to

amass enough food to advance yel another

age. For bolh age.s, your .slrategs' should .still

be vciw food-oriented, meaning that sou

mast concentrate on stockpiling food for

cs cntiial advancement to the Bronze Age.

Bronze Age: Once you hit the

Bronze Age, you shouldn’t relax your

pace of farming, but vou should balance

your focus.

Duringthe Bronze Age, ifyou haven’t

adjusted your work force, you should

have about 20 villagers, with nine farm-

ing, and the rest split evenly among gath-

ering gold, wood, and stone. You might

want to build a few more villagers and

apply them to goldmining so you can

achance to the Iron Age c[uickly.

Build a minimum of buildings again, .so

you don’t have to dh'ert villagers away

from food and gold gathering to cut

wood. 1 recommend building the

Government Center and either a 'lemplc

or an Academy.

your enemy has the villager high bonus, you

can Just create enough villagers to steal

the bonus away. Or, if your opponent has '

the exploration bonus, you can see Just •: G

how much more of Uie map you need to

explore to take away that bonus as well.

Not only will you increase your points, but

you’ll also gain a stronger work force and

more intelligence, respectively. Checking

the achietmments tab and compensating for -

your point deficiencies will help yoii and ^

hurt the game’s current leader.

7
Take advantage of the user controls.

'

Assuming that you have smart oppo-

nents, speed becomes the deciding factor

in determining who wins file game and who :

loses. Use waypoints and assign numbers

to your troops for better coordination, and

use the hot-keys to Jump to buildings and

create units.

8
Don’t clump ail your buildings togeUi- .

er, and separate buildings by type. It’s

best to have the military buildings on file

outskirts of your town, and build your fanns

' and granary away from the barracks.

Houses should be buried In the back of

your town, away from where enmnies would

approach. Leave at least one- or two-space

paths between buildings so villagers won’t

get caught walking between buildings.

9
When you build structures, assign

additional villagers to the task to

speed up the construction. TWo villagers

will build twice as fost, three will build

three times as fast, and so on.

Three words: Food, food, food.
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During this age, its inijxjrlaiit to begin upgrading more frec|iieiitly,

starting uitii Market upgrades, like gold mining, stone mining, domesti-

cation, plow, wheel, and artisanship. You also wani to upgrade your units

at the Storage Pit in anticipation of cither offensiv e maneuvers or defen-

sive commitments.

During this age, different players will begin to manifest different

strategies. Defensive players will now want to wall off their entire empire

and cniiik out villagers to maximize rc.source gathering for the Iron Age

and eventual Wonder building. Offensive players will sliifl Ihcir focus to

the military and start building troops to harass the enemy.

If you ehoo.se to remain defensive and continue on the economic

route, you will advance quickl)', but yon can bet your enemies w'ill also

be entering the Bronze or Iron Age soon, iMj'.stratcg)’, rather than allow-

ing my enemies to matcli my pace, is lo go on the offensive and harass

them to slow their progress, while beefing u]) my villager production lo

compeasate for the war effort. Ifyou embark on the harassment .strategy,

you obviously won’t adv'ancc as swiftl)' as you would have ifyou

remained isolated. However, the trade-off is worlh it, since you will set

your opponent back

VMiaicver your focus, though, don’t lo,se sight of the Iron Age,

Wliocv'cr advances first to this last age will maintain the advantage.

Iron Age: lunail); you've reached the pinnacle of chiiization. Don’t

let up. If you don’t have 12 houses by now, make sure you build tbem,

Ttien, make sure you have a villager population approaching >0, You can

now relax your food production and app!)- your villagers as needed.

Build the rest of the Bronze and Iron Age buildings, and spread your

villagers evenly among wo<rd, stone, food, and gold, if you want lo build a

Wonder, divert half your farmers and add them evenly to the work forces

gathering wood, .slone, and gold. Once you start building your Wonder,

devoie vour entire work force to the effort. It will significantly speed up

the process.

If
}
ou choose a militar)' route lo victory, delete whalcvci- villagers you

need lo make room for troojrs.

Wdiclhcr you attempt to achieve viclory militarily or economically',

your previous efforts will be the key, ;\lvvay's maintain the strongest infra-

stnichire possible, and v ictorv will follow. %
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Total Annihilation
k Guide to Full Metal Mayhem

by Marlin E. Cirulis

t’s been a long time

since any wargaine—

tiini-basecl orreal-

lime— lias offered the

tactical and strategic

choices that confront

you during an average

game of'!'OT/\l,

ANNliillATlON-'nicre

are dozens of units and

defensive installations from

which to choose, and each of

them has its own strengths and

weaknesses.

I could fill half of this maga-

zine with tactical analysis of the

ground vehicles alone. Instead,

I’ll concentrate on some helpful

initial tricks and tactics, along

with some of the best and worst

building choices available.

While it still takes a lot of prac-

tice to make you a master of

TO'IAI. ANNIilllAnON. the advice

and obsers'ations presented here should give you an advantage, not

only in the single-player campaigns, but also in Net games with

S'our fellow gamers.

Since the CORls and ARM have an abundance of analogous

units with similar, if not identical, firepower, most references here

arc to types of \’ehiclcs (for instance, amphibious tank means both

the ARM Triton and the CORE Crock).

Success Begins at Home
As with most real-time games, its hard to ean'c a victory out of the

chaos ofTaiAl. ANNiHitAllON ifyou don't spend some time and

thought building the ncar-pcrfcct base. Vour initial eoncems should

almrjst alwajs be resources and defense.

Build two r)r three solar plants. follo\sed b\’ mines oti any metal site

wilhin safe reach. WTile the temptation to wander far afield scouting for

The Losers

T
oial Annihilation provides many

excellent units, and by the time

you read this, the kids at Cave-

dog may have whipped up a few new

winners. Not every idea, though,

works out in the game as well as it

does on paper. We’ve taken the

liberty of pointing out some of the

less feasible units in the game, so

you won’t have to waste precious

time and resources finding out the

hard way.

Crawling Bombs: These turkeys

are more dangerous to you than to

your opponent. Dreadfully slow and

easily killed, they haven’t a hope In

Hades of catching an opponent

unawares. There’s a small chance

you could sneak a few under the

cover of a radar jammer when an

opponent is busy fighting on another

front, but the odds are against it.

Amphibious Tanks: This idea

looks great on paper, but once

again, slow and plodding is a
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more nictiil ma\’ be shong, tr\-

ancl avoid it until your defenses

liav’c been built up, as nothing

attraels unwanted enemy atten-

tion like a premature scouting

mission. Since energy' is so vital in

the production of the strongest

units and fortifications, you might

want to coii-sider building an

energy storage bin alongside your

initial solar collectors, in order to

save u]) iis much of that early

energy suqrlus as possible. Once

you have a trickle ofpower and

metal coming in, you can throw

up your first factory. Producing

either Kbots or vehieles is good,

although the Kl)ot factory' wins

out if you expect air patrols fairly

soon or if tire terrain makes

ground vciiicles .slow, easy Uirgets.

Your initial defensive setup

depends on whether you arc

fighting the computer or your

fellow bloodthirsty humans. In

games versus the coioputcr, the

early danger is almost always

from aircraft, so quickly gel that

initial KIjoI factory built and

start pumping out those light

antiaircraft locchs. Don’t both-

er with the slow-turning laser

towers unless you have good reason to believe you will have enemy

ground forces in to lunch— the light laser lowers arc too ineffectual

against fast scout or fighter aircraft to warrant early dcpknincnt. On the

other hand, the greatest danger from human opponents is a quick bum

nish, usually of light Kbols, In this instance, one or two light laser tow-

ers can be a lifesaver, so throw them up as soon as your initial pow er

and metal production is established, in sea games, any static defense

should be close to the shoreline. 'Ibis will serve as a la.st-ditch punch,

should your sea-based defenses go down.

While 1 realize that space in

which to build is at a premium on

most maps, try to avoid the tempta-

tion to place your power production

(or mines on CORE prime maps) in

nice fight bunches, as those make

delightful targets for bombers. ’Ify to

arrange your structures iii a loose

jumble that not onlv allow's for easv

passage of combat units, but also

makes tho.se long bomber runs a.s

non-optiiual a,s possible.

One final constniction tip is to

make sure you have mnlti|)Ie radars

up and ninning (with ovcrlap])ing

field.s). 'Ilie worst thing that can hap-

pen is to be blinded bv a surgical air

strike rigiit before a big enemy nish.

By the time
y
ou put up another tower

it could be all over.

One if by Land
I and warfare in'ro'lAl,

Anmi ii] ation is fast and bloodv, and

victory iLsually goes to he who applies

the mo.st concentrated firepower

while making his owii units difficult

targets. As you play this g;ime, the use

of mobile artillery and screens of

heavy units becomes obvious (the

CORE, Can is the best screening unit

money and metal can buy), but one

lesson you need to Icani early is to seize tbc high ground— and know

what to do with ii once y'ou have it.

/Vs in real life, most battles for high ground, no matter how fierce, are

worth tile price, 'lliis is true wlictlicr you really need tlx: base, or if the

battle is sim[)ly serving to tie down enemy forces while you get to work

someplace else. If you do manage to seize the hill, your first task is to for-

tify it. Ifyou liavc the time to kec]) a close eye on things, send in your

C>)mmander (he is very vulnerable on hilltops, so if he starts to fake fire,

immediately yank him down the safe side of the hill) to put up tire first

recipe for disaster in this game. The

reality is that these units are under-

water sitting ducks for any enemy

with torpedo or depth charge capa-

bility. One sub or torpedo launcher

can destroy a half-dozen amphibi- .

ous tanks as they crawl by. Use

only if you have complete sea supe-

riority and your opponent’s air

defenses are just too strong for you

to obliterate him the easy way.

