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) THE GREAT MODERN

“...the freshest premise of any computer football game in years...
Beautiful SVGA graphics and solid gameplay.”
Computer Gaming World

You want stats? You got stats!
Track over 100 different
categories in single game

or full season play.
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oy e e The best football gameplay to ever hit the PC

Play Construction and Team
s |

Editor ever made!
For More Info On Legends Football ‘97 Visit The Accolade Web Site At http://www.accolade.com
To order direct, call 1-800-245-7744
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GAME... ..Meets Three =

-

t's not always sunny on the
gridiron - battle it out in snow,
sleet, and rain. You'll have to
adjust your gameplan to win.

Eereh lalned oo i ::35" 2 AL S
Build a football dynasty like
Dallas or San Francisco. Draft,

trade, and manage players
throughout entire careers!

o All the NFL teams and players from four legendary
eras of football: 1996, 1968, 1950, and 1932!

o Incredible 3 graphics

» Advanced A.l. with team specific styles and

coaching strategies

» Intense multi-player action using the Gravis Grip

Multi-player adapter

» "Time Travel” with teams to create fantasy matchups

« Actionand Coach Mode play
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20 man rosters require most
of your players to play both
offense and defense. Get
ready to use Dan Marino as
a defensive back or Junior
Seau at running back!

The football is larger and
harder to throw. Do you take
a chance on the pass or grind
it out with a running attack?

___ Legendary Eras

1932

Rules favor the running
game.

Goal posts were placed in

the front of the end zone. The
"Post” pattern was commonly
used to run defenders into
the posts for an easy touch-
down reception.

968

« Play a little rougher on the
receivers. You can hit them
anywhere on the field until
the ball is thrown... and it's

all legal!

© Players like Dick Butkus ruled
the gridiron, paving the way
for the modern day player.
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Maces in your back.
Boiling oil in your face.

Free demo disks while supplies last!
To get yours, visit your local retailer. Or download your free demo and custom Lords II theme pack from our
Web site at hetp://www.sierra.com/games/lords2. Order your advance copy today by calling (800) 757-7707.




Catapults are excellent for
creating “backdoor” attacks and
catching your vivals by surprise.
Douse the enemy with boiling oil
— but beware of laming arrows!

Storm the
castle using i
slege towers,
Use the
mini-map to
plan troop
positioning.
Break down castle
walls using the
mighty catapult.

When victory
is imminent,
use the
llMop'Up"
tool to finish
off the enemy.

Build your own medieval weapons including swords, maces,
pikes, crossbows, longbows, knight armor and pitchforks —
hey, the peasants gotta have something to fight with.

All herald the arrival of Lords of the
Realm II. It’s the late 13™ Century and
the Crown of England is up for grabs. It’s
time to sharpen your pitchforks. Round
up your archers. And fortify your garrison.
[t's a fight to the finish against your fellow
fead 1 bt lords. Where the winner becomes King.
And the loser has bloody hell to pay.

Realvime 2unles

A sequel to the award-winning Lords of
the Realm, this medieval strategy/action
game separates the men from the boys.
With challenging new tactics. Rich ani-
mation. Armor-piercing weaponry. And
real-time battles that are frighteningly
authentic. An improved interface makes
start-up easy. Plus, you can clash head-to-
head via modem, or 4 lords can lay siege
at one time via network.

Aatheelic

aedieil serpans

A b : Prepare to smash your way to the throne
(The Siege is On!) : e et
in the battle of your life. Because in the

LB AL =10 end, you're either King — or you're dead.

Impressions vesigned by impressions sottware

@1996 Sierra On-Line, Inc. @ andfor ™ designate trademarks of, or licensed to Sierra On-Line, Inc. All rights reserved. Runs on Windows 95 or DOS.



[e#1 (omputer bameMagazine

FEATURES

63 Cover Story
15th nnniversary Special Issue

fter 15 years of publishing the #1
Computer Game Magazine, we've
seen more computer games than
anyone. Now, for the first time
ever, we present our ultimate list of the best and
worst PC games of all time. In this commemora-
tive section, we stroll down memory lane to
reward the greatest gaming accomplishments,
castigate games that were ripped untimely from S T | B .
the development womb, sneer at the flakiest gam- [ B
ing peripherals, ridicule the worst excuses for : 5 i %
plotlines, honor the most influential people in the
gaming industry, and celebrate lots more of the
best and worst of 15 years of computer gaming.

s s wasf

W 3D Cards

he 3D revolution may be slower

31 The Next 15 Years
B in coming than everyone antici-

0 one who played Star Trex on mainframes, much
N less PONG, could have envisioned the graphics, pated, but the cards are finally
sound and playability of today's games. Who knows hitting gaming beachheads. Contributing
what gaming will become in the next 15 years? Keith Ferrell, for- Technical Editor Loyd Case gets down in the
mer Editor of OV magazine, talks to noted designers and lrenches to separate the winners from the
futurists to map out gaming’s destiny. J weenies in the 3D wars.
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TECHNOLOGY
161 Loyd Case

The hottest new chips

10 Verbal Commander by bave Savator
110 Quickshot by Dave Salvator
ADVENTURE/ROLE-
PLAYING
175 Scorpia

Normality

180 Scorpia’s Tale
Solving The Pandora
Directive

196 PYST e, by Kate Hedstro

200 Neverhood

ly Jolnny L. Wison
ACTION
207 Peter Olafson

Gender Wars
212 Quake C Basics By V. Long
216 ShellShock hy Mark Ciarkson

il Beavis & Butthead: Little Thingies
by Jefi Green

26 Storm y Mark Clarkson

CLASSICS/PUZILES
221 Charles Ardai
Hong Kong @
Mahjong For Windows
230 Corel Chess by Terry Coleman
232 Sci-fi Trivia by Charles Ardai

SPORTS
235 Dennis McCauley
New football games
20 Links LS hiy Beany Atkin, Sr.
M8 Triple Play by Jim Gindin

Alfb. Fiying Comps Pagw, woemymn G

2a2  Strat-0-Matic BaseBall
by Dennis McCauley

SIMULATION

4050 Denny Atkin

Force-feedback joystick

STRATEGY/WARGAMES

20 Back to Baghdad
Flight School

21T Terry Coleman
Strategies For Winning

by Robin G, Kim

281 Head-To-Head Review!
Robert E. Lee and

_ Age of Rifles by Terry Coleman
4300, by Martin E. Cirus
310 Steel Panthers Campaign Disk

by Patpick C. Miller
314 Settlers Il by Tim Carter

318 Strategy! Crush the Humans in
Warcraft II: Dark Portal by st Chin

D DEPARTMENTS

12 Just The FAQs
20 Editorial

0 Martin Girulis

HMOVEMBER 19596

Answers to frequently asked questions
Guest Editorial by CGW's founder

26 Letters Our readers speak out

31 Read.Me Computer gaming news
15 Game Track A look at what's cool and coming your way
37 Patches Game files to kill bugs dead
368 Top 100 Subscribers rate the top games

~ Best and worst of the last 15 years
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Over:25 Customizable Cars!| 30 Nitro-Burning Missions!  Network and Modem Mayhem!
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Available on Windows 95 CD-ROM
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ARNBDERSON,

I NEEDR A VQ@LUNTEER.

THAT TANK UP THE

ROABR? SOMEONI’S GOTTA

TAKE BT OUT.

I NEEB SOMEONE I CAN
COURT ON. SOMEONE WHO'S
MAN ENOUGH TO RUN
1‘111{0!163& MACHINE GUN FIRE

TO GET THE JOR DONE.

AND ANBDERSON,
THERE COULD BE A MEDAL

IN IT FOR YA.




Anderson, Chuck. Sergeant. Leads 2nd Platoon’s Recon team. Probably gotta

wife back home. Damn good soldier. You give him an order and he figures
out the best way to get the job done., So what's he doing cowering behind
that bombed-out farmhouse?

Saving his own butt.
That’s what you should expect if you order him to do something crazy. In

Close Combat everything reacts like

it does on the battlefield, from
the ripping canvas hiss of the German
MG42 machine gun to the screams
of the men it hits. It all goes down

right in front of you. In real time.

So there’s no time to thumb through

the manual. You work your mouse like

Americans vs. Germans?

e P a weapon. Point and click and boom,

— e
gonna_take?

the shooting starts the second your

men step off Omaha Beach and it don’t let up "til they’ve

taken Saint-Ld. Troops, terrain, situations —if you want

Which side
you gonna take? to get any more accurate, you’ll have to shave your head.

Wanna go head to head with other military geniuses? All you

need is a TCP/IP connection., And guts. Jownloaé the trial
ve
To experience Close Combat visit your nearest DRSCT LEAININGRLUIAY

rsion and start your

recruiter or head straight for the battlefield

at http://www.microsoft.com/games/kickbutt/

Microsoft

Where do you want to go today?™

21066 Microso s ATl riants reserved. Micro & nd dows are COMPUTER
r Wh a to f G n' 1




JUST THE FAQS

| ¥ phat’s on the demo disk this

U month? How can I find what |

want and use it? What sort of abom-

What's On
The CD?

This month’s CG-
ROM celebrates 15
years of outstanding
computer game cov-
erage in CGW View the magazine’s top sto-
ries from the last 15 years, hear the 15 best
game soundtracks of all time, and check out
the 15 coolest game designs from our read-
ars. Plus, the Mulli-mediocre Players make an
excruciatingly bad play of the games we'd like
to see made, and the games we never want to
see again. (Phoney accents exaggeraled o
protect the quilty)

Quaxe fans—you'll find the shareware ver-
sion of the game, plus deadly lactics and
exclusive level maps to guide you lo the
goadies. For simulation fans, we have an
exclusive of Philips's Net DUgL (the Internet
version of Fighter DUEL), and an exclusive
radar tutorial for Military Simulations' Back 10
BacHpaD. For the Strategy Game enthusiast,
we have exclusive WarCRarT Il scenarios and
tips, and five additional scenarios for SSI's
FanTasY GENERAL.

How Do I Use It?

I you have Windows 95, installation is sim-
ple: The CD is Autoplay enabled—just lock
'n’ load. Otherwise, from Windows 3., select
Run from the Program Manager menu, and
lype “D:ARUN-ME" (where D is the letter of
your CD-ROM drive) to run it straight from the
CD. Then lype “D:NNSTALL" to create a CGW
program group on your Windows deskiop. If
you have installed previous versions of the
CG-ROM, this disc will use the program
group already on your desklop.

How Do I Play
The Demos?

To view the demos, first click on Editors'
Hot Picks or Product Demos. Next, click on
your favorite genre: Action, Adventure, Simu-
lations, Sporls or Strategy. Then click on the
litle of interest. Each demo has its own
instructions for installation.

[+~

inations did the voice-over actors on
the CD-ROM commit this month?
What's happening next month?

How Do I Get
The Patch Files?

Click on Patches under the CGW Features,
and then read the text window, which has
instructions on copying the files to your hard
drive. You can also access the palches from a
DOS prompt by typing “D:APATCHES” (where
D: is the letter of your CD-ROM drive) and
copying them directly from there to your hard
drive, We strongly recommend that you back
up any previously saved games before
installing a palch, as this may overwrite your
exisling program.

How Do I Get The CG-ROM?

Newsstand issues come in two flavors: with
and without the CD. Each type is clearly
marked. If you can't find the version you want
in the store you frequent, encourage your
retailer to carry it (or subscribe to ensure that
you get a CD every month). To subscribe,
simply call (303) 665-8930, and specify that
you wanl the CD-ROM version.

How Do We
Classify Games?

Action/Arcade (AC): The emphasis is on
hand-eye coordinalion and reflexes, usually
emphasizing fast play over story or strategy.

Adventure (AD): Games wherein you con-
trol an alter ego and move through a story line
or sequence of evenls and puzzle-salving takes
precedence over conversation and combat.

Classics/Puzzles (CP): Classics are old
stand-bys and parlor games that appeal to
many different lypes of gamer. Examples
include: backgammon, bridge, chess,
MonoroLy, parchesi, Risk, and SOLITAIRE.
Puzzle games are computer games which
emphasize spalial relationships, word games
andlor problem-solving without requiring
gamers {o follow a storyline. Examples would
be: StangHal, Teris and ZI6-ZAG.

Role-Playing (RP): RPGs are a subset of
adventure games, but stress characler develop-
ment, often through improving stats or other
allributes. Conversations with non-player char-
aclers (NPCs) and tactical combal are general-
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-PC Games

: “Twisted humor
and startling graphics....
One of the best games

5 you'll ever play!”
& ~The Discovery Channel

“MYST meets Blue Velvet”
-CD-ROM Today

“It will keep you playing:;
for hours. “-pc Magazine

HTTP: //WWW ., BADMOJO. COM
VISIT YOUR LOCAL _El_ﬁTAI[. STORE_I FOR A GREAT FIRST-LEVEL DEMO.
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GAMES AND GOODIES ON THE CG-ROH
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ly more important than in Adventure
games. Finally, the game world tends
lo be large, and the plot less linear,
often with some quests/

ireks outside the main stary line.

Simulations (SI): Highly real-
istic games from a first-person
perspective; you may drive a real-
istically simulated race car, fly a
military aircraft with a meticulous
physics model, or swoop through
a detailed sci-fi environment.
Usually polygon-filled technology
is used to build the simulated
world on the fly.

Sports (SP): The sports game
category is a broad genre which
includes aclion (NBA Live) and
strategy games (FRoNT PAGE SPORTS
FoorsaLL Pro) based on sports.

Strategy (ST): Problem-solving,
short- and h:mg-range pianning are

the keys here. These games almost
always emphasize resource and risk
management. This genre includes
conilict-based sci-i and fantasy
games (X-COM, Ourpost, MOO), as
well as “pure” slralegy games and
“software loys" such as SiMCITY,
Wargames (WG): A subset of
strategy games, these recreate his-
torical conflicts from a command
perspective. They may be factical,
operational, or stralegic, and slress
anything from logistics and fire-
power to morale and leadership.
They may be simple (PAnzer
GeneraL, Enpige 1) to incredibly
detailed and complex (PAciFic Wan).

What Is CGW's
Reviews Policy?

1) We only review from the final
copy of the game. Though it has

become popular among PC gaming
magazines to review from lale beta
copies, we feel that the reader is
besl served by having the reviewer
look at the same copy of a game
thal the readers will find on the
shelves. While we recognize that
this causes some delay in coverage,
we believe the reader is betier
served by such caution.

2) We expect our reviewers to fin-
ish the game. We want our readers
to be assured that we do not review
hased on immediate or early
impressions of a game. Our review-
ers give a game ample opportunity
lo show ils quality. In some cases,
bugs make it impossible to finish a
game, but we identify siluations
where that has occurred.

3) We make every effort to match
the reviewer to the game. We take into

ccC
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DEMOS AND STUFF PLATFORM DIRECTORY EXECUTABLE
Back to Baghdad, Walkthru Win via CD interface NONE
Diablo Win 95 DEMOS\DIABLO DIABLO.EXE
Eradicator DoS DEMOS\ERAD INSTALL.EXE
Fantasy General Scenarios Dos DEMOS\FANTGEN INSTALL.EXE
_ Fighter Duel Win/DOS DEMOS\FDDEMO INSTALL.BAT
- FPS Pro Baseball ‘86 Win DEMOS\SIERRA SETUR.EXE
i 'EUHPS % Win DEMOS\INTRPLAY GURPSLAVI
~ Hong Kong. Mahlnng Win DEMOS\HKMJ HKMJ.EXE
- Hyperblade Win 95 DEMOS\HBDEMO SETUP.EXE
~ Interstate 76 Win 95 DEMOS\76 176PROM2.AVI
~ MechWarrior 2: Mercenaries Win DEMOS\MERCS MERCS.AVI
'Hemesis. The \'lizardry : Dos DEMOS\NEMDEMO INSTALL.EXE
Win/DOS DEMOS\NETDUEL NONE
" nfa PATCHES NONE
nos DEMOS\SHAREWAR\QUAKE INSTALL.EXE
Win DEMOS\QUAKEMAP ACROREAD.EXE
DOS DEMOS\QTUTOR\SHRWARE NONE
DOs DEMOS\QTUTOR\DEATHM NONE
Win 95 DEMOS\RAVAGE RAVPLYR.EXE
DOS DEMOS\SIXDEMO SETUP.EXE
Win/DOS DEMOS\BURST INSTALL.EXE
Vin 9! DEMOS\VFPC SSP.EXE
DEMOS\WAR_SCEN NONE
via CD interface NONE
- DEMOS\INTRPLAY\WL WL.EXE



il COMMENDABLE EFFORT.

But we offer a more creative way ta kill your co-workers.

With The Ball and King Of The Hill. WIRED MnGnZINE says: “Mharathon ‘comes on like a relent!ess fuel- |
injected nightmare." When you find yourself sitting in a puddle of your own bodily fluids unable to-ma.\fe-or .
speak, you'll probably agree. MIARATHON 2: DURANDAL. How WiLL IT RuUIN YOUR LIFE?™

=

SATTE BUNEIE SOITEANE PRABUEYS CORFORATION. ALY RISHIS ALNIRYED, MANATHON AND MARATNGR 21 DURARDAL™ BUNGIl S8010ART PREBREIS Conr,

VISIT OUR WEBSITE AT WWW.BUNGIE.COM, OR CALL 1-800-295~-0060 FOR MORE INFORMATION. m H H }I [ IH U “
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JUST THE RAQS
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keyword: CGW

consideration the preferences, back:
ground and possible biases of the
reviewer and, where possible, we find
people with actual life experience or
special backgrounds that match a
game. We believe Lhis policy enhances
both the credibility of the review and
the enjoyment of gameplay when the
real world and the game world are
competently compared.

4) We do not accept free travel
from software or hardware compa-
nies. We believe such gifts have a
tacit assumption of coverage
allached to them. We will only cover
such events/launches as we believe
will benefit our readers.

What's Up Online?
Addict them first, charge them
|ater. Distributing Shareware via the

Internet has proven io be a great
promotional channel for marketing
games: case in point, id Software
and its Doom, HereTic, and
Worrenstem 30, all of which helped
created the biggest little name in
the software industry. See which
games made CGW's list of top 15
shareware games of all time (hint:

all of the above). Download these
greatest-shareware games from our
AOL site, and see for yourself just
how addicting they are.

Coming Next Month
Our annual Holiday Buyer's Guide
returns with more than 50 pages of
gaming goodies for the holidays.
The CGW staff is sifting through
mountains of new and pre-release
games to show you the BEST ones

HOLIDAY

¥,

in every category, plus hardware,
stocking stuffers and children's
edutainment. 'l be huge and help-
ful, so check it out .

mNOVERDED 1008

- § before buying it

Average: A Weak: A game | Abysmal: The
1 mixed bag. Gan with serious prob- 1 rare game that
e a game thal lems. Ustrally gets it all wrang.
1 reaches for the bugay, seriously This is reserved
b+ ¢ 'stars, but falls lacking in play for those products
-+ shorlin several value, or just a so buggy, ill-con-
ways. Can also be i poorly-conceived i celved or value:
at does | game design— less that you won-
4 you should think 1 der why they were
long and hard ever released in
the first place.

MR

GAME
MACHINE

December also marks the third
year of our highly acclaimed Ultimale
Game Machine roundup. If you need
a hot new gaming system, see nexl
month's issue for a complete evalua-
lion of the hotlest machines
designed specifically for gaming.
We'll test and rank the hottest rigs
from Falcon Northwest, Compaq,
NEC, Sony and Toshiba (providing
they deliver them on time), and
update you with new information on
Zephyr and Galeway machines.

Hot Reviews For
December
* DEADLOCK
® JAGGED ALLIANGE: DEADLY
GAMES
© THe ELDER SoROLLS: DAGBERFALL
e NHL Hockey 97
e JoHn Mappen FooreaLL 97
 S7AR ConTROL 3
e F-22

Sneak Previews
Next Month

 DESCENT T0 UNDERMOUNTAIN

o iM1A2 ABRAMS

o MECHWARRIOR 2: MERCENARIES

Disclosure

As a matter of record, CGW vol-
untarily maintains a list of compa-
nies in which SoftBank, the parent
company of Ziff-Davis Publishing
Co., has an interest. It is available
online at http:/iwww.zdnet.com
Igaming/disclaim.html and is up-
dated when we become aware of
such investments.



OUT OF BUSINESS!

» Hours o_I endlgss-gamgply.
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A sophisticated shooter laced with dark humor,
Killing Time"is a fright-fest for the true aficionado

of first-person corridor mayhem.

You're trapped — locked in an island mansion crawling with the undead.
Clear heads with a penchant for puzzle solving must prevail.




supernatural

s torylinie

Use your brains and shotgun blasts t@ shatter the
- spell that has kept the island in a horrific limbo.

Afraid? Don’t be. Visit your favorite retail haunt or to order direct,
dial 1-800-336-3506, or summon us on the Web: www.3DO.com/studio3do

IWindows

95

Power Macintosh

300, Studio 300, the 300 Isgus ana Kitling Tume ere
frademnarks andior negistered trademarks of The 360 Campairy
All chbier Irademarks o registened Lradeimarks wne the
[

gty of bhanr respective somviers,
©11535, 1556 Tha 300 Company. A rights reverved

Circle Reader Service #122



GUEST EDITORIAL

1i Years Of

Playing To Win

CGW Founder Russell Sipe Reflects On The Magazme S History

sit here at nearly mid-
night typing on the
same keyboard that |
used a few minutes
before lo send frenelic
commands to my
battle-weary troops.
Click! Group One:
Move lo the river crossing.

Click! Group Two: Move south
and fire on the forces before you.
Click! Group Three: Regroup.

Fighting three opponents, | had
rushed my troops about in a des-
perate effort to prevail in an
Internet online game of COMMAND
& CONQUER. The battle is over,
dozens of vehicles destroyed, and
even more troops sent Lo their
electronic graves. Here | sit, the
adrenaline rush subsiding, coming
back to earth. Suspension of dis-
belief suspended.

Oddly enough, in many ways
tonight was a lot like a night some

WING AND A BLAIR Mark Hamill shares his experiences from Wing
Commanpen 1l with Russell Sipe in early 1994.

CcC

15 years ago when | sat in front of
a different computer, turned my
little single-prop aircrall around al
about 24,000 feet, and aimed it at
a poslage-stamp-size grid floaling
far below me on the computer
screen. On that night | was mes-
merized by a tiny wire-framed grid
representing the world of FLIGHT
SIMULATOR. My Apple Il served as
my aircraft's Control Panel as |
began the long descent back
toward the world as Bruce Artwick
had created it in 1979. In that
world the enemy fighters were
nothing more than simple while
dots on the screen thal flirted
about like rocket-powered fireflies.
Realily in ultimale abstracl. A dol,
nothing more, represented my
determined opponent. Yel, | was
fotally engaged. It was just me and
the dot. No mercy, no quarter. Talk
about suspension of disbelief!

On another occasion, | booted
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BREATH OF LIFE This dragon
graced CGW's first issue in
1981, when the TRS-80 and
Apple 1l were the reigning
game platforms.

up a game and read these words:
"“You are standing in an open field
wesl of a white house, with a
boarded front door. There is a
small mailbox here.” These simple
lines began what is without a
doubt the most significant com-
puter adventure game of all

ing these games is a it like
attending your high-school
reunion. It brings back a lot
of memories.

The first issue of
Computer Gaming World
appeared 15 years ago
this month. Now, 15 years
doesn't seem like a long
lime when you consider the
likes of The New Yorker or
Reader's Digesl. However, in
the world of computers and
computer games 15 years is
al-o-n-g time.

time, ZORK. Somehow, recall-

When CGW's first issue hit
newsstands, all 36 black-and-white
pages of it (only the two covers
were in color) the hottest games
were ROBOT WAR and CRUSH,
CRUMBLE AND CHOMP. A fair por-
tion of the games were distributed
on cassetie tape. The two big gam-
ing rigs were the TRS-80 and the
Apple I with the really complex
games requiring an upgrade to
48K of RAM. The name Lord
British was unknown, except fo a
few folks in Texas, and Trip
Hawkins was a young executive at
fledgling Apple Computer who
dreamed of starting his own game
company one day.

Here's how | happened to starl
CGW. In late 1979, | got the hare-
brained notion that | could be a
computer game designer. | had
designed a board game or two and
thougnt that, with a few months
invested in reading programming
futorials, | could become a "player”
in what | thought would be a won-
derful emerging hobby and indus-
fry. | was right about the hobby and
industry, but quite wrong about
being a computer game designer.
You see, in those days the designer
and the programmer were the
same person. The concept of spe-
cialized skills exhibited by design
teams, producers, and the like
would not make an appearance
until the mid '80s when Electronic
Arls codified the development-leam
approach to game design.

After spending only two weeks
with the Applesoft tutorial manual,



T

MHMVE

First time e eve

In Hunter/Hunted, whether ™ you live or die is all up to you 8\ becauseyou
choose the character you play. Either way, monster or prey, = you'll need
to dodge traps and run a gauntlet of 3-D characters just to stay alive. The
blistering action takes you through flesh-eating tunnels and booby-trapped
sewers with only your wits separating you from a body bag. Well, wits and
whole bunch of guns, knives, grenades,
and rocket launchers. Because, hey, 7 /’ o r '——’T
when it's kill or be killed, it's better to / e // / /___ /
give than receive. PP O
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President, Intemit{nnal Media Grou
PrEsiden

PLAYING WITH THE BIG BOYS CGW founder Russell Sipe (center)
plays Mopem WARS with the game's producer, David Maynard
(right), in 1988. The garrulous Johnny Wilson is al left.

Vice President, Human Resou es'

ﬁalyii! ofts A

| knew that | didn't have the per- puter game magazine,” | thought to Vice President, Planning. 4
= Vice President, Pmductlnn amllﬁrrnann

sonalily to be a programmer. So myself as | drove along. Vice Prasident, Cont MakMoer _

here | was, stuck with the $2,000 "You could do it,” a voice said in Treasurer fhomas L Wight

maching representing my life sav-
ings, and no way to make money
with it. While trying to figure out

my head.
“I don’t know the first thing
about magazine publishing,” |

U.S. Puhlll:ailons ﬂroun

Prosident, LL.S. Fuhlicahnns
President, Business Media Group

Presfdent, Consumer Media Group J.

Ranni Sonnnnharg ;
Glaud N

how to get the computer to pay thought. Senfor Vice President, Circulation B
5 : W Woamt Executive Vice President,
for itself, | was playing a lot of You could learn,” said the ‘Business Media Group Doif Byrries
games. voice. Assistant to the Chairman Tom McBrade
: 4 : Vice President, Marketing Services Jim Marmlnu
In March of 1981, | was playing It felt like some scene out of Vice President, Central Advertising Sales Bob fiages
a game called COMPUTER AIR Slar Wars. “Russ...Use (he Force, i “Plce :imidecr;t- P[mt;im;‘:;ﬁn! :ﬂirk *‘;ﬂm;w
aTel . " ce President, Circulation Services Jamas b
COMBAT from SSI. It was a thinly  Russ! Vice President AlDIGUo
disguised computer version of a The voice was right. | could Vice President Daniel Fatbir
y Vice President Michasl Miller
popular board-game system called  learn. And | did learn. Now, 15 Vice President  Paul Somerson
Air Force/Dauntless from years later | look with pride at what mtuﬁvenl:iremr- :‘zt;ﬂls;:!: gr;lgﬁﬂrvhm
. TR 4 rector o 5 ne
Baltleline Games. Driving along CGW has accomplished over the Director, Benchmark Oparation. Bill Caichings
the freeway one day in March years and al what it is today. In £ im-::ﬁ:; zaﬂaﬁiﬂe i::tw;'k a
. . . ce Fresiden anagin rector Jog Spie
1981, | was thinking about the those 15 years CGI has reviewed Eatative Dirsca A Srbads
game. Mulling over the fact thata  thousands of computer games and Marketing Director kike Perkowski

programming error caused the
ME-109s in the game to turn more
lightly than they should have, |
wondered if others had noticed
the same problem. | wanted to
read a review of the game and see
if others saw the problem. It
occurred to me that no one was
reviewing computer games in
those days. Outside of a brief
mention of an arcade game here
and there, none of the existing
magazines covered games. And
certainly there wasn't anything like
a computer game magazine fo
consult.

“"Someone should start a com-

cG

entertained millions of gamers. Bul
more importantly, CGW has helped
mold and shape the laok of the
compuler gaming as both hobby
and industry. We played a key role
in building the community of com-
puter gamers. This is the greatest
legacy a magazine could hope o
attain. Computer Gaming World
has done the job. And | am very
proud of her.

Russell Sipe sold Compuler
Gaming World in 7993. Today he is
{he Direclor of Infernet Commerce
for DeltaNet in Southern California.
He still plays games. &
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With Fighter Duel’s™ new 9-plaver network capability, vou can
now have all the enemies you need. And with its improved flight models,

more aircraft and force-feedback jovstick support, it's no wonder

Computer Gaming World considers it one of the best simulation games of the year.

For PC CD-ROM. For information, call 1-800-883-3767.
Present owners can upgrade for free at our Web site,

1imD B hpiwww.philipsmedia.com/games g pH I LI ps
#1996 Philips Media, a division of Philips Electronics Morth America Corporation o+
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Here's what the commanding experts
of sims have to say about us:

“The F-22 here is by far the most strikingly rendered
plane yet seen in a PC simulation.”
- Denny Atkin
Computer Gaming World
September 1996

“The look of the sky as you soar through it, the glare of
the sun and the shifting of your F-22 as you perform
maneuvers are simply unparalleled in the world of
flight sims...[It will] keep even the most jaded flight-sim
fan glued to the monitor...”
= Glenn Broderick
Computer Player
September 1996

“Easy to play and still over the top in battle situations, not
only will this version [Comanche 3] be plain fun, it'll look as
fabulous upon arrival as the original Comanche did."”
- Computer Games Strategy Plus

August 1996

T, "Still pictures can't do justice to the

e '}} smoothness and beauty produced
by Voxel Space 2. Players will have

to see the game [Armored Fist 2- M1A2 Abrams]
for themselves to appreciate just how groundbreaking
Novalogic's 3D engine really is."
~ Next Generation
A"gust 1996 Circle Reader Service #220

i e s Sy
T

Comanche and Armared Fist are registered trademarks of Novalogic, Ine. F-22, F-22 Lightning I, Comanche 3, Armared Fist 2 - M1A2 Abrams, Voxel Space, Voxel Space 2, Novalogle,
the NovaLogic logo and NovaLogic - The Art of War are trademarks of NovaLogic, Inc. All other trademarks are proparty of their respective owners. Copyright 1996 Novalogic, Inc.