Aircraft Carriers: These monstrosi-

ties are a floating metal-donation

waiting to be delivered to your oppo-

nent. Since aircraft have unlimited

range, and can patrol open ocean

indefinitely, there is little reason to

provide them with a large, under-

gunned, and vulnerable platform

from which to operate. The aircraft

repair ability is nice, but in contested

airspace, your jets will usually be

blasted to bits the moment they slow

down to land. Build them only if you

really, really need the supplemental :

radar and power abilities, and then

keep them surrounded by subs.



Si; ::iATEC\i' & "IPS: TOTAL AHNIHILATIOH
GAMER’S EDGE

AMBUSH Hiding a gun tower against the

back of a hillside protects it from air attack

and allows you to ambush enemy units.

light laser lowers. As you do this, mnkc sure lo

auclior either .side of the hill with a piece or

two of heavy armor and an arlillerx' piece.

Once voii finish vour inilial fortifications,

bring up a construction Kbot to put u[5 a mis-

sile tower or two and a hca\'\' laser tower to

spit death on approaching bombers and

gnjnnd units. At the same time, you should be

buildinga heavy plasma em|dacemcnt well

behind (he hill to rain down deadly fire on the

other side (w'ithout dipping (iie top of the hill),

'lest this using mobile artillery first.

A wise conunanderw'ili use his transport

aircraft to bring coastmetion \chicles and

artillery up on unas.sai!able mesas. 'Ihc sharp

cliffs mean you won’t be able to fire on irear-

by units, but higli towers make for great long-

range bombardment and dead!)' air defense.

Two if by Sea

T(nALi'\NNIillL\l'l()N w'as careful to make

naval conflict almost as difficult and expen-

.sive as it is in real life. With the exception of

scout shi|)s (you should always have at least a

half-dozen of these on hand for antiaircraft

and iiarassment purposes), the metal and

energy cost of even mediocre naval units

means a haphazard commitment of forces is

fatal unles.s you have an absolutely incredible

infnjstnicture.

'lire submarine is your best friend— and

greatest enemy, build subs in droves until

vou iiavc achieved sea sujreriority, and only

then start to w orry about bombardment

moasters like cruisers and battle.ships. 'lb be

f

SUBMERGED An unprotected capital ship

is lust dog meat to a sub wolf pack.

honest, the l-cs el 2 subs are not (hat much of

an improvement, given their co.st. Wlien in

doubt, .stick to (he initial l.,urker and Snake

units. Ifyou have long-range radar, missile

ships come to the forefront as an e.xecl!cnt

long-range bombardment [dalform. just

make sure to guard them w ell behind a sub

screen and a couple of patrolling fighters.

Wdiile cominiler opponents may shrug off an

occasional missile

fall, human oppo-

nents (end to get

annoyed and look

to sink the offend-

er immediately

with snbs and

bombers.

Don’t neglect

\ otir sonar buoys,

'nieyarc cnicial in

screening enemy

.subs before they

get close enough

to your capital

shi))s and coir-

stnietion yards to

do damage. *5;

^ HAMMER TIME If you can handle control of multiple air-strike forces

I and coordinate a simultaneous attack
,
you can claim a swift victory.

ccw

And Just Panic

if ky Air

I

n this game, a well-coordinated air

strike, especially early on, can win

the war all by itself. While most

opponents will be wise enough to set up

fierce defenses consisting of missile/

laser towers, AA Bots, missile tanks, and

fighter CAP (especially CORE players,

whose fighters have the edge in maneu-

verability). if you have the time, you can

construct an airborne hammer and anvil

that can crush even the best base.

You prepare the hammer by first build-

ing your sacrificial distraction flight of

recon aircraft, Fly your bombers out in

groups of two or three to safe spots

away from the enemy base, far enough

away from each other to create several

attack vectors when they come in. Send

up your fighters to orbit just outside

enemy AA range to try to draw off

enemy CAP before the attack. The tricky

part is keeping all of these groups on

separate Ctrl keys, so you can take con-

trol and redirect them quickly. This will

be the anvil.

The hammer is composed of four to

six gunships, all waiting on the deck for

the attack to begin. When your initial

bomber rush—with fighter cover and

decoy screen of recon planes—begins its

first pass, take control of your gunships

and hit the enemy base hard and fast.

Hose down every defense tower in sight,

one after another, with the gunships'

incredible firepower. With a lot of skill

and a bit of luck, you can ravage the

enemy base defenses before your

bombers come back for a second pass.

Once the big guns are down, use your

remaining gunships to destroy anything

under construction before moving onto

the construction facilities themselves.

Even if your big air strike is eventually

destroyed, the damage it does will leave

things wide open for your ground

units—which are now rushing forward,

because you are a tactical genius.

FEBRUARY 1998
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Achtung Spitfire

An aircraft’s abitih’ to turn is closely related

to its airspeed; My too fast or too slow, and

turn rate suffers. Unfortunately, tiie "snap

turn’’ statistics .shown in theActritiNC

Sl’lTI'IW': aircraft database give no indication

can pull 6gs, and the second is the ininiimun speed for 8g’s. “Max” means comer speed is higher

than the plane's maximum level-speed at the gi\en altitude.

It is usually wise to stay near comer sjDccd in a turning fight, but be aw'are that not one of these

planes is powerful enough to maintain a maximum rate turn in level flight without decelerating.

Unless \our plane is blessed with a high thmst-lo-weight ratio coupled with a low “sustained turn

drag" rating, .save that high-g potential for when you really need it.— Robin Kim

^ Even the early-model Spitfires could turn on

I an aerial dime.

of this relationship between speed and turn

perfonnancc.

Knowing a planes comer speed, the speed

at which its turn rale is maximized, is much

more useful in a dogfight. 'Ihe following table

lists tire comer speeds for all fighters included

in the game. Wliere two numbers arc shown,

the first is the lowest speed at which Ihe plane

Optimal Cornering Speeds for Various Planes

Airplane

Model

Corner Speed

@ s,oo6 ft.

(mph)

Corner Speed

@ 15,000 ft.

(rophl

Corner Speed
@ 25,000 ft.

{mph)

Soitfire t. II. or V

Spitfire IX 200 250 300/350

Tvohoon 300/350 350/Max Max

Hurricane i 200/250 250 300/Max

200 250 Max

Hurricane II C 250 M^ Max

250 300/Max Max

Whirlwind 250 300/Max Max

Gladiator 150/200 200 200/Max I
Fw190 Max Max Max

Bf 109F 250 300/350 Max

Bf 110 250 300/Max Max

MRt.'tP ?.5n 3UU/Max Max

D.520 200 250 300/Max

Hawk 75 200/250 250 Max |
MS 406 200/250 250 Max

Civil War Generals

O
ddly enough for a Civil War game, movement and stacking rules

force most movement to be in column. The game's lack of skir-

mishers makes a column formation even more vulnerable than usuai.

When your forces are defending, you can capitalize on this weakness

by forcing enemy columns and artillery batteries to deploy earlier than

they would like. Here, a single Confederate regiment has caused most

of the Union attack column at Blackburn’s Ford to deploy several hun-

dred yards away from the crucial edge of a rise.

Artillery can’t change formation and move on the same turn, so this

Confederate unit can move quickly to safety. Meanwhile, the main Rebel

body has time to prepare a warm reception for the Yanks, once the

enemy troops finally move up to the rise.

CGW FEBRUARY 1998



Simulalions/Space

OFFENSIVE TIPS

1 . Greed kills. VViilch

for opponents going for

power-ups in short halls

with one way in and no

comers to hide behind,

\\dien an encmj'gocs for

the power-up, seal him in

wth a single bomb.

2 . Wlien an opponent

stoj)S to wait for a bomb

to go off. he may be vulnerable. Gauge liow

much time remains before the Iromb explodes,

and act as though you arc trj’ing to get out of

the bomb's path by turning toward your oppo-

nent (who has stopped moving). '^Hien surround

him with bombs before he realizes that you are

attacking and not hiding.

3 . Got lots of flame enhancements? Players

on one side of the screen may not [ray any mind

to bomlw dropped on the other side, and may

risk moving in the bombs’ path. Works great

with the orange flame power-up,

4. Jell)' bombs make cver)'onc nen’ous. No

one know's exactl)' when, or, more importantly,

where the\- are going to blow.

5 . The timer is the best [>ower-up in the

game. Not just because
)
ou can set it offwhen

people walk past it, but also because you can

use it to set off other players' bombs before they

are safely out of the way. Note this example:

'Iw'O pla)'ers are at a standoffand repeatedly run

up to each other, drop a bomb, and then

hide around a comer. If one has a

timer, he can set his bomb off the

second he is out of the way, set-

ting the other players bomb

off early. Wlien used with

tile kick, this works even

better. Finally, when

used witli tlie boxing

glove or the blue hand, the

timer can set off a

bomb where cv'cry-

one least expects it

DEFENSIVE TIPS

1 . Even ifs'ou are in a direct line from a

bomb and ha\'e no wa)' out, still run as far away

as possible; )'0U never know exactly' how far the

bomb’s reach w'iil be.

2 . Wlicn you’re sealed in by multiple bombs

on tw'o or more sides, move next to the one

dropped last. If the bombs aren’t connected—

and you hide from tiie blast of the first one

—

you may be able to get out of the way of the

second by escaping down the path previously

blocked liy the first.

3 . See a pow'er-u]) you w’ant? If it is in an easi-

ly sealed area, put a bomb in a place (hat w'iil

block off the area from other players, but won’t

seal you in at the same time. 'Ilicn pick up the

power-up and wait for your own bomb to go off

h. Plenty of obstacles between you and the

nearest opponent? Sometimes you’re better off

blowing away your side of the screen (looking

for pow'cr-ups) than charging straight for the

nearest enemy.

5 . Just start-

ing out? Always

look for the

spot where your

bombs can hit llie

most blocks.

Linking bombs (so

the flames from one bomb set

off another bomb) also helps clear

away large areas quickly— this is

ve/}'dangerous with four or

more bombs.

iF-16

A target for a laser-guided weapon can

be selected either directly, with LANTIRN, or

indirectly by using the F-16's ground radar

modes. Because it presents more information,

radar is invariably faster and easier to use.

The biggest problem with using radar is that

if the target moves off the radar scope, the

weapon, which requires target illumination all

the vray till Impact, will lose lock. The best

solution is to first designate the desired target

on radar, then bring up the LANTIRN FLIR

MFD mode and deactivate your radar. With

radar on standby, LANTIRN’s laser designator

will remain trained on the correct target—even

after you have overflown it.

Cluster bombs are excellent weapons for

dealing with groups of ground vehicles, but

only when used correctly. Your goal should

be to generate a broad pattern of bomblets

that is dense enough to kill almost every-

thing within the target area. First, don’t fly

too fast (350-400 knots is about right) or

the pattern will be too long, producing many

gaps in the coverage. Second, don't trust

the bombing system-it will almost always

tell you to drop too early, resulting in the

bomblet storm either barely reaching or even

falling short of the aim point. Practice until

you learn how much lead-time is necessary.

Gun kills in iF-16 are surprisingly easy

once you learn to trust the EEGS funnel. Put

a fighter-sized target near the small end in a

stable turn for just a second, then hold

down the trigger as you pull the bandit

through the bottom of the funnel—BOOM! It

works every time, even well outside the

gun’s nominal range limit.—Denny Atkin

ATOMte

Bomberivian
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'FLYING NIGHTMARES 2’ oilers a unique combination

of cutting-edge fliglit simulation and reai-time strategy.

Fuliy adjustable difficulty levels, control options, and

grapples preferences allow nearly any player to enjoy

FN2's challenge. Virtual cockpits increase the realism

and your situational awareness.

Eidos (Simulation)

Release Date; 1/98 PC CD $42

‘1943:EUR0PEAN AIR WAR' Pilot 20 authentically

modeled lighter planes from the American, British and

German torces. Play In single mission, career or

multiplayer modes, Includes virtual cockpits, flight

film, radio communication and great sound and

visual etfecis.

Microprose (Simulation)

Reiease Date; 5/98 PC CD $45

'QUAKE II’ Quake was just foreplay. Now comes Quake

II. Includes larger, mission based levels, superior artifi-

cial intelligence, and wicked multiplayer capabilities.

Experience smoother 16 bit graphics and real-time

Activision (Action)

Reiease Date: 12/97 PC CD $43

‘TOMB RAIDER 2' Lara's back, and better than ever,

with new moves, a new underwater environment and a

whole new arsenal, Explore huge, exotic platform-

based 3D environments around the v/ortd, solve

puzzles and kill baddies.

Eidos (Aclion)

Release DateiNOW
PC CD

to use object-oriented level-editor to design your

own levels.

GT Interactive (Action)

Reiease Dale: 4/98 PC CD $45

'BLADE RUNNER' Armed with your Investigative skills

and the tools of the Blade Runner trade, you'll be

immersed In a v/orld that lives and breathes around you

with breakthrough lighting and visual effects, Interact

with over 70 motion captured characters, all with Al

and their own agendas.

Virgin (Adventure)

Release Date: NOW PC CD $53

•CH GAMESTICK 14’ The comfortable base is equipped

with 14 functions, a slide throttle, trim controls, two

directional pads and patented gimbai. Designed for

CH Products (Hardware)

Release Dale: NOW PC $60

‘CRYSTAL FANTASY’ Venture Ihrough tfie cave of lust and

find the secret crystal. Interact with the sexiest young jew-

els of the MacDaddy harem. Take snapshots of the girls

and play with Ihem in your own private portfolio.

MacDaddy (Adult)

Release DateiNOW PC CD $29

‘ROMSOFT 3 PACK’ Captured Elegance,

Penetration, and She's So Sleazy are

what you'll get in this sexy 3 pack!

Romsoft (Adult)

Release DateiNOW PC 3-CD $19

’Specials- Limited Time Only- Offer Good from 1/1/98 through 2/18/98

‘FIGHTER SQUADRDNiSCREAMIN' DEMONS OVER

EUROPE’ Each of the nine planes flies just like ils

real-v/orld counterpart, and contains 30 unique

scenarios. Planes lake damage on a per-polygon basis,

which realistically and adversely affects handling

.

Activision (Simulation)

Reiease Date: 1/98 PC CD $52

‘RED BARON II' You will become immersed in World War

i and the career of the brave young men who piloted the

flying machines in the dangerous dawn of aviation. Engage

in deadly dog fights, strafe an enemy aerodrome as you

line up your nemesis in your sights.

Sierra (Simulation)

Release Date: 12/97 PC CD $4'7

COMPUTER GAMES: SIMULATION

AH-640 Longbow 2

ATFSe

Aces: X-figtilers

AirCmtjl Kvy Fits 97

Air Warrior 3

Armoreb Fist 2

Btnoul Chmp

Comanctie 3

Deep Six

EF 2000 V 2

EanhsiegeS

F-15

F-IBAg

F-22ADF

F-22 Lightning 2

F-22 Raptor

F/Aiakotea

F16 Fightng Falcon

FA18Hornel3

TIILE RIIUSC Pi

Falcon 4.0 04/96 S

Falcon Gold NOW S

Fghtng FIcn Bek Bgdt) NOW S

FigtilErDijel2 04/98 S

Fiigni unlimited 2 12/97 ;

Flying Corps Gold NOW I

Flying Saucer 02/98 !

Flying Tigers 09/98 !

Formiiia 1 CE NOW !

Hardwar NOW !

Hamer 2020 01/98 !

Heavy Gear NOW 1

InlersIalB 77 02/98 !

J Fghtr Lghtning SItk NOW 1

Jet Fighter Fll Burn 12/97 !

Jet Fighter Platinum NOW 1

Joint Strike Fighter 01/98 1

Ml Tank Platoon 2 03/98 !

MIA2 Abrams 3D 02/98 1

MS Fiighl Sim 98 NOW I

MW Mercenaries 3Dlx NOW i

Mech 2 Battiepack NOW :

MechWartior 3 06/98 !

Mig Ailey 03/98 1

Molo Racer GP NOW t

Nascar Racing 2 NOW I

Nascrficing2Mngr 04/96 !

NascrRcng 2 Busch NOW 1

Need tor Speed 2 SE NOW 1

Outlaw Racers 03/96 1

Phantom Ace 04/96 1

Privateer 2 SE NOW :

Racing Days NOW 1

Red Baron 2 W95 12/97 1

Redllne 12/97 i

Road to Indy 500 12/97 I

SODA Oir-Road Rcing NOW :

SU-27 Fianker 2 04/98 I

SU-27Finkr2Add-On03/98 I

SabrAce NOW i

Screamer 2 NOW t

Sermn Demns Europe12/97 :

Sierra Pro Pilot NOW :

Siient Hunter CE NOW ;

Spearhead NOW S4!

Spearhead Exp Pack 12/97 $2!

Steailh Reaper 2020 12/97 $3!

$4(

Team Apache 03/98 S4'

Test Drive 4 NOW S4t

Test Drive: Oft Road NOW SI!

Thunder Truck Raily NOW S4!

Thundersitike NOW S3:

Touring Car 01/98 S4:

Trpphy Bass 2 NOW S3!

Trophy Bass 2 Exp. PkNOW SI!

Trophy Bass Rivers NOW $4!

Wing Commander 4 NOW S2i

Wing Commander 5 12/97 S4(

Wings ol Destiny 02/98 S4l

X-CarExprmnli Ren NOW S4l

X-Wing Vs. Tie Cmp 1 NOW S3:

X-WngVTieFghler NOW S5t

iF-22 Raptor NOW S3!

iPanzef44 02/98 S4'