_.EDITo RIAL COMMENT

- Jama fairly new reader of CGW,sinee |
hm*c'mﬂy recently gotten fairly hieavily into
compuiter gaming and am only 13, but | find il
better than any other magazine ['ve seen, and |
frust your opinions very much.

| have aquestion about game level makers

and editorsand the like. [recently purchased
WARCRAFT L and found the editor to be hall
the game. Itaddsinfinite plavability, and most
of all, it was so easy 1o use hat even a brainless
foollike me could useit. My
'. pm!ﬂmms, why
doothier editors \
i Iu\fe tobeso

B iﬁmﬂ}-llikw

scenario contest:

usto havea full knowl-
rﬂdgcofGﬁD“ 1 knowa
WarcRAFTstvle editor wouldit have worked
rmany games, suchas Do clones, but |
thinksomething alittle more user fricidly
conld have been thought tp. Or take the Cra-
SapEseries, which luoks like it could casily
have hadan _'c('i_i'tnr_ln_at]c for it, which wold
*have been deliciously fun o use. Does anybody
; e:ae feel this way, or am | just being foolish?
' Andrew Gonill
Gray, M1

QUALITY AND QUANTITY

I love vour imagazine. You have
always been a good resouree (for me)
on what games to buy and what not

to by Your reviews and reviewers are

We wish it were possible to have an easy-to-
use editor for every game. Different gaime
companies lave different philosophies about
the value of editors. While the flexibility often
gives legs to a game and causes a title to
resaitt i the publics eve a little longer, it also
reduces the desirability of producing « sequel
with the same hasic game engine, since
gamers may be able to download new levels or
maps fron the Infernet or a host of local
BBSs. The two biggest
questions about
whether to build game

editors are 1) how

miich time/money to
iivest i creating an
inlterface thal gamers
can understand and
2) whet is the nature
of the game objects
(31D, object-

L*rctTltur that was oriented, limited
NS €18y, O Even one to a library pro-

. ?r.ml:?nm norhas Biusﬂdes ; ms creaed Wil :-':'(:" ol by i;hi r.-::m

onlus vorle o, e es 0 MigH & MAOE ere

anyohe | know. Do iitin editor for the HEROES pany, sprife-

" these peapleall expect ke based) and thus

how easily can user-defined objects be
implemented in the game? Companies like
Blizzard and New World have obviously
decided that giving users the extra flexibility to
ereate their own seenarios makes the basic
game into @ better product. After helping to
judge the HONIN scenario design contest
recenth (and seeing game maps like the one
pictured here), we truly believe that editors are
a good thing. Now, if only Mindscape would
develop a WARHAMNMER editor so we could
ereate our own medieval wargames!

Latel?” top 10 the same as the top 10

games inyour Top 10072

intelligent, imformative, and humeor-

ous. You do nof surprise me every
month when vou put outanew qual-
ity isstie, [ would expeet nothing less,
But geez, why isn'tvour “Plaving

CcG

NOVEMBER 1456

tion of vur subscribers” eritical evalua-
lions of many games—whether they
were plaved months ago or recenthy,

Thanks for a really greal magazine,
Josh Koty
[Fronn the Tnternet

The lop 100 is & cumulative tebida-

‘Lhe subscribers rale games from o list

ot a questionnetire, Playing Lately is a

straw poll of the same subseribers

where they “write in” the names of

games they are currently playing,

Hence, The lop 100 gives a qualitative

evaluation, whereas Plaving Lately

may indicate popularity more than
aquality, We like to think that the for-
mer offers comparative quedity while

the latter shows what’s currently hot,

THE GODFATHER ANALOGY

I was pleased to see vour aricle

defending the quality of sequel

games. | only wish vou could have

seen it in vour heart to give me credit

for vour Sword of Shanarra/

Codfather analogy: Afier all, vou first

used this line of reasoning in

response o my letter a few months

ago, inwhich I took exception to the

five-star ratings given lo sequcel

games,

However, | must admit that | had

never really plaved S Mener's
CvzanoN H before writing that
letter, Now that | have, | can see why

it received five stars. [ still adhere,

though, 1o my belief that sequel

games shonld be reviewed with at

least a small bias, This time, letme

clarify my reasons.

First, a gamer who has already

plaved a great original game cannot

(aat Jeast in most cases) get the extra-

nrdin:lr_\' gaming expericnce that 2

five-star rating promises, In Sip
Menr's Cvavizanos 1, von are

.CnmpuScrw. 76703,622

Intemnet: 76 f(f?ﬂi[_a_..ZCl
CONPUSEIVE.COTTI

- orwrite us al:
 Computer Gaming World
~ LettersTo The Editor
135 Main Street. 19th Floor

San Fancisco, GA 94105




Flght ou Tt
through tlrne
Or gou e lstor

{  Nine Distinct Worlds

- Battle through nine time eras:
Prehistoric, Roman Times,
 Feudal fapan, Medieval,
* Conquistador, Wester,
Moderm Wafs; The Future
and the ulfimate showdown
against The Virus itself.

Feudal Japan

45 Deadly Weapons
Master dozens of lethal weapons
|~ from Prehistoric clubs fo Wild
]  West gunsto futuristic lasers.

Over 8o Fierce Enemies
Defeat more than 8o real-time
polygonal 3-D enemies from past
and future battlefields.

Modern Wars

Incredible Environments
lourney through stunning realms
) oas durarieuareseamlesly

~ integrated with gorgeous pre-
rendered hackgrounds.

The Uirus

Check outthe demo at hitp://www.activision.com o htty://www.mcafee.com/morhome/ o1 N (R P
vist us on America Online at Keyword “Activision” or on CompuServe at Keyword "Go Actvision” ;ﬁgm <> ' AC'IV'SION"
Now available on MS-DOS/Windows 95 (O-ROM and Sony PlayStation, s Sy :

£ Llcsnsed by Sany Compater Entertainment Amaica for st vt 188 PiayStiion game consols.
r3TWS 3t ihe properties of telr respeciive hoidars:
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CK OF KNUCKLES To Jaw. THE GROTESQUE PING OF PIPE

KULL THE REVOLTING SLICE OF SWORD THROUGH FLESH.

LL DELIGHTFULLY EXPRESSED BY THE CoOMPAQ PRESARIO.

The Compagq Presario 8000 Series isn't

for everyone. It’s for that certain breed of multimedia
enthusiast who likes a computer that, well, goes to 11.
After all, the Presario 8000 Series is the most advanced
multimedia home computer line ever made.

For starters, it [eatures [BL Pro Premium speakers
for the same awesome dynamics one enjoys from a home
sound system. Rest assured, when combined with our

Interwave 32-Voice Wavetable Synthesis for brilliant audio

your neighbors.

Another cool feature is a Talk & Send 33.6Kbps
modem. Not only does it give you the fastest Internet
access, it lets you play games and talk with your oppo-
nent at the same time, But pcrhaps most impressive of

all, the Presario has PowerVR 3D Graphics and 6MB of

gl'nphi('s memory that bring true 3D arcade-quality images

home for the first time ever. Translation: frightening real-

ism and incredibly smooth animation.

The experience is further intensified by a range of

cutting-cdge power and performance features. There’s

cven an innovative gamepad that puts everything in the

palms of your hands. The same ones that are probably

getting a little sweat y righl now, For more information,

visit us at www.compag.com or call 1-800-345-1518.

The Compaq Presario 8000 Series. Not for the faint of heart.

COMPAQ

Has It Changed Your Life Yet?



LETTERS

building citics, managing military
and economic expenditures, ele.—
basically the same thing as in the old
SID MEER'S CIVILIZATON [Uis cor-
tainly entertaining, and the added
multimedia is a nice addition as well,
But a trmseending gaming experi-
ence? Hhink not. Using vour Cod-
father Il analogy, CviLiZzsnoN 11
wotld be comparable to re-releasing
The Godfather with an enbanceed
soumncdtrack and a few new scenes,
and entitling it Godfather 1. (In fact,
George Lucas is atiempting lo do
this very thing next vear with Star
Wars, but that’s straving from the
paint.) You see, what made Clod-
father Il even more suceessful than
the original was the compelling,
well-written and completely original
seripl. You did not sce a horses sev-
ered head in both movies, now did
vou?

My second point centers around
originality. In my opinion, games like
Psycrie Dimscives deserve extra
praise because of their striking origi-
nality. |Let’s face it, software design-
ers can Lurm a piofit on the same
types of game year after year, so it s
imporlant lo reward the program
designer who siretches the imagina-
tion a bit. | know Psvcie Direc-
TIVE was well received at CGW, but
if games like these aren't given extra
recognition and promotion, there
might not be enough incentive for
the next designer with a ereative
idea.

lan Unitland
Irom the Intemet

Actually, we don't believe Lucas is
doing what you asserted above with
regard to Star Wars, He isn'l calling
it Star Wars 11, is he? lronically, we
think the Godfather analogy stifl
holds. Coppola shot more footage
for The Godfather than he could
passibht have used. Some of that
footage was used in Codfather 111t

cC

had new seript elements, new aetors
and new footage, but some of it was
built solidh on the preproduction
and production work done for the
first film. In much the same
way, SID MpER's
Cnarazsnon s built
on the preproduction
and production
eces of data
screen, only
it view when the
tely, it only

'H.'(H'}\' done inere-

ating the original

Same engme.

Yet, it was a
work of arl for
the design team
to mlegrate new
clements (new
units, new wonders)
into the game without
dismipting the play bal-
ance associated with the
first game,

But before the lalse Analogy
Fatrol drags us into the darkened
chmgeons of the fabled COW build-
ing and tortures us with choral read-
ings from our compelition, we'd like
tor go on record as stating that we
approve of innovation. The producer/
designer of PsyGinc Diivcive: has
told us personally how much he
appreciated our review. Psycric
Dzt wasn't a game for heard-
core gamers, bul it was a fresh
approdch to game design. We wel-
come such approaches, even when
they aren’t commercially successful.

GETTING HIS 64 BITS IN

Fam wiiling in response Lo Martin
Ciruliss newest rant on gimmicks
(September). In it he says that Nin-
tendo is just pushing its new 3D
games as a gimmick. | disagree. The
way ook atit, itisa tctr|||luh:£;ic;l|
achicvement, That they have the
ability to cram 3D technology,
processors, peripheral ports and all
the other stuffinto a box that’s no
biggrer than the speakers onmy

compuiler (and have it priced al

MOYEMBER 1995

5250 0r $300 dollars, the average

price of a good 3D aceelertor card)
is amazing,

IMurthermore, the fact that they
are able o stull the entire game onfo
an S-meg carlriclge is equally amaz-
ing. I wish that more PC game mak-
ers could do that (it is extremely frus-
trating when the demo for a game
takes up 70 megs of hard drive
space).

Other than that, | agreed with
evenvthing else he wrote. [ usually
read his page first, and | rarely dis-
agree with his views.

Jemel Cool
From the Intemet

Cirulis questioned whether the 3D
look signifteantly enhaneed the
gameplay. Several readers echoed
vour sentiments in insisting that the
31 in these games is nof just a gim-
mick. Nonetheless, neither he norwe
feel that proportionate attention is
heing paid to tiving fresh game con-

cepls or crealing inlriguing new game

0w of B wsual padiock view. B28 privdes 2 saten
e Hawiszye b b you track bances dhring ciose-
11 engagemurts. Haukine pasis miny pleces of duta
¥io 2 small whodow that fouts aboot the scoven, ooly
Sppoaring i the farwarnd 07 Borvard D RO view wWhen the
SRR b2 50 ) IR view: [ntnrunttely 4 oedy

i whaiter the selecied
et i) abene Below
or 1o the side of you,
mlatraely sorakng
B For mample f the ban.
&t were 3t your Fagh
B 5 o'chech, the window
would be in the Lpper
leR-Rand coemit 1 you
then rolled imverted, the
! window would move 1
J the loast rgit-hand
comnar of (ke vieatn] anta=Hanks never pbacures
okt intrumentation. The widow wil onfy siide

Geretly hehand you

ids strung aroead the outer cirche: lndcatey

7 of planes in visual ange and their bearngs

i AETET. In the mompls abdve, the dumond
q % the five o'clock position and ed w &

I'&lallvely j« when you'ne inverted. The damends are

) (spkay Mnendos dtihuy, f known

designs. Instead, it
seems like the bulk of
todavi products are
only beiter in sound and
araphics.

CORRECTIONS

I Robin Kim's Back 10 BaGh-
DAD review in Last month’s issue,
there was an error in the FHawkeye
view tutorial sidebar. 1 said if the
banditwas at high 5 o'clock, the win-
dow would appear at the upper lefi
corner of the sereen, It should have
read upper right. The lollowing
example likewise should have said
lower left instead of lower right. We
apologize for any inconvenience
caused by this error, and we've asked
M. Kin to stop looking in the mimor
while playing sims, no matter how
dashing he thinks he looks in that
flight suit.

msgmm Bits Department

In Martin Ciruliss article on
game networks in last month’s
issuc, he referred to Engage’s rela-
tionship with House of Blues.

Engage does not have a relation-
ship with House of Blues. The
article should have mentioned
[ingage’s arrangement with
Billboard Live! We apologize to
Jake and Elwood for the confusion,
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B m= vmfo NEMESIS cumamzs ovm 10,000
FRAMES OF ORIGINAL 3D ART AHDJS‘JGA ‘
: ANIMATIDNS WITH-REAL TIME mrsmmnu.

THIS 1S AN .INTENS'E smlriv-' ABOUT vmftiﬁl.
BEINGS WITH REAL LIVES AND REAL ENEMIES :
THAT MAKE YOUR VISIT REAL UNPLEASANT, - 7.9
Nemesis MARKS THE BEGINNING:OF Ver
ANOTHER WIZARDRY LEGEND. ':'-i':,'

COMING S-OO_N,- _
To ORDER, VISIT YOUR RETAILER, '~ %

OR CALL: (800) 447<1230..
AsK FOR OPERATOR 75,
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PO Box 245, OGDENSBURG, NY'1 3669;0245
TeL: (315) 393-6633 Fax: (315) 393-1525
E-mAIL: 76711.33@COMPUSERVE.COM
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Wizardry is a registered trademark of Sir-lech Suftware Inc,
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— Ratweek
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— The Sunday Compost
— The Daily Urinal e

1BS UP (UR NOSES).

— Fungus & Mildew
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For PC and MAC CD-ROM and PSX.
For information, call 1-800-883-3767.




'WE COULDN'T HAYE SAID IT BETTER OURSELVES.

— The Blubs

The Blubs, your average family of space dliens, are in a heap of trouble.
They've crashlanded in a garbage dump and need you to help them put their ship
back together so they can get back home to their less odorous planet.

That is, before a gang of infergalactic bank robbers can get ahold of them.
Find out why the critics are calling Down in the Dumps the funniest, best-looking
and smelliest 3D graphic adventure game ever

to (dis|grace a computer screen.

2 PHILIPS

http://'www.philipsgames.com
1886 Philips Media, a dwision of Philips Electronics North America Corperation
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GGW's Eumpean Vacation

ECTS Provides An Updated Look At Games On Tap For The Holiday Season

fie European
Computer
Trade Show
(ECTS) s
similar to
the United
States' E3 show, albeit with a
smaller display floor and a
longer history. Still, compar-
isons are inevitable, especially
since the early-September tim-
ing of ECTS meant that show-
goers were treated primarily to

BATTLES OF ALEXANDER
Interactive Magic’s new wargame
lets you command Alexander the
Great's ancient armies. Up to 12
players can hattle over the ‘Net.

updates of products already
announced at E3.

Thal's not to say our
European cousins can't hold
their own when it comes (o
flash and dazzle. The first thing
attendees saw upon entering
the hall was a genuine, bright-
red Fokker Triplane hanging over
the Empire booth promaoling
Fuyme Corrs. The award for
flashiest premiere has to go to
DID, who earlier in the week
had invited journalists fo the
Farnborough Air Show ta unveil
the new 3dix updale of EF2000,
What better way to show off
EF2000 than with a show thal
featured a flying display with the
real Eurofighter, as well as MiGs,
Sukhois, and even a B-2 flyby?

[+

SHOW BUZZ A genuine
Fokker Dr1 triplane
watched over the ECTS
proceedings.

DID also showed early versions
of TFX: F-22, which has a fer-
rain engine Lhat's as big an
advancement over the current
slate -of -the -art as EF2000's
was lasl year.

Interactive Magic unveiled
FaLLen Haven, a strateqy!
resource-management game
that puts you in charge of New
Haven (lhe space colony, not

ON THE SHELF €

NOVEMBER 1996

ﬁﬁnarket, as well as

THE ELDER SCROLLS:
DAGGERFALL

A massive role-playing game
with layers of detail, DAGGERFALL

is an extremely open-ended CRPG. You
control one character who is assigned a
covert mission from the Emperor, but how

{urn-based game, and build
weapons to fight off a relentless
alien race. If you're feeling
naughty, play as the aliens and
do your best to wipe out the
colonists.

Gremlin had a number of
impressive litles on display,
including FRAGILE ALLEGIANCE,
seemingly a hybrid of MasTer oF
Orion and DeapLock. The adven-
ture game ReALMS OF
THE HaunTING has you
preventing the
Apocalypse by running
through a country vil
lage Doow-style pack-
ing a shotgun. (It
looked better than it
sounds.)

Ocean's
DReADNOUGHT evokes
thoughts of the frighten-
ingly bad A Powen,
with fantasy triplanes
launching from huge land-roving
dreadnoughts in a future where
Queen Vicloria reigns supreme.

PROJECT X2 If you've got a han-
kering for a new shootler, Team
17's amazing X2 is the smoothest
one we've seen on the PC.

Connecticut). You'll manage
planetary resources and devel-
op new technologies in this

the ones that frankly ain’t so hot.

ghs lzatlast prod-
Reviews for most are coming soon.

you complete that mission is up to you.
DaceerraLL features the most emphasis on
skill development we've seen since
WasTeLann and the most emphasis on
character reputation since DARKLANDS. As
opposed to DARKLANDS, DAGGERFALL'S han-
dling of reputation is a much more sophis-
licaled algorithm based on character class,
soclal status, guild membership, race, reli-
gion and actions throughout the game.
Although a sequel to THE ELDER ScROLLS:
Arena, DagaerrALL offers plenty of improve:
ments over ils progenitor. Landscapes are
no longer flat, and the use of 3D in stairs,
balconies, and roofs makes everything
seem more real. Fast travel is easy, reduc-

|



Bullfrog's nearly finished Dungeon
Keeper had me looking around the room
for my socks—the extra time spent on
this actionfstrategy hybrid has paid off,
and it promises fo be an impressive title.
Theme Hoseiral, on the other hand, is
just what it sounds like—THEME Park
gameplay sel in a hospital. More excit-
ing is news of PopuLous 3, which will
merge the Waring Gobs strategy game
with an enhanced Magic CARPET engine
to give you amazing views of your
dominion.

Long-time gamers were jazzed over
21st Century's impending release of
PigaLL Construction Kim, the first
steel-ball design set since Bill Budge's
classic C64 PiupALL ConSTRUCTION SET.
Nostalgia buffs will also want to be on
the lookout for Lunar LAnDING, &
detailed Apollo simulator by U.S.
developer AIM Software.

Finally, some of the biggest buzz at
the show concerned the announcement
of the UK. version of Compuler Gaming
World, to be helmed by David Kelly, a
leading figure in the U.K. computer
industry since 1983. In a land where
“reviews" sometimes precede a game's
ship date by up to six months, the UK.
edilion of CGW plans to set new stan-
dards for accuracy and limely
coverage.—Denny Alkin

ing the burden of some of the Fed-Ex-delivery-
person scenarios, and even such mundane
details as negotiating with shop owners is
more fun. Also, combat seems both tougher
and more interesting than it did in Arena,
since you have different strokes with your
weapons. I's a big game with many, many
hours of play for dedicated hack-and-
slashers.—J. Wilson

Belhesda Softworks, (301) 926-8010
DEADLOCK

PC CD-ROM
In the coldness of space, ‘

Reader Service #301

seven warring races in a military deadlock have
agreed to settle their differences on a single
planet. Whoever controls the planet will be

DO has announced that it will be phasing out its
3 hardware division, focusing instead on the pro-

duction of game ities for the PC, the 3D0-
designed M2 game console and Inlernet gaming.
Denying that financial difficullies motivated the decision,
the Redwood City, California-based company stated that it
was difficult o justify being dependent on oulside compa-
nies to manufacture their game console, which floun-

declared victor, and the rest of the galaxy will
be spared bloodshed. But those who must bal-
tle for rule over this planet will pay the price, for
blood will be spilled in the batlle for the lush
planet, Gallius IV. The conditions for victory:
building a set number of cities or the simple
annihilation of the other races. This is the
premise behind Deaptock, another space sirate-

MNOVEMBER 1090
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acity (640 MB) has helped usher in this new era, their speeds and
ore {han a few gamers twiddling their thumbs waiting for installations to

dered amidst the competition. Cutting its staff by ane-
third—primarily outside developers, with the remaining
layoffs coming from within the hardware division—3D0
says il wans 1o focus on the "next generation of gaming
technology.” Enforcing its commitment to Internet gam-
ing, the company's first Internet game, Meribian 59, macde
its official debut immediately on the heels of the
announcement.—Jill Anderson

Qy game in the same vein as MASTER oF ORION.
Deapwock succeeds where Ascenpancy (and
Qurrost) failed. While not as epic as MOO and
the upcoming MOO2, DeaoLock is still a fun
game. Combining true racial differences and
abilities (the Cyth will always stay al 80 percent
morale), multiplayer play, and good graphics
with great sound, DeanLock should satisly sci-
fi gamers, at least until the Antarans return in
MasTeR oF Orion 2. The only quibbles | have
are the slightly weak Al and a few interface
quirks. But in the end DeapLock is just plain
fun. For those who thought space colony man-
agement games died out after QuteosT (as |
did), this is a game for you.—T. Nguyen.
Accolade, (408) 296-8400
PG CD-ROM
Reader Service #302
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3 OUT OF 4 GAME CHARACTERS Survev)

would rather crush and destroy you while playing on a PC with

ATI 3D XPRESSION+ PC2TV,

And that’s just because that one last game goon hasn't seen what this sucker can do.

How the ATT 3D XPRESSION+ PC2TV™ lets you plug your PC into your TV

(in addition to your monitor) for the ultimate big-screen spine-chiller that

blows away those game consoles once and for all. Or how ATT's new 3D

30 TRESONS I ST 0 00K accelerator tcchnolog)f breathes life
Dutput ta TV b ._ _—-_1

16001200 {H1)

into everything on your screen. With

30 Taxluring (Bi-linear) | face-blasting speed, butter-smooth

Smooth Video Scaling L]

[ 5199 (W8] B ) detail le'lc[ 65,000 cr:lzy colors.

All because we build more

features right onto the board than

Matrox, Diamond or anyone clse.

T WATROX MYSINOU

Ix UNACCELERATED 30 GRAPHICS Realjy caol stuff like Gouraud s’hading,

H 1] 11 . g . A
WICROSOFT DIRECT3D - FILL RATE 15T bi-linear filtering, perspective-correct

texture mapping and fog effects. Which, as we all know, means
scarier realism and faster response than dad's Porsche flat out on the
freeway. You also get total game acceleration in 3D and 2D with
Direct3D and DirectDraw support for Windows 935, fast DOS
performance and jaggy-free, full-screen, full-motion TV-quality MPEG
video playback. Plus you get the ATT Software Superpak with the hottest
3D games and 3D Web Browser software absolutely free. So why die an
ordinary death when it's so much more fun getting dusted with
the new ATT 3D XPRESSION+ PC2TV
graphics accelerator upgrade. Available in 2MB or
4MB versions. Sce it now at your dealer.
Call us at 905 882-2600 (press 2 for faxback).

Or check out all the details at www.atitech.ca.



Also.in systems from IBM,
NEC, Seny, and Acer

NOW YOU SEE IT.

£ATI Teehnalogies Ine, 1996, ATL 3D XPRESSION PCZTY and NOW YOU SEE 1T are trademarks and /or registered trademarks of AT1
Technologles Ine. Al other campany and for product names are trademarks and for registered trademarks ol their respective manubacorers,
1. Test conduered using Microsoft DirecedD Fill Rate test in bi-linear, 2. Marrox Mystique does not support bi-linear testuring in hardware,
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DUKE INVADERS

GT Interactive Battles The Bandwagon

other images—on lhe packaging.

{tempting to cap-
italize on Duke
Nukem 3D's suc-
cess, Sierra On-
line recently released an expan-
sion pack for the popular 3D
aclion game. The only problem
was, they didn't have permis-
sion from the game's develop-
ers and owners, Apogeef3D
Realms and GT Interaclive.
. According to Apogee's
- Scolt Miller, Sierra asked
| for authorization to create
* an add-on pack called
ToraL Metroown, including
original sounds and art-
- work in addition 1o levels
. created from the official
level editor. GT1 denied
« Sierra's request; however,
- Sierra published and dis-
~ fributed the $19.95 pack-
¢ age anyway. ToL
. Mewroown was on the
. shelves for two weeks
. before GTI confronted

company regarding copyright
infringement. Sierra
agreed to stop pro-
duction, pay an un-
disclosed settlement,
and deslroy the
remaining copies of
the disc after selling
the 50,000 copies it
had already distrib-
uled.

But GTI's battle
isn'l over yel.
Carlsbad, Califormia:
based Micro Star has developed
its own add-on pack, Nuke I1.
Muke It is a compilation of levels
created by independent, third-
party individuals and posted on
the Internet, from where Micro
Star collected the levels and is
selling them as a "service” for
$19.99.

GTI has insisted thal Micro
Slar stop distributing the discs,
citing copyright infringement.
Micro Star is using Apogee’s

TOTAL MELTDOWN Can you helieve Sierra
would do a knock-off of Duke Nukem without
permission? You're looking at it.

Further, GTl is suing Micro Star
for damages, stating Ihat the
poor qualily of the Nuxe It prod-
uct clouds the reputation and
branding of the original Duke
MNuken 3D and circumvents
potential income. Micro Star has
filed a counter suit to keep GTI
from threatening legal action
against retailers thal carry NUKE
Ir, and a suit for damages, stat-
ing that GTl is infringing on its
business practices, a move thal
Miller believes is an attempt to
stall the short-term injunction

and keep the product on store

shelves through
the holidays. Micro
Star also plans to
create add-on
discs for Doom,
WaRCRaFT Il and
Microsoil's Fuign
SIMULATOR,

Michelle Ruyle,
Micro Star’s
director of mar-
keting, says that
GTl is attempting
to monopolize the market, and
that “(GTI) is worried that
we're going to lake business
away from Wizard Works," a
small GTI division thal special-
izes in add-on levels for popu-
lar games.

The case was sel lo be taken
{o the Federal Courl in San
Diego county in late September,
and is expected to sel prece-
dence for intellectual copyright
infringement cases in the
future.—Jill Anderson

—
(NN ]
=
v
Ll
= =
—
=
o

the Bellevue, characters—pig cops, the one-
Washington-based eyed monsler, the trooper, and
r
CRUSADER: ‘
NO REGRET

Origin's return to the universe of CRUSADER is
more of an update than a sequel, but it still
packs an action-filled punch, with the same
incendiary violence that fans of the original
CRusaper: No Remorse have come to know and
love. This time, you're taking aim at the
Corporations headquarters on the moon, storm-
ing through the level with several new weapons
and baltling some new enemies. Among the
additions to the game are a freeze gun that both
freezes and then shatters your opponent in
Terminalor 2 fashion; a deadly qun that reduces
your enemy Lo flesh chunks; and a new mech
that can morph info such mundane objects as
vending machines. The Al is supposed to be
belter, and some enemies will aclually roll and
duck for cover while blasting you.

Nu RecreT is a stand- alone producl but it
only has 10 levels, as opposed to the original’s
15, Slill, if you like to see things blow up, and
you love to flame, freeze, disintegrate and oth-
erwise obliterate your foes, then you should
definitely reserve a spol on your hard drive for
Crusaoer: No Recrer.—E. Chin
EA/Origin, (415) 571-7171
PG CD-ROM
Reader Service #303
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JAGGED ALLIANCE:

DEADLY GAMES
It's been two years since the ‘%
Melavira episade, and the

Association for International Mercenaries (AIM)
is back with a vengeance. The new JaGaED
ALuance game comes with a nicely done cam-
paign, but the focus is on scenario design and
multiplayer competition against teams of mer-
cenaries commanded by other humans.

The built-in campaign fealures a loose story
line that's actually less hokey than the original
but lacks that game's consistent focus. Each bat-
tle now has turn limits, which has proved contro-
versial among former players (Sir-Tech has
announced a patch that will make turn limits
optional). The scenario editor is a gem, offering
enormous flexibility in scenario design, including
a large number of objectives whose requirements
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ZD Finds A GameSpot

Ziff-Davis Publishing, SpotMedia, to Merge Game Sites

ook for a new gaming mega-site this fall from Compuler Gaming World’s

parent company, Zil-Davis Publishing Co., and SpoiMedia

Communications. The new site will merge Ziff-Davis' CG-Online with

Spoliviedia’s popular GameSpot Web site. Both sites currenlly provide
reviews, lips, hints, and features to almost half a million visitors each month. Ziff
sirategists hope lo draw lwice this number by offering a one-stop gaming shop for
Web surfers.

Despite an expansion in user services, the new site promises to keep GameSpot's
integrated look and feel. According to CGW publisher Dale Strang, the merger brings
game fans the best of Ziff-Davis' online and magazine resources: “It offers a new
opportunily for synergy between our continually improving online editions and our tra-
ditionally dominant print media.” Strang also promises that CGW readers can “expect
a fresher, faster, CG-Online."

For Sega Saturn, Sony PlayStation and Nintendo users, SpotiMedia has also

time with, as opposed to the reader's overall “quality
ranking” in the Top 100.

Civitizarion |l returns to the number one
spot, shoving WARCRAFT Il back into sec-
ond place. Duke Nukem 3D maintains a
Top 3 position, for the fifth consecutive
month. MecHWarrior 2, Doom Il and
Commann AND ConouER remain static, while STEEL PANTHERS sneaks
one place ahead of HEROES OF MIGHT AND MAGIC.

Yout'll no longer find the CGW Poll Card bound inlo the maga:
zing, but check your mail box: We mail a survey o 1,500 random-
ly-chosen subscribers each month, and we use the resulls to cal-
culale the Top 100 and Playing Lately each month.

Lasl Months
Month  On Chart

Hare are the games readers are actually blowmg the most

launched VideoGameSpot, lo provide reviews, previews, hints, cheats and demos for 1. __lelzatmn IT (MicroProse) 2 6
32- and 64-hit platforms. You can access CG-Online at www.zdnet.com/gaming Duke Nukem 3D (3 Realms) 3
and GameSpot al www.gamespot.com. —James Bums 1¢
3. _____Wartraft lI (Blizzard) 1 9
1 4, Command and Conquer
Sierra Gets Into 3D Hardware e il
Sierra On-Line has announced plans to market a 3D graphics board based on BRI = R ] A
the Rendition Verité, one of the most promising 2D/3D chips. The 3D buzz has 5. MechWarrior 2 (Activision) DL
been fueled by 3D-intensive games like Duke Nukem 30 and Quakg, and companies ~ 6. Doom II (id Software) 6 8
are npw facing ggmers' incrgasing demands forl fast, affordaple hfirdmre solutions. 7. Steel Panthers (SSI) 8 11
With the Rendilion deal, Sierra hopes to provide gamers wilh high-performance [epen— of ; h d :
acceleration hardware, in an attempt to take Sierra litles to the next level. The 8. Heroes of M GEana Magic
Sierra/Rendition board with 4 MB of EDO DRAM will retail for about $200—throwing | | (New World Computing) 7 n
it into head-on competition with Creative Labs’ Rendition-based PCI 3D Blaster. 9. Panzer General (SSI) 9 20

Sierra's board will be bundled with some of their hottest 3D games, and should be
on refailers’ shelves by the end of the year.-C. Panther

. 10 ng CommanderIV (-t-Jrigln] 10 10

3]

Bl range from killing everything in sight to pho- DEVO PRESENTS a genetically mutated creature called Turkey
rrf]  tographing the objective. Mulliplayer options ADVENTURES OF THE Monkey. I'd like to tell you how it turns oul,
==l include modem and network play foruptoforr  SMART PATROL but the game is such an incomprehensible
W peaple, but no specific Internet support. Game Way back in the '80s, and unplayable mess (and | had the walk-
"'I" play is addictive, and the only downside is the children, a band named ﬂ through!) that I gave up. Most
Ll plain-vanilla VGA graphics.—L. Case Devo played a lype of music ‘ disappointing—considering that Devo really
= SirTech, (315) 393-6633 we liked to call “new wave,” were music-video pioneers—is how awful
=8 PC CD-ROM which was kind of like disco for dorks who the game looks, with third-rate animation;
Reader Service #304 couldn't dance. Devo wore these, uh, flower  jerky, out-of-synch video; and an atrociously
pot thingies on their heads and sanga  annoying interface.
lot of songs aboul potatoes and "devo- Members of Devo, it's lime to ask your-
[ution” and stuff. Maybe you had to be  selves: Are we not has-beens? If you're really
there. this desperate for attention, put the flower pots
Anyway, now Devo has a computer  back on your heads and hit the nostalgia cir-
game, ADVENTURES OF THE SMART cuit with Haircut 100 and A Flock Of Seagulls.

ParroL, and boy does this thing stink.  The old folks'll eat it up.—J. Green
The plot, such as il is, involves some Inscape, (800) 510-1791

sort of nonsense about bringing down ~ PC/Macintosh CD-ROM

an evil corporate empire and stopping  Reader Service #305
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Here’s your chance i@‘be Squadron 5

Commander in the Allied Air Forces or
Luftwaffe...raining destruction @n the

‘German military and industrial base
‘or defending against the in -essant

P barrage of raids that are paralya

'l ot fatherland during WW2. You ¢ [

squadron of up to 16 ﬂghter pilots among :

Just a few of OVER THE HEIGH !a‘iﬁures mclude._ :
© Role-Playing, Flight Slmulatlon and Strategy where each.
pilot has unique charactenstlcs affectmg combat performance.:

o Variel:y ot mlsslons mcludlng fighter sweeps, airfield

i

2] ocket site ra:ds AND Iots more!
B . © Rare Video clips of actual war
*/'footage highlight takeoff, Kills, ground
attacks, etc....and killer sound!
© Five levels of difficulty
—tactical smarts are more important
' than reflexes!
'O Play Solo, Two Player Hot-Seat,
E-mail, Network, or True
~ Simultaneous Internet Play
(Pentium/Power Mac
Recommended).

~ m&mmgm 0

4517 Harford Road
Phone: 410-254-920
~_http://users.aol.com/
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It's time to commit. Become betrothed to bloodshed

in your quest for the elusive three scions. Climb_. swim

and backﬁip your way t]'wrough a maze of cryptic death traps
so realistic you can Prac.’cica”y smell the dcca&;ing flesh.
Lln\oad an arsenal of lethal Fircpcwer on any wild do_g, giant
lizard or bloodthirstg mercenary that gets in your way. And
never Forget, that while love may conquer all, a Pair of l'iig,l%

Powcred Pisto|s will blow them str'aight to oblivion.

ot

0t Zez}e / / .2,

whichever comes Ax rst.
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Create Dsifefimygs

Conquest of the New WoRld Oelw";e ._eofcuon takes the award-winning
StRAtEGY Game and adds all the elements you asked for to Create the
Scibrve camin Sl :

A Must fon S
- Newsweek

_ h_gi

“New Wordd”

S | 4
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GAME TRACK

» FIRST LOOK

ere’s your first look at games in development. These games
aren’t even playable yet, but we thought you’d want to see

how they’re coming along. If the game warrants it, we'll do a
Sneak Preview or Hands On once they can be played.

hen last we visited the MigiT & Magic series, We
7" encountered two interlocking game worlds—The Dagk
‘SioE 0F XEen and THE CLouos oF XeeN. The developers
_-at New Wr}rld had cleverly dewsed Mn mterluckmg

3 Foht: 1385

Scrasn: 610x294
FoV: 90
Character Helght: 100
Sup Slze: 20

N Thata: @

¥ When next we visit the MicHr & Mmslc senes lha creators guai is to
! create the most iogfcal 30 Eandscapes and interiors possible. The

s 5‘gama world will be demgnad by a former architect who i is supposed to
use reai world logic in creating ﬂnnr plans that make sense cities e

& which reflect the transactional and traffic flow of the city, and setlle: : sn.‘fén uldbhs Fisre !
-ments that make the bestuse of existing natural resources. '.:::::::&‘:'I:::m- ]:::;:m |
The engine s currently being constructed with full 3D so thatany — HEEE ;’,;:'“!:L' e ol
Lightwave-generated town can be imported into the game enging. In | {Lesk Up/Degni: (tdapel

this way, the arfists can work on the environment using existing 3D S
lools while the programmers are siill building the engine, Even he The entire in-house staff at New World will reportedly shift to MigHT &
objects which can be manipulated in the game will all be defined Magic VI after Heroes oF MicHT & Macic Il (see following) has shipped.
objects with analogs to real-world objects.

) HANDS ON

*T:hese are the products in development we’ve actually spent
some time with. They represent some of the most interesting

titles in the Pipeline, and they are complete enough to actually
tell how they’re going to play. Most should be released soon.

PNASCAR 2

here's not exactly a lot of PC stock
car software out there, but Sierra has
upped the standards anyway with
their upcoming NASCAR 2 from
Papyrus Design Group. Early sampling indicates
that although it won't be a quantum
leap forward (hey, NASCAR was none
{oo shabby in the first place), it'll cer-
fainly pack enough wallop lo lure own-
ers of the original back for another go. ¢
Off the track, NASCAR 2 sports inter- §
face improvements with tighter menus,
upper and lower command bars and a f
single-screen setup routine thal conlains 3§
a spot for comments-a nice touch.
Race-lime graphics are cleaner loo, with
a far more sophisticated look that
includes clouds, prettier pavement, and
generally more-stable movement.One
recurring complaint about the original, coming
moslly from oulside the core Papyrus audience,

focused on NASCAR's extremely (per-
haps overly?) realislic play. In shorl, it
was just too darned hard to handle, espe-
cially on road courses. Suffice it to say
that the

lurns of Watkins Glen seem to
be a changed animal with NASCAR 2-the car’s

lost some of that annaying "wobble.” Also the

] overdue implementa-

tion of curbing, which
will tilt the car, should
also help keep the
tires on the black
stuff,

But what sets
NASCAR apart from

the rest will be the loud-mouth crew chief/spolter.
Actually, he's a pretty decent sort and sounds a
bit like ol Mr. Jarretl, who coaches you about
that car in your right or left blind spot, current lap
count and the pit-lane speed limit.

Papyrus's latesl will also fealure optional steer-
ing assislance for a less demanding drive and an
“arcade” mode for those that like it really unreal.
As for tracks, Daytona won't be there (yel!), but 16
other tracks will, as will the unruly number 3 of
Dale Earnhardt. Uh-oh, better get Maacol-G. Goble

Sierra On-Line, (B00) 757-7707
PC CD-ROM DOS and Windows 95 PC CD-ROM

NOVYEMBER 1935
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» HANDS ON

»Heroes of Might & Magic II: The Succession Wars

n the great fantasy tradition of sequels
and trilogies, authors have given us hours
and hours of fascinating reading by taking
us beyond the “happily ever ater" of their
first books and introducing us to the trials and
tribulations of their offspring. Jon van
Caneghem has added a new twist in HOMMII.
Gamers choose between playing the bad son
and the good son in two different campaigns.
Still not satisfied?
HOMMII offers

Crusaders, and a Dragon's tower scales up
from Green to Red to Black Dragons.

Even some familiar buildings from the origi-
nal have new value in HOMMII. Thieves Guilds
now pravide more delailed references, and lav-
erns add rumors that can be useful. Most
important, you can now hire a captain to man-
age the town or castle’s defenses when your
hera isn't there. In the original, there
was no way for a town without a
hero present to use "General's

almost four Orders.” ' L I New o .

. IIIslu of the wurltl Avalon Hill W ?
campaigns, Combat has changed consider- w - 0" e 0 ter ga 9
because the ably. In response to popular

good son can
follow the dark
side of HOMM's
force and the bad
son can be =
redeemed by the good (playing
similar endings to the other cam- ¢ 3 55 i
paigns with different parameters).
Best of all, van Caneghem has
managed fo add role-playing ele-
ments to a well-balanced strategy
game without messing up the play-
balance that made the original so
addictive. The new elements
include primary and secondary
skills, character classes like the
wizard and necromancer heroes, a L;_:
new spell system that is mana (or

strength) based, a broader range of opponents
(up to six players), wider choice of castleffown
improvements, and four different map sizes.

Graphically, the towns offer a mare realistic
feel. The castles are based on hislorical archi-
tectural styles, instead of the fantasy illustra-
tion of the original, and the buildings are ren-
dered in 3D (so thal they cast the right kinds
of shadows) and then textured with hand:
drawn 2D art to remove thal sterile feel most
3D art has. Unlike the first game, in which you
built dwellings once and were rewarded with
one type of being to recruit, HOMII allows you
to upgrade nearly half the dwellings in the
game. In this way, a dwelling for Paladins
gives way to a more powerful home of

cC

demand, van Caneghem has
added a Wait command so that
gamers don't have to attack with
the creatures in the same order

during every battle round. This allows better use
of “combined arms” faclics in the tough baltles.
Further, you can now divide creatures into attack
groups. In the original, a player with 60 cenlaurs
had to leave them in one group of 60. That way
a rival sorcerer could tie up all 60 centaurs at
once. Now you can have three groups of 20
centaurs, which foils that sorcerer's gambit..
Combat also allows you to use a Panzer
GeneraL-slyle shaded hexagon interface, if
desired.

Judging from our initial play sessions of HOM-
MII, it is possible lo make a great game even bet-
ter-J. Wilson
New World Computing, (800) 325-8898
PG GD-ROM

MNOVEMBER 1933

'x-winn s, TIE Fighler oA

- W'Il"llﬁf 95
15

- Falliog
Winter 96



Bigger tires.
Biggexr conmpetition.
Bigger thrills.
Bigger mud-spitting,
bone=jarring, ground-pounding racing.

This is Monster Truck kadnessi
Strap yourself into a 1,500-horsepower tower oi American pig iron, punch it when the
light turns green, and you're in for the biggest race of your life. Drag. Circuit. Rally.
Race any way you want. At any level. Ovexr any kind of terrain. On or off the track. You

can even force-feed your buddies mud pies over the Internet.
S50 go Go GO to

Wwwemicrosoft.com/games/monstexr/

for a free test drive. And see how you measure up. i I

E"%'?&%Tﬁ
Microsoft S5 MIADNESS

Where do you want to go today?” Down & Dirty Racing!

©1996 Microsoft Corporation. All rights reserved. Microsoft and Where do you want o go taday? are registered trademarks and Monster Truck Madness is a trademarks of Microsoft Corporation.
©1996 Terminal Reality, Inc. All rights reserved. All other products and company names mentioned herein are the trademarks of their respective owners.
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» HANDS ON

 PWar Wind

i lhe sturdy Obbiinux,-
'Hm_}n‘ whu ara

a; and harvest resources. However, there are dif
1 ferences between War Winp and previous real-
time titles: You uparade your basic worker
units to soldiers instead of training new: units,
4 you attract mercenaries and heroes, and you
- are represented in the game by a leader unit
who gains prestige (a game stat that influ-
- ences your hero recruitment) as the game pro-
gresses. Each race does have different
¢ slrengths and weaknesses, and the campaigns
-are very different for each race. With its differ-
ences and fun gameplay, War Winp should
hook all those WaRCRAFT fans who are looking for new fantasy real-time
battles. Look for War Wik to hit store shelves in early November.-£, Chin
S8, (800) 245-4525
R ETROMm

pSteven Spielberg’s Director’s Chair

— sures of Hollywood? Well, before you quit your day job, let's find

3 out if you've got whal it takes. STEVEN SPIELBERG'S DIRECTOR'S CHAIR
g allows you to be director for a day (or for as many days as your
shooling schedule allows). In your new career, you'll be responsible for each
stage of the movie-making process, rom writing the script to schmoozing
with the rich and famous at the premiere. You'll receive sound advice

from Mr. Spielberg and his associates, and you'll be blessed with the tal-
ents of Jennifer Aniston and Quentin Tarantino, but it's ultimately up to

you to write, film and edit your masterpiece, on time and under budget.
Obstacles arise out of nowhere: During production, costumes may be delayed
and aclors may tarry in Makeup. While ediling, you may realize you've neglecl-

ed to shoot an importanl scene. Learning how to maneuver around such prob-
lems without annihilating your schedule or blowing your budgel is key.

After completing your first movie, you'll no doubt be raring fo fine-tune

cc MNOVEMBER 1996

_ 0, you wanl to be a director, huh? Think you could handle the pres-

your skills, and with three levels of difficulty, the scope for replayability
appears endless. This behind-the-scenes, hands-on program is a must for
movie fans and conlrol freaks alike. STeven SPIELBERG'S DIRECTOR'S CHAIR
should be hitfing stores the first week in November.-C. Panther
Knowledge Adventure, www.directorschair.com

PG CO-ROM

»Clandestiny

ou waited until the 117H Hour and you welcomed the 71
Gues. Now you've been selected as the last Earl of
MacPhiles: Thematically connected to the other two, though
not at all a sequel, CuanpesTivy promises more of the puzzles
that characterized 77H and 11TH. As the Earl, along with his feisty partner
Paula, to claim your itle you must solve these puzzles. They range in diffi-
culty. to be sure, but you may also select a difficulty level such that some
almost solve themselves. Additionally, a “tip" function will actually do the
job for you, if any of them prove just too frustrating. (The problems
become increasingly difficult as the game progresses.)

The game unfolds as a drama connected by animated sequences. Each
puzzle you unlock leads to a new section of the drama, which in turn
points the way to a new puzzle. The would-be Earl is frightened (as well he
should be) of ghosts and rotling corpses, while Paula can’t wait for the
next challenge. The history of the place is not one to be proud of; it is filled
with cowards and runaway knights. Nongtheless, it makes for some amus-
ing background and diversion belween puzzles. In general, CLANDESTINY
lakes the edge off of piercing puzzles, at the player's option, and empha-
sizes cute characters.-F Kanlor

Trilobyte, (503) 857-0614

PC CD-ROM




For the nearest dealer, call:
888-2-10MEGA, ext. 115

Or see us at: www.10mega.com

Removable one-gig d15k5
unhmited‘-ﬁpace :

Val,

The Jaz”™ drive is you,

man. It's fast, it holds
tons of stuff, and it's
personal. You won't find
an easier or cooler way
to upgrade your hard
drive. Just connect it
to your PC or Mac and
you're jammin‘: files,
pictures, graphics, video,
CAD stuff, whatever. And
with its dark green color,

hey, the cat’s got style.

The Unlimited Personal Hard Drive. ~ 1GB disks for as low as $99.95.

Endless. storage space. Compact one-gigabyte cartridges.
: }' Load and edit projects instantly. Great for graphics, sound, and video.
: 5 £ Goes anywhere' you go. M Portable files. Fast, easy backup.
" I I
/ s
|
a R L .

BECAUSE IT S YOUR STUFF:




FOR A FREE DEMONSTRATION OF OUR 3-D GAMING EXPERIENCE,
SLAM THIS MAGAZINE INTO YOUR FACE.




INTRODUGING THE ULTIMATE,
NO COMPROMISE, GAMER PC.

At NEC, our gaming PGs have just taken on a
whole new dimension. The third, to be exact.
With two dedicated 3-D graphic accelerators,

the NEC PowerPlayer™ 200 MHz Pentium
Processor
sucks you right into |  piamend Monster -0
i and ATI 3-D Rage
the action. graphic accelerators

And don't worry, | %2MBAM32Geatyte D
NEG MutiSpin® G4

you'll be armed with G0-ROM changer

everything a serious gamer could ask for.
A 200 MHz Pentium™ processor, 6 MB of video
memory, and a 50-watt Advent surround
sound system with subwoofer. We've also

thrown in a Gravis gamepad, Thrustmaster
joystick, and Logitech 3-button Mouseman®
mouse. As well as a bunch of today's hottest
games, all reconfigured to take advantage of
our unlque3 D technology. You can even head out
into cyberspace and play in real
: time against anyone else on
S the net.

For more information,
call 1-800-NEC-INFO. Or,
for a slightly more conventional

demonstration, visit your local retailer.

SEE, HEAR AND FEEL THE DIFFERENGE.”

NEC

Visit our new weh site at hitp://www.nec.com |

-
1995 Packard Bed NEC, b PowwerPayes & a beckrark of Packard B NEC, i See. Hesr e ot D¥erorc rvd WAt s et rerkareris of NEG Tectologes, . NEG 6.2 pentlum
recssred traamerk of NEG Corporation The it insids Loo and Pentium are mogsstared trademians and the Pentium Processtr Logp 5 @ trademernk of Il Corporesion Koy # 20036 PROCESSOR




» HANDS ON

»FIA-18 Hornet 3.0

2 he FIA-18 Hornet is the workhorse of Navy
“and Marine air units, performing both air-to-air
and ground-atlack missions with such finesse

: that it was the first aircraft simultaneously des-
ignated “Fighter/Altack.” Soon the Hornet will gel a different
sort of dual personality, when Graphic Simulalions
Corporation’s updated F/A-18 Horner 3.0 ships on bolh the
Macintosh and, for the first time, Windows 95.

Hornier lels you fly single missions, a scripled career, or
network battles (up to four players) in a single-seat FIA-18A.
Unlike many recent sims, which have featured dynamic cam-
paigns with slrike packages composed of multiple aircrait
types and have often concentrated on coordinaling attacks with wingmen,
Horner seems to follow the older “you against the world" model. Not that
that's too difficult in an aircraft that can simultaneously carry a full air-to-air
load for self-protection, air-lo-ground ordinance to perform precision strikes,
and HARM antiradiation missiles to take out enemy SAM sites. (And for those
really tough-lo-clean enemy sltains, ry Horuer's laclical nukes, guaranteed lo
wipe out entire bases with one easy click, or your money back.)

HORNET'S graphics
engine doesn't use tex-
ture-mapping, but the
large polygon count
and high resolutions

supported (up to
1024x768) make for
extremely sharp
ground structures and
nicely deailed air-
crall-not to mention a speedy frame
rate on machines not blessed with 3D hardware.

The flight madel feels in the middle of the realism range. With a nice
set of tutorials, uncomplicated but challenging missions, and a fairly real-
istic but not overwhelming instrument package, Horner looks like a great
introductory game for the new sim pilot. More experienced fliers, though,
might feel a bit alone in the skies.-D. Atkin
Graphic Simulations Corporalion, (214) 386-7575
Windows 95 and Macintosh CD-ROM

Plant Trees for America_

Tru::s provide food, shelter, and
nesting sites for songbirds.

Trees increase property
values, and make our
homes and neighborhoods
more livable.

Trees help conserve
energy. They cool our .
homes and entire cities in |
the summer, and slow cold -__I:il s
winter winds. Shade trees 7 i)
and windbreaks can cut =
home utility bills 15-35%.

Trees clear the air we breathe.
They provide life-giving oxygen while - =
they remove particulates from the air and
reduce atmospheric carbon dioxide.,

need more trees to protect our farm fields

+~ the Arbor Day Foundation.

Your trees will be shipped
postpaid at the right time for
planting in your area, February
through May in the spring or
October through mid December
in the fall. The six to twelve inch
trees are guaranteed to grow, or
they will be replaced free.

To become a member
and to receive your free
trees, send a $10 member-
ship contribu-
tion to Ten Blue
Spruces, National =7
Arbor Day Founda- N
tion, 100 Arbor —3%=

America needs more trees

The United States has lost a third of its
forest cover in the last 200 years.

Our towns should have twice as many
street trees as they have today.

We need more trees around our homes
and throughout our communities. We

and our rivers and streams. To provide
wood for our homes and a thousand
products we use every day.

10 Free Trees

Ten Colorado blue spruces, or other
conifers selected 1o grow in your area
will be given to cach person who joins

Avenue, Nebraska
City, NE 68410.

Join today, and plant your Trees
for America!

The National
 Arbor Day Foundation
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ANTISOCIAL PERSONALITY DISORDER:

Perhaps the most disturbing issue

here is that this game is one of the

best-selling games of 19985.

*Shoot ‘em up action from the cre-
ators of Doom

*Destroy the treacherous Serpent
Rider and restore order to the
Cronos dimension

eJump, fly, throw lightning bolts, or
even cast evil spells

Now Available DOS/Windows® 95/Macintosh®

This manifestation of the disorder is

of a more reclusive nature.

*The barren artist retreat of the late
eccentric designer, Thurston Last

*Rebuild the Muse Machine, harness
the power of the Muses and restore
the resort to its original grandeur
s350lve brain-numbing puzzles along
the way

CONTINT RATLD BY

Now Available Windows 95/Macintosh

Buy 2 games and get a third

oAy,

Maxen " 1695 Reen Sofvware Comoraton. A% Rghts Resened. Pubished by i Software, lne, 8 01995 Tibeca Inveractive, Ine, Al Rights Reserved. Created and publishad by




A pattern of disregard for and
violation of the rights of others.

What we see here is a definite cry

for help.

*Play as either male or female and
annihilate the opposite sex

EE\HBEE ,ﬁ *Choose from among 28, equally anti-
\Al f,\@ﬁ@ ¢ social missions within each sector
Vay = ® *Blow up virtually everything in sight

Now Available DOS

Here we see, not just violence but ultra

violence.

eIntense action thriller

*Tvil alternate reality dictatorship,
where the player must solve the
mystery of their former identity

sightmarish artwork of underground
phenomenon Aidan Hughes and the
industrial sounds of Roland and Paul
Barker

Windows 95/Macintosh

Antisocial types will be unwilling to

share news of this offer with others.

Availability dates subject to change.

s Iteractve, e Gondzr Wors Q1908 S0 (S Cunve Inferactve) Lig. A8 Rlghts Pesenved 01008 2P0 01098 Zomesia LLC. A1 Rigivs Risened. Produced and dveioped by Zombia LG
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IMPULSE-CONTROL DISORDER:

Pray you never see a case this

extreme.

=Conftrol 3 independent robots and fight
your enemy on 3 different battlefronts
*Totally interactive environments — blow
up virtually everything in sight
*Thousands of enemies, incredibly
destructive weapons, numerous power-
ups and puzzles

Now Available Windows 95/D0S/Macintosh

Here we see a perfect example of

impulse-control disorder.

*3-D futuristic, “Gladiatorial
Tournament”

80 supremely intelligent opponents
with unique fighting styles and awe-
some weaponry

=20 different playing arenas

=4 player network compadtibility

"“‘- . - _
Available October ‘96

Buy 2 games and get a third

co:Royg,

Bedtam " is lcensad frem Miage Technolagies (Mutimadia) Lid. D193 Mrage Technologies (Mutimecta) Lid, Al Rights Resarved, %5 01996 S0i Sies Cunve Interactne) Lid. Al Righte




Episodes of failure to resist aggressive
impulses that result in serious assaultive
acts or destruction of property.

There's no misdiagnosing this one.
*Graphically-advanced, futuristic cyber-
cycle racing

*Pit skills against a pack of high-speed
rivals on totally outrageous tracks

e3creaming through a white-knuckled
world of shadows and danger

Available November ‘96 Windows 95/D0S

The name says it all.

e*Best graphies, fastest gameplay and
most diverse replayability in its genre
*3D shooter puts player in control of a
hi-tech battle walker on one of many
suicide missions

eixpansive, cutting-edge settings occur
on land, underground and even under-
water

Available October ‘96 Windows 95/D0S

Impulse-control disorder types will be so excited by

one free ° this offer they will probably roll up this publication

and smack someone in the head with it.

Availability dates subject to change.

Resened, Scocher B10EG Scavengze . & Rights Resened. Created and published by Scavenges, nc. Amck 01996 Scavenow, e, Al Rights Baserved, Created and publihed by Scavenger Inc




DELUSIONS OF GRANDEUR

This is a somewhat frightening manifes-
tation of delusions of grandeur.
*Scheme your moves, strengthen your

THE STHATE

arms and conquer the world as a 9th
century rack-and-ruin Viking
*Wreak havoc on unsuspecting villages,
crushing all and carrying off spoils
sNarrated by Michael Dorn

Windows 3.1/Macintosh

Here the player believes he must save

the Roman Empire.

sNavigate a labyrinth of politics,
murder and deceit

*Totally immersive and faster than the
hit web game

sHistorically accurate reconstruction of
Ancient Rome, 205 A.D.

I:lll.li.ﬂ- e
Windows 95 & 3.1/Macintosh

[l

ware Gop. A Rights Resenved. SPOR.” ©1996 CyberSites, bhe, AT Rights Resened, Created by CyberStes, bnc. Heretic: Shadw cf

Vikings: Th Strategy of Uianatn Conguest ~ 190




Delusions of inflation of worth, power,
knowledge, identity or special
relationship to a deity or famous person.
(e.8., Nordic Gods, ancient Romans, heretics,
commanders of inter-galactic space ships)

Yes. It's as disturbing as it sounds.
*The ultimate sword and sorcery
battlefest

sFluid, seamless realism (which unfor-
tunately, only serves to reinforce
players delusions)

*The original 3 episodes of gameplay
plus 2 new full episodes

Now Available

The player has to prove just how great he is

by uniting the galaxy under his leadership.
s Aggressive inter-planetary colonization
and cunning political negotiations with
alien cultures

*Real-time strategic space and ground
warfare

*Clever resource allocation requiring
heavy Ré&D

Available November ‘96

Those who suffer from delusions of

One free e £&randeur will think this offer is yet

another manifestation of their greatness.

Ava:labﬂ.xty dates subject to change.

Samant Reers " ©1996 Raven Soltware Corporation. A Pights Reserved. Published by id Software, Ine. Imperiun Galact ca" 0199 GT Interacthe Software Com. Al Foghts Rasened. Deveicpad by
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OBSESSIVE-COMPULSIVE:

This is only the early stage of this vio-

lent obsessive-compulsive disorder.

*The best selling action game of all
time

eHigher resolution graphics and faster
than ever gameplay

Windows 95/D0S

At this stage you know you have not
succeeded in early intervention.
*Gaming Hall of Fame inductee
eIncludes the original 3 episodes, plus a
new one: “Thy Flesh Consumed”
eBeefed-up graphics and sound

wiouner [




Repetitive behaviors or mental acts
(e.g., doing magic tricks, or killing)

that the person feels driven to perform
in response to an obsession.

This is it. The final stages of the dis-

order, and hence the final chapter in

the legendary Doom series.

*Two new, 32-level versions

*New storylines

*The package Doom addicts have been
craving

LEVEL DDOMII EFISODES. |

MEAC AUVIEORY

@ ==

Now Available Windows 98/D0S/Macintosh

This is a extremely rare case: the inability

to control the impulse to perform tricks.

eHilariously funny comedy adventure,
taking place in bizarre cartoon world

¢Six in-depth quests

sQver 90 wacky characters and 105 stun-
ning animated locations

Now Available DOS

Obsessive-compulsive types will feel the

one free ° need to keep turning back to this page to

malke sure this offer still exists.

Availability dates subject to change.

Masriosh' & & rgstersd trademark of Appis Compuier, e, Morosolt® and Windows® e registeredd tradermerks o Miaroso!t Caportion. Al e distrbuted by GT feractie Software Comp. Al other radumarks e the property of e mspectys companes.
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Buy 2 Games Get A Third FREE
Here's the deal: Buy any 2 games from the “BUY" list below (either from your local participating retailer or by ordering directly from GT Interactive by
phone), and then select a third game for FREE, plus $6.98 :shippingm&' handling, from the “FREE" list below. Buy now and you'll automatically be entered for
a chance to win 18 HOT games in GT Interactive’s Game Therapy Sweepstakes. Not some dust collecting throwawsys. Really cool stuffl (o purchase neces-
sary to enter. See official sweepstakes rules and details below.)