COMPUTER GAMES: HARDWARE
ATI Expression 2M6 N(

ATI Xpert at Play 4MB N(

Ailc ACS55 Spker Sys N(

ecACSPv

BOCA 56K F/M Int

CH F16 Combatstick

CH F15 Fighterslick

CH Force FX

CH Game Card 3 Auto I

CH PC Gamepad

NOW S100

NOW $95

NOW $26

NOW SI9

CH Pro Pedals NOW S80

CH Racing Wheel NOW S49

CHRaengWhIW/PedNOW S85

CH Virtual Pilot Pro NOW S75

Creative Encore DVD NOW S339

Diamond 3D 2000 NOW S99

Diamond Monster 3D NOW S189

Diamond Steaith 2 NOW $99

Diamond Viper 330 NOW $189

InlIntnseSDRusn NOW SI99

Joyswitch NOW S42

LabtecLCS 2612 Spk NOW S112

Ltech Cyberman 2 NOW $99

Liech WingMn Wrrior NOW S85

MS Sidewinder Pro NOW S44

MS Sidewinder FFProNOW S149

MS Sdewndr Prec PtoNOW S66

MS Sidwinder Pro PadNOW S39

Nintendo PC 30 JyslckNOW S54

Sound Biasler 64 GId NOW $189

Sound Biaster 64 Val NOW $14

Space Orb 360 NOW S7

Stealth 64 2 MB V NOW S19

Stealth 64.2 MBD NOW SIO

TM Driving Control T2NOW SI1

TMF16TQS NOW $10

TMf22Pro NOW SI3

TM Nascar Racng WhINOW S12

TM Rage 3D Pad NOW S4

US Robotics 33.6 mt NOW Sl3

COMPUTER GAMES: ACTION
Bditlezone 03/98 $48

Bugriders 12/97 $40

Carmageddon NOW $36

Carmageddon Spit Pk NOW $16

Chasm NOW $28

D-Day 99 12/97 S38

Daikatana 03/98 $49

DaikForcesJediMsn01/98 S32

Dark Frees Jedi Knghl NOW S50

Dark Vengeance 03/98 S45

$45Dead Unity

Death Trap Dungeon 01/96 $43

Defiance NOW $39

Doom 2 NOW S25

Dreams to Reality NOW S40

Ouke3D PlutniumPk NOW SI9

Duke Nukem Forever 06/96 S43

Duke Nukm 30 Atom NOW $34

Half Life 03/98 S48

S4

$4

Quake:X-MenlorOkel2/97 S22

Redneck Rampage NOW $36

Redneck Wanna Be NOW $16

' $47

Star TrkFrst Comet 05/98 S4

Take No Prisoners NOW $4

Terra Victus 02/98 $4

Tomb Raider NOW S3

Turok Dinosaur Huntr NOW S4

Turok Dinosr Huntr 2 12/97 S4

WreckinCrew 12/97 S4

XS NOW S4

COMPUTER GAMES: SPORTS
3D Ultra Mini Goll NOW S42

AMF Pro Bowl 30 NOW S25

Baseball Mogul 12/97 $44

Bass Mslrs CIssic Pra04/9e S42

British Open Goll NOW $24

Brunsvricks Bowling 01/98 S39

FIFA Road WrIdCp 98 NOW S46

FPS Baseball 98 NOW S28

FPS Football 98 NOW $29

FPS Skiing NOW $47

Gone Fishi:

Hardball 6

Legends ol

RVISNOW $40

NOW $19

01/98 $46

I NOW S39

NOW S33

inks LSCngCtryClb NOW $19

inks LS Davis Love NOW $25

inks LS Oakind Hlls NOW S19

inksLSValderrama NOW S19

inks LS Valhalla NOW S19

MS Baseball 30 NOW $45

Madden FB 98 NOW $45

Mleague Baseball 6 NOW $34

NBA Action 98 NOW $42

NBA Live 98 NOW S45

NCAA Football 96 NOW $45

NHL Breakaway 98 NOW $42

NHL Hockey 98 NOW $45

NHL Power Play 98 NOW $34

NOW i

PGA Tour Pro 3-D NOW S5

Pro Goll 12fl7 $4

Ten Pm Alley W95 NOW $4

Tony LaRussa 4 NOW $3

Triple Play 97 NOW $4

Triple Play 98 NOW $4

Trophy Bass Deluxe 12/97 $4

Vfi Baseball 97 NOW S4

Worldwide Soccer 98 NOW S3

WriaCupGoKDrBch NOW Si

COMPUTER GAMES: ADVENTURE
7inGuest2 NOW S29

Abe's Odysee NOW S44

Aden Quest 01/98 $43

Alien Earth 03/98 $45

Alien Intelligence 02/98 $45

Curse of Monkey Isle NOW S39

OarkCameiol 03/93 S48

Grim Fandango 06/98 S48

Journeyman Projcl 3 01/98 $48

lB:Ma5koi Eternity 05/98 $48

Ust Express NOW $32

Lersure Suil Larry 7 NOW $46

Lost Mnd Dr Brain 2 12/97 $42

MTG:Duels PineswIkrsNQW $46

Metal Works 12/97 S38

Myst NOW $23

Myst 2 NOW $46

Neverhood NOW S50

01 light & Darkness 02/93 S45

Overseer 12/97 S43

PlanetlallW95 01/98 S44

Redguard 02/98 $54

Respect Inc 03/98 $45

Return to krondor 02/98 $45

Riana Rouge 01/98 $39

Secret of Black Onyx 01/98 $46

Siege ol Slormhaven 10/98 $48

Space Bar NOW $31

Space Quest 3000 01/98 $45

Slar Trek Voyager NOW $48

Star TrkStr Fit Acad NOW S4

Starship Titanic 02/98 $4

SlrTrkScrtVicnFry 12/97 $4

Temuiin NOW $4

Tone Rebellion NOW $4

Trial 01/98 $4

Twinsen's Odyssey NOW $4

Ubik 02/98 $4

Zork: Grnd Inquisitor NOW $4

2ork:Nemesis NOW $2

Age ol Empire NOW SIB

Agents ol Justice NOW S16

AirWarrior2 NOW S16

BattleTecIi Elementals NOW S16

BestSlrlegy&WrGmNOW S19

Betrayal in Antara NOW S16

Civilization 2 NOW S16

Curse ol Monkey Isle NOW S16

DarkForces2 NOW S16

Dark Reign HOW S16

Diablo

Earinsiege 3

Falloul

Heavy Gear

MecnwaitiorS 03/98 S16

MightSMagice NOW S16

r/ight & Magic Comp NOW S16

Imperialism

Land Lora 2

Lords of Magic

NOW S16

NOW S16

NOW S16

NOW S16

Pax Imperia 2

Rebellion

Red Beron 2

NOW S16

11/97 S16

NOW $15

NOW $16

NOW S16

Mech2 Mercenaries NOW !

NOW $16 Return lo krondor 02/98 $16

NOW $16

Star Trek Star Fit AcadNOW Si

Slarcrall NOW 51

Steel Panthers 3 11/97 $1

Tomb Raider 2 11/97 SI

Twinsen's Odyssey NOW S1

Ullima Online NOW SI

Unreal NOW SI

Warlords 3 NOW S'

X-COM: Apocalypse NOW SI

Zork: Grand Inquisitr NOW $l

COMPUTER GAMES: ADULT
All Night Long NOW S16

Bangkok Nighls NOW S19

Busly Babes 4 NOW $39

Cabin Fever NOW S34

Crystal Fanlasy NOW S29

CyberXperience NOW S29

Deep Thrt Girls 5 NOW S26

Diva X NJ NOW S39

Domin-A-Trix 2 NOW $24

Dream Machine 2 NOW $49

DukeScrew'em NOW $46

ElileM0dCls4 NOW $19

Eros 3 NOW $24

Face Jam NOW $27

Fanlascenes 3 NOW $39

Girlfriend Donna NOW S49

Latex

DivaX NOW I

NOW I in Interactive NOW $46

Nighiv/atch int 3

Outpost 69

Penetration

Private tnvesligatr

Romsoft Six Pk 2

Ropes & Chains

Samurai Pervert 2

NOW S22

NOW $44

NOW $24

NOW S46

NOW $40

NOW $16

NOW $49

NOW S36

NOW $19

NOW $49

Sex With Asia NOW S'

ShockrThe Game NOW $/

Space Sirens 2 NOW S3

Tabloid Beauties NOW $1

Tokyo Nightlife NOW Si

Ultra Vixen NOW Si

Venus 5 NOW SI

Vir!ualSBx2 NOW S:

Virtual Victor NOW S-

You Dn'l Knw Dick NOW $

C6IVZ55P1



Open 24
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Order www.cdmag.coiTi/cliips.html

orcall1-800-6gg-4263

COMPUTER GAMES: STRATEGY

Lo((lsRealm2 NOW S31

Lords Realm 2 E«p PkNOW S25

Lords ol Magic 12;97 S47

MGattirngBattlemageNOW $36

MftX NOW $19

MAX 2 03/99 $49

Magic Spells of Anct NOW $29

Uagic:lhe Gattiering NOW $16

Mass Desiructioii NOW $39

Master ol Magic NOW $25

Master of Orion NOW $19

Master of Orion 2 NOW $25

Mechcommander 05/98 $48

Mission Netus Prime 12/97 $48

Missn FrctCybrsIrm 204/98 $42

Navy Strike NOW $34

Netstorm NOW $40

New Order

Ouloosl2

Pan Imperia 2

Poliiika

Ragged Earth

Reach lorSiars

Rebellion

Return Fire

04/93 $49

NOW $37

NOW $39

04/98 $42

NOW $43

01/98 $34

02/98 $48

01/98 $52

SWAT 2

Semper FI

Sentient

Upiislng

WaiBieeds

WarGames

Wars poll

Watciatt2

W3iCi3ll2 70Levels

Warciall2Add On

Warlords 2 Ol*

Warlords 3

Warwind 2

' $41

NOW !