Here's how to get your FREE game and automatically be entered into GT Interactive’s Game Therapy Sweepstakes:

1) BY PHONE: Simply call GT's toll free hotline at 1-800-432-3493 ext. MB06 and use your major credit card to purchase any 2 games from the “BUY™ list
below. Ordar your FREE game at the same time by choosing one from the “FREE" list below. orders must be received between October 1, 1998 and
January 31, 1?9’?. Your credit card will not be charged until all items ordered are available for shipment. Allow 8-12 weeks for delivery.

0OR-
#) AT RETAIL: Purchase 2 es from the “BUY™ list below from your favorite pmﬁdpeﬁn&:etaﬂ software store between October 1, 1996 and January
31, 1997, Then select your FREE game from the “FREE" list below. Follow the simple steps on the coupon below and be sure to write the itern number of
your selection in the spacs indicated to receive your FREE game and automatically be entered in GT' Interactive's Game Therapy Sweepstakes.

THE BUY LIST THE FREE LIST

COBT SELECTION# TITLE SELECTION# TITLE

H49.95 04-11568 SPQHR W95/W3.1** 04-115688 BSPQR WBS/W3.1**

$49.08 04-20168 BPQR MAC** 04-20158 SPQR MAC**

$49.95 04-11266 “0" Wa.l 04-11266 “0" W3.1

$40.05 04-20118 “9" MAC 04-20115 “9" MAC

£34.08 04-20084 HEXEN MAC 04-11316 AMOK W95/D0OS*

$34.95 04-10826 HEXEN W95 04-11567 X8 DOS*

£40.08 04-113168 AMOK WaB/DOS* 04-20114 BEDLAM MAC

$49.85 04-11567 X8 DOS* 04-11265 BEDLAM WAa5/DOS

$34.95 04-10Y22 ULTIMATE DOOM WO5/D0OS 04-11264 SCORCHER W95/D0S3**

£534.85 04-20053 ULTIMATE DOOM MAC 04-11489 KINGDOM O' MAGIC DOS

$34.95 04-19723 DOOM II W95/D0S 04-11458 GENDER WAHS DO3

$34.08 04-20043 DOOM I MAC 04-11315 ZPC - NO FLESH WILL BE SPARED W95*
$49.86 04-20114 BEDLAM MAC 04-20115 ZPC - NO FLESH WILL BE SPARED MAC*
$49.95 04-11265 BEDLAM W95/DO5S 04-11154 VIKINGS: STRATEGY OF ULTIMATE CONQUEST W3.1/MAC
$49.85 04-11264 SCORCHER WB85/D0O3** 04-10286 JUST ME AND MY DAD W3.1/MAC
$49.85 04-11789 IMPERIUM GALACTICA DO3** 04-11788 IMPERIUM GALACTICA DO3**

$44.08 04-11459 EKEINGDOM 0' MAGIC DOS 04-10442 LOCUS W95/D0OS

$49.95 04-11319 FINAL DOOM W95/D0OS 04-20058 LOCUS MAC

$49.95 04-20135 FINAL DOOM MAC* 04-108568 ICE & FIRE W85/Wa.1

$14.88 04-11158 GENDER WARS DOS 04-20068 ICE & FIRE MAC

$49.96 04-11316 ZPC - NO FLESH BHALL BE SPARED Wo5*

$40.08 04-20118 ZPC - NO FLESH SHALL BE S8PARED MAGC*

$49.88 04-11163 HERETIC: SBHADOW OF THE SERPENT RIDER DOS * Available Ootober

$89.95 04-11154 VIKINGS: THE STRATEGY OF ULTIMATE CONQUEST W3.1/MAC ** Avallable November

$38.88 04-10266 JUST ME AND MY DAD'".WU. 1/MAC All others now avallable
$38.98 04-10284 JUST ME AND MY MOM  W3.1/MAC

Cost doos not include sales tax where applicable.  Not all games avallable on all platforms or opérating systems. Seo gamao lists for detadls,

Offer good only in Continental U8, Allow 8-12 weeks from roceipt of order for delivary. FREE offer expires January 31, 1997 or while

supplies last.  Availability dates subject to change

AT 1 ) 4§ A . i ',,- 7.
GT Interactive’s GAME THERAPY SWEEPSTAKE
1.7 Yesi Please enter me for a chance to win GT Interactive's Game Therapy Sweepstakes. Simply complete and mall this coupon In an envelope with
postage affixed to GT Interactive Software, PO Box 9885, Buffalo, NY 14207 no later than January 31, 1887, (Skip to item #4 below.) No purchase
necessary. See official rules below for details.

-0r-

2.0 Please enter me for a chance to win GT Interactive's Game Therapy Sweepstakes and send me my FREE game by mail. (I've already purchased 2
games from my software retailer) Simply choose your FREE game from the “FREE" list above. Be sure to write the item number of your salec-
tion in the space indicated below. Use the item number of your selection that corresponds to your operating system—not all games ars available
for every operating system. Enclose in an envelope with sufficlent postage the following: (a) Proof-of-purchase (UPC bar code) for each game pur-
chased, (b) stare receipt dated between October 1, 1886 and January 31, 1887 for each game proof of purchase provided, (o) this fully complated
coupon, and (d) $6.85 payment for shipping and handling of your FREE game. Mail to GT Interactive Software, PO Box 985, Buffalo, N 14207
no later than January 51, 1887,

My FREE game from the “FREE" ligt s Item Number 04-
In case first choice is unavailable, please indicate: 2nd choice 04- &rd cholca 04-

Shipping and handling payment __ check _____money order ___oradit card }
If paying by check, please make checks payable to GT Interactive Software. If paying by credit card, please Indicate the following:

Credit card account #
Exp. date _ /__ _ Visa _ MasterCard _ AMEX Blgnature
Required

name

clby zip

hone mals/ femals date of birth e-mail
ptional

YOUR OPERATING SYSTEM? Mac 08" IBEM® PC wos Wa.1 M8-DOB* :
OTHER PLATFORMS OWNED? SEGA Saturn’™ SONY Playstation™ NINTENDO Ultra 847

BATYY :
1. TO ENTER: To enter the sweepstakes, you may do any of the following; (1) Purchase two games from the “Buy" list above from GT directly by calling
1-800-432-3498 ext. MEOG and provide the information requested on the coupan above to the operator; or (2) Purchase two games from the “Buy” list above
from any participating retail store, send us the original UPC bar code from each geme, and a stora receipt dafed between October 1, 1996 and January 51, 1987,
for each game purchased, and the complated coupon above, and mall to @T In an anvn]rg)a: or (3) Complete sections 1 & 4 on the coupon above or hand print
your name, address, age, ?;gﬂh"““ number, and upum.ting system on a 3xB post card. Bend entries submitted by methods two (2) or three (3) abave with proper
postage affixed to GT Inta ve Software SBweepstakes, PO. Box 988, Buffalp, New York 14207%. All mall antries must be postmarked by January 31, 1697, and
recelved by February 7, 1887. No limit on mall entries, but mass entries and reproductions will be disquallfied. Not responsibla for lost, late, misdirected
postage due entries or entries not received in time for the random drawing. Mutilated or lillegible entries will be ualified. 2. WINNER + Winners
will be selocted In & random drawing from amon%le.ll eligibla entries received by representatives of GT Interactive Boftwars Corp. on or about February 14, 1987,
Odds of winning depend on the total number of eligible entries recelved. Winners will be notified by mall on or about February 28, 1997, Winners (or the
ent/guardian of winner if winner is a minor) will be required to execute, and return within fourtean (14) d.u,fra of receipt, an affidavit of eligibility, release of lia-
bility, and publicity release; noncompliance within such time or the return of any notics as undeliverabla, will result \n disqualification and the selection of an
alternate winner, Void where prohibited or restricted by law. All federal, state, and local laws and regulations apply. & PRIZES AND APFROXIMATE RETAIL
VALUES: Twenty-five (26) winners will each recelve fifteen (15) items of their cholce from the “Buy List” (ARV: $600 each). Limit of one prize per person or
household and no substitution or transfer of prizes by winner will be permitted. If any item {5 unavailable, another item of equal valua will be awarded. All
prizes will be awarded. 4. MISCELLANEOUS: All fadoral, state, and local taxes on prizes are the sole responsibility of winner, Acceptance of a prize constitutes
permission Lo use that winner's name and/or lkeness for advertising, trade purposes and promational use without further compensation, unless prohibited by
law, Not responsible for any personal or property loss or damage incurred by acceptance and/or use of prizes. All entries become the property of QT Interactive
Softwars Corp. B. ELIGIBILITY: Open to Continental U.8. residents only. Employees of GT Interactive Software Carp., its subsidiaries, affiliates, advertising agen.
cles and thalr ediate families or members of the same household are not eligible to participate, 8. WINNER'S T: For a list of winners (available after
March 30, 1997), send a self-addressed, stamped envelope to GT Interactive Software Bweepstakes, PO, Box 988, Buffalo, New York 14207,
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Break out the
banners and
Strike up

the band in
salute to the

‘Games

OF ALL TINVIE ‘

: everyone thought about the PC as a
i fast gaming machine. If you want to
i see us rhapsodize some more, check
i out this month's Hall of Fame.

1 o Sid Meier’s Civilization
MicroPROSE, 1993

hile some games might be equally addictive, none have sus- i f | i : 6. Sm Gy
Wtained quite the level of rich, satisfying gameplay quite like Sid | 11 L. I 48 | i Maxs, 1987

Meier's magnum opus. The blend of exploration, economics, | « } ;]' o Tkl e he ulti-
conquest and diplomacy is augmented by the quintessential research 5 : Tmate in
and development model, as you struggle to erect the Pyramids, dis- software

cover gunpowder, and launch a colonization spacecraft to Alpha - toys almost
Centauri. For its day, Civ had the toughest computer opponents ¢ never got pub- §
around-even taking into account the “cheats,” that in most instances | L ‘ lished.
added rather than detracted from the game. Just when you think the game might bag dnwn you discover a: Supposedly,
new land, a new technology, another tough foe-and you tell yourself, “just one more game,” even as the  there just was-
first rays of the new sun creep into your room...the most acute case of game-lock we've ever felt. i n't “enough
: game,” a
"""""""""""""""""""""""""" i description
: i belied by the
2. Uoma vV ¢ live auction that actually made eco- i dynamic Fit}f
ORicin. 1984 : nomics fun. Because EA could never ~ : construction
' i manage to come out with a sequel,  : involved. After
ere began Avatarhood: where i many of us held on to our C-64s and  : Yyou built your
HE\’EW major plot development i Atari 19800s just to play this, still the  : city from
depended on ethical choices scratch, you o

> i best multiplayer game we've ever seen.
made by your character. The detail was :
M such that even non-player
| characters would react to
/ you based on your charac-
| ter's reputation, as word
| traveled from town to town

: had to run it, and the contmued

i success comes not so much from
i the mechanics, but from tapping into

: the sheer joy of discovery. Challenging

i on many levels, it evaluates your perfor-
i mance even as you enjoy it. It's hard to

4. Reb Baron
i Sieara, 1990

hile Falcon 3.0 (see below)
: W may be the most impressive
i from a technical standpoint,

oi your actions. What the
! -‘ dialogue lacked in clever-
'-I ness, it made up for with an
g L / authentic, gritty feel rarely
& | found in other games. For the
——=1 first time, NPCs became true
companions, rather than bun-
dles of statistics to help in combat.
Even the ending was a surprise, mov-
ing away from the “take out Foozle" cli-
max so common in RPGs. If all RPGs
were half as richly filled out as this,
role-playing games wouldn't be in
such a state of decline.

3. Muie

EA,1983

Ve our players try to colonize
A F

a planet while simultane-
. ously driving the other
palad Dlayers out of business.
\aal Named after the robotic
= “mule” that enables you to
farm mine and transport equipment,
the game contains no bombs, guns or

cutthroat competition complete with

missiles-just offers an exciting game of

cG HOYEMBER 1955

: there is little question that Red Baron is
¢ the better game. Damon Slye honed his
i craft while designing action hils like

: Stellar 7 and Skyfox, but with pure

: flight sims, he found his metier. With

: all the realistic options tumed on, Red
i Baron is a bear to fly; it's all you can

¢ do to keep the fragile wings from tear-
 ing off. Rotary aircraft snap to the

: right, machine guns jam at the worst
: time-just exactly how you would expect :
: these rickety constructions of wood

: and fabric to behave. When you toss in
: the interesting missions and wonderful

i campaigns, it's hard to imagine a bet-

¢ ter flight experience. A tribute to the

i design is that despite its dated VGA

: graphics, it is still selling. If Red Baron

i Il is anywhere near as good, flight sim

¢ fans will have ample reason to rejoice.

5. DOOM

10 SoFTwiare, 1993
S imply the best action game of all

time. Even though DOOM wasn't
true 3D, it transformed the way

ST

ask much more than that from any
game.

7. Winc ComMANDER

Oriain, 1990

0, it didn’t have the detailed
N”ﬂighl model" that X-WinG or TIE

FigHTER Would later bring to the

¢ galactic party. And compared to the
: multimedia production values of Wing

Commanpens Il and 1V, the original looks

¢ like stilted Saturday morning cartoons.

i But Wing Commanper was the first to

i successfully blend interstellar action

i with a storyline. While the theme-a

. valiant struggle against a seemingly

¢ overwhelming foe-was typical sci-fi, the
¢ designers did a good job of developing
¢ the tensions inherent in the situation.

¢ The “hot washup” scenes at the Tiger's
¢ Claw bar between missions gave you a
¢ needed break from wrist-wracking

¢ action, and the conversations you had

¢ with other pilots left you with not just

¢ tfactical tips, but the impression that

¢ your wingmen were personalities rather
* than mere algorithms.

D S
T



8. EMPIRE
INTERSTEL, 1978

fter proliferating on college and
A corporate mainframes all through

the 1970s, Emrire found life on
the personal computer when ex-NASA
programmer Mark Baldwin was
approached by Interstel to create an
Atari ST version. Ostensibly a game of
planetary conquest, complete with a
sci-fi wrapping in the documentation,
the game was really a delightful multi-
player version of strategic level WWII

economic level which determined the
potential number of military units avail-
able. As a multiplayer game, it could be
played by “hot seat” (CGW deadlines
were constantly in danger due to office

of the mainframe game, Baldwin's ver-
sion added greater roles for destroyers

other additions.

9. WasteLanD
INTERPLAY, 1987

fascinating science fiction story
Aset in a post-nuclear world of dis-

integrating technology, dysfunc-
tional society and mutant organisms,
WasteLanp was the first game many of
us played where the other members of
the player's adventuring party acted like
“real” people instead of inventory cabi-
nets with names and automatons with
skill sets. Ask the party to divvy up the

cash and one or more might refuse. Try :

to get a party member to cough up

don't take our word for it. Play it your-
self. The entire game is on this
month's CG-ROM.

10. Fawcon 3.0

SpecTRUM HoLoByTe, 1991

tion to offer a truly realistic flight
madel, but it didn't stop there. It
also introduced the useful (and neces-

anou 3.0 was the first jet simula-

¢ sary) wingmen and the first truly

- dynamic flight sim campaign.

- Moreover, Facon 3.0 was also one of

- the first games to support multiplayer

- network play. The fact that the game is
- still in the shelves more than five years
- after its initial release is testament to
era warfare. Production level determined

its quality and advanced design.

11. FPS FoorsaiL 1995

: SIERRA, 1994

ost pigskin games are either realis-
tic stat-based sims dryer than our

| - favorite martini, or so reflex-dependent
| - that your gridiron savvy is rendered

| © totally irrelevant. FronT PAGE FooTeaLL

¢ changed all that, somehow combining
. the best of both worlds, and improving
8 up through FPS FooraaLL 95, winning

{ © an unprecedented three CGW Premier
¢ awards in the process. Instead of rely-
. ing on statistics, this models the

¢ physics of the game on the field: the

- fluid rotoscoped movement of the play-
¢ ers; the quick release of a Dan Marino
. pass; the blocking power of a 300- i
: pound offensive lineman. From the play :
i editor, to the updated rosters of NFL

i players (who actually play like their real-
¢ life counterparts), and the career

i league options, no other game brings

L - its sport to life quite like this one.
games) and by PBEM. Not a direct port : P 9

12. Lemmings

d gr : - Psyanosis, 1991
and new intelligence algorithms, among

: The cries of “"Oh no!” as you'd sac-

rifice a Lemming in an effort to
save its brethren proved that the

- death of little animals had never been
- 80 cute. This diabolical puzzle game

: starts with simple challenges and works -
- you steadily towards ultra-challenging

- conundrums that require split-second

- timing with the mouse. In its initial

. release, the PC version was a poor imi-
. tation of its Amiga predecessor, but the
- Win 95 update included with Lemmings
+ PainteaLL should be snatched up by all

who missed this classic.

13. Zorx

hisfher last clip of ammo? No wayl But | NFo0OM, 1981

mailbox outside a small white house.

From here began a magic journey
into the land of Frobozz. This seminal
Infocom text adventure combined chal-
lenging puzzles, wonderful descriptive

|I all started with a little letter in a

* prose, and a touch of humor to create

I 1

NOVEMBER 1906

i arich universe that existed not in SVGA
. graphics, but within your head. A far

- different tone than the campy ReTurn

: 10 Zorx or the dark Zork NeMesis made
¢ this a universe many early gamers

- would spend all their non-school
- hours glued to until it was fully

- explored.

14. Temis
ey SPECTRUM
& Howoye, 1988

his insidious little

T puzzle game
may have

been the Soviet

. Union’s last-ditch

: attempt at destroying American

. productivity. If personal comput-

. ers had been more commonplace

- in 1988, it darned well might have

- succeeded. The seemingly simple

- task of matching falling blocks would

© become an obsession, to the

- point that many gamers would

+ find themselves rotating TeTRiS

- blocks in their dreams.

- 15. Panzen GeNeRAL

: §51,1994

ost of us that play

wargames began for a

variety of reasons, but

- chief among them was that we
wanted to be Patton, or Lee, or

+ Rommel for a day. Panzer

. GENERAL lets you do just that, in

- a series of tough scenarios and

. exciting campaigns. PG isn’t for

- everybody, since every time real-

- ism and fun clash, the latter

© wins out. But what the game

 lacks in historical insights, it

* more than makes up for in vari-

- ety: the amphibious invasion of

- Norway; the airborne assault on

. Crete; the sweeping armored bat-

. tles of Kursk and North Africa. Panzer
. General made more realistic games

like SteeL PanHers possible, hecause
i it made wargames fun—and mar-
. ketable-again.

- 16. Wizarory
: SIR-TecH, 1981
: The seminal dungeon romp, this &

RPG sent AD&D fans scrambling to  / ??fz;fercfefaf
¢ buy Apple lls.

17. Gasrier Knight 2
SIERRA, 1996
: haunting tale from Jane Jensen,
the interactive Ann Rice, which suc-
cessfully blended the psychological and
: supernatural, an adventure game inter-

(=
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¥ face and full motion video.

A

\| 18.Si Meer’s Pirates!

\ MicroProse, 1987

. The Amiga version of this

\I hybrid game of exploration,

\ combat and role-playing was by
far the best, with smooth ship

.5.1 combat and fast-action sword-

| play.

19. Secner o
MonKEY IsLanD
2 \ LucasAnrs, 1989 _
“ \\\Jho could ever forget the :
insult-driven duel sys-
tem or the identity of the
mysterious Swordmaster?

B 20. Arcton

W FA,1984

he strategy of chess plus
fast-arcade action made for

¥ an addictive two-player experi-
i ence.

21. Tueir Finest Hour
RN LucasArrs, 1990

A\ he first World War Il sim

that really made you feel
ike you were there, this, like
Red Baron, reminds us that
% a great sim can also be a
= great game.

22. X-CoMm
MPS, 1994

he best tactical system for squad-

based combat combines with an
excellent R&D model and pop culture
about aliens and UFOs for an incredibly :
addictive strategy experience.

\ 23. Micur & Masic
"_ New WorLp, 1986

3D dungeon view combined with
the biggest world map to date

8 were just two of the major features
{ of this advanced level CRPG.

24.RAD on BUNGELING Bay
Bropersunp, 1984

that redefined C64 arcade action
and used graphics tiles that paved the
way for SimCiry's inception.

CcG

- Access, 1992

: ing to Pentium Pro
: owners, you know it's 27
- good. T

mooth-scrolling, 360-degree shooter :
© tank games.

MOVEMBER 1396
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25. Ean. Wenver Basesait
EA,1986

. "T"he Amiga version was a sports clas-

sic, from the stats to the graphics.

. Too bad the later versions gave it a
 black eye.

26. Lixs 386

hen a “386" golf &3
game is still sell- & %

27 MecHWAaRRIOR 2

Acrivision, 1995

he atmosphere and background
story made this giant robot game

L an amazingly immersive experience.

28. Warcrarr I

' Buizzann, 1995

oesn't reach all of its lofty goals,
but it's fast, furious and com-

- pelling-what Interplay's Tolkien games
- should have been.

29. Smn ConrroL 2

. AccoLaoe, 1994

RConTROL 2 was a fast-paced
space game with a stunning blend

of adventure, action, and humor.

30. Popurous

| BuLLFoc, 1988

s the father of real-time strategy
games, PopuLous gave you the

¢ opportunity to play god.

31. NASCAR Racie

- Paryrus,1994
© s fast action on the track introduced

computer gaming to a whole new

. market.

32. M-1 Tank Pratoon

- MPS, 1989 ;
.\ s the first simulation to allow you to :

command multiple vehicles, M-1
Tank Puatoon addressed several issues
of combat doctrine ignored in other

- .33, Mnster oF Onion

¢ SimTex/MPS, 1993

teve Barcia leaped to the stage with
this Sip Meier's CrviLization meets

- ReacH For THE STaRs game of space
© conquest.

- 34. Dav oF THE TENTACLE
LucasArrs, 1993

OTT completely blew away its
ancestor, Maniac Mansion, with its

¢ smooth animated sequences, nifty plot
. and great voiceovers.

35. Cuuek Yeacer’s Air Comear

EA,1989
hree eras of air combat came
together in this flight sim classic.
: For the Korean War, this is the only
: flight sim which has addressed it.

- 36. Quake
i Ip, 1996

he ultimate implementation of the
- I deathmatch, Quake also creates the
¢ spookiest atmosphere ever presented in
¢ an action game.

37. Duke Nukem 3D

i Apogee, 1996
close match for Quake, with any
deficiencies in its 30 engine made
¢ up for by its bizarre, and sometimes
. earthy, humor.

- 38. Causaner: No Remorse
- Origiv, 1995

n an industry dominated by DOOM-
¢ Iclones, this shows that the _-view
¢ action game has a lot of very visceral
appeal left.

: 39, Rep Storm Rising
MicroProse, 1989

moderm submarine combat game
: unmatched even by today’s offerings,
- the play balance of scenarios, campaign
- and realism was nearly perfect.

40. Harroon

: 360 Paciric, 1989

: Since modern naval combat is fast

- Jand diverse, Harpoon had to offer

- gamers a real-time perspective they'd
never seen hefore. It succeeded.



Win 95 is cool but
sucks W|th DOS games'

Even your parents could do it!
/STt tney were System Commander’s automatic installation will
Thats why you need System Commander. have your PC ready to add OSes in less than 5
You've got great DOS games, but you really want minutes. And unlike some utilities, it uses less than
to try that new Win 95 game. You want it all. But, if 1 MB of hard disk space and no RAM!
you upgrade to Win 95, it will Get it and play it!
really hose your DOS games. Howynucaumnmthmane i As you install new OSes, System
With System Commanderyou Zes BT Commander automatically copies key files
can play each game the way it and adds the new OS to its menu. It man-
was meant to be played...on ages unique copies of AUTOEXEC.BAT,
the OS it was designed for. CONFIG.SYS and COMMAND.COM for
System Commander allows each installation of DOS, Windows 95 or
you to boot both DOS (3.3 or any other operating system.
later) and Win 95 on the same System Commander is only $99.95 and
PC. When you turn on your comes with an unconditional 60 day money
machine, System Commander back guarantee. Mention this ad and get
gives you a menu. Pick the FREE* overnight shipping. Call today and
OS you want and with the play your brains out tomorrow!

fouch of a bulton. System V Communications, Inc.

gesignet f‘i{};‘

| ColmanDeR

Commander does the rest. 4320 Stevens Creek Bivd, #120-CGW
i
Also available at all Major Software Stores WWW.V-COM.Com

* When ordered before noon PST. No Saturday delivery. Standard shipping outside US. CA res. add $7.25 sales tax. Offer subject to change
without notice. All logos and product names are trademarks or registered trademarks of their respective companies. VISA/MC/Amex ©1996
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Unlike most
hard drives

its removable.
Unlike most

removables it



There scems to be an unwritten rule with computers. No matter how large the hard drive, you'll evenrually
find a way to max it out. Unless, of course, you get one that never really fills up, right? For example, the
EZFlyer” 230, the latest removable cartridge hard drive from SyQuest”” Don’t let the small 3.5 inch cartridge
deceive you, this thing is huge. 230 megs that rip along at rwice the speed of any removable in its class.

The reason for our blistering performance is preety simple. It works like a hard drive because itis one.

Sluggish technologics from tape drives to high-capacity floppies just can’t keep up. Use the EZElyer” 230

" Don’t warry, if one
cartridge fills up there

are millions lefi. S ; : g
i f system limitlessly, 230 megs at a time, till the end of time. syql |ES|:
. Save

Weighing a mere 1.6 pounds, the trimmed-up drive can hit the road as well and features a the world™

the same way you would with any hard drive, witha nice little bonus—it’s removable. So you can add on to your

self-sealing door to protect cartridges from dust and other disturbing things. When you feel the urge to change cartridges, hit the eject button
and you're out of here. Applications and files stored on your cartridges are ready ro run instantly. Own the Internet, throw on large chunks
of video, colossal scans, the meaning of life or maybe just a CD-ROM game. Keep things you don’t need. Back up things you do. Ireven
saves moncey, storing your world at 10 cents per megabyte. Hmm. When you think about it, the possibilities are as endless as its capacity.

Now available at Comp USA,Computer City, Best Buy and a bunch of other places. 1-800-245-2278 or hrep://www.syquest.com.

- a hard drive.

CHAR6 SyQuiest™ Technology
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41. Sio Meier's
Rairoad TYcooN

MPS,1990
Sfd s fascination with rail-

roading begat a combina-
tion of SmCirv, 1830 and the
ultimate model railroad that
will be a strategy game icon
for years to come.

[NFocom, 1985
ouglas Adams’ humor comes alive
in this text adventure based on the
five-book Hitchiker's trilogy (pentalogy
sounds so pompous, you know).

43. BerravaL AT KRONDOR

he universe
of Raymond
| E. Feist came
i to brilliant life
g

| person per-
et spective role-
playing game.

44, Umma VI
Oriin, 1990

ord British hit new highs in virtuality
with the defined useable objects in

this game world. It also presented a bril-

liant treatise on the danger of prejudice.

45, Rocker RANGER
CINEMAWARE, 1988

. better than the similarly
themed The RockeTeen from
Disney and a much better
game.

< 46, CHESSMASTER
o e ——=—""""SorrwngE TooLwoRks, 1986

he best of a competitive pawn-push-
ing lot, Chessmaster stays ahead of

the competition with Al opponents
based on real-life Grandmasters.

47 . Aces oF THE PaciFic
Dynamix, 1992

orsairs came alive in this WW Il sim

that set new standards for graphics
and performance.

CG

42. Hichyier’s Guioe

Dynamix, 1993 ;

in this 30, first- -

Cinemaware’s tribute to scifi
serials of old was artistically

- 48. Commanp & Conquer
i Westwoon, 1995
' ot quite as complete a design as

Warcraft Il, this still set a new stan-
: Oriciv, 1994

- dard for great multiplayer play com-
. bined with a good back story told
. through top-notch cinematics.

- 49, Dunceon MasTeR
FTL,1987
he stereo sound in the Amiga ver-
sion of this classic RPG had you

looking around the living room for
. monsters.

- 50. PipaLL ConsTRucTION SET
- EA,1983

he first entertainment software that
allowed you to build your own pin-

| 51. ReacH FOR THE STARS.
: §SG,1984

Mulliplayer space conquest reached

; a new malturity with Keating and

- Trout's design which included econom-
ic, research and military strategy.

52. F-19 Steawrs FigHTER
MicroProse, 1988

he first flight sim where you actually
won by staying out of a dogfight,

53. SteeL PANTHERS
551,1995
ary Grigsby's superb implementa-

NOVEMBER 1930

¢ the culmination of such successes as
: KAMPFGRUPPE, PANZER STRIKE and
- TYPHOON OF STEEL.

54. Wine Commanper I

hrilling space action in the first
successful interactive movie.

The beginning of a new breed?

55. STARFLIGHT

ELecrronic Arrs, 1986

ot only was this the first game to
use fractal graphics to define plane-

. tary surfaces, it was a rich science fic-
: tion role-playing game, as well.

- 56, TIE FicuTen
- LucasARts, 1994

far better simulation of the Star
Wars universe than X-Wing, winning

- in this space combat game relied more
- on flying skills than puzzle-solving.

57. NBA Lie

EA Sporrs, 1994

he first time we played this game,
we had to look twice to make sure

the players were animated and we had-
- n't switched on the TV by mistake.

58. SuspenDED

InFocom, 1983

ontrolling remote robots gave this
SF text adventure a unique flavor.

59. GETTYSBURG

ball machines and give them to friends. S31,1986

his first in a best-selling series of
American Civil War games was the

 first to experiment with a randomized
: reinforcement schedule for the order of
: battle.

60. EF2000

¢ Diciad InTeGRATION, 1995

raphics, sound, and realism took a
flying leap forward in this combat sim.

61. Seven Cimies of Gowp

this game almost presaged the Gulf War EA,1983

zark Softscape's fantastic game of
New World exploration offended

some with its accurate treatment of
i autochthonous tribes.

tion of tactical combat in WWII was
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62. IncreniBLE MIACHINE
SIERRA, 1993

his Rube Goldberg-style

y puzzle game was fresh in
| concept and long on game-
| play.

63. Faeay TALE

ADVENTURE

MicrolLLusions, XX

eal time adventure at its Amiga
best. There is a rumored update
(cross your fingers).

64. MaratHon

Bunger, 1994

his 3D action-fest was a big reason
all the Mac users kept saying
“DOOM what?"

65. Wincs
CinemawarE, 1991

InGs featured a

masterful combi-
nation of arcade action,
flight simulation, and a
cinematic story set in
WW [ as its wrapper.

66 Worwo Circurr
MicroProse, 1992
racing sim _
that provided a
wonderful bal-
ance of authen-
oo 4 licity com-
bined with
accessibility
for beginning
drivers.

Dune 2

NOVEMBER 1996

OF ALL TIMIE

67. Svnpicate

¢ BuLLrrog, 1993

fter a hard day, it was just fun to

action game of futuristic gang warfare.
68. Uirima UNDERWORLD

Oriein, 1992
ith the 3D look that paved the way :
for other point-of-view games, the :
. Looking Glass design team immersed
| gamers in a more intense Britannia.

69. Leisure Suit LARRY
SIERRA, 1988

owe's Larry's lascivious, lecherous
life was launched in this remake of
the lewd text game, SOFTPORN.

70. Dune 2

| Westwoon, 1992

CUMMAND & CONOUER'S predecessor
used the universe of Dune as the
environment for a fabulously engaging
real-time strategy game.

7 1. Aces oF THE Deep
Dynamix, 1994

for creating an authentic atmos-

. phere.

72, SOLTAIRE’S JOURNEY
QQP, 1992

ed a large variety of solitaire
games, but two different styles of
campaigns (transcontinental trip

and haunted house) in which to
try them.

7 3. Quest For GLory

SierrA, 1987

hoever heard of combat in
a Sierra adventure?

Attributes? Skills? Corey and Lori

: Cole made it work in this hybrid adven-
: ture/role-playing game.

- 74. Secaer oF MoNkey Istanp 11
mow down civilians in this strategic © | casAars, 1990

LeChuck was back and managed to

provide the unhappily ever after for

a washed-up pirate hunter named
. Guybrush.

75. You Don’t Know Jack

BERKELEY SvsTEmS, 1995

his irreverent cyber game-show will
glue the most computer-phobic to

. the screen.

76. SHApow OF THE BEAST

Psyenosts, 1989

arallax scrolling and fast action
made this Amiga arcade game bet-

ter than anything you could drop quar-
ters in.

77. Warioros Il

55G,1993

robably the best of the
Keating/Trout approach to challeng-

ing Al and scenario design. Besl fanta-
© sy strategy game until Warcraft II.

78. Batance oF Power

Minpscare, 1983

wonderful game of political intrigue
that felt just like the Cold War and

- didn't require the detail of SHanow
- PresIDENT or CveerJupas.

- 79. Fucut Smutaror Ii

his U-boat simulator is st unrivaleg = U5-061C.1984

rom the Atari 800 to the Amiga, this
civilian flying simulator brought virtu-

- al flight to the masses.

80. Looe Runner

his unique game not only provid- Brooerguno,, 1983

he father of all platform games, this
game of run and gun was much

. better in its original incarnation than its
- Win 95 zombie reincarnation.

81. Loom

. LucasArrs, 1982

00M featured one of the most
beautiful scores ever to grace an

- adventure game and a musical staff

interface that was most original.
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Epyx,1987
0 riginally designed with a
grant from Atari, this was

the original LucasArts (then
Lucasfilm) game. Many keep

. old computers around just to
| play it.

|

o Dynamix, 1990
Su good that a rival
] publisher tried to steal
74 it, this cyberpunk game
@ used rotoscoping, hot

matic cuts before they
were standard.

84. Prince oF Persia
Brobersunp, 1990

n acrobatic platformer

with amazingly fluid
action, PRINCE OF PERSIA

let you become the leg-
endary Thief of Baghdad.

85. Rosor War
Muse, 1981

n this ancestor of C-

Rosars, gamers pro-
grammed robot behavior
in a subset of BASIC. Then, the pro-
grams fought it out on-screen.

86. SILENT SERVICE
MicroProse, 1985

¢ Road

Prince of Persia

trol-room interface for subma-
rine games on a variety of plat-
forms.

87. FIA-18 InTercerToR
EA,1987
espite having only seven
missions, this Amiga jet
combat sim set the state-of-
the-art for its era.

88 Avone v THE DARK
[-Mortion, 1992
ollowing on the heels of Out OF THIS
WorLD, ALONE IN THE DarK showed
that 3D action needn't get in the way
of a tense, exciting story.

cC MOVEMBER 1146

D 83. Risk oF THe DRaGON

spot mapping, and cine-

EA,1985
ith three-point monster animation,

3D maze window and new charac- -
- ter classes, Michael Cranford's story

started the successful trilogy.

90. Carniers AT War
S5G,1992
oger Keating and lan Trout created

91. Barries oF NAPoLEON
SS1,1985
Ithough it didn’t sell well, SSI's
game of tactical combat in the
Napoleonic Era was not only a terrific
game, but had an easy-to-use con-
struction set, as well.

92. Derenper oF THE CROWN
Cinemaware, 1986
im Sacks' spectacular artwork and
dazzling animations in this simple
strategy game showed Cinemaware
could live up to its name.

03. Inniann Jones
AND THE FavE OF AvLanTis

: LucasArrs, 1993

hree games in one, Hal Barwood’s
Indy adventure let the gamer regu-

. late the way it was to be played without
i losing its impact as a story-based
i game.

ILENT SERVICE introduced the con- :

94. King’s Quest V

f SIERRA, 1990

ith King's Quest V, Roberta

Williams horrified Sierra tradition-
alists by getting the parser out of the
way of some of the most beautiful

¢ graphics ever.

95, Sam & Max Hir tHE Roap

i LucasAnrs, 1993

he adventure game that redefined
“wacky" as Steve Purcell’'s crazy

. animal detectives visit alligator farm :
¢ miniature golf courses and freak shows.

06.S1R TREK: JUDGEMENT RITES

InTERPLAY, 1994

. 851,1985

—

he first Star Trek game that truly
captured the feel of the classic origi-

: 1 ¢ nal episodes. The CD features voice-
the first playable game of WWII air-

craft carrier operations with the release
i of this game.

overs from Shatner, Nimoy and compa-

¢ ny, and is still available.

07. Worrenstem 3-D

ApoGee, 1992

oosely inspired by Silas Warner's
CastLe Wourenstem, this was the 3D

- shooter in the hall that started it all.

08. Sysrem Stock

: Oricin, 1994

his hybrid action/adventure/RPG did-
n't get the credit it deserved for its

: tight cyberpunk plot, believable charac-
i ters, and SHODAN, an excellent villain.

99. Unper a Kiuing Moon

Access, 1993

ampy humor combined with amazing
3D scenery in this futuristic film noir.

100. AH-64D Loncsow

- Jane's, 1996

he first helicopter sim to match its fixed-
wing counterparts for realistic play.

101. KampraruppE

ehicle silhouettes, great sound
effects in the Amiga version, and

'. the tactical combat scale gave a differ-
- ent texture to this game of Eastern
Front combat.

102. Gunship

. MPS, 1989

n the days of the abominable Surer
Huey, this relatively simply sim with

. detailed campaign was the only authen-
: tic helicopter simulation.

103. Eric THE UNREADY
INTERPLAY, 1992

ull of puns, punchlines and person-
ality, Eric THE UNREADY was not only
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" A time, but Bob Bates' master-
piece.

104. Denoumne

InFocom, 1982

EADLINE was a tough lext
adventure that placed

= - cate police procedural and
~~ let you wander around a
mansion.

105. CRUSADERS OF THE
Dark Savant
SIR-TEcH, 1987

avid Bradley capped off his

Wizarory trilogy with this combina-
tion sci-fi/fantasy adventure which paid
subtle treatment to the Wizard of Oz.

106. Barmne CuEss

INTERPLAY, 1988

tar Wars' Chewbacca would have
felt right at home with this chess

game enhanced by funny, elaborate ani- ;
mated sequences and spectacular spe-

cial effects.

107. PerrecT GENERAL

QQP,1989
s in Empire, Mark Baldwin (with
new partner Bob Rakowsky) took a
proven design (Bruce Williams
Zaccagnino's table-top strategy game)
and made it better.

108. NEUROMANCER
INTERPLAY, 1988
iliam Gibson's cyberpunk novel

was retold with an interactive slant qame where you try 1o escape from a

. Nazi fortress.

and a soundtrack by DEVO.

109. Pacirc War
SS1,1992

tious wargame design
in history, Gary Grigshy's
magnum opus lets you
refight the campaigns in

basis.
B 110. Operation
CRUSADER
AH/Aromic, 1994
cC MOVEMBER 1995

you in the midst of an intri-

the Pacific on 2 dayby-08Y :  jrecen Sorrwane, 1993

he low unit density and the vast sea :

of North African sands gave you

. plenty of room to maneuver, making
i this the best game of the WorLp Ar
. WhR series.

111. Wayne Grerzky HockEy

BerHesDa, 1989 :
his masterpiece featured Gretzky's per-

spective and Marty McSorley's

playtesting in a hockey game that captured :
the flow of the game for the first time. :

112. TV Seonrs: FoorsaLt

CinemawARE, 1987 5
;T he first in a series of sports games, :

the idea of TV Srorts: FooreaLL was

" to present athletic action like you see it
© on television. It worked.

113. Monorory

Virain/HASBRO, 1995

ased on the quintessential family
boardgame, this Internet-capable ver-

sion of Monopovy offered more than we

ever expected in a computer version.

114. Jnoeep ALLIANCE

Sin-TecH, 1995

he grand age of warfare comes to

life with colorful uniforms, delightful :
i landscapes, and above-average oppo-
i nent Al in this recent release.

116. Casrie WOLFENSTEIN

| Muse, 1981

nspired by the film, Where Eagles
Dare, Silas Warner developed this

117. Bench Heap

rguably the most ambi- Aocess, 1863

he smooth sprite action in this
beach-defense arcade game could

 have you diving under your desk.

118. Ficirer DueL Pro 2

Duet Pro 2 had realistic flight mod-

els and SVGA-quality graphics.

119. PisaLL DReAMs

| EA,1989

2151 CENTURY ENTERTAINMENT, 1990

mooth scrolling and great ball
physics made this Amiga game a

{ wizard's choice.

120. Tammy

InFocom, 1986

rian Moriarty's text adventure based
on the Manhattan Project was a

i tense, ethical tightrope walk through

the Cold War.
121. Virrua Fihter PC

564,199

he best of the horizontal-scrolling
fighting games, this title succeeds

: on a platform for which it was not
: designed.

122. InoianapoLis 500

he nascent Papyrus redefined the
racing sim on the PC and Amiga

with this game that allowed you to go
i backwards on the Indianapolis
¢ "Brickyard" for the first time.

123  Descent Il

INTERPLAY, 1996
- 115. BarneGrounn: WATERLOD
: TaLonsorT, 1996 :

uilds on the promise of the original,
with better 3D effects and enemy Al.

124. DeaTRACK

Acrvision, 1989

ynamix developed this seminal car-
to-car combat simulation where Car

Wars-style action had become a nation-
- al sport.

125. Warcrarr

:: Buizzarn, 1994
i Aspirited real-time rendition of the

age-old conflict between Orcs and

i Humans, with an especially elegant net-
i work setup routine.

126. War v Russia

. §51,1984
' Gary Grigsby's strategic level game

of combat on WWII's eastern front

. was the first “monster game” on the

: computer that came close to SPI's

he ultimate Amiga flight sim, FicHTer huge boxed sets.

127. Smn ControL

- AccoLAoe, 1992
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pace War enters the 90s
with a touch of humor,

STorRMFRONT, 1995

he best of the LaRussa

series, this game has
graphics and stat-capabili-
ties that sometimes out-
shine the original Earl
Weaver. Sometimes, though,
they don't.

129. MG Auey Ace

MicroProst, 1984
ndy Hollis pioneered the head-to-
head flight sim on the Atari 800

with this game.

130. Ocre

Oriciv, 1986
rigin worked closely with Steve

ot "E?"rniisl‘ifw"wh

an taming one gigantic and futuristic
supertank.

131. Presioent ELECT
SS1,1981
P laying this strategy game of public
appearances, campaign financing
and debate gave one an entirely new
appreciation for presidential politics.

132. Lexi-Cross
INTERPLAY, 1991

futuristic combination of cross-
words and Whee! of Fortune that

New WoRLD,
1995

ning remake of
S THE King's Bounty
= | is a brilliantly bal-
1) +{ anced game of
#%= fantasy combat
g that quickly

&% hecomes addic-
= tive,

134. 1 Hwe No Mouth
Anp | Must Scream

CYBERDREAMS, 1995

cC MOVEMBER 1905

quer,

Jackson Games to create this faith- :
ful conversion of the boardgame based :
EA,1986

amon Slye's update of STELLAR 7 for
g in the Far East.

his award-win-
: MPS,1994

i 55,1987

arlan Ellison’s dark, despairing

- I'Istory makes a smooth transition to
dark, despairing adventure game.

128. Tony LaRussa 3

135. NuxkeWar

© Avaton Hi,1983

an you helieve we fought global
thermonuclear war with text and

sprites on the C64?

136. Dark Casne

SiLicon BeacH, 1986

or years, Macintosh owners would
point with pride to the fact that this

fluid, fantasy-based arcade game was
- only available on their platform.

137. Macic CarPET

: BULLFROG/EA, 1994
Darned weird rules were offset by a

rich, 3D world to explore and con-

138. ArcricFox

the Amiga was the seminal 3D

polygon-based shooter.

1139, Mean SReeTs
Access, 1989

his adventure’s VGA graphics and
digital RealAudio set a new standard

. for 286 games and offered tribute to
i Raymond Chandler's novels.

140. CrysiaL CALBURN

. STaRPLAY, 1993
was great for proselytizing non-gamers. :
13 3. Heroes o Mioht & Macic The multiball action leaves TRISTAN in
. the dust.

ot as many tables as we'd like, but

141. Master oF Magic

nce patched, this fantastic strategy
game was almost a Sip Meier's

- CviLZAION/MAGIC: THE GATHERING hybrid.

142. Biue Max

Svnapse, 1983

axxon with a WW | biplane on the
€64 made for a fun shooter.

143. TyeHooN oF STEEL

. EPx,1992

- HPS, 1994

HarrnER, 1984

his 8-bit forerunner to SteeL
PantHers had a great “Banzai” rule

¢ that really impacted games which had
: goften out of balance.

144. Uiriva I

ORigIN, 1983

he conclusion of Lord British's first
Uttiva trilogy introduced one of the

nastiest villains to grace a computer
i screen—the bloodthirsty Exodus.

1145, Kasparov’s GAwBIT
| EA1993

ot up to the standard set by
CHessMAsTER, but this was the first

1o effectively use multimedia in illumi-
i nating the mysteries of chess. Strong
- Al didn't hurt, either.

146. SnancHar

Activision, 1986

his mah-jongg style game not only
transfixed puzzle gamers of both

- sexes during the ‘80s, but even has
: versions on dedicated word processors

147. Sworo oF FARGOAL

his dungeon romp for the VIC-20
required a massive 16K expander

- and may have been the most ambitious
. game to ever appear on that platform.

148. Ticers on THE ProwL

ackluster graphics and a learning
curve like a Sandy Koufax pitch.

it looks and sounds like real pinball, : Still, this game is the most realistic

: tactical WWII land combat wargame
: ever, and the tough Al doesn't cheat.

149. Courtsine CoLLeGE
BASKETBALL

5 a text-only, statistics-based sports
simulation, Haffner's college bas-

ketball games have always been enter-
¢ taining and eerily accurate.

150. SwrFieer |

. INTERSTEL, 1985

he classic grid-based Star Trek
game went commercial in this sim-

ple but addictive game.







oonstruck is a new
twist on twisted. No com-
puter gamer will want to be
deprived of this depravity.
Not when they can watch
Spike the Clown torture
balloon animals. See Seedy,
the tu-tu clad bartender,

do alittle butt bowling. And

prevent an all-out war
between the cartoon
forces of good and evil.
Toonstruck blends live action
(starring Christopher Lloyd)
with wild animation for some

of the most bizarre puzzle-

based adventure gameplay
ever. Toonstruck is dark, weird

and has more twists and

turns than your lower intes-

tine. So go ahead. Punch out

a clown. Flush fish.




“...hilarious cartoon quality
animation and an absolutely

bizarre warld make Toonstruck

an adventure game unlike any
we've seen. The all-
over-the-board humor
is delicious,” says
ComMpPUTER GAMING
WOoRLD. “The twisted
realms of this adult
cartoon adventure
(has)...all the elements
of a great game:
beautiful graphics,
challenging puz-
zles, outrageous
humor and good ol’
star power," says
PC GamMes. Finally,

“A must see” from
CoMPUTER GAME
Review. We are

sure you'll agree.

Weirdo.

1936 Virgin Interactive Entertainment, Ine All rights reserved Toonstruck is a trademark of Virgin Interactive Entertainment, lnc.
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Let's give a biy
Bronx cheer and

three-fingered

salute to the

1. Outpost

SIERRA 1993

T

he idea was a good one: to make a realistic space strategy game
based on real scienlific principles. What would it be like to found
a colony on an alien world? Well, it couldn’t be any more fright-
ening than the way this product shipped. Overly complex algorithms
had you micro-managing oxygen levels in habitats, among other minu-
tiae. Worse, the design was so incomplete that many of the actions
you took made no difference in the game's outcome. Poor documen-
tation forced players to buy the strategy guide-conveniently authored
by the game’s designer-and the interface design was no help either.

Rightfully vilified as “the greatest screen saver of all time,” this game, more than any other, tries to hide its
vague concepts, and near-total lack of substance behind pretty pictures-with little success.

2. DefCon 5
Cosmi, 1987

the worst of two worlds: badly
paced strategy with a

poorly-designed

s arcade exercise.

& Cosmi couldn't even
get the title of the
game right: DefCon
5 is the most peace-
ful setting. From
there, the game
went downhill with
an irritating log-on
procedure and
arcade sequences

that bore litlle

resemblance to

any SDI-style sys-

tem. Imagine
Wikl deploying anti-

space mine robots to
defuse space mines (the bad guys
apparently didn’t understand the con-
cept of proximity detonators) or X-ray
lasers that blankel wide areas of the
atmosphere with severe radiation. Add
dull graphics and lousy sound and you
get the picture—DefCon Nane.

T his Cold War era game combined -

3. Blue Angels
AccoLape, 1990

light simulations cover a wide
Fran,qe‘ from the “flight model light"

of US Navy Fighters to the
painstaking physics of Flight Unlimited.

=

cG NOVEMBER 116

But even te nst nrgiv]ng of comput-

er pilots couldn't stomach Blue Angels. :

Blue Angels featured all the adrenalin
rush of memorizing multiplication

tables. The entire game was memoriza-

tion, pattern recognition and reflex
response. Much of the game is spent

- flying through wire-frame rectangles in
- order to memorize your “routine.”

Then, you get to go into show mode.

Inslead of passing within feet of each
other in a death-defying knife-edge

JASS, You See your aﬂneramileaway'? .
pe D you. ] i cachet associat-

~ ed with In Living |

and zoom, he's gone. Give me the
flash cards, please!

4. MegaTravelier 1
Paracon, 1990

ith SSI making plenty of
Wmuney on their D&D license,

Paragon opted to take another

- gamers, if they were smart. Too bad we

¢ couldn’t borrow Homey's sock just to
beat up the game box.

classic pen-and-paper game and con-

- vert it to silicon. Unfortunately,

MegaTraveller | consisted of a back-

¢ ground
: story that THE 2ZHODANI CONSPIRACY

: lossed
© off by
- Traveller
¢ creator
- Mark

- from

- of pen : ]

¢ and paper modules he had designed in

. the past. Then, it featured the best
character generation system ever for

. creating characters with skills that did-

= g l. !... :

Thal might have been okay if the visual - Cartridge game

 payoff was adequate, but it wasn't, . on the PC.

: Capstone tried
: tocashinon

- simplest, most

 flesh it out.

MEGATRAVELLER 1.
felt

Miller

rehashes

__ i

n't really impact the game. Next, it had
real-time combat, handled so fast that
most players didn't have a chance in

- 90% of the battles. Finally, they
- designed it so that the player would
- have to run away from the first

encounter or be killed within two min-

. utes of spending 30 minutes to an
- hour generating a character.
. MegaTraveller | was easily the Mega-
¢ worst role-playing experience of all
¢ time, especially since its failure kept

many other deserving paper RPGs from
traveling to the computer for nearly a
decade.

5. Homey D. Clown
CapsTonE, 1993 (.

omey D.
H Clown was |
the epito- |

me of the bad

some of the

Color, but
defaulted to the

inane adventure
elements to

Homey don't
play like dat and neither did any real
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Absolute 3D graphics, You want them to scream.

You want them to be real. You want them to be S3d."
The What: The $3d acceleration chip makes games,

Internet 3D, and all Windows applications dance. It lives on

something to scream about.

accelerator boards and computer systems carrying

‘ the S3d logo. It revs all 3D and 2D games and software,
but when you match 53d logo hardware with S3d logo
software, the results are extreme: the best 2D graphics,
the most realistic 3D, and an affordable price.
The Where: seek 53d on computer systems like
Compagq; Dell; Hewlett Packard; and Packard Bell?
Find S3d on accelerator boards from Diamond Multimedia;
Number Nine,” and STB" Demand $3d on games from
Interplay,” Activision; Eidos; Mindscape”and on titles like

Descent Il;" MechWarrior 2,” Confirmed Kill," and MegaRace 2."

The Why: Because you want 3D so real it screams,

hit our web site for the real stuff: seek.s3.com

$3d is compatible with Windows™ 95, Windows 3.4, Windows NT," and 08/2




6. Night Trap
DigimaL PicTures, 1994

he ultimate experience of FMV
Tgone bad, Night Trap gave a bad

name to every game platform
fram Sega to
300 to PC. The
designers took a
M pretty ex-televi-
Il sion starfex-con
named Dana

{ in a nightgown.
They surrounded

MATURE
e

houseful of
scantily clad
Junior Misses and sent aliens to drill
their brains out—literally. As the player,
it was your job to protect these help-
less little sweeties (hey, we didn’t write
the script—that's how they were treat-
ed!) by activating hot spots on the
video and entrapping the aliens before
they could perform their nefarious

deeds. Unfortunately, that meant before : ,
¢ the size of

: his own
: forces. The

you saw the cool special effects. So,
how many pre- and early adolescent
gamers do you suppose saved the

girls? Yeah, that’s what the Senate sub- S0 N
¢ neous that WWII scenarios differered

. little from those of the 19th century.

: However, the worst thing about UMS Il
: was the incredible time that the Al took

. to make a single move-often as much
i as 2-3 hours-and the move, once fin-
: ished, was invariably terrible. The only
¢ thing “universal” about this entire

committee investigating video game
violence thought, too.

7. Star Fleet i
INTERSTEL, 1989

S lar Fleet | (listed in our Top 150

Games) didn't look like much, but
. College-was the consistently low quali-
¢ ty. UMS II, however, is so bereft of any
. redeeming factors that it justly

. deserves the title of worst wargame

© ever.

number of star systems. :
The first couple of sce-
narios were fairly inter-

it had all the options for which a
Captain Kirk wannabe could ask. Star
Fleet Il was supposed to
take this idea further with
planetary assaults in a

L esting, but after that,

s0 bad that you
4 could never get any
farther into the

wf"é“‘ missions and you
3“*3;5\‘.6".
game? It was sort

her with an entire - { 122
. concept that “fog of war is unrealistic.”

¢ As a command simulation, it told you
: little of why
i Napoleon

¢ won at

© Austerlitz, or
¢ how Lee

: consistently
¢ triumphed

* over Union

couldn’t finish the : ! ¢
* premise that no consumer really likes

NMOVEMBER 1335

¢ of shareware-except that you had to
© pay full price for a limited version. The
. latter part of the game was released
¢ some years later by Minderaft, but it
¢ was leap years rather than lightyears
- too late. Star Fleet Il remains an unfor-
¢ tunate monument to buggy, incomplete
¢ products. i

8. Universal Military
Simulator Il

Plato and put her MicroPros, 1990

: =w=he design limitations were too

numerous to mention in full, but

armies twice

weaponry madeling was so homoge-

series-including the recent War

9. Air Power

8l the programming was Mioscape, 1996

ssume that dirigibles became the
dominant force in the air after
WWI. If you're not offended by

2B are. Hmm Three - the siliest backstory idea since
- Capstone licensed Homey D Clown,

you have to consider the design team's - picior ot their peak-both fled from the

* battlefield any time a shot was fired.

)

; fosspll anﬁhing resembling a flight model.
they began with the desianer's Pet - ginayy “throw in a lame strategic over-
. lay, and you have a good idea of how
. these disparate elements became even

y : less than the sum of their parts.

10. The Civil War

EmpIRE, 1996

eal-time games have their
R place-witness the success of

Warcraft Il and Command &

- Conquer-but this game set real-time
. strategy gaming back untold millennia.
- The scale wasn't particularly bad, but

- daily tumns for the four-plus years of

- the American Civil War provided a case
: where more was definitely not better.

- The concepts-training, production,

i supply-made sense individually, but

. failed to give any real feel for the con-
. flict. This could just as easily have

: been The Wars of the Austrian

Succession, for all the historical flavor

. it served up. It also had the dubious

. distinction of having the worst Al of

. any game since UMS Il (see above).

¢ The morale/command system was so
¢ screwy that at the battle of Gettyshurg,
- for example, the Army of the Potomac
. and Lee's Army of Northern

- Virginia-two of the finest armies in US



You thought it was just another mining expedition...
You thought the planet was uninhabited...
You thought you'd be home for dinner...

YOI THOGET WRONG

Immerse yourself in the mysterious world of Albion. The

vast beauty will captivate you. The life forms will challenge
you. Every step of the journey will force you to re-think,/
your moral beliefs. Question everything, but trust no/one.

(4 ,000 word: Etory d;-m ﬁ; ,u'-_;'-. i 7, e .-,’ % J’ w ﬁ =
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Avaﬂable N" or call 1-800-933-2983. p
P
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We could go on about the unnecessary
micro-managing, the bad interface, or
the poor naval modeling, but we'll just
sink this ship and move on.

11. College Siam
AccLam, 1996
f NBA Live is a slam dunk, this game |
is a deflated basketball. Takin' the :
rock to the hoop might be fun once
o 0r twice, but
=== DU S00N
A find that
., your best
defense is
setting the
| basket on
s ~ fire. Throw
in the power pills, players that leap ;
higher than Superman, horrid graphics, :
a ball that never goes out of bounds,
and you have a game that looks
embarrassing on a SNES, much less a
PC. For those that like this sort of
thing, we understand that Mario has a
mean behind-the-back slam.

12. Hell: A Cyberpunk
Thriller
Take 2, 1994
rom the turgid script to the poor
Facting, Hell lived up to the first
part of its name. This cyberpunk

smeller was an abomination that show- :
cased all that's bad about most “inter-
active movies."
The 3D art
models are so
stiff that they
conjure up
images of
Gumby &
Pokey in old
age, and the
ballyhooed
cyberpunk
sefting
looked
equally
tired-at

least what
you can access of it.
Crashes, sound problems and other
bugs were more interactive and ener-
getic than the actual design was in this

"‘ — -
2 i

CG NOVEMBER 1996

: ftive toy. It required the fastest proces-
¢ sors of its day to spend up to an hour
© rendering artificial fish for your artificial
- aquarium. The movement was lifelike -
- and the fish behavior intriguing, but

i there was no game there. After spend-
- ing hours catching fish, mating them,

¢ rendering them and setting up the

i aquarium, you had a screen saver.

- What next, El-Grass?

I—arry Niven's epic novel about an

: was here reduced to the most insipid
. level of

i adventure

i games. The
. puzzles were 83
i either incred- J4E
¢ ibly dull and
: predictable,
: or so obtuse
i as to defy

i any logic

i whatsoever.
i None of the |3
¢ puzzles had
. much to do
i with the plot. The characters were

¢ remarkably unmemorable, quite a feat
: considering the source material. On top -

. boring, abysmal product that wasted
: such formidable talent as Geoffrey
Holder and Dennis Hopper.

13. El-Fish

: Maxis, 1993
Rememher the “executive toy"

craze of the '80s? Silver ball-
bearings on a frapeze and panic

- buttons that weren't hooked to any-
: thing? El-Fish was the ultimate execu-

i of all this, you had to sit through end-

¢ less screens of the Ringworld-featuring
: plenty of places where you could not

. land or explore-without even the oppor-
. tunity of clicking past them. While

: there may have been worse games, few
i quite defined the essence of tedium

. quite so well as this one.

15. Indy’s Desktop

. Adventures

i LucasAnts, 1996

LucasArts rarely does a bad game,

but when they do, they make up
for it in style. “Billions and billions

of possible games" are generated for
| | the utmost in repetitiveness. Go there,
.+ Indy. Fetch this, Indy. Read the painfully

o | . obvious clues, Indy. Save this person

- 14, Ringworld
© Tsunami, 1993

enormous world in which you
could lose an entire star system

¢ Pentium 90,

- playing this

¢ game would be
* like flying WWI
¢ planes during
& WWIL

| i you've never heard of, Indy. Do it
i again-different name, different body,

- whatever-bad Nintendo-like figures run-
¢ ning hither and yon, trusty hat and

: whip by your side. Or trade it in for a

¢ gun-there’s little difference. You need a
- Pentium and 8 MB of RAM for this?

16. Martian Chronicles

Byron Preiss, 1996

ired, pointless and insulting to
Bradbury’s poetic genius

17. Pacific Strike

® | Oncm, 1993

ven on
today's
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BATTLE PHYSICS

NOW AVAILABLE

Internet Combat :
Battle up to eight' Internet o
LAN warriors— or go head-
to-head via modem in 15
ravaging MercNet™ missions.

Money-Making Battles
Earn cash for combat as

a warrior-for-hire, then pay
for new "Mechs®, ammo,
repairs and contracts.

All-New Graphics Engine
Enhanced combat effects and texture-mapped environments
explode with never-before-seen ultra-realistic detail.

MERCENARIES
ACTIVESION,

MS-DOS'/WINDDOWS 9 5 cCD-ROM

PREVIEW THE MAYHEM AT HTTP:// WWW., ACTIVISION.COM
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18. Inca ll
Sierra, 1995

n indescribably incoherent :
action/adventure blend, with uneven
graphics and ridiculous premise.

19. Sex Vixens From Space
Free Spinit, 1990

his funny, sexy
adventure game
was neither funny,
" sexy nor adventur-
us.