NOW $38

NOW $47

03/98 $46

Worms 2

X-Com Apocalypse

X-Com Terr Irm Dee[

COMPUTER GAMES: WAR
Battlegrnd Waterloo NOW $29

CIvtl War Generals NOW $49

Close Combat 2

Liige NOW $29

oil Run NOW $42

ettysbtg NOW $32

lidEast OS/99 $42

hiloh NOW $30

NOW $46

NOW $38

NOW $42

NOW $39

NOW $42

GrlBttls ol Hanmbal

Man ol Wat

Napoleon

Over Ihe Reich

Great Banles Caesar OS.'BS $46

Great Battls Alexndr NOW $40

Great Btlies N

Paclllc General

Panrer Commander

Panzer General 2

Panzeibiita

Prelude to Waterloo

R E Lee CW General

HOW $47

NOW $37

NOW $42

NOW $32

NOW $35

06/98 $45

NOW $42

03/99 $42

NOW $45

NOW 1

BOARD GAMES
NOW $10

NOW $15

NOW $29

NOW $38

NOW $42

NOW $35

NOW $21

NOW $21

NOW $29

NOW $42

NOW $25

NOW $42

NOW $39

NOW $25

Field Command

Grand Prix

Great War

:

Hannibal

Hobbit Adventure

Wild

NOW $30

NOW $22

NOW $19

NOW $32

NOW $32

NOW $27

NOW $29

NOW $38

Pam Doctor

Panzer Leader

Quebec 1759

Rebel & Redcoat I

Regatta

Republic ol Rome

Richtolen's War

Rise ol Lultwalfe

NOW $25

NOW $23

NOW $22

NOW $25

NOW $19

NOW I

Kmgtilm are Chess

Kriegl

Llonneait

Lunch Money

Necromunda

Paclllc War

NOW $32

NOW $35

NOW $16

NOW $65

NOW $37

10 Rally

Sam Grant

Samurai Swords

Scrabble OI<

SctllerCalan Exp

NOW $19

NOW $19

NOW $27

NOW $33

NOW $39

NOW $35

NOW $39

NOW $28

Settlers olCalan

Sherlock Holmes

Space Chess 30

Space Hulk

Star Fleet Battles

Starship Troopers

Texas Revolution

Third Reich

Titan: The Areha

WarhammetAOK

WarhammrFantsy

We Ihe People

World War One

Wrid in Flame DIx

NOW $30

HOW $20

NOW $35

NOW $65

NOW $25

NOW $25

NOW $18

HOW $19

NOW $17

NOW $65

NOW $55

NOW 529

NOW $11

HOW :

ROLE PLAYING GAMES
D&DOM Guide NOW $20

D&OMonsIrManl NOW $20

060 Player Bk NOW $26

NOW $25

NOW $19

NOW $15

NOW $22

NOW $20

Cyberpunk 2020

Oeadiands

DLBook o’ Dead

DLGreot Rail Wars

OL Marshal Law

OL Night Train

DL Quick & Dead

Dragnlnce 5lh Age

NOW $17

HOW $22

NOW $14

NOW $39

NOW $13

NOW $4

COMPUTER GAMES: ROLE PLAYING
|

Earihdawn

Eadhdawn Comp

GURPS Rulebook

GURPS Mecha

Heavy Gear

Heroes Unlimited

Mechwarrior

Nightspavin

NOW $18

HOW $15

NOW $20

NOW $15

NOW S25

NOW $19

NOW $13

NOW $16

Palladium Fantasy

Robotech

Sbadovrrun

SlarWais Revised

Traveller

Vampire

Warbammr Fantsy

NOW $20

NOW $11

NOW $20

NOW $25

NOW $24

NOW $24

NOW $19

HOW $20

aldur's Gale

atttespire

elrayal In Aniara

kProjecl

NOW $47

NOW $45

12i^7 $49

NOW $35

NOW $34

NOW $49

NOW $37

NOW $28

01/98 $48

NOW $39

NOW $15

NOW $39

lungeon Master 2

ider Scrolls 2

IdrScillsMirowInd 02/98 $54

liiC 04/93 $45

veiQuest 04/98 $44

R DescenI Undermlnl2/97 $42

Final Fantasy VII

Forsaken 01/99 $42

Lands Lore GfdiisDsI HOW $48

LegcyKaInBtdOmn NOW $40

Might 6 Magic 6 04/96 $49

Might i Magic 6 LE 04/98 $58

Realms ol Haunting NOW $39

Rims Ark ShdowRIva NOW $29

Septerra Core 01/98 $48

Shadovrs ol Death 0398 $43

Star Trk Final Unrly NOW $32

Ultima 7 Series NOW $15

FREE GAME OFFER!
Spend the specitied amount an any In stock softwato and

choose a tree IBM game Item Ihe corresponding list. RequosI

he made at lime of order. Oiler good an In stack sallware

only, while supplies last. Valid through February 28,1998.

Ultima 8 Pagan

Ultima Online

Wizardry 6

Wizardry Gold

NOW $15

NOW $53

04/99 $48

NOW $19

SPEND $100
Battles Of Destiny 3.5. Ravenloll 1&2 Bundle CO, Decathalon

CD, Cybeijudas CO

SPEND $200

Great Naval Battles 3&4 CD. Falcon 3.D 3.5, Woll Hunt oi

Hunled CD, Alone In Ihe Dark 3.5

01/99 $48

02/98 $46

12/97 $44

NOW $25

NOW $19

NOW $20

NOW $39

NOW $39

NOW $19

SidMeiei'sGeiiysbtgNOW $45

Stalingiad HOW $39

Steel Panthers 2 NOW $27

Steel Panthers 3 NOW $39

TACOPS 98 0298 $40

Tank Resistance 20240293 $39

Thud Reich NOW $39

Tigers on Prowl 2 NOW $42

V Victory Bundle NOW $28

Whistling Death 0298 $40

Source Code 10970

oiKiuii I ouuu' Immerse yoursell in a total 3D envi-

ronment Willi liundreds ol new buildings to choose
...II

control, and sophisticated

3 for detailed control over busl-

Maxis (Strategy)

Release Date; 1/98 PC CD $54

'POPULOUStTHE THIRD COMING’ Large strategies can

be planned and enacted from fully playable global view.

Various terrain varleties(mounlains, oceans, aerial

s) impose different challenges on your warriors as

you lead them into battle.

Eiectronic Arts (Strategy)

Release Date: 3/98 PC CO $45

Blizzard (Strategy)

Release Date: 11/97 PC CD $48

arllllcial Intelligence.

Bungle (Strategy

Release Date: NOW
PC CD

Broderbund (Adventure)

Release Date: NOW PC CD $46

3D0/New World (F

Release Date; 4/98 PC CD'$49

'MYTH' is a tactical level game ol fantasy warfare, v/ith

unprecedented realism and detail. Seasons change

during the course ol Ihe game, affecting tactical deci-

sions. Real 3D terrain, dynamic lighting, and tricky

'STAR WARS REBELLION’ A Star Wars fantasy come
true, with 55 characters and real-time play. Strategy

portion lets players manage manufacturing, fleet

deployment and mission assignments. Innovative real-

time 3D tactical component lets players micromanage

batlle sequences.

Lucasarts (Strategy)

Release Date: 1/93 PC CD $52

'TEX MURPHYtOVERSEER' A riveting script and stellar

cast. High color 3D “Virtual World" environment, movie

quality 30 fps video, unique characters who respond to

your words and actions. Two levels of play, (or expert

gamers and first-time adventurers.

Access (Adventure)

Release Dale: 12/97 PC CD $43

'BLACK DAHLIA’ From the creators ol Ripper, a superb

storyline Inspired by actual events. A stunningly ren-

dered, amazingly real 3-Dimensional game world that

includes over 70 locations on two continents. More

than 60 challenging and seamlessly integrated puzzles.

Mindscape (Adventure)

Release Date: 2/98 PC CO $48

'OF LIGHT AND DARKNESS' Once every thousand

years, gales open between the waking world and Ihe

realms of dream lime, ottering opportunities to those

who dare, to save humanity from extinction. Now is the

time to stop catastrophes that could usher in a thou-

sand years of darkness.

Interplay (Adventure)

Release Date: 2/98 PC CD $45

'MYST 2’:RIVEN will provide an exploration experience

through a nev/ world filled v/lth 7,000 images, over an

hour of animation and original music, requiring acute

skills of observation.

T & MAGIC VI' The Mandate ot Heaven, the I

t M & M edition contains an integral lime

with multiple plots and story lines. Unique 'skill

character development and over 1000 miles ol

‘FALLOUT It is yourchallerge to survive, asa person who lias

grown up in an underground vaulL Circumstances force you

3, to astrange v/oitd 80 years after tlie end ol modem dv-

interplay (Roleplaying)

Release Dale: NOW

isa. UC and

IdStlippifXJL ,, . ... -

IMS pioducl. All sales Imal. Call fordelaiis. Shipping

laced and irie "per iism' criarge Is charged cr"
iclude a l 2 -month subsetiplion starting with

accepted Checks heW 4 iveeks. MONEY ORDERS UNDER S200 SAME AS CASH. COD $8 Pnce. availability, Oflct subjecl to change a: ,

approximate, nor guaranteed, and subject to change at any time. Hardwaie orders may requus additional siuppmu and handling chaiges Defectives replaced wi
. ... .... n. u—.,.:— ..... ..

. pjf pjj shipment, and per item basis. The “per
— — ' ' -

I handling charges calculaled

lur eauir item ordered and Ihe ’per sn, . . . .