20.
Ultima Vil
Oniciv, 1994

once-great RPG

series reduced
to the level of Mario, but with hateful,
virtue-less characters

21. Fighter Wing
MeriT, 1995

oor graphics, flight madel and sce-
nario design caused this coopera-
tive, multi-player flight sim to augur in.

22. Red Crystal
QQP, 1993

eadly proof that QQP should have
stuck to strategy/wargames.

23. Thexder
Sieraa, 1995

ven fans of The Transformers didn't

like this arcade shooter that was
universally bad on every platform fram
C64 to Win 95.

24, Aliens
Minpscape, 1996

ad art, plot and action shame the
Dark Horse comic series on which
it was based.

; Convoluted' insulting and pointless

-the worst of all puzzle games

26. World Hockey
Merit, 1995

Bad graphics and a worse interface
made this game play worse than

the Ottawa Senators.

27. Spiderman/Captain
America vs. Dr. Doom

. PaRacon
- 1989

nother great waste—a horizontal
scrolling Spiderman game.

28. Speed Racer

AccOLADE
i 1993
: Wurst driving model in a computer

game, with floating car graphics.

29. Batman

© DA East
1989

Amindless arcade game where the

Caped Crusader spends more time
running from the crooks than fighting
¢ them.

30. Heroes of the 357th

: ELECTRONIC ARTS
: 1991

orst WWII flight model ever, and

not even fun from a shoot-‘em-up

: standpoint.

25. Treasure Quest
Sipius, 1996
cc MOVEMRBER 100G

R
Pl Sa.

- 31.Coaster

i Disney

: 1993

H ith game elements, this build-

: your-own rollercoaster sim would
: have been fun.

- 32.Isle of the Dead
: MERIT
- 1994
dventure/action hybrid with crude
graphics, weak sound and a weak
: 3D engine.

- 33. Unnecessary Roughness

¢ ACCOLADE

' 1994

. oes deep for the long bomb in
more ways than one.

- 34.Pizza Tycoon
: MIcROPROSE
: 1994
0 matter how many ingredients this
: strategy game offered, the game
¢ play was all anchovies.

35, Zeppelin

: MicroPRoSE

£ 1994

resh idea, hampered by a dirigible-
speed interface and Hindenburg-

© esque bugs

=
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o [ HOSTILE TAKEOVER

H

Real-time rotating map
during gameplay

Kill your competitors, steal their secrets,
headhunt their best men, and mow down everyone
who stands in your way.

Ruthless Assassination ... Expert Espionage ...
Aggressive Expansion ... Corporate Sabotage ...

So, what's your definition of a business plan? HUIIIHHG

PRODUCTIONS LTD
www.bullfrog.co.
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- 41.Fountain of Dreams
- ELECTRONIC ARTS

36. Cardinal of the Kremlin

om Clancy as spreadsheet, but
Excel is more fun.

asteland got stupid as killer
: clowns, a silly plot and fear of
. Disney ruined the sequel.

37.Biue F
— 42. Lawnmower Man

HiPS with worse writing than the
TV series and nearly the same
amount of gameplay

38. Chaos Control

conveyer belt ride through a shoot-

39. CyherRace

oor graphics, worse contro
an unfathomable plot nearly killed

» ~ the whole idea of virtual reality.
yd Mead's futuristic art surrounds a

bad story and a mediocre racing

- 43, Labyrinth of Time
- ELECTRONIC ARTS

Pretly. empty, slow MYST-alike.

44, Inferno

ad sci-fi storyline, guttural voice ;
; acting, and way too many dull cine- :
 matics in a limp space shooter.

40. David Wolf Secret Agent

amers were only able to affect the
plot about as much as they could
at a movie theater.

NOVEMBER 195

- 45, Patriot
: 360 PaciFic

: 1992

. Evan

: Brooks

: called it the
“Harvard

- Graphics” of

: wargames—all
- flash, no action, lots of bugs.

- 46. Lightspeed

: MicroPRosE

1991

' ore repetitive than “The Twelve

: Days of Christmas” with no pay-
g off.

- 48. Disciples of Steel

. FORMGEN

: 1993

: [Dole-playing with all of the tedious
details and none of the fun.

- 49. Star Wars Chess
© MiNDSCAPE
1993

roof that there really is no intelligent

o I life (or Al) even in a galaxy far, far
- away.

50. Shuttle

: VIRGIN

: 1992
| | Il the work of being an astronaut
with none of the glory.
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LIS FIARING 5
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FIFTEENTH ANNIVERSARY ODENA|

The 15 Most Innovative Computer Games

: . 410 MYST
1 o Pinhall Construction Set Fansmes
ELECTRONIC ARTS - 1993

i The game that launched a thousand
: imitations, Myst proved pretty 3D

: graphics and obscure puzzles were
: more important than plot.

12. Rise of the Dragon

. - 1990
2. Ultima IV - 1988
ORIGIN . This futuristic warfare game was on '
: 1985 - the bleeding edge of point-to-point
; - modem play.
¢ The greatest Unma was the first :

' role-playing game to use seriesof - 7. Falcon 3.0

. ethical dilemmas to generate player -
© characters : ?SB%TRUM HoLoByTE

3. DOOM MG | Twis FAB sim seta standand for | 5
1D { JORATNLORE Bemes v~y T : This cyberpunk adventure pio-
1993 | Oy o balng Surpassbe, . neered in using a dynamic, hot-

™ DOOM accelerated the first person = 8., TV Sports Foothall ~ : seotted map as the game world
action trend by putting monsters | ; travel interface.

1983

Gamers got their first chance to create their own games
(i.e. pinhall tables) with this unique, early product.

o,

iuht in vour face and t . GINEMAWARE : . _
s eE Eenamlamrne: | 1567 13, Flight Sim Toolkit
. This game offered hot, fluid sports 1993
4. Mystery House - action years before Joun Maopen : DOMARK
SIERRA ; E;’,";Sf:“' much less NBA Lveand * ponanies flight sim engine became
1979 d : a marvelous tool for flying fans.
Roberta’s first game was the first = 9, Wing Commander Il :
adventure game to use text and  ° 0 . i 14. Tetris
graphics together on the screen 18&%” SSFBC% RUM HoLOBYTE
5. Links _: The first “interactive movie” that | 1
B " really worked, its FMV didn’t getin = Who would have thought that
Access " the way of the game. . manipulating colored shapes would
1990 3 ¢ create such a phenomenon?
With a photo-realistic look thatis :  10. Adventures of i :
: still widely copied today, Links i Willie Beamish 15. Quest For Glory
: may have inspired more “business o ¢ SIERRA
i machine upgrades” than any other [}Sgﬁm X 1987
i SAE. 1991 : Corey and Lori Cole proved the

. First adventure game to use tradi- o i
tional celbhased animation through- o2 o 9ie S MOV Hemele

out the game. hybrid adventure/RPG game.

- 16, Modem Wars
ELECTRONIC ARTS

cG NOVEMBER 1996



You know that Po}vd' where

vov've reached the zenith

and YOU‘VQ juﬁ' about to

escape the filky bonds

of reality and foar

Into rapture?

“You've got a friend in the business."*




Playing with the Destination Big Screen PC From Gateway 1000 i for



of Like that ...

only better.

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

= §00-846-8571
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CII}’[ ” A“ Bzg Screen PC

u Inlel@ 133MHL Penllumm Processor

m 32MB Synchronous DRAM

m 256K Pipelined Burst Cache

® Destination™ 31" VGA Monitor

® STB® 2MB VRAM Graphics
Accelerator w/ Cable-Ready TV Tuner

® 2GB 11ms EIDE Hard Drive

m §X CD-ROM/3.5" Diskelte Drives

® 16-Bit Hi-Fi Wavetable Audio Card

m TelePath® 33.6' Data / 14.4 Fax Modem

m 7-Bay Charcoal-Colored PC Case

m Wireless Keyboard w/ Integrated
EZ Pad™ Pointing Device

m Wireless Field Mouse® Remole

® Four-Channel RF Receiver

® Microsoft® Windows® 95

m Destination Software Collection

$2999

Business Lease' $110/mo.

L Inlel 180MHz Penllunl Pro Processor
m 32MB EDO DRAM

m 256K Internal Cache

| Destination 31" VGA Monitor

® STB 2MB VRAM Graphics

Accelerator w/ Cable-Ready TV Tuner

® 2GB [1ms EIDE Hard Drive

m 8X CD-ROM/3.5" Diskelte Drives

® |6-Bit Hi-Fi Wavelable Audio Card

» harman/kardon High-Fidelity
Sound System

m TelePath 33.6' Data / 14.4 Fax Modem

® 7-Bay Charcoal-Colored PC Case

® Wireless Keyboard w/ Inlegrated
EZ Pad Pointing Device

| Wireless Field Mouse Remote

® Four-Channel RF Receiver

| MS Windows 95

® Destination Software Collection

$3999

Business Lease' 5147/mao.

» harman/kardon High-Fidelity

® Intel 200MHz Pentium Pro Processor

> 64MB EDO DRAM

m 256K Internal Cache

®m Destination 31" VGA Monitor

m STB 2MB VRAM Graphics
Accelerator w/ Cable-Ready TV Tuner

® 3GB |1ms EIDE Hard Drive

m 8X CD-ROM/3.5" Diskette Drives

m 16-Bit Hi-Fi Wavetable Audio Card

> harman/kardon High-Fidelity
Sound System

® TelePath 33.6' Data / 14.4 Fax Modem

m 7-Bay Charcoal-Colored PC Case

| Wireless Keyboard w/ Integrated
EZ Pad Pointing Device

m Wireless Field Mouse Remote

® Four-Channel RF Receiver

m MS Windows 95

B Destinalion Software Collection

m Gateway Gold™ Premium Service and
Support for Big Screen PCs*

$4799

Business Lease' $176/mo.

* The Destination 31" monitor is covered

Sound System
Seven-piece Dolby® Pro Logic® Surround
Sound speaker system including AVR-10
audio/video receiver with remote,
subwoofer, center channel, and four
satellites for the ultimate multimedia audio
experience.

$699

by a one-year warranty. Call or write for
a free copy.

‘Maximum data transfer rate
dependent on certain variables
including particular modems with
which you are communicating,
lelephone lines, communications
software, and communications
protocols.

Ymr Ve en: o fmm:‘ in the .’mmim

= §00-846- 5571

http://www.gw2K.com/destination

©1996 Gatewsy 2000, Ine. GATEWAY 2000, G™ logo, TelePath, Field Mouse and *You've gota friend in the business” slogan are registered trademtarks, and Destination, Gateway Gold, and EZ Pad are trademarks of
Gateway 2000, Inc. The Intel luside Logo, Intel and Peatium are registend trademarks of Intel Corporation. All other brands and product names are trademirks or registered trademarks of their respective companies. Many
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configurations are subject fo change withaut notice or obligation. Praces do not nclide shipping or applicable sales tax, *Leasing arranged by independent leasing companies to qualified commercial customers, Lease
payments based on 36-month term. Lease terms subject to change without notice or ohligation,




2. Space Quest Ili

SIERRA

1989

After your death, you see your vari-
ous body parts moving down a con-
veyor belt to be sold at the local
butcher shop.

3. Heretic

RAVEN SOFTWARE

1995

First you are turned into a chicken,
and then you endure that fowl per-
spective until your opponents merci-
fully do you in.

4. Rocket Ranger

CINEMAWARE
1988
Failing the
code-wheel
copy pro-
tection
tdumped
you into
the k
Atlantic to
drown,

while your
grand-

mother

says, “If

man were meant to fly, he’d have
wings.” Goodhbye, grannie (and
Cinemaware).

5. Flight Unlimited

LookING GLASS

1995

The exquisite physics modeling
extends even to the crashes; your
plane splinters in the most spectac-
ular fashion.

1 o Quake

1D
1996
.~ Being “telefragged” gives a whole
- new meaning to long-distance
- exchanges.

. 6. Crusader: No Remorse

i ORIGIN

1 1995

. The ultraviolet rifle offers a more

; grisly demise than many big-budget
i acttun movies.

7 (Gabriel Knight
SIERRA
1994

company aren't squea-

to rip out your heart.

SS

1994
Failure to complete your
mission means that you

are “nn longer required,” and you
¢ hear a hullet click into the Luger’s
i chamber.

- 9. Les Manly: Lost in L.A.
¢ ACCOLADE

¢ 1993 i
¢ You ring a doorbell and are asked if
. you are a lawyer. A Yes reply i
i dumps you to DOS without saving
: the game,

10. Wing Commander
2 1990

Col. Blair's death receives a funeral

i | one of the first times a character’s
: death was treated seriously.

11. Balance of Power

¢ MINDSCAPE

: 1985

: We can still see Chris Crawford’s

: text message refusing to give us a

b

mish. They allow a zombie APOGEE

- 1996

. The shrink ray is great to use on
: your enemies, but we still prefer
: poultry (see 3, ahove).

8. Panzer General

] 0 AGGED o
NUBUUT WAS nn.anlaunea av SH\ILKGI\
DONNY WAS TELEFAAGGED ay Midiouy
VANDALL 'WAS TG\.ﬂ‘aﬂDOﬂﬂ ay surEAMAaN

¢ mushroom cloud “reward” sequence
. for blowing up the earth. :

12. Mission Force:

Cyberstorm

: SIFRRA

- 1996

. Dying in your mech has been done
. before, but never so viscerally as in
. the flesh burning off the bioderms

. in this game.
Designer Jane Jensen and

13. Duke Nukem 3D

14. Alone in the Dark

- |-Morion

£ 1992

: Losing means you are dragged into
: the underworld and sacrificed to

oration and 21-gun salute. This was . SOMe unpronounceably named ser-

: vant of Cthulhu.

15. Neuromancer

 INTERPLAY
: 1988
. Being a cyherjockey in Chiba City

means you sometimes have to sell

your hody parts to survive,
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FIFTEENTH ANNIVERSARY

The 15 Most InrLuenmiaL Inoustry Puavers OF Aw Tive

o Trip Hawkins

awkins” insights haven't always panned out, but he’s always

had a vision for this industrv. As founder of Ilectronic Arts,

"Iiip was right about the value of the recording industry
maocdel for software distribution and the need to recognize design-
ers as arlists. e was right about how good the Commodore
Amiga was as a game machine, but wrong about its eventual place
in the industry: And he was right about the future of CD-ROM,
but bet too much on CD-Fand 3DO. He was probably right about
the power of the so-called sel-top box, but he gambled on the
bleeding edge of that technology. 1 le has definitely been the

prophet of the computer game industry as the New Hollywood, and the full effect of that paradigm is

vel to be seen,

2. Ken Williams

he ultimate entreprencur, Ken

Willizuns literally moved lrom the
kitchen table to the boardroom table
with the inception of Sierra On-line. His
programming of Roberta Williams's
MYSTERY HOUSE, the original graphic
adventure game, paved the way for
Sierra’s success. He shrewdly focused the
company on making its own
development tools, as well as
establishing Sierra as a company
driving technology such as
VCA, the CD-ROM. a full-time
online gaming network, and full-
motion video. Watch for Sierra
to enter the hardware wars in
the near future and drive other
standards, including 3D graph-
ics and electronic software
distribution.

3. Brian Fargo

s founder of Interplay Productions,

Brian Fargo has shown both brilliant
product vision and great business instinets.,
He moved the computer role-playing
game oul of the standard Ultinia three-
quarter-overhead perspeetive, and intro-
duced three-point idle animation for the
encotnter windows on such products as
THE BARDY'S TALE, WASTELAND and
DRACON WARS. He helped break the
heavy I'A dominance on distribution in
the late '80s, and his success as an indepen-
dent publisher and distributor of Furopean

CG
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software helped herald the European
invasion of 31 adventure/role-playing
procucts. He also deserves eredit for the
successful MacPlay division, which dis-
tribules Macintosh conversions of PC
products, and the recent Iingage! venture
that is helping many companies bring
multiplayer online products to market,

4. Lord British

ichand
Ciarriol virtu-
ally defined com-
puter ole-playing,
A firm believer in
delivering hot new
technology with
cach new UL,
Carrioll

designed the
most successhul
computer role-
plaving game
series in history.
"Through the years, the ULTIMA series

has broken new ground in graphics,
artificial intelligence, character genera-
tion, object-oriented worlds, and story.
Alter leading Origin out of FAS Alfiliated
Label program over an intellectual prop-
erty dispute, Garriott and his brother
Robert buill a full product line and
recruited Origin's second design super-
star, Chris Roberts of WING
ComvanniR fame. As ereative direclor,
Garriott was instrumental in building

Origin into a real publisher,
—

5. Roberta Williams

he original ereative mind behind the

| Siema product line, Roberta Williams
is only listed below Ken Williams here
because she has remained in the corpo-
rale background rather than on the front
line, "The fairer Williams created the first
graphic adventure and was one of the first
designers to build a full adventure from a
female perspeetive (T COLONEL'S
Brovest, KING's Quist IV,
PraNiassacoria ), Her Kinc's Quies
sries moved Sierra into the realms of
1EGA graphies, VOA graphics, movie-style
soundiracks, parserless adventures, SVGA

and, soon, 3D adventures,

6. Joel Billings 1

quict player who isn't well known,

Joel Billings founded SS1in 1981 1o
build the kinds of games that he wanted
1o play. He reeruited important talents like
Chris Crawford, Dan Bunten, Gany
¢ Grigshy and Roger Keating to write war
sames. Later, he diversified by licensing
the most sought-alter pen-and-paper
game property in history, DUNGEONS AND
DRAGONS, for a suceessful and unprece-
dented seven-year license, Today, Billings
is the vice president of worldwide devel-
i opmenl for Mindscape, parent of SS1.

7. Chris Crawford

he game-

design
guru during
the carly days
of Alari,
Chris
Crawford
was the first
designer fo
write a

primer on computer game design and has

¢ writlen more about game design than
& anyone, His TANKNCS (a compuler-
assisted board game design for Avalon
Hill) and FEASTERN FRONT (an carly Atari
compuler game design) sel standards for
¢ opponent Al in a war game. His geopoliti-
¢ cal magmim opus, BALANCE OF POWER,



established a new level of intricacy for
game algorithms, and his Trust &

Berraat: THE LECACY OF SIBOOT intro-

duced icon-based speech and broke
ground lor experiments in
artificial personality: Yel
Crawlord’s greatest legacy to
compuler games was the
lounding of the Computer
Came Developers
Conlference, now a major
event with thousands of participants.

8. Sid Meier
o one game designer has as many
COW Hall of Fame games as Sid
Meier. Meier once hoasted to colleague

Bill “Wild Bill” Stealey that he could write

acombat flight program in days that
would put the commereially successful

RED BARON coin-op game to shame. He
was right. Meier's designs broke the mold

at everything, Whether designing games

about war, spics, rilroading, civilization or

pirates, Meier has always focused on

what's fun and what works. Games always

seem to be so multifaceted in Sid’s
designs that it is hard to tell whether they
are strategy or adventure. Meier recently
left MicroProse to form his own game-
dlesign company, Firasis Software,

9. Russell Sipe

hen Russell Sipe founded

Computer Gaming World in 1951,
there was no regular source of informa-
tion about computer games. Sipe
believed that gamers wounld want news,
reviews and strategics about computer
games, and he envisioned a hobby (hat
would grow and mature into a major
entertainment industry. Under Sipe's
leadership, the magazine grew from a
simall hobbyist publication to a full-scale
consumer magazine. His emphasis on a
high editorial standard of journalistic
accuracy and faimess continues to this
day. He also helieved that a magazine
should take stands in the industry by

advocating positions tat benefit gamers.

Such is the legacy of the best in
compuler journalism,

10. John Carmack

he technological genius at id Software,

John Carmack is largely responsible
for the explosive
arowth of first-
person perspec-
live action
games. Withoul
his pragramming
tricks and gam-
g instinels, it is
questionable whether WOLFENSTEIN
310, DOOM and Quake: would have been
made. Fven games from other companies
such as DARK FORCES and DUKE NUKEM
3D owe much to the basie design of
Carmack’s games. In addition, id5 titles
proved the viability of shareware as a dlistri-
bution system, upgraded the publics per-
ception ol shareware quality, and acceler-
ated the trend in multiplayer gaming,

11, “Wild Bill” Stealey

ajor (now Colonel) Bill Stealey was

the founder of both MicroProse
Software and Interactive Magic. As entre-
preneur, super salesman and industry
“character,” Stealey has always coneen-
trated on the necessity for this industry to
be fun. Whether plotling the latest move
in guerrilla marketing or the newest pro-
motional gimmick, Stealey has been one
of the great evangelists of the compuler
game industry,

12. Doug Carlston

oug Carlston designed Gatacnc

Fneire and CALACTIC TRADER, (wo
games that launched Braderbund
Software. A company founded by siblings
(two brothers and a sister), Broderbund
emphasized social responsibility from the
heginning. In addition lo game publish-
ing, it has been aleader in educational
publishing and productivity software, as
well. Because of its success in all three
arcas, Broderbund became one of the
first entertainment companies lo go i)ll])—
lic. For gamers, Braderbund’s most
important contribution may be the guid-
ance and support it provided for Origin

=
=y

i of multiplayer
- games, Lovie is

and Maxis as they sought to become
independent publishers.

13. Phil Adam

hil Adam was one of the founders of

Spectrum HoloByte, and he Tas built
Interplay’s marketing-and-sales effort into
a powerhouse. More han a salesman,
Adam lias been the foremost stalesman
for the computer game industry in the
Software Publishers Association, standing
up for the game industry with regard to
game ralings, packaging issues and gov-
ernment regulalory issues.

14. Jon Freeman

on Freeman founded the fisst surviving
J campuler game company, Automated
Simulations, which went on to become
Epyx. Later, he beeame one of the first
designers at Electionic Arts and formed
his own design group with Anne Westfall
(Freelall Associates). Starstir: Oriox,
Temee: or Arstal, ARCHON and many
more would never have appeared without
the efforts of this early pioneer.

15. Gilman Louie

hairman of the hoard of Speetrum

HoloByie, Louic designcd a Starlrek-
like commuand simulation in the carly 'S0s,
and he is considered the visionary behind
the legendlary F'aLcon 3.0, His survival
skills have kept him alive through the
apparent suicide
of financial
hacker Rober
Mavwell, an
attemipted coup
by former execu-
tives, and several

quarters of major
financial losses,
As asimulation
innovator and
staunch advocate

& stillan important influence on the future
¢ of computer games and hopes lo lead
¢ Spectrum to a brighter [uture.

H
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FIFTEENTH ANNIVERSARY \

The 15 Funniest Computer Games

2. Secret of Monkey
Island | & I

LUCASARTS

1990

From the insult-driven swashbuck-
ling to the Previously Owned gags

of Stan the Salesman, this series
was a non-sexist bust-up.

3. Day of the Tentacle

LUCASARTS

1993

The computer equivalent to classic
Warner Bros. Cartoons, this sequel

to Maniac Mansion was funny, clever,
and even charming.

4. Hitchhiker’s Guide
to the Galaxy

INFOCOM
1984
Douglas
Adams’ humor
comes alive in
interactive
hook adapta-
tion, although
the ending is
more annoying than Vagon puemf

5. Leisure Suit Larry

SIERRA

1986

Base, sexist, sometimes scatologi-
cal humor, with no concessions
made to taste or sensihilities, this
was the hest of a funny series.

6. Monty Python and
the Holy Grail

7 LEVEL
1996

From not-quite-dead Tetris to

“Spank The Virgin,” this adaptation

of the cult film was funnier than a
man with three buttocks.

7. Sam & Max Hit the Road
LUCASARTS

1994

With a sentient dog joining forces
with a destructive bunny sidekick to

form a detective agency, you knew
wackiness was bound to ensue.

3l

- gets treated
- like the
. least popu-

‘ina

. medieval

. fraternity.

¢ Climbing

© into an out-
- house and kissing a pig is just the
- start of his misadventures.

1 o Space Quest IV

- SIERRA 1991

- Roger Wilco and friends transformed every sci-fi time- || '
- travel cliche with Gary Owens’ voice (Laugh-in, Space
- Ghost) providing perfect comedic counterpoint.

8. You Don’t Know Jack

- BERKELEY SYSTEMS
- 1995

. Pop culture trivia that was more fun . never this amusing before or since.

than a Partridge Family marathon

- (isn’t everything?). This is the game
- show the networks have nightmares
. ahout.

'; 9. Eric the Unready

: LEGEND
- 1992

Poor Eric

lar pledge

10. Leather Goddesses
of Phohos

- INFOCOM

- 1987

© The first adventure game to offer
: naughty and nice mode, this little
. jewel was pulp science fiction

meets comic book humor.

11. Spelicasting 101

. LEGEND
11992 :
. There’s a reason this is listed under

. LeatHer Goppesses oF PHosos, It had
. the same author, hut this was the
- heginning of a triloyy where fantasy
- met fraternity row humor. :

12. Sid & Al's
Incredible Toons

SIERRA

- 1993

* Bouncing cartoon characters around :

Rube Goldberg-style devices was

13. Freddy Pharkas,
Frontier Pharmacist

- SIERRA

1992

. Al Lowe showed his brand of humor
- could tame the wild west and win

the hearts of sheep everywhere.

14. Lemmings
PsyGnoSIS

- 1991

Yes, watching cute animals plunge

. off cliffs, drown, and explode can
: be fun.

15. Little Computer People

Acrivision
. 1985
- Although not roll-on-the-floor funny,
. this consistently amusing product
¢ featured a little man and his dog
- living in your computer long hefore
Docz and Carz.




1 o Quake

1D,1996

The guintessential example of “Don’t let

the plot get

in the way of the action.”

There is no story for QuAke.

2. The 7w Guest

TRYLOBYTE

1993

How they filled a
novel with this fluff
only Matt Costello
will ever know.

3. Microcosm

PsYGNOSIS

1994

Blood vessels with more traffic than
- the Santa Monica freeway on a holi-
. day weekend formed the hasis of
* this Fantastic Voyage knockoff.

4, Inca ll

SIERRA
1995

space form an
, | excuse for you to
shoot your way
through time and
space with your
half-wit hrother,
while sounding like
Gilbert Gottfried on a
bad day.

HMOVEMBER 1995

. 'B. Fortress of Dr. Radiaki

¢ MeriT

- 1994

. “It was supposed to be funny” was
i the defense of this Doom-clone that
i stole equally from H. G. Wells and

i Japanime plotlines.

- 6. Dragon Lore

VIINDSCAPE
£ 1994
. If the history of the dragons and
. their riders existed anywhere other
. than the documentation, this would
- have heen a much hetter game.

7. Rir Power

. MINDSCAPE

. 1996

. What if lighter-than-air ships had

- become the norm after WWI? Even
. taken as camp, this hot-air ship

: plummeted faster than the

. Hindenburg.

8. David Wolf: Secret Agent

. DYNAMIX
Ancient empires in - 1989
- We immediately wanted to just say

Dr. No to this James Bond wannabe.

- 9. Xenocide

. MICROREVELATIONS

1993

. The ultimate cheap setup,

¢ Xenocide's prime directive was
. “LOCK AND LOAD. IT’S TIME TO
 COMMIT XENOCIDE!”

10. Millennium Auction

- EipoLon
: 1994 :
i This auction game reduced the idea
- of art to a competition in acquisi-

‘e
Ll 3

Alie| ittt B) | it

tion on a galaxywide Home
 Shopping Channel.

- 11. Coaster

- DisnEy

1993

: Why would you build a rollercoaster
. with Disney’s mini-CAD program?

: Judging from the “game,” they

: didn’t know either.

- '12. DreamWeh

: EMPIRE

1994

. Gritty cyberpunk themes with a
: childish interface undermined

: this updated version of Donald
: Wandrei’s pulp short story,

: “A Plague of Lunacy.”

13. Endorfun
: TIME-WARNER
: 1995

- New-age mumblings combined with
: a diet of simple real-time puzzles

: made us hunger for red meat and

. caffeine with double cream.

| st tos [iie 4

| 14, Challenge of 5 Realms

MicroPLAY

: 1992

¢ Nhagardia was a multidimensional

: kingdom that had everything but an
: interesting plot.

- 15. Pizza Tycoon

: MicroProsE

- 1994

. Even da bad Godfatha imitators

- know more dan ta maka da bad

: pizza pie inta a real-time mess like
- dis one.

1



*SPORTS GAMEOF THE YEAR"

are as goo.d as their brag,
GOES FOR A FOUR-TEAT. NOBODY SCORES MORE
Computer Garming World thinks FPS; - SESEES POINTS FOR ACCURACY.

Football Pro Is so true-to-the-game,
.they've awarded it gaming’s Super Bowl. §
ring three: years running:. But what’s up -
for this year!" Hang on to your helmets.
WEVE TURNED FOOTBALL

¢ Up-to-date stats for every cur-
rent NFL player— manage real players
on real teams O Only- game with
multi season career play to tke into -
account players' aging and injuries

INTO A CONTACT SPORT: | > CAMS™, our exclusive camera sys-
Playing against ‘the computer ‘is i REB A’J”]: tem, lets yctb\ﬂew from anywhere in
caol. But it’s hard to.build up a big,bad [ ‘ ' 2 the stadium C_OTV-like motion Fm=x
case of nasty revenge against a bunch B _ 155 Z;r;?(;\?i?ﬂ captured player movement .!
{I::); n&;:ﬁo;hlps. So now o){':lbu can play i) {Look for details Ochmcmﬁg]r:n maoolgnphys
o] ro over a modem. or net- ' . { : e to choose or design your
work to find out which of your friends in the box.} own with the PlayWizard. )

©199% Serra On-Line. Inc. . Balowa VA mdommw @Dand or ™

us:mmmﬂ Seensed to Sierra On-Line, Ine. Ofcially fennsed of the NFL and NFL Payers. 1956 Phayers Ine Team rames nck-. PLATERS &
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FL are regstared Gradtsmarks of e Matceal Foobad Lesgue. I 1996 NELP St ™ f 4 raderresk of tor u‘ﬁmuw,su dTe

To order right this minute, see your retailer, call 1-800-757-7707, or track
us down on AOL, Compuserve, or at http://www.sierra.com/games/fps



- 10.