Nov, 1997 issuelwhile supplies last) of Compiler
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CGW ADVERTISER I l\l D E X
Order Free Product Information @ www.computergaming.com/infolink

INFOI^ COMPANY PRODUCT PAGE 1 PRODUCT PAGE

120 3D£<lnteraclKe Voodoo 100-101 197 Kesiruii ArWairiors 157

241 Axess Software, Inc. 1 cxMurpl^t Overeeer 234-235 234 Kesnai /Miens 157

104 Acdaiin Foixiken 130-131 244 Ksmai Gamestcmi 138-139

189 /^aolade JackNicldaiisColf 2-3 237 Kesmai Legends ofKcsmiii 140

298 Accolade Test Drive 4 C5C7 238 Kesnuai Multiplayer BaltlcTjine 151

281 Activision Sin 27-29 122 LucasArts Entertainmail Co. jedi flight 82-83

280 AdKision-INSEKr Battlci^one 96AD 123 LucasArts Entertainmait Co. 13cbeIIion 89

106 ATlTechnolcgic!5,lnc. Playing for lyxps 62 117 LucaArts EitetainmaitO). 'Ilie Curse ofMwikcy’ IskuxI 72-73

167 A\alcHiI-[ill Defiaixe /Achtung Spitfire 22 79 Mad GeniusSoftware FaiiilyrofCaniOi 192-193

878 BethesdaSoftwoils Battle Spire 177 93 MadCat?. Pantlier 118111

374 BetliesdaSoftworks Burnout 197 92 MadCatz Rima GTSteeringWlieel 184-185

177 Blue Byte Software Blue Byte's FamilyofProducts 152 246 MatraxGra|^iics,Inc. MatFCKm3D 125

265 Buns^ Mytii 64-65 102 MFDIAON Gaming S\staiis 268261

78 CHProducls GamestickW 94 175 Media Station ExtremeTactics 92-93

68 Cliips&Bte \vww.cdma§com/chips.html 254-255 168 MetropolisDigital StirGxnnv'iiid ITteluxe 227

90 CaBadeis Studios CreylKxindsnftheSea 164 242 Microfonim OnlineGaming 126

132 Cryo Interadhe Entertainment Dreams 178 100 Microti Bectonics, Inc. MiDainia 102-103

266 CUC/BlK2aid Fjitertainment StarCraft 4-5 157 MicToProse Falcon 4.0 214-215

144 Cyber Stuff Virtual ltealih’)o\stick 225 160 Microftese Guiirdians:,Agaitsof)iisticc 154-155

253 CybeiWamcMs RulsesofEvaitidc 76 191 MicroRosc M-ITank Platoon C2-C4.1

190 Diamoxl MonsterSamd 135 152 MicrolAose Mi^cDaiP 220

115 Eiclos Interactive BnuidingPiigc 54 282 MicroPfose MccliComniander 98-91

276 EidoslnteraclKe DaitlilrapDiuigeon 55-57 98 Microl’rose Ultimate Race Pro 188189

279 Eidos Interactive Dominion 41-43 99 Microftose \Afomvs2 158

69 EidosLilcracthc ITi^it Unlimited II 46-47 % NevvWexW Conputing A'liglit&M:^\4 31-35

274 Eklos Interactive I'TyingNiglihniircs2 5(V51 94 OiyCINSyslentvInc. 105 206.207

84 Eidos Interactive lon.stomi 44-45 97 OI4IGIN Systems, Inc WingConmiaiider C8

277 Bdos Interactive joint Strike Mgliter 4849 198 1^1OH) Fjitertainment JoumeylVlan 3 169-171

278 Eidos InleractKe Tombliiiderll 52-53 294 1^Oib Entertainmait \\^aHotdsni 1817

375 Empire FlyingCoipsCold 121
->

RipeexdGames AmiorConurtuid 59,61,63

257 FakxH>Nortiivvest FalconM/\CMV 133 192 SC&O' Ultimate Pet4nier RacingWlice 288

105 C^levvuyTOOO Destiiiiition Big Screen ?CfT\' 105-108 m SegiSoft lOsk 1821

172 IntaactheiVlagic iF-22 81 267 SegiSoft Heat 12-13

187 Litaactive Magic hlaniiilxil 77 372 Siena OivDiie Babylon 5 60

83 InteractiveMagic Seven Kingdoms 148149 156 Sierra On-Line HalfLife 24-25

173 IntaactiveMagjc \Varlnc. 79 179 SonylnteractiveStudios/\merica W'arHawk 134

72 InteigraiDliComputer Systems Inte'nse3D 6-7 296 Souftil^eakInteractive Mai in Black 99

165 IntapkyI’roctuclions, Inc. Alien Intdligaice 115-115 297 SoulhPeaklnteraclivc 'reniujin H-15

76 Liteipl^reductions, Inc. BaulcforsGite 38-39 239 Strategic Siniulatioiis, Inc. PfflizerCaieral 210

163 Intei])lay Productioi is, Inc. Crime Killer 84-85 236 Strategic Simulatioi vs, Inc Iniiierialisni 211

262 Inteipliy' Productions. Ina Diel:ytlieSvvoal 117 240 Slrati^c Simulations, Inc SddiersatWiir 232

162 Inteiplay' i^lucfions, Inc. FreeSixKX* 58 254 'Piike 2 Intoactive Software Black Dalilia 166-167

164 InteqATy ftoductions, Inc. MAX2 6667 107 7’ake 2 Interactive Software Jet Pighto" Full Bum 202-205

77 Interj)layProductions, Inc. OfUglit&Daikriess 142-145 243 'laloasoft East Front 78

149 ftiteipij^i^ucdoas, Inc. StavTrek: Villain's Fuiy' 174-175 134 Teciimcclia Computer Systems 3DZoiieMaster EH

264 Interplay l^iuctions, Inc. Sbiitlect/Saideiny 80 161 '’HiunclaSeatTcchnolc^ 'niunderSeat 127

91 Inteqjlay Procluctiorts, Inc. USCFCIios 229 89 4btal EiiteriainmaitNelwotk PGL 18)

273 Interpli^-l’rociuctions, Inc VRSpoitsi Poweiboit Racing 180-181 \4tgin Interactive EntertainiTKnt Blade Rininer 74-75

283 iCHTOS i^amily'ofgimes 233 199 WizardWork>,IrK. X-Men 161
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Media On™
Multimedia Expert

• ATX Motherboard with 51 2K cache & USB
• 32 MB EDO SIMM
• 3 GB EIDE Hard Drive

• S3DW/4MBEDORAM
• Yamaha Sound w/80 Watt Speakers

• 24XCDROM
• 1.44MB TEAC FLOPPY
• 104 Win95 Keyboard & Mouse
• 56K FAX Modem
• Mid-ATX CASE with 235 Watt Power Supply

• Microsoft windows 95 & McAfee VirusScan

Graphic Expert

• Intel AN430TX Motherboard with 51 2K cache & USB
• 32 MB SDRAM DIMM
• 3 GB EIDE Hard Drive

• 3DFX with 6MB EDO RAM
• Yamaha wavetable w/200 Watt Speakers

• 24XCDROM
• 56K FAX Modem
• 104 Win95 Keyboard & MS Mouse
• Mid-ATX CASE with 235 Watt Power Supply

• Microsoft windows 95 & McAfee VS Scan

• Intel Pentium® Processor with MMX™ Technology

200MHz $1299
233MHz $1399

Intel Pentium® Processor with MMX''’^ Technology

166MHz $ 975

200MHz S1075

Note, Intel Inside Logo and Pentium are registered trademaiKs and MMX is a trademark o! Intei Corporation. All other names are properties

of their respective corporations. Price and specifications are subject to change without notice. Not responsible for typographic errors, Good

on!ywhlle8upplle8la5t.MonltorSoldSeparately.



EXPERT II

visit US at: www.mediaon.com

Expert II Pro

Intel AL430LX Motherboard with USB
32 MB SDRAM DIMM
3GB HIDE HD
3D AGP Video w/4MB RAM
Yamaha wavetable Sound w/200Watt Speakers
24X CDROM
56 FAX Modem
104 Win95 Keyboard & MS Mouse
Mid-ATX CASE with 235 Watt Power Supply

Microsoft windows 95 & McAfee VS Scan
Intel Pentium® II Processor 233MHz S1699

266IVIHZ SI 799
300MHz SI 999

' Intel AL430LX Motherboard w/USB
64 MB SDRAM DIMM
4 GB Ultra DMA HD
3D AGP with 4MB RAM
Yamaha wavetable Sound w/200Watt Speakers
30X CDROM
56 FAX Modem
104 Win95 Keyboard & Mouse
MID-ATX CASE with 235 Watt Power Supply
Microsoft windows 95 & McAfee Virus Scan
Intel Pentium® II Processor

300MHZ S2339

•_2 years_^ limited warranty / 2 years Labor

(¥ -Mhhh-[j-aA. A/ira

GO TO .1102 @ www.coniputefgaming.com/infolink

Pentium'

Media On™



HALL OF FAME

Welcome to the COOPERSTOWN of Computer Games. Here you'll find, raised upon pedestals, the

games that hroke the records, estahlished the henchmarks, and held gamers in delighted trances for hours untold.

Alone in the Dirk (l-Moiion, 1992)

Lovectaflian horror goes 3D, with shilling camera angles

Battle Chess (inierpi^,1986)

The Franklin Mint ot computer chess games with violent and

funny animation disguising a solid chess engine.

Bethayal at Krondor (Dynamix.1993)

As rich and imaginative as Raymond Felsl's world itself; its

3D perspective was fresh.

Ghessmaster (Softv/are Toolworks, 1986)

The Cadillac ol cabling, this chess masterpiece gets better

with each version.

Dungeon Master (FTL

Software, 1987)

Trend-setting graphics, digitized

stereo, and great hack-and slash

from a decade ago.

Day re the Tentacle

(LiJcasArts, 1993)

Offbeat sequel to Maniac Ma,‘ision;

me interactive equivalent of a clas-

sic Chuck Jones cartoon.

Doom (id Software, 1993) Revolutionized

PC action games and network gaming; surpassed in tech-

nology but not gameplay.

Earl Weaver Baserall (EA,1966)

Revolutionary physics-based baseball game lhaf pleased

both action and statistics fans.

Empire (Interstel, 1978)

WWIi in space, this mainframe transplant brought elegant

mechanics, depth, and unending replaiability to the PC.

F-19 Stealth Fighter (MicroProse,i988)

A “thinking man’s" sim, with great missions, in which sneak-

ing around is as lun as doglighting,

Falcon 3.0 (Spectrum HoioByte, 1991)

Tough, detailed jet sim with ambitious Al, graphics, and con-

nectivity to match its realism.

Front Page Sports Fodtbau Pro

(Dynamix, 1993)

Pf^ics-based system, good Al. and unmatched career pi

make this the ullimate in pigskin play.

Gehysburg: The Turning Point

(SSI, 1986)

First variable order of baffle changed the look of all

American Civil War games on the PC.

Gunship (MicroProsf, 1989)

Great character continuity, R&R for

fatigued pilots, and even sick leave;

chopper fare until Jane’s Introeow.

Harpoon (360 Pacific, 1989)

In deplh modern naval batlles in real-

time, based on Cold V^r (ears.

Kaheebruepe (SSI, 1985)

Armored warfare on WWli's Eastern Front, oiiered engaging

batlles on multiple platforms.

King’s Quest V (Sierra On-Line, 1990)

Redefined the graphic adventure with non-texl-based parser

and VGA graphics.

Lemmings (Psygnosis, 1991)

The lovable cartoon Lilliputians were real-time hits on every

The Barr’s Tale(EA, 1985)

Pioneered Ihree-polnt animation, 30 color

Links 386 Pro (Access Software, 1992)

Topped the leader board in graphics and realism for

Its era.

M*1 Tank Platoon (MicroProse, 1989)

Realislic sim that properly focused on armored forma-

tions rather than single vehicles: good mission designs.

Master of Magic (MicroProse, 1994)

The almosphere and .variety of Magic; The Gathering with the

sophistication of Cwilization.

Master of Orion (MicroProse, 1993)

Remarkable diplomalic Al; deep and varied technology tree;

aliens required radically different plying styles.

Mech Brigade (SSI, 1985)

Modern armored battles with improved

KAMpfGRUPPE system and more realism.

Might & Magic (New World

Computing, 1986)

First-person, maze-based RPG with huge

environment and lough tactical combat.

U.L.E.(EA,1983)

strategy game that had no

of deslruclion, just cutthroat competition lhat

fun.

Panzer General (SSI, 1994)

A truly lun wargame with an elegant interface,

great campaigns, strong Al. good graphics, and

impressive sound.

Red Baron (Dynamix, 1990)

WWI air combat with great graphics, incredible realism, and

a versatile replay feature

Sid Meier's Civilizatidn

(MicroProse, 1991)

CStVs #1-rated game of ali time;

indescribably addictive world conquest/

exploration game.

Sid Meier's Pirates (MicroProse, 1987)

Combines pirate adventure action, RPG, and strategy to

make the most successful hybrid of all lime.

Sid Meier's Railroad Tycoon

(MicroProse, 1990)

SimCity meets 1830 with robber barons (or emphasis,

SimCity (Maxis, 1987)

Urban planning with fascinating consequences and chal-

lenges; the first great software toy.

Stahtlibht (EA, 1986)

Depth, great characters, and a good sci-fi storyline set early

standards for RPGs.

FEBRUARY 1998

The Secret of Monkey Island

(LucasArls, 1990)

Comedy adventure that set new standards in

writing quality and social sensitivity.

Their Finest Hour (LucasArts, 1989)

;

WWi! sim with great campaigrrs and crew member options

some current sims lack.

TIE Fighter (LucasArts, 1994)

Most satisMng Star Wars space-combat game to date lets

you li« on the dark side.

Ultima HI (Origin Systems, 1983)

Cohetenq/ and surprising subtlety emphasized role-playing,

and set the torre for later Uuimas.

Ultima IV (Origin Systems, 1985)

High-concept RPG explored meaning of virtue and put Ihe

ROLE in role-playing.

Ultima VI (Origin Systems, 1990)

This RPG as morality play paved way for Ultima Ohune’s

realislic environs and objects.

Ultima Underworld
(Origin Systems. 1992)

The first truly 3D RPG, and sUII the most convincing; its dun-

geon vails were nicely "painted" with texture-mapp^ graphics

War in Russia (SSI, 1984)

More realistic than Eastern Froiii, it captured the essence of

the largest land campaign in history,

Wasteland
(Interplay, 1986)

Derived from Mike Stackpole's

Mercenaries, Spies, and Private Eyes.

this is the definilive postapocalyptic

RPG.

Wing Commanoer I

(Origin Systems, 1990)

A ho! spaceflight errgirre. unfolding story

path, and great characters.

Wing Commander II

(Origin Systems, 1991)

Darker story, grittier feel, sound card advances, and tougher

Al made this a sequel of sequels.

Wing Commander 111

((Drigin Systems, 1994)

Surprisingly satisfying FMV space opera didn’t lose the

essence of the space-combat game.

Wizardry (Sir-Tech Software, 1981)

Defined the computer RPG witli maze-based viewpoint and

Wolfensteih 3-d (id Software, 1992)

Smooth scrolling action blasKest cleverly updated the origi-

nal. and put sharervare back on Ihe map.

X-COM (MicroProse, 1994)

Premier tactica! squad-lEwel engine combined with alien tech

research and pop culture for a sci-fi game nearly as addic-

tive as Civ.

ZoRK (Infocom, 1981)

The progenitor of adventure games on the PC; its humor

and challenging puzzles seem timeless.





A MONTHLY SURVEY OF CGW SUBSCRIBERSTHE COMPUTER GAMING POLL

ach month, 2,000 CGW subscribers are selected at random to rate 100 computer games. The results of that poll are combined

with the results of previous months to yield a cumulative average for the best plays in gaming. If you receive a ballof, please return

it with your ratings so that other gamers and game publishers can benefit from your feedback.

TOP ACTION GAMES

1 Quake Pack 2: Dissolution of Eternity id Software/Rogue 9.01

2 Quake Pack 1: Scourge of Armagon id Software/Ritual 8,98

3 Duke Nukem 3B 3D Realms 8.28

4 Tomb Haider Eldos 8,25

5 Crusader: No Remorse EA/Origin 8.07

B Quake id Software 8.02

7 The Need for Speed SE EA 7.97

8 Crusader: No Regret EA/Origin 7.75

9 Molo Racer EA 7.65

1 10 MDK Plavmates/Shinv 7,54

i

1 You Don't Know Jack il Berkeley Systems 8,54

2 You Don't Know Jack Berkeley Systems 8,21

3 You Don't Know Jack Movies Berkeley Systems 7.96

4 You Don't Know Jack Sports Berkeley Systems 7.72

9 Power Chess Sierra 7.32

6 incredible Toons Sierra 7,21

7 Monopoly VirginAWestwood 6.84

8 Sierra Poker Sierra 6,77

9 Mind Grind Microforum 6.73

10 Baiui Baku Sega 5.94

1 Links LS Access 8.66

2 NASCAR Racing 2 Sierra 8.24

3 NHL 97 EA Sports 8.10

4 Grand Prlk 2 MicroProse 8,01

S NBAUve97 EA Sports 7,95

6 Jack Nicklaus 4 Accolade 7,80

7 Triplepiay 98 EA Sports 7.75

8 NASCAR Racing Sierra 7.57

9 NHL Hockey 96 EA Sports 7.47

TrijUi^rtay 97 EA Sports 7.47

TOP ROLE-PLAYING GAMES

Diablo

2 Daggerfail

3 Anvil of Dawn

4 Albion

Blizzard 8.70

Bethesda 7,38

New World Computing 7.12

Blue Byte 6.10

\ TOP ADVENTURE GAMES

1 Gabriel Knight 2 Sierra 8,21

2 The Pandora Directive Access 8,19

3 Twinsen's Odyssey Activision 7.87

4 Rama Sierra 7.79

S The Nevenhood DreamWorks 7.69

6 Realms of the Haunting Interplay 7,62

7 Spycraft Activision 7.47

8 Circle of Blood Virgin 7.46

9 Full Throttle LucasArts 7.42

10 Leisure Suit Urry 7 Sierra 7.32

Ltop simulation/space combat games

1 Wing Commander IV EA/Origin 8.31

2 AH-64 Longbow EA/Ofigin 8.12

8 MechWarrior Activision 8.06

4 MechWarrior 2: Mercenaries Activision 8.04

5 Silent Hunter SSI 7.85

0 U.S. Marine Fighters EA 7.82

7 EF2000 Ocean 7.62

8 U.S. Navy Fighters EA 7.53

9 Advanced Tactical Fighters EA 7.42

10 X-WIng vs. TIE Rghter LucasArts 7.39

TOP strategy games

1 Heroes II; Price of Loyalty New World Computing 9.10

2 WarCralt 11 Expansion Disk Blizzard 8.85

3 WarCraft 11 Blizzard 8.75

4 Red Alert Virgin/Westwood 8.74

5 Heroes li New World Computing 8.73

9 Civilization li MicroProse 8,71

7 Red Alert; Counterstrike Virgin/Westwood 8.38

8 Command & Conquer Virgin/Westwood 8.24

9 C&C: Covert Operations Virgin/Westv/ood 8.23

10 Civilization II: Scenarios MicroProse 8.18

TOP WARGAMES

Panthops II Campaign Disk

2 Steel Panthers Campaign Disk

3 Steel Panthers 11

4 Steel Panthers

5 Battleground: Shiloh

6 Battleground: Bull Run

7 Battleground: Napoleon in Russia

8 Tigers on the Prowl II

9 Battleground: Antietam

10 Battleground: Waterloo

SSI 8.80

SSI 8.68

SSI 8.38

SSI 8.37

TalonSoft 8.13

TalonSoft 8.12

TalonSoft 8,06

HPS 8,02

TalonSoft 7.98

TalonSoft 7.73
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30 GAMES

'if 1 Heroes fl: Price of Loyalty New World Comp. ST 9.10 51 Battleground: Waterloo TalonSoft WG 7.73

it 2 Quake Pack 2: Dissolution of Eternity id Software/Rogue AC 9,01 52 You Don't Know Jack Sports Berkeley Systems CP 7.72