1 Star Crusader
o X-COM - GAMETEK
MlCROPROSE 1 994 I-.In?i?ﬁl the hoopla of TIE Fighrer and
X-COM came from nowhere to win CGIV ; Wing Com-
Game of the Year and sell over a quarter- n‘:‘:i;lg‘
million units, despite nonexistent market- solid space
ing. Clever, eerie and addictive. sim, which
e e e e i e e e featured
: moral
; ; dil
- 2, Wolfenstein 3D - 7. Bad Mojo et vt
) PULSE ENTERTAINMENT : 4 acting and
1992 - 1996  lots of weird allen spaceships

© The true heginning of the first-per-

i son PC shooter craze, and the hane
- ahout as out there as you’ll ever get.

. of vertigo sufferers everywhere.

3. [ Have No Mouth
And | Must Scream

- CYBERDREAMS
: 1996

.~ The only serious science fiction story

i to make the transition to the silicon
- screen. All games give lip service to
. the importance of story, but this one
. delivers a real wallop.

4. Fire Brigade

PANTHER
(GAMES
1987

The Amiga
version was

' geous, it

& was the first
decent
= attempt at
i &8 breaking
© away Irum ﬁex-based wargames.

5. Flight Commander 2

: AVALON HiLL

1994

. Not a flight sim but a top-notch
i strategy game where thoughtful
¢ maneuvering means more than
. quick reflexes.

- 6. Dark Legions

- SSI

1994

. This action-strategy heir to Arcron
jgver got the credit it deserved.

e | SRES
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- BLizzarD
- 1994

' Few

. remember
. now that
wot anly gor- - a small and
. risky venture
. by Davidson
. hefore this block-
. buster.

Gamers always ask for something

new and different; life as a roach is

8. WarCraft

Blizzard was

9. 1830

AVALON HILL
- 1995

¢ If the Master oF Orion crew at

¢ Simtex had stayed with Avalon Hill, :
: we could have had many more gems |
- like this fine railroad strategy game.

=S

11. Title Fight Pro Boxing

¢ Comp-U-SPoRTs

: 1995

¢ Ali’s shuffle and Tunney’s pinpoint
i jah are faithfully recreated, along
¢ with hundreds of other pugilists,

: In this simulation of “the sweet

| science.”

12. Custer’s Last Command

© INCREDIBLE SIMULATIONS

A gritty wargame that doesn’t shy
¢ from the controversial subject mat-

ter and offers an incredible number

¢ of “what-ifs.”

13. Connections

- DiscoveRY CHANNEL

¢ Mutriveoia 1995

i The wit, interesting puzzles, and

¢ James Burke’s unique takes on sci-
: ence and history make this even

. hetter than the TV program.

14, Aide De Camp

: HPS SiMULATIONS

- 1994

¢ The holy grail for hoard gamers, let-
- ting them convert favorites from

. cardhoard to computer.

15. Monopoly

¢ WEsTWooD/HASBRO

£ 1995

. The all-time best-selling classic

: board game becomes a standard for
. fjuick, clean Internet play.
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TRUESWING™ IS s to within inches. So now you can
j ; MAKESIT A { play The Prince in Kauai or the Pete
f (2 WHOLE NEW . # Dye Golf Club in Bridgeport, WY with-
BALL GAME. g out collecting frequent flyer miles.
In most. golf CD AT DOESNT.JUST LOOK REAL,

IT PLAYS REAL,

Designed byVance Cook, the genius
behind Links 386, this new game gets a
= double eagle for authenticity:' _JSuper-
- accurate, physics-based ball movement
4 Fully 3-D on-screen golfer: mimics

| your swing . .JI?. types of play including
skins, best-ball,and scramble! # Network

play with up to255 golfers, Any way you -
Not only is the swing like real golf,

s Sslice it (and we hope you don't) ‘royrm
50 is the entire game: Texture-mapped = youlll be playing a’ game rhat' s 50
graphics duplicate world-famous cours- : real its upreal. v | L]
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/  games, they malga you | g

. clicl three times to set -

; .. your power and’accu-

racy. But FrDmFageSpom’fGouf"gim i

TrueSwing, where you actually pull

¢ the mouse back for your backswing, then
. thrust it forward to launch your shot, |

SO REAL YOU CAN ALMOST

SMELL THE GRASS. :

To order right this minute, see your retailer, call 1-800-757-7707, or track
us down on AOL, Compuserve, or at http://www.sierra.com/games/fps
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1. Back to Baghdad

MSI
1996

At least the Air Force includes a complete
operating manual with its F-16s.

2. Shadow of the Beast Ill

- PsyaNosIS

- 1992

. Only over-caffeinated European

. teenagers had reflexes fast enough
. for this one.

3. Ultima Vil

- ORiGIN

. 1993

. Until the Serpent Iste add-on came
out, you suffered from mysteriously

- disappearing keys, unsolvahle plot

- couldn’t feed themselves.

4. Suspended

INFOCOM
1983
¢ Controlling multiple robots remotely
* with a text parser-the very defini-
tion of a challenge.

5. Fighter Duel

- JAEGER
£ 1991

Come on guys: even real Corsair
. pilots didn’t have to fight engine
. torque using a digital joystick.

6. Capitalism
s INTERACTIVE

Maaic
1996

ulation so thor-

.| ing products to
marketing
them—it should
_ include a free
__|#2| MBA in every

~ hox.

NMOVEMBER 1008

- flight
* models

: you also
- got to

' manage
- the

Cwar

An economy sim-

15 ough—from mak-

=11, X-Wing

7. Pacific War

. S8|
1992

. Less a wargame than a way of life.

Just moving units to the right island

- was a challenge, let alone winning.

'8, Hitchhiker's Guide o Galaxy -

INFOCOM

- 1984

. The Bahel Fish puzzle alone

stumped many gamers in their inter-

. stellar tracks.
sequences, and party members who

9. Falcon 3.0

- SPECTRUM HOLOBYTE
1991

If flying one of the first realistic
FIGHTER DUEL

Corsair vs, Zero

wasn’t
enough,

entire air =

:— SIERRA
- 1996

. A lot of intermediate to complex

puzzles throughout, but the killer
was splicing those cassette tapes.

-

- LUCASARTS
1993

- You had to read Larry Holland’s
- mind to know the proper sequence
i for completing each mission.

12. SimCity 2000

Maxis
- 1994

- If they'd
¢ just left
i the

. plumb-
* ing out,
- the

. chal-

. lenge

. would

0

o

" have
been more fun than frustrating.

13. myst

. BRODERBUND

- 1993

- Even the pretty pictures couldn’t
. hide how obtuse many of the puz-
- zles were.

14. Fantasy General

- Sl

: 1996

. Probably the toughest computer

. opponent of the past decade, plus
. you didn’t have enough info to

. tecide which campaign paths to

. take.

15 Torado

. DIGITAL INTEGRATION

: 1993

. Easy to fly-after a few months of
. RAF training.




JO SIMULATE

ASS FISH

AlLL, GOJUF &

| .

FRONT PAGE SPORTS

'WE'RE T OTALLY INTO
REALISM. REALLY.
VYYhen Sierra.came up with their
first Front Page Sports PC game, FPS;
Football \Pro™, ‘it was so. true-to-the-
sport, that Cnmpu:e_r Gaming World
named it “Best Sports Game" three
years running. Now that same kind of

fanatical devotion to realism is showing

up big time in all four FPS games.
NUTS FOR ACCURACY: |
THIS IS YOUR ASYLUM.
You'll find the kind of details that lec
you know we're sweating the:small stuff;
) (/Internet and network play lets you
compete with people-around the world

D!

&= ! B e ) Phys:cs based ball movement for

i £ - greaten accuracy < v Extensive, up-
to-date stats ¢~ Down-to-the-inch

. simulation of real-world stadiums,

4 lakes, and golf-courses () ( Motion-

captured, high-resolution movement

of on-screen players and action

AS REAL AS HUMANLY (AND

COMPUTERLY) POSSIBLE.

If you want to see the games that -
blur the line between your comput-
er and the rest of the sports -world,
grab some free demos and
screen shots at www.sier-
racom!games!fps. and  then @ 4
get real. )

Q1996 Sierra On—i_inz Ine Bellevue, WA 93007 All rights reserved, @ and or ™ designate trademarks’of, or licensed fo Sierra On-Line, Inc, Logo @ MLBPA Officially Licensed by ;ho Fa]ur

fficiall

League Baseball Player Officially 1i preduct of the MNFL and NFL Players, Copyright 996 Players Inc. Team names, nicknames, logos and other indicia are trademarks of the
teams ndicated, Super Bowl and the NEL are registered trad’:marks af the National Football League. .‘l} 995‘

NFLP. Seats™ s 3 trademark of Sports Team Analysis and Tracking Systems, Inc.

To order right this minute, see your retailer, call 1-800-757-7707, or track
us down on AOL, Compuserve, or at http://www.sierra.com/games/ips

Circle Reader Service #111



1. colonel Blair

WinG COMANDER
SERIES ORIGIN,1991-96 - 3
An unforgettable character, from the old Fa
“hlue hair” days to the full-motion w
video cinematics featuring Mark Hamill. '

2. Gabriel Knight | 6. The Avatar
GABRIEL KNIGHT SERIES  : ULTimA IV-VIII
SIERRA - ORiGIN
1993-95 . 1980-94

Gabriel’s mix of sexism,
supernatural curiosity and

. The anonymous hero of most of the
. Umma sagas was particularly inter-

down-home sensitivity © esting when trying to balance the
made for an interesting - virtues.
voodoo blend.

7. Duke Nukem

Duke Nukem 3D
3. Guybrush Threepwood . FormGEN/3D ReALMS

- SECRET OF MONKEY ISLAND SERIES - 1006

: LUCASARTS ~ Although Duke’s been around, he
5 1991-93 ] - never had quite so much personality
- From 90-pound weakling to swash- a5 he showed with the delightful
- buckling adventurer, this intriguing  yojiceovers for his latest incarnation.
¢ protagonist grew in more ways than

. 8. Sam and Max

¢ just combat and puzzle-solving .
- skills in these terrific storylines. Sam N Max Hit The Roap
- LUCASARTS

4. Madame Sophia 1004

. InDiANA Jones &

. THE FATE OF ATLANTIS
. LUCASARTS

- 1993

. The female counterpoint to Indiana

o the monitor screen.

0. Ben Whatsisname

i Jones, Madame Sophia, was every FULL THROTTLE
: hit as strong a protagonist as Indy LUCASARTS
- himself, : 1994

i The hard-riding, gravel-chewing,
i punk-stomping biker hero who
- saves Corley Motors.

5. Roger Wilco

- SPACE (QUEST SERIES

. SIERRA

- 1987-95

- Roger was unique as a hero

. because he was a schiemiel who
. accidentally accomplished heroic
. ends.

'MOVEMBER 1996

- Steve Purcell’s hilarious talking ani- :
. mal detectives brought gritty humor

10. Greg Bradley

. IT CAME FROM THE DESERT

CINEMAWARE

- 1989
: Geologist turned hero, Dr. Bradley
: saved the world from giant ants.

11. Eric the Unready

- ERIC THE UNREADY

LEGEND

£ 1993

i In his guest for knighthood, Eric

: proves that heroes make their own
i good luck out of misfortune.

- 12. Max Remington

Covert AcTion
. MicroPRroSE

1990

: Was Max Remington, the superspy
¢ in Sid Meier’s espionage thriller, a
: male or a female?

13. Laura Bow

- CoLoneL's Beauest and

. DAGGER OF Amon RA

: SIERRA

: 1990-92

. Roherta Williams’s journalism-

: student, cub-reporter protagonist

. captured the flavor of the flapper

. era, hut not the hearts of predomi-

nantly male computer gamers.

14. Indiana Jones

- INDIANA JONES &
: THE FATE OF ATLANTIS

LucasARTS

- 1993

¢ Indiana Jones should have been an
: easy character to bring to life. Until
: this game, no one was successful.

15. Frank Castiglione

i THE PUNISHER

PARAGON

- 1990

. In the only successful comic hook
. adaptation we've seen, Marvel’s

. urhan vigilante known as “The

¢ Punisher” was a solid character.



The 15 Most Memorabile Game Villains

2. Werdna

Wizarory/WizaroRry |V
SIR-TecH, 1980/1987

The evil archmage was the villain
you defeated in the first game and
played in the latter game.

3. The Guardian

ULrima VII
OriGin, 1992
An insidious poi-
son, this villain
posed as your
friend and
supernatural
mentor in
heginning

the third
Ultima trilo-
ay.

4 .Cyber
Demon

HOOM/DOOM
b, 1993/94

Action gamers who
thought they’d seen
“hoss monsters”
hefore suddenly real-
ized they hadn’t when
they encountered the
CyberDemon.

5. Adrian Riphurger

FuLL THROTTLE
LucasArrs, 1994

“Pond slime in an Armani suit,” the
documentation described this villain :
in a masterpiece of understatement.

6. Prince Thrakhath

Wing Commanper Il & Il
Oricin,1991-93

This long-fanged Kitty got the top
treatment from Origin, with cool
voice-overs, some of the hest lines

in the script, and hetter pilot Al than :

5 trolled
(PR Kilrathi
ey fighters.

1. Purple Tentacle

- DAY OF THE TENTAGLE
LucasArts, 1993

- This unforgettable villain was monomani-
- acal. Actually, he was mono-everything.

7. Fredrick von
Glower

GABRIEL KNIGHT I
SIERRA, 1995
Although a man
among men, the
leader of the
exclusive Hunt
Club was much,
much more.

8. Kronus
Maelor

THE HoRDE

CRYSTAL DyNAMmICS,
1994

In setting up the fast-
paced action sequences,
Michael Gregory reveled in the
role of the evil High Chancellor.

- 19, Scomitron

. \WASTELAND

- INTERPLAY, 1985

. This nefarious villain was ostensihly

. hased on a famous role-playing
i columnist.

10. LeChuck

. SECRET OF MONKEY
¢ |SLAND SERIES
- LucasARrts, 1991-93

Whether alive or undead, this

D -

: Guybrush Threepwood’s life
- iserable.

- WoLrensTen 3D
: 10,1992 ol
¢ When fictitious villains weren’t §

: enough, the monster had to

- come from the pages of history.

- 112: Gao Qui

- Banoim Kings OF ANCIENT CHINA
¢ Koer, 1989 :
¢ In this strategy game, an evil minis-
. ter from ancient historical accounts
 tried to outwit you at every turn. :

scurvy-brained pirate made

11. Adolf Hitler

13. Count Dracula

- DRACULA UNLEASHED

. Viacom, 1993

. The actor who played this full

: motion video vampire was ahle to
: sink his teeth into the role.

14. Pirt Snikwah

| § Utiva V

- OriGIn, 1987

. This pirate leader was loosely

: based on a game company presi-

: dent. Do you have to spell it back-
¢ wards?

. /15, Tom Frisina

- HARDBALL

¢ AccoLape, 1985

¢ A villain in a sports game? That’s
: essentially how founding Accolade
. pariner and game designer Bob

* Whitehead cast his left-handed, i
: junk-throwing corporate president in
: the game which opened the movie,
i A Princess Bride.

HNOVEMBER 190958 CcC




MechWarrior 2 puts you in control
of the BaitleMech, the atvesonte 31st-

belicopter, the Werewolf, or the U.S)s
21st-centnry Comanche. Either century war machine. Customize
oue of 15 Mechs to fight in over

30 challenging missions agains!

way, you're a flying fool, with more
reatism packed fnfo lwo CDs than
a tower buzz al Baghdad Afrporl.
Molion sickuess bag nol inclided.

enemy Mechs. Ascend the ranks of

™,

Jour clan fo become the ultimate

From Notvalogie. MechWarrior. From Activision.

Gabriel Knight, the bero of the

spine-tingling Sins of the Father, froncoea} Here’s a bunc
scares the living pants off us once ¢ B RS i

T e again as be solves this mulliple

up fo three buman or compuler mutilation murder tale, The Beast
Within. You'll leave every light on

in the bouse for a week afler this

adversaries. Whal's af stake? Only
the entire world, as you know it.

From New World Computing. one. From Sterra On-Line.

Descent Il new 360°3-D animalion
will keep you glued fo the screen

Never again feel the loss associated
with finisbing a game of Marathon.
The third chapler brings it all fill
circle, and Bungie’s own editing

Jor bours as you baitle an armada

oo

of crazed robots. You'll tap into
a ton of cool, bigh-tech weaponry
and all the wits and reflexes you

fools give you limitless power

oo00T

fo create the adventures. We still

recommend relina breaks every can muster as you fry to fight off

the onstanght. From MacPlay.

w

30 bours or so. From Bungie.

MACINTOSH |

Did yon know tbal there’s an aclual WarCraft I, the besl-selling FC game,
now explodes on the Macintosh: Take
commiand of either the rinlbless Ocrs

or the noble humans in your quest I
fo ruife the land of Azeroth. Make

powerfi new allies, battle ferrifying T

strategy o going 220 mph? It’s all
laid out bere, plus you can race

to your beart’s content with no fear

of losing your license or melting
| a crankshafi. IndyCar s virtual
| decadence al its self-absorbed besl,

From Sierra On-Line.

new crealures, conquer new lands.

el ok .
l@ \ﬁjl{_{ﬁﬁgj
Full Tilt! Pinball is as real as it gels.
Alruly reatistic pinball experience
on a computer. Accepl the challenge
of three mesmerizing pinball tables, .

From Blizzard Entertainment.

Become the omnipotent, godlike
and somewhat goofy rufer uf yonr
oun kingdon as you delermine the
Jinal resting place of your “souls”
each with its own photorealistic
3-D praphics, incredible sonnd

Afterlife will bave yon langhing, or

screaming, or possibly both as yon

1y to figure onl what to do with effects and accuralely modeled ball

e

:’ ﬂ — T ) ) T A Y —

Jour new friends. From Lucas Ars. movenient. From Maxis, Inc.

. . Vhen it comes to cool games for the Mac; the world is your virtual oyster.
' (And if youd ever look up from your computer for a second, youd know
) .-'In'iL' were ILlLI.. ewuwh 0 lmw your attention, know this: you can

i - at | talogs and lots of ¢




E

Mac'OS

like Best Buy and CompUSA (understanding, of course, that leaving the house is unavoidable if you want to visit one of the stores). In
fact, just short of beaming game code directly into your cerebral cortex via satellite, you can get your hands on the really good stuff
almost any way you want. To begin your obsession with Mac software and to check out all these different ways to buy, get on the Internet
and plant yourself in front of our web site at http://wwwmacsoftware.apple.com. Or, if you're into tradition, call 800-500-4862

rtadcimarkt or aogtiond inademsarks of thair noeline donthanies




FIFTEENTH ANNIVERSARY

The 15 Worst Peripherals

i -
. i i |
>, ! |
. Y
\ |

: just when laptops were becoming

1 CyberMan

LOGITECH

This weird controller managed to fail as
both a game controller and a mouse
replacement.

. 6. Wizzard Pinball Controller

2. Doom Gunn

. good game machines, too.

. TAC SvsTemss . THRUSTMASTER ”
. Afiny joystick mounted on a big - 12. Mouse “Surf” Board
. ugly plastic gun makes for a : We're still : : NEUTRAL Probucts
¢ controller that’s unreliable and S motsure - A weird hoard
how thisis % - for using your
. supposed to he . : mouse in your
. better than a key- : lap. When the
. hoard. - company brags
i » : that it also
AMIGA, INC. : drink coaster,

- stick for C64 arcade games when
¢ you can use a mini-surfbhoard

. instead?” Um, perhaps because a
: joystick works?

8. Thunderseat

. Suzy Chafee asked, “Why use a joy- = YOU know you're in trouble.

13. RealMagic

. SigMA Desians
- It made full-motion MPEG video
. games look hetter. If only it could

- have made them play better.
: - THUNDERSEAT '-
* unusable, as well as ugly. It's now A Subwoofer in a chair, for serious 14. Parallel Gameport
. marketed as the Demon Destroyer flight sim fans. Well, it’s better than | GENOVATION

. Gunn, but it's still the same uncon-
. trollable controller.

3. Spaceball Avenger

¢ SPaceTek IMC

. It was the company’s first attempt

i at a 360-degree controller, but only
¢ the designers could figure out how

: ftouse it.

4. Mousewheel

. COLORADO SPECTRUM

¢ A steering wheel/flight yoke you

i strapped to your mouse; one of the
¢ most imprecise controllers ever.

; 5. Aura Interactor
. AURA INTERACTIVE

- A subwoofer you could strap to your

- chest. Adult fun at its worst.

1

™ NOVEROED 1008

: in a vest at least.

9. First-generation
VR headsets

- VARIOUS

¢ Low resolution obviates the cool-

¢ ness factor of VR tracking in all the
i first-yeneration VR devices; until

. inexpensive hi-res hits, these novel-
¢ ties hamper gameplay.

- 10. Destination keyhoard
- GATEWAY

i Slight delays in key transmission let
¢ you experience lagging play without

© logging on to the Internet.

11. GlidePoint

- CIRQUE
. Imprecise as a Windows mouse
replacement, touchpads are vir-

© tually useless as game controllers— :

. A great idea for using a joystick on
i a laptop, but the near-total lack of
 drivers made it virtually useless.

15. Flight Sim Cockpit

i THRUSTMASTER

- OK, we think it's cool too. But if

: you have one, it’s time to hang up
. the surplus-store flight suit and go
: out and try to meet a girl.

! T



From the co-designer of
X Wing™ & Tie Fighter* &
the designer of the Super
Star Wars™ game trilogy

50 twisting, turning action-
packed sub-missions rife
with combat and puzzle-
solving objectives

Dramatic graphics stunning-
ly rendered in cutting-edge
“Anime"-style animation

First person; side-scrolling
action in 2 1/2-D combat
environments teeming with
drug lords, cyborgs and the
vilest perpetrator of all

D Witten by world-renowned
author Orson' Scott Card
(Ender’s Game, Speaker for
the Dead) this intense plot-
within-a-plot storyline comes
alive with sizzling dialogue
and continuous interactivi-
ty between characters

® High-tech crime fighting
including DNA analyzation

D Cinematic soundtrack with
original music and action-
enhancing sound effects

€996 Virgin Interactive Entertainment, Inc. All fights




They call this the City of Angels. .
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buf names can be deceiving

Femme fatales, fedora-wearing henchmen and corrupt city officials— just a |

few of the unsavory characters you'll encounter in the urban underbelly of

1940 Los Angeles. Journey through unsolved cases ranging

from wartime espionage to the underground lairs of Chinatown and seductive

excesses of Hollywood — all brought fo life in dramatic black and white —

as you search to discover the truth behind the disappearance of fellow P.., Jack Slayton.

™
How available for
PC and Hacintosh
(XBERTRENS |
23586 Calabasas Road, Svite 102

Calabasas, California 91302

SHAD@WITHRILLER: 3 ek e trdenngesn

Noir is a trademark of Cyberdreams. Inc. Cyberdreams is a registerad trademark of Cyberdreams, Inc,

Clircle Readar Service #2958
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The 15 Most Rewarding Endings 0f All Time

2. The Secret of
Monkey Island

LuCASARTS

1990

After solving the last puzzle, you
are rewarded with a fabulous free-
running animation starting with
Guybrush being ejected from inside
a doubloon-op grog machine and
ending with Guybrush in love.

3. President Elect

SSI

1981

Your careful planning is rewarded
with an election-night television-
style presentation of state-hy-state
results.

4. Gabriel Knight li

SIERRA

1995

Although there was a low-key
attempt to wrap things up with the

hridge scene, the real ending to this
game was the climactic opera/ritual {
¢ The successful conclusion of a tour :
i of duty, ends in a ticker-tape parade :
.+ and a presentation of medals.

scene combined with the unique lit-

tle strategy game in the basement. |

5. Defender of the Crown

CINEMAWARE
1987

It may have
heen not the
coronation
sequence at
the end that
was the most
rewarding part
of this game,

but the sensuous shadow play when

you rescued the damsel in distress.

6. Sid Meier’s Pirates
MicroPRoSE

> =N

1. The Magic Candle

- MinocrAFT 1989

- Instead of fighting a massive battle at the conclusion, ' ’
- you enact a detailed ritual using—you guessed it—

- magic candles.

0 1987

¢ This was the first game in which we |
¢ Your avatar ended up reading the
i Codex of Ultimate Wisdom instead

i received a “retirement ranking”—
. where we would have ended up in
: society when we quit.

7. Eric the Unready

: LEGEND

1993

- After interrupting the wedding and
. rescuing Lorealle, you kiss her and
. prepare to live happily ever after.

8. Red Storm Rising

: MicroPROSE
: 1989

-9, StarCon 2
ACCOLADE

. This rich and satisfying game enter- .'

* tains right down to the end, with
- some of the funniest credits since
- Monty Python’s Holy Grail.

10. Full Throttle

. LUCASARTS

i 1995

# . Ben rides off into the sunset instead
i of living happily ever after with

. . Marlene.

11. Uitima IV

- ending when

. weary charac-
i ters find their

Ttie Magic @adte

"

: ORiGIN

1986

- of merely fighting “Foozle,” the

: generic had guy of most CRPG

- endings.

- 12. Wing Commander

- ORiGIN

- 1990

. After defeating the final Kilrathi

i armada, Colonel Blair is showered

. with medals and fireworks for his
© heroic achievements.

13. Master of Magic

MICROPROSE

i 1994

¢ Al roads lead to the casting of the
. ultimate spell. The facial expres-

: sions are priceless.

14. | Have No Mouth and
I Must Scream

" CYBERDREAMS
- 1995

¢ It isn’t a cheap

- these soul-

- individual
peace.

15. Duke Nukem 3D

i FORMGEN

- 1996

. Duke saves the world, and then, in
: a vaudeville-style blackout, a radio
. play lets you know that the good

. guy is coming to get some.

MOYEMBER 1336 CG



FIFTEENTH ANNIVERSARY

The 15 Least Rewarding Endings of All Time

1 o Sentinel Worlds 1:
Future Magic

ELECTRONIC ARTS 1988
You win and immediately drop to the DOS

prompt.

Adanced Duomfagons i
EYE % 2 Eﬁ:ﬂ:tgm
Ti sl
gl 1991

k! You kill the hehold-

£? er, get a text hox
victory message
and drop immedi-
ately to DOS.

" BRODERBUND
- 1993

’,‘;3.; / 7 A

. automatically put
hack into the

¢ game. Some

- reward!

4. Star Trek V:
The Final Frontier

 MinDSCAPE

1990

. Paramount’s han on destroying

. the Enterprise caused this illogi-
¢ cal simulation within a simula-

. tion ending.

D
1996

© After winning the w e
- game, you are ‘MYST

- After you were teleported into Shub-

. nigyurath’s hody, the id-meisters
. Big deal!

5 6. Starflight 2
¢ ELECTRONIC ARTS
1989

i your crew was tlestroyed, you lost

. your saved game files, as well.

ce MOVEMBER 1005

SENTIEL

 EUTUREMAGIC
y I

- 7. Laura Bow in The
Dagaer of Amon Ra

- SIERRA
- 1992
. After reaching the final act, Laura’s
- inventory was inaccessible. Players
. suddenly needed notes they hadn’t
- realized they needed to take.

8. EF2000

- OceAn

- 1996

¢ After finishing a campaign, you

. receive the enlightening screen that
i informs you, “Campaign Won” or

. “Campaign Lost.”

9. Champions of Kiynn

59
: 1990
© Upon the completion of the quest,

¢ ing their most powerful artifacts
removed.

10. barkiands

? MicroPRrosE,
: 1992

to defeat a demon from Hell, the

-

: party ends up penni-
. less at an inn with
- lots of fame points.

- MINDSCAPE

- 1995

. In a return to the
- victory screens of the *80s, you fin-
. ish first in a season and get one

- lame picture of a trophy.

. The end of game
. screen features a
. skull. Then, a

- hutterfly flies off
. the skull. Strange
: symhology?

- RAINBIRD
: Even when the player won, the pro-

: tagonist died. Happily ever here-
after?

 congratulated you for beating QuAKE. | cieacters. ware. iewardod by Nai:.

- Atter giving up its wealth and health -

11. Al Unser’s
Arcape Racing

12. Might & Magic Il

: New WORLD

- 1989

. After winning the game, your char-
. acters each get 50 million experi-
. ence points. For what?

13. Witchhaven Ii

CAPSTONE
- 1996

14. Jinxter

1988

15. Ultima il

- ORIGIN
1983
. After all the meya-combat in this
: yame, the actual dispatching of
: archvillain Exodus was anti-climactic.




five FAQ’s about the most

DESTROY"

unique maze/adventure game ever! y

who? what? where? when?

you! immersed in vertigo! cyberapace! october! at your

the first-person negotiate real- surf to 18 local software

perspective, you time 3-D virus-mutated retailer.
' play a renegade interactive maze-like Whyj

hacker trying to mazes featuring worlds, free- Eauae | PC game

destroy an multi-threat floating through players deserve

ingidious virus traps, dizzying a bizarre the same mind-

launched by pratfalls, and interpretation bending thrills,

Rood 0’'Dor, puzzling enemies of the Internet. spills, and el EUI L
an evil genius by mastering a _ﬂk’illa formerly (203) 797-3530

out to trash progressive set available only fittp:/iwww.grolier.com
the world’s of gravity- on high-end

computers. defying gkills. Surf and Destroy s @ trademark of Grolier

cartridge games.

Interactive Inc. and Larry Kay



for years,

1 o champiﬂﬂs :_?neals;ame
HERO GAMES  shipged, as
Due: 1992 DeLIVERED: NEVER S

: climax.

11. Faicon 4.0

SPECTRUM HoLOBYTE
i Due: 1993 DeLIVERED: 19977
: After more than one design team

Exception-driven rules and weak game

8|

prasatten |
T

design document caused this to be the ulti- ==

mate victim of the dreaded CGW cover curse.

2. BattleCruiser 3000

- DEREK SMART

. Due: 1993 DeLiveren: 19967
' Derek Smart’s design of
galactic proportions went
through more companies

LUCASARTS
i Due: 1992 DELIVERED:
1995

After nearly Killing three
design teams, Spielberg’s
first interactive experiment

had moments, but was very dated in

.~ look and feel by its arrival.

4. Return to Atlantis

. ELECTRONIC ARTS

- Due: 1985 DeLiveren: 1988

. One of EA's first scheduled games,

- four years later, it became one of
their worst-ever games.

5. 20,000 Leagues
Under The Sea

. REICHART vON WOLFSHIELD

. Due: 1989 DeLiverep: NEVER
. Beautiful graphics were sunk

. deeper than the Nautilis when

: Disney legal threatened to sue.

cG NMOVEMBER 135

than Liz Taylor has hushands.