3 Quake Pack 1; Scourge of Armagon id Software/Ritual AC 8.98 53 The Neverhood DreamWorks AD 7.69

4 WarCraft II Expansion Disk Blizzard ST 8.85 54 Moto Racer EA AC 7.65

t 5 Steel Panthers II Campaign Disk SSI WG 8.80 X-COM 3 MicroProse ST 7.65

6 WarCraft 11 Blizzard ST 8.75 56 EF2Q00 Ocean SI 7.62

7 ReO Alert Virgin/Westwood ST 8.74 Realms of the Haunting Interplay AD 7,62

8 Heroes II New World Comp. ST 8,73 58 Jagged Alliance; Deadly Games Sir-Tech ST 7.59

9 Civilization II MicroProse ST 8.71 59 NASCAR Racing Sierra SP 7.57

*r 1" Diablo Blizzard RP 8.70 BO Decisive Battles of WWII: Ardennes SSI/SSG WG 7.55

11 Steel Panthers Campaign Disk SSI WG 8.68 61 Battleground; Gettysburg TalonSoft WG 7.54

r 12 Links LS Access SP 8,66 MDK Playmates/Shiny AC 7,54

r 13 You Don’t Know Jack II Berkeley Systems CP 8.54 63 U.S. Navy Fighters EA SI 7,53

14 Red Alert; Counterstrike VirginWesfwood ST 8.38 64 Interstate '76 Activision AC 7,50

Steel Panthers II SSi WG 8,38 65 Pacific General SSI WG 7.49

16 Steel Panthers SSI WG 8.37 66 NHL Hockey 96 EA Sports SP 7.47

r 17 Wing Commander iV EA/Origin St 8.31 Spycraft Activision AD 7.47

18 Duke Nukem 3D 3D Realms AC 8.28 Tripleplay 97 EA Sports SP 7.47

19 Tomb Raider Eidos AC 8.25 68 Circle of Blood Virgin AD 7,46

20 Command & Conquer Virgin/Westwood ST 8,24 70 Lords of the Realm li Sierra ST 7,43

NASCAR Racing 2 Sierra SP 8.24 71 Advanced Tactical Fighters EA SI 7,42

22 C&C; Covert Operations VirginAIVestwood ST 8.23 ClvNet MicroProse ST 7.42

;*r 23 Gabriel Knight 2 Sierra AD 8,21 Fantasy General SSI ST 7.42

You Don't Know Jack Berkeley Systems CP 8.21 Full Throttle LucasArts AO 7.42

25 The Pandora Directive Access AO 8,19 The Need for Speed EA AC 7.42

26 Civilization il: Scenarios MicroProse ST 8.18 7B NBA Live 96 EA Sports SP 7.40

27 Battleground: Shiloh TalonSoft WG 8,13 77 X-Wing vs. TIE Fighter LucasArts SI 7.39

28 AK-64 Longbow EA/Origin SI 8.12 78 Daggerfali Bethesda RP 7.38

Battleground: Bull Run TalonSoft WG 8.12 79 888(1) Hunter/Klller EA/Jane’s SI 7.37

30 NHL 97 EA Sports SP 8.10 FPS Football Pro '96 Sierra SP 7,37

31 Crusader; No Remorse EA/Origin AC 8.07 81 Robert E. Lee: Civil War General Sierra WG 7.34

32 Battleground; Napoleon in Russia TalonSoft WG 8.06 82 Comanche 3 NovaLogic SI 7,32

MechWarrior 2 Activision SI 8.06 Leisure Suit Larry 7 Sierra AD 7.32

34 MechWarrior 2; Mercenaries Activision SI 8,04 Power Chess Sierra CP 7.32

35 Quake id Software AC 8.02 85 Extreme Assault Blue Byte AC 7.31

Tigers on the Prowl il HPS WG 8,02 PGA Tour Golf 486 EA Sports SP 7.31

37 Grand Prix 2 MicroProse SP 8.01 PGA Tour Pro EA Sports SP 7.31

38 Battleground: Antietam TalonSoft WG 7,98 88 FPS Football Pro '97 Sierra SP 7.30

39 The Need for Speed SE EA AC 7.97 89 FIFA 97 EA Sports SP 7.28

40 You Don't Know Jack Movies Berkeley Systems CP 7.96 Tony LaRussa 3 Stormfront SP 7.28

41 NBA Live 97 EA Sports SP 7.95 91 Last Express Broderbund AO 7.27

42 Heroes of Might & Magic New World Comp, ST 7,87 92 Age of Rifles Campaign Disk SSi WG 7.26

Twinsen's Odyssey Activision AD 7.87 98 System Shock EA AC 7.23

44 Dungeon Keeper EA/Bullfrog ST 7,86 94 Incredible Toons Sierra CP 7,21

45 Silent Hunter SSI SI 7.85 95 Lighthouse Sierra AD 7.20

46 U.S. Marine Fighters EA SI 7.82 Magic the Gathering MicroProse ST 7.20

47 Jack Nicklaus 4 Accolade SP 7.80 97 Privateer: the Darkening Origin SI 7.17

48 Rama Sierra AD 7.79 88 Descent il Interplay AC 7.16

49 Crusader: No Regret EA/Origin AC 7,75 Theme Hospital EA/Bullfrog ST 7,16

Tripleplay 98 EA Sports SP 7,75 Virtual Pool Interplay SP 7.16

Games on unnumbered lines are tied with game on line above. = Top game of type. Red = Nev/ Game, AD = Adventure, RP = Role-Piaying, SI = Simulation/Space Combat,

ST = Strategy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle, Games are retired after two years and become eligible for the Hall of feme.



MARTIN CIRULIS

e’re reveling in the Ira-

dilional fail quarler

frenzy as I write this,

with title after title

vying to be the hot

new thing; or, more

accurately, trying to

successfully clone

what made last year’s hit the hot thing it was.

While it’s useless to bemoan the lack of originality

in computer games (or movies, books, or cars) in

this demographically driven society, what never

ceases to amaze me is the utter inability of some

portions of fhe industry to buy a clue, even when

the truth is staring them in the face.

Just look at the Doom bandwagon-jumping. I

mean. Doom was huge for pretty much two rea-

sons: multiplier capability and creepy game envi-

ronments. Now, it’s pretty safe to say that the indus-

try has gotten the message about network and

Internet capability-even LucasArts has added it to

jEDi Knight (though by ignoring co-op multiplay

they stubbornly refuse to complete the picture). But

the real genius of Doom was shown in its moody

atmosphere (who can forget their first sight of

those four demon lords staked to the vralls? You

just knew some serious bad mojo was about to go

down...), its coherent sound (the heavy breathing

of monsters just on the other side of fhe door), and

its truly chaotic battlefields (with foes that would go

blood-crazy and kill everything in their path). But

what's really laughable is that executives, and even

some designers, looked at that genius and the les-

son they learned was "Duh...gamers want more

blood and more Satan."

The result is no surprise: a horde of forgettable

games that did little except generate some really

stupid ads. If it weren’t for games such as Hexen,

which fried to improve upon the game environ-

ment, I would have sworn that the letters D-O-O-M

created some sort of lobotomizing neurological

feedback in anybody high up enough in a game

company to make design calls.

The wackiness doesn’t end there.. .What lesson

did the industry get from Tomb Raider? "Gamers

wanna see big, 3D breasts!"

ya What

lesson did the

industry

get from

Tomb Raider?

‘Gamers wanna

see hig, 3D

breasts!’

Another great "wrong answer’’ making its way

through the industry is that the huge sales num-

bers for console games have nofhing fo do with fhe

fact that the game systems cost less than $200.

Instead, the powers that be have decided that it

must be because cartridge games are pretty and

simple.. .that must be what gamers want! They

assume that if fhey have a computer game that is

indistinguishable from a cartridge game, and does

away with all that annoying potential a keyboard

can give you, it will sell the same number of copies

as the cartridge game. Of course, it doesn’t occur

to any of them that when you have just spent

$3,000 on a rig, you are looking for something a lit-

tle more in-depth than jumping for coins. (Those of

us who actually paid money for Ultima VIII, feel free

to mutter bitterly at this point.)

This whole “PC gamers crave simplicity’’ delu-

sion is staging a strong battle on the real-time front

as well. I cannot believe that the guys at SSI (who

gave the okay for Dark Colony) could have come

away from Command & Conquer thinking, "That’s it!

The key to real-time wargaming is a limited number

of units, no-brainer base building, and some really

incoherent and violent animated cut-scenes!"

Nobody says your designs have to embody original-

ity every time a new one hits the page, but for fhe

love of Xerox, at least try to clone the good parts. I

can only pray that somebody out there Is busy right

now picking out the best aspects of Dark Reign,

Total Annihilation and the whole research/

design engine from War Inc. Unfortunately, 1 sus-

pect that, instead, somebody in a sharp suit is

showing a screenshot from Conquest Earth to a

roomful of horrified programmers while saying,

"This is the direction we need to go on this project."

And of course, there isn’t even a point in going

into all the wrong answers that game companies

brought away from the whole Myst experience.

Are salaries paid in inverse proportion to compe-

tency in this industry? Maybe it's our fault. C’mon,

own up to it out there! Are you secretly turning in

feedback cards, written in crayon, that s^ “Orgo

not like game.. .make brain hurt with complexity and

my guy not punch out spleens"? After all, there has

to be some reason that companies keep learning

the wrong lessons from the right games. %
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