6. Mean Time

: INTERPLAY
¢ Due: 1989 DeLivereo: NEVER

i This WasteLanp sequel succumbed to

- virus that ate Interplay’s homework. %EEPE‘IHQBEEDDELNERFD‘ 19972
A tough act to follow, since everyone
. now develops with SGI machines to

i create similar environments,

13, Strike Commander

¢ ORIGIN

- Due: 1991 Deuverep: 1994

. The haze you see from the cockpit

i is emhlematic of this title’s troubled
. tdevelopment on the hleeding edge

. of technology.

i the death of the Apple Il and to the

7. Retum of the King

¢ INTERPLAY

: Due: 1993 DeLIvereD: NEVER
 The final segment of Lord of the

© Rings trilogy may never escape from
: Sauron’s clutches, due to the aging
- of the series engine.

8.The Elder Scrolls: Daggerfall

. BETHESDA

- Due: 1994 Deviveren: 1996
- Featuritis and creeping technology
i has held up this potential jewel for
: far too long.

9. John Madden 96

. ELECTRONIC ARTS
- Due: 1995 Deviveren: Never
- The once-great action foothall King

hides its development difficulties
-~ hehind the focus on a PlayStation
-~ version.

10. Stonekeep

INTERPLAY
: Due: 1991 Deuverep: 1996

- After seeing the same basic demo

.

. shake-up and more cost overruns

: than the real F-16, Spectrum hopes
: this will replace the metal fatigue

. on Fawcon 3.0°s wings

12. Mystll

14. Married With Children

. MonARCH

¢ Due: 1989 Deuveren: NeveRr
: Now-defunct Monarch Software had
- the license and the “Hollywood-

i style” praducer who said he could
¢ do it. He couldn’t.

15. Murder on the
Orient Express

- SMOKING CAR

. Due: 1994 DeLiveren: 19977
¢ Would photos from every mile of

¢ Orient Express track guarantee a

: great game? We may never know.

. I
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‘world of terror and spiralli

 Let youff mmr:l free-fall in:

of deranged dream:liki _nviroﬁmgnté.- :

y SN I
that are constantly moving and

changing in three dimensional sjaace.
With each addictive, real-time 3D

level you'll slip further into insanity,
until you finally lose yourself in

this terrifying Soultrap.

* Master your shooting skills while
moving from platform to platform
as enemies come at you from
every direction - above, below
or head-on!

*First person view plus a variety of
third person camera angles allow
for a uniquely playable game

*You'll be challenged by hidden
clues and secret items that will
help you overcome levels

*Includes a chilling digital
soundtrack with eerie

dimensional sound effects

FOR MORE INFO ABOUT MICROFORUM
OR 1O ORDER DIRECT, CALL: 1-800-685-3863
Tel:(A16)656-9594 Far.(416)656-0548
INTERMNET : http://www.microforum.com
Email moiltemicrolorum.com
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The Quest Team has a mission. But you
don’t have to sit on the sidelines.

You're there. On the inside. Seeing what they
see. Experiencing what they experience.

It’s a race against ominous Men in Black
and the evil Dr. Surd. On land. On sea. In
the virtual reality of QuestWorld.

There’s hours of outrageous 3-D. Free
state-of-the-art Techo 3-D glasses. In
the first 2 CD-ROM set for kids.

Log on. Don’t just see it. Be it.

Hlﬂmmmmmpaﬁbl& Minimum System Requirements: WINDOWS: 25 MHz 486/8 MB
monitor, Sound Card required, Mhnsollﬂirdms 30t higher, or Windows 95. MACINTOSH: 33 WHz
Sound and mn rights reserved. 1?’ “and Virgin™ are used under license from Virgin Ent
Rights R  Quest™ and all related cf are ks of and copyrigh hy!l
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The Next
15 Years

A Look Back From CGW'’s 30th Anniversary
PR AT A ST |

Fall, 2011, Somewhere in the electroniverse:

he 30th Anniversary Computer Gaming World was due any
nano now and Jack couldn't wait. It was his birthday as well as
CGW's, and hal made it a special day. They were the same age
and there was no question that they shared the same interests.

GAMES.

Computer games. (Was there any other kind?)

The only thing Jack lived for more than the moment the latest ish
washed into his system was the games CGW covered.

Jack lived to play and played lo live—it was a happy arrangement.

The aimless gameless didn't see It that way, of course, but then they
never had. As a kid he'd had aunts and uncles, leachers, neighbors,
even olher kids who just didn't get it. But there were less of them every
year, and every year Jackie cared less what they thought and listened
less to what they said. Their words couldn't reach him over the multi-
tracks that were games' latest rave.

Besides, Jackie knew he was tracking right—otherwise why even
when the New Mill was less than two years old had CGW moved past
Reader's Diges! as the world's biggest monthly? And that was when it |
was still on paper, for byte's sake. '

Well, it wasn't a paper world any more, and Jack wasn't a kid any-
more gither. Bul he slill had a child's impatience on his birthday, and he
figured he had a right to that. Wailing was never easy for him. But he THE VIEW FROM NOW

DIRECT DELIVERY As the November, 2011 issue of CGW washed inlo Jackie’s mind, he won-
dered how anyone could have nostalgic pining for the days of papet.

had ways of passing lime, of making lime disappear... | Players of computer games—and that's a growing number of us
Jack submerged himself in his system, all senses extended, cata- | humans—are living in an age of wonders. If you doubt that, drop back

loging his game cosmos, powering up, strefching oul, becoming one 15 years or less.

with his games. You call those computers, lhose boxes with their mono manitors and
You are, Jack thought as he surged outward, what you play. I clunky tape or clunkier disk drives, with jagged sprites moving across

NOVEMBER 1536 CG
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NASA'S VIC-20 You have at your disposal far more computing power
than NASA had when Neil Armstrong went to the moon.

small screens, mostly without sound? We did call them computers—
they were computers, after all—and in the context of their times they
looked more science fictional than they ever will again. Computers and
compuler games are so much a part of our electronic environment now
that we've forgotten how revolutionary 64K (or less) and a green or
amber screen were.

“| remember what a kick in the head it was to see the first MacPaint,"
says Al Lowe, designer of Sierra's LEiSURE Surt Lany series. “Black and
white on that tiny screen, but wow.” That was 1984, when the hottest
games used... text.

Today, we take it for granted that great graphics—and sound, and ani:
malion—are part of our games, and thal they're going to get belter.
“The computer manufacturers know this, too,” says Derek Smart,
designer of Barmiecruiser 3000 AD, a game that's been in development
long enough to see a number of generations of hardware become
absolete. “They know thal people use their machines for games, and
that’s why you're seeing 3D accelerators, plenty of RAM, and all of it on
inexpensive machines."

You have at your disposal more raw computing power than NASA
had when Neil Armstrong went to the moon. You use it, as do most
peaple who own persanal computers, whatever they claim, to play
games. Compared to 15 years ago—or 10 or five—you have everything
you could ever want.

But show me a gamer who's satisfied and I'll show you someone
who's never had a dream. The best of today's games can't compete
with our dreams of fomorrow’s games, can they?

So what will tomorrow bring?

Whatever you want seems to be a prelly good guess.

LOOK AT THAT!

Short-term, call it five years out, we're looking at another round of
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improvements in the appearance, speed, and feel of computer games.
The sorts of technologies that have attracted a lol of attention in bils
and pieces—greal graphics here, faniastic animation there, those
sounds over there—are going to start coming together.

“| think we're undoubtedly going to see another jump in graphics
capabilities,” says Al Lowe. "Combine that jump with increases in
speed, movement, animation and you're going 1o gel worlds where you
can move anywhere, see anything from any angle, and do it while get-
ting rid of those giant ugly pixels, lelling us have gorgeously realistic
high-res worlds to play in.”

Lowe thinks these advances, combined with larger monitors and per-
haps even high resolution flat screens, are going to bring about a meld-
ing of techniques. “Cross the world of MYST," he says for example,
“with a fast action game, and think about whal you can do. Graphically,
there really aren't any limilations to the possibilities.”

No limits? “It's like when | saw Jurassic Park for the first time," he
says. "l remember thinking, yeah—now you can do dinosaurs, real
dinosaurs. You've got dinosaurs on the big screen, and we're on the
brink of anylhing we want on computer screens.”

Plenty to look at then, and the odds are you won't be looking at it
alone.

ALL TOGETHER NOW

Drop back again—not even 15 years. Go back half a dozen and
you'd be hard pressed to find more than a few hackers who could talk
about the Internet. And if you had mentioned the World Wide Web,
you'd be hailed as a visionary. (And if you'd invented it, you'd be rich.)

But one truism of the computer revolution is that its waves of change
move ever faster, and connectivity via the net, the Web, services—name
your connectivity poisan—came of age faster than any innovation in the
history of the industry.

“There's no question that future of computer gaming is multi-player,”
says Bill Stealey, president of Interactive Magic. Stealey's perspective
goes back to the earliest days of personal compulting: his first games at
MicroProse were distributed in ZipLock bags.

Today, Stealey thinks that the days of solo computer gaming may be
nearing an end. “People will still go ane-on-one with their computer
games,” he says, “bul primarily to practice for group sessions.” The
next five years, he argues, will see the groundwaork laid for multiplayer
gaming's dominance of the industry. The reasons are technological—
the growth of the net, availability of high speed telecommunications,
plenty of server power—but also social.

“Single play," Stealey says, “just can't compete with the challenge of
facing another person or group of people. You will have communication
during games, leamwork, a sense of being parl of something.
Multiplayer computer games will become a social aclivity just like a
softball game.”

Derek Smart thinks that multiplayer gaming will move to the forefront
as well, but for reasons having much to do with the limitations of com-
puler opponents. "Gamers want to challenge a mind that is prone to
flaw," he says, something you don't often (bugs and sloppy code
nolwithstanding) get with computer opponents. "A serious player wants
lo be up against something equal or similar Lo himsell, an aller ego, if
you will."
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You're in a low-resolution world when you
put the goggles on. And in the world of gam-
ing, high-res wins over low-res every time.

Undoubtedly we all will, many if not most of us all at once. And once |
we're facing the reality of a human opponent, the question arises as o
whether we will face each other's reality virtually.

VIRTUAL WHAT?

VR was all the buzz before the Web cornered the buzz market, and a
great deal of technical attention and research is siill being devoted to
developing virtual realily tools and systems. It just doesn't seem likely
that we're going to be playing many of our games inside such systems.

The problem, many think, is one of resalution. We've grown accus-
tomed to ever-increasing graphics quality displayed on bigger and bet-
ter screens. VR gogagles just can't compete.

“Those VR goggles put too many pixels too close to your eyes,” Al
Lowe says. “You're in a low-resolution world when you put the goggles
on. And in the world of gaming, high-res wins over low-res every time."

Technically, virtual reality still holds a lot of promise, but increasingly
that promise seems lo lay in fields such as medicine and engineering,
not computer games.

THE MORE THINGS CHANGE

So if we're nol going lo be playing in some version of the holodeck,
what interfaces will we be using?

In many ways they'll resemble our old familiar inpuls: joystick, key-
board, mouse. The devices are ubiquitous, we're accustomed to them,
and they're flexible—there’s not a lot of input you can't put in with one
of these tools or a combination of them

There is, however, one other inpullinterface device that is ubiquitous
and that most of us know how to use, and that is the spoken word.

Watch for a rapid explosion in voice processing technology, all but
immediately incorporated into certain types of games. Bill Stealey thinks
that our voices will become our primary housekeeping interface with
our household computers: "You'll just tell your computer what game
you want to play," he says, “you'll tell it to get your regular opponenls
on the line, or o round up a new group. And when you're done, you'll
have your compuler lo pul everything away. We're going to have HAL in
our homes!”

Another area in which voice processing is likely to have a large
impact over the nex! decade-and-a-half is in role-playing games.
Increasingly, such games will be distributed over the nel where, as with
every other type of multiplayer game, we'll be talking wilh each other.

But there's no reason why we shouldn't also begin talking with our
computer opponents. It's been tried before—remember saying “Fire!”
into that microphone that came with some space-war simulators a few
years ago? Thal, though, was hardly a conversalion and hardly effective.

Have you talked to a telephone operator lately? Human or maching?
Sure, you can tell now, but as with every other aspect of compulter tech-
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nology, now is a fleeling lerm. Voice processing technology is growing
up fast, and it's going to move oul of the phone companies and corpo-
rate offices and into our role-playing games well before the next 15
years are past.

WORLDS OF OPPORTUNITY WITHOUT END

Combat simulators, role-playing games, interaclive movies, arcade
games, strategy worlds—all of the categories of games we know and
love are going to evolve and grow over the nexl 15 years.

But it could well be that we'll also see something... different. It's hap-
pened before, and sometimes il makes hits. Chris Crawford’s Bavance

| oF Powen was one. SMCiTy was one, MYST was an even bigger ong,

and DOOM the bigges! of all. The game that comes out of left field,
sometimes way out of left field, lo redefine computer gaming.

It could be time for another one... or several,

Gentry Lee thinks, in fact, that the next decade and a hall may well be
the ripest time yet for that sort of explosive arrival, a debut that warps

| the whole gaming field in new directions.

A scientist and novelist whose latest book is Bright Messengers, Lee
is currently wrapping up RAMA for Sierra, a game based on the series
of novels he wrote in collaboration with Arthur C. Clarke. Combining the
perspective of the scientist with that of the novelist, Lee thinks that we
may be missing a point by focusing too much on the ways in which
technology is going lo evolve.

“We're going lo see a whole new type of storytelling,” Lee says.
“We're going to see the sorts of stories that no words can lell, at least
by themselves. The very idea of storytelling is going undergo a transfor-
mation as we develop a fully enveloping medium, with a level of drama
and possibility that we've only just begun to glimpse.”

OTHER WORLDS MAY BE ENDING

Not everyone is exciled about the future. Harlan Ellison, for 40 years
now one of the most provocalive writers anywhere, sees the emergence
of interactive technologies and gaming as precursor to the end of lan-
quage. Despite the amount of new writing he did for the recenl interac-
tive version of his | Have No Moutd Ao | Must Seaean, Ellison is hardly
sanguine about the impact of computer games on literacy.

“| feel an abject terror,” Ellison says, “because | think we're living in
the twilight of the word. There will always be books, but they're going to
reach a smaller and smaller audience. Because (he masses—that mal-
leable, plastic wad of faceless people we call the majority—are the ones
lo whom lechnology is slanted, seducing them away from the word and
into the image.” The markelers, he feels, are going lo do us in.

It's a feeling shared by Chris Crawford. “The markeling of computer
games has steered (he industry into an evolutionary blind alley,”
Crawford says. “A decade ago, we had all this potential, and the liberat-



Put the kids to bed, JACK is back. Volume 2 is a brand new game with wild new features and
a whole new level of wicked, sarcastic fun. The party starts with 800 new caustic questions and
proceeds with hilarious Celebrity Collect Calls,™ Dis-or-Dat,™ Picture Questions, Screw Your Neighbor™ and
s0, 50, s0 much more. All you need is a CD-ROM drive and a thirst for verbal abuse. For a little taste, check
out www.berksys.com, because unless we missed something, you still don't know jack.

~ The irreverent Uiz show party game

23 AWARDS
~ AND WE |
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OF THE WAY.

{ - - @ www.JACK.com
CD-ROM for Windows® 95, Windows 3.1 & Macintosh®
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ing factor of not yet knowing what a
computer game was supposed o
be, and the industry just hasn't

grown.” Crawford blames
this situation on the relent-
less quest for market share
on the part games publish-
ers. “They decided that there
were cerlain categories of
games, and those are the same
lodiay as lhey were in the days of
the Apple II, when the industry got
g starled. Something is profoundly
- wrong about that."
Crawford thinks it likely that the field will further
divide over the next 15 years, splitting into the com-
puler games industry and the interactive entertainment
industry. Both sides, he feels, will be dominated by the
same lowest-common-denominator marketing mindset
that in Crawford's eyes has robbed the induslry of
any innovation.

W

THE PAST IS PRELUDE

Whether or not the seeds of a siag-

nant indusltry were sown over the

past decade, a lot of lessons were

learned. And each of those lessons,

whether posilive-"this is great"—or negative-"000ps"—pro-
vides a foundation on which future games will be built

Having learned so much about the nature of computer games, it
seems only fair thal computer games should learn some things about
us. At least that's the vision Pat Cadigan has. Among the most respect:
ed science fiction novelisls currently working—her Synners shauld be
required reading for anyone interested in evolving technological soci-
elies—Cadigan thinks we're aboul to see a leap in the intelligence and
capability of our compuler opponents.

“We're going to be playing against things that are more like living
creatures,” she says. "Our arlificial opponents are going to learn the
ways in which we think and play, and they'll be putting that knowledge
to work against us. They're going to be tougher, smarter, and more
adaptable, all of which will make for belter and belter games.”

A serious student of the present, as well as of the future, Cadigan
thinks too much is made of the power of computer games fo "steal” us
away from the “real” world. "When people want to play games,” she
says, " they're going lo play games. And when they want insight info the
human condition, they'll turn to media {hat offer insight info the human
condition. Game players never mistake what they're doing for anything
else, and it's a mistake 1o think thal they do."

Gentry Lee thinks that we may see a combination of game playing
with those insights that traditionally come from other arts. “Somewhere
out there,” he says, “is a master who is going to be able to do it all, pro-
gramming, writing, storytelling, game design, all of it. And when he or

| virtual world."

Lee thinks that the coming revolution in computer games will feed
back inlo lraditional art forms. “Just as painters learned new lricks
when photography came along, so will our novelists, and painters, and
filmmakers add new fools to their paleties as computer games become
{hemselves a fully recognized form of art.”

IMMERSE YOURSELF

Whalever form or shape, familiar or as yel unknown, lomorrow's
computer games assume, there's litlle doubt that they will wrap them-
selves around us and draw us into their realities to a degree we can
only glimpse from our present perspeclive.

Al Lowe thinks we'll actually see ourselves in games. "A whole indus-
Iry will grow up,” he says, “that will put your face, complete with expres-
sions, in your favorite games.” Leisure Su Kemu? The mind boggles.

Bill Stealey sees a real golden age of interaction on the horizon. |
want to create a virtual battlefield,” he says, “with lots of different equip-
ment, all of it linked, every player in communication, a real multiplayer

“The fanlastic worlds are going to be far more realistic,” says Pat
Cadigan, “and thus far more persuasive. Our illusions are going to look
very realistic... and that’s going to raise the level of the enlire gaming
experience.”

Gentry Lee speculates about the possibility of a folal experience.
“Your imagination working in concert with the storyleller's imagination
and the game designer's imagination lo create something thal has
never existed before. You could have something that's going to be far
more real, and far more dangerousty real than any realily you've left
behind."

The future has a way of surprising us. The boldest of speculators a
decade ago did not foresee the power and affordability of even low-end
systems today. And it may well be that even the boldest speculations in
this piece pale beside the reality thal unfolds as the nex! fifleen years
pass...

ENDGAME

&l 2011, somewhere in the electroniverse:

The wave was here. Jackie fell il arrive, subtle nerve-stim lelling him
now the info-flow wave was breaking right now into his system, into him.
He lel the issue flow through him, became one with it, just as he did

| with the games he played.

she arrives, their work will creale Lhe same sorl of impact as the best of |

fiction, or art, or movies.”
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Il was a greal issue and he would hold il livewire for a while. There
were things to feel again before he archived IL.

A greal issug, a greal day. He fell his games calling lo him again and
before he yielded to the call Jack allowed himself one wistiul thought.
Sometimes when CGW flowed in, he missed Johnny Wilson, gone
these las! few years lo follow his call of the ministry.

Couldn't fault old JW for that, Jack thought as the games floaled
hack to the forefront of his consciousness. Admirable, really.

Besides... maybe he just got lired of preaching to the converted.

Jack... played.

for the past six years the Editor of OMNI Magazine, Keith ferrell’s lales!
novel, Passing Judgment, was published in August by forge. Take a break
from your favorile game and grab a copy—you’ll be glad you did &
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With fast-action gameplay inside an interactive soundtrack by God Lives Underwater and the
fastest real-time 3D graphics available, it's like taking the scenic route to hell and back. Battle your
own private demons at lightning speed. And thrash your head off in 360 degrees of pure danger.
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Journey through five SGI-rendereds
faithfully recreated 3D environments
and unravel the secrets of Easter
Island. Egypt- Atlantis and the
Mayan and Anasazi worlds-

Embark on a compelling. puzzle-
solving adventure with stunning
full-screen- photo-realistic., ray
traced graphics as you travel
through time and space.

Enjoy over Y0 hours of challenging
gameplay with multiple endings as
you attempt to reach your ultimate
destination...Atlantis.

A Graphical Adventure

Free demo disk
WWw-im.gte-.com
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THERE IS A CREATURE

Admit it. He's in there. In some dark corner of your brain. Let hini loose in Leisure Suit Larry's® latest, greatest

INSIDE EVERY MAN THAT WANTS TO

CD-ROM adventure: “Love for Sail!” Al Lowe is at his bawdy best, launching software’s best-known character

GROPE, FONDLE AND SAY

loose on «a cruise ship filled with buxom beauties. The result? Laughs by the boatload. Groan at Lowe-ly puns.

INAPPROPRIATE THINGS TO WOMEN.

Snort along with Scratch n’ Sniff puzzles. Stare at the best babes this side of a plastie surgeon’s office. Stick your

HIS NAME IS LARRY.

face in the game (and your voice, too). All the fun of picking up women without that bracing slap in the face.

' e
The all new CD-ROM adventure from the mind of Al Lowe

For more infarmation, call 1-800-757-7707. Or visit our website at http.//www.sierra.com/games/Isl7.

S I E R R. A ® WARNING: This game contains nudily, sexual conlent, malure themes and adull situations bul in such a
goofy, non-explicit, cartoony way that anyone looking for the really dirty stuff will be offended.




The 3D
Hits The

Here's How The First Generation Of 3D Video Cards Really Stacks Up

BY LOYD CASE

f you've been eagerly anlicipating the wave of 3D graphics
cards, you're not alone. Qur e-mail coffers have been over-
flowing with requesls for information on the performance
of the first generation of 3D graphics accelerators. Last
year, we saw the dominance of 64-bit, 2D graphics cards;
this year, 3D is king. With that in mind, we split this survey
into two parts, so we can take a look at the full spectrum
of 3D offerings hilting the streets. This month, we look at
the Malrox Mystique, three cards using the $3 ViRGE chip

(Number Nine's Reality 332fx, the Hercules Terminator 3D,

and the Diamond Stealth 3D 2000XL), and the ATl 3DXpression
PC2TV, as well as two 3D-only add-on cards that use 3DIx's Voodoo
chipset (Diamond's Monster 3D and Orchid's Righteous 3D). Oh
yeah, did | mention we'll be looking at three 2D cards-lhe Hercules
Dynamite/128 Video, VideoLogic Grafixstar 600, and STB Lightspeed
128—too? (Ho-hum.)

The prying question is, Does 3D actually deliver? The short answer
is Yes; you'll get better image quality, solid DOS performance (in most
cases), and good Windows performance out of these firsl-generation
offerings. But as you'll see, the 3D performance of some of these cards
isn't all it's cracked up to be. That said, let's dive into the numbers,

MATROX MYSTIQUE

Last year, Matrox took the 20 graphics world by storm with the
highly praised Millennium. It delivered stellar Windows performance
and solid DOS performance and was popular with many gamers.
Matrox comes back this year with the Mystique, its first 3D accelera:
tor tuned for the demands of computer games.

The Mystique is kind of a mixed bag. Its 2D performance
approaches that of its sibling, the Millennium, but its 3D feature set
is somewhat lacking. According to Microsoit's 3D Test tool supplied
with the DirectX 2.0 developer's kit, the Mystique should be a 3D
screamer. However, this didn’t turn out to be the case with
HeLLsenoer, a Direct3D game. We saw frame rates during heavy
action as low as 4 frames per second (fps), even worse than the 2D
cards in the roundup.

On top of that, the Mystique lacks some key 3D image-enhance-
ment features, such as bilinear filtering (which smoothes out blocky
lextures), alpha blending (for transparency) and fog effects. (For more
information on 3D jargon, see the August issue.) The Mystique ships
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with an enhanced version of
MechWanrion 2. Because of the lack
of texture filtering,dhis version of
MecH 2 doesn't look as good as
ATI's version, and we didn'l see
that performance was markedly
better than the ATl-enhanced
MEeCHWARRIOR 2.

The Myslique is a good
choice where 2D graphics are
the main thrust and 30 is only
a secondary consideration.
The Mystique's Winbench
performance was the best of
the roundup, and its DOS
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MechWa'rrior 2

performance was second only to cards with the ET6000 chip, a 2D
only acceleralor.

Installation and documentation were up lo Matrox’s usual high
standards, and we encountered no major installation headaches. The
Mystique has VESA 2.0 SVGA support built in, avoiding the need for a
VESA add-on utility like Scitech’s Display Doctor. Also available is a
set of daughlerboard upgrades, including one for MPEG playback and
another for NTSC video output for display on a television set.

We reviewed Mystique last month, giving it four stars. But upon fur-
ther review, we're inclined to revise that raling. Admittedly, perfor-
mance in one Direct3D title is not a comprehensive indicator, but
what we saw inilially wasn'l very encouraging.

MOYEMBER 1995
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* 3D CARDS

NUMBER NINE REALITY 332FX

The Reality 3321x is the first of a trio of cards we looked at based
on S3's VIRGE accelerator. Al its heart, the VIRGE is basically a 2D
accelerator—using the same core
as the S3 Trio64V-+—with 3D

features bolted on. The list of
features used in the ViRGE is
impressive, including bilinear
filtering, MIP mapping, and
alpha blending. Unlike the
other two VIRGE cards we
evaluated, Reality 332fx only
comes in a 2MB nonupgrad-
able configuration.
Of the three S3 cards,
the Reality 332fx turned in
the slowest performance
on Direct3D Test. Its DOS
VGA benchmarks were
also the slowest, includ-
ing the game
benchmarks
we ran. Butin
SVGA tests,
Number Mine
held ils own.
Winbench 96
test scores
placed it
smack in the
middle of the
pack, however, Interestingly, ils performance in Hettaenner belied the
slow Direct3D Test numbers, with a frame rate range of 9 to 19 fps,
depending on the intensily of the action.

Like most of these 3D cards, the 332fx ships with some bundled
titles. Of these, ane of the more interesting is a light version of
Realtimation, a virtual reality modeling-and-simulation package.

Installation was fairly straightforward, but we encountered bugs in
the Hawkeye resolution ulility, which crashed frequently. However, we
were able to tweak color depth and resolution settings through the
normal Display Properties control panel. Al a list price of $199, the
Reality 332fx is not the least expensive nor the fastest card around.
As such, it's not a particularly strong value.

HERCULES TERMINATOR 3D

The Terminator 30 is another S3 VIRGE card, and we checked oul
the 4MB version for this review. Benchmarks were mixed for the
Terminator 3D. DOS benchmarks were pretly much on a par with the
other 4MB VIRGE offering we tested, the Diamond Stealth 3D 2000.
Winbench 96 scores were the lowest of the VIRGE cards, and were
actually the lowest of this month's roundup, reflecting a fairly imma-
ture sel of drivers. Direct3D Test results were inconsistent: On ane
hand, the Terminator's fill rate was faster than the other S3 cards’, but
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ils polygon
throughput
didn't follow
suif. However,
the HELLBENDER
performance
seemed a bit
better than that
of the other
two S3 cards,
{opping out at
25 fps in some a5
ioe: hest
{Jea;rtt.s . v'“géﬁé:?;s%%%? tech suppot
Installation of 3 wind
the Terminator 3D | Gons: 5\“.‘;\3 ‘ \
was a breeze, and g are Bundle: DE_S.%E:& e
the Powerdrive util- 5“‘(}‘;055‘“1” one :;?3%159 fof
lies let us tweak all ) 109 for ZVox

prices
graphics paramelers A (D0 g‘g&”&,‘:ﬂ-ae@
within a single con-

{rol panel,

QOverall, the
Terminator 3D lurned
in good DOS perfor-
mance and reasonably
good 3D performance.
We anticipate that
Windows 20 performance
will improve with subsequent driver revisions. Given the very aggres:
sive price of the Terminator 3D, it's an interesting alternative to some
of the other cards in the roundup if you're on a tight budget. Hercules
offers stellar support and is the anly company in our roundup to offer
a toll-free technical suppori line.

DIAMOND STEALTH 3D 2000XL

Diamond sent us their newly released 4MB version of the Stealth
30 2000 for our roundup. Of the three VIRGE-based cards, the
Diamond had the hottest Winbench scores, and while the
1024x768x256 color score was only average, the 640x480x65,530
color score was near the top of the heap. In the Direct3D Test, the
Stealth 3D posted solid scores—near the middle for fill rate but near

e 2000
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Outrageously Fast
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IJ"estrunllnn Derby

the top for polygon throughput.
It posted prefty much midpack
SCOres in our HeLLBENDER lest-

ing, with frame rates ranging

from 7 10 18 fps.

The Stealth 3D's installa-
tion was straightiorward,

although we did encounter a bug (which
Diamond acknowledged) in the installation process for DirectX. The
simple workaround is to use Windows 95's Explorer to launch
DirectX’s sefup program, inslead of the AutoPlay script thal runs
when you insert the CD. The Diamond control panel integrates nicely
into the Display Properties.

Overall, the Stealth 3D 2000 is another solid offering from
Diamond: It's a very respectable Windows 20 performer and offers
decent DOS performance and moderately good 3D at an affordable
price.

ATI 3D EXPRESSION PC2TV

This new card uses ATl's Rage Il second-generation 3D chip. Il lay-
ers 3D functionality onto the Mach 64 2D graphics accelerator, includ-
ing bilinear filtering, alpha blending, z-buffering, fog effects and sub-
pixel accuracy. In addition, this adapter boasts a unique feature: buill-
in NTSC capability. Now you can hook your computer up to your 60-
inch large screen TV-the Xpression supports up to B00x600 when
using the NTSC
port—and really
see MecH-
Warrior 2 in all
its glory. Well, at
least in theory.
The chore of
carting your
game rig inlo
the family room
to haok upto a
lelevision may
be a bit much, but the capability is certainly enticing. Imagine video-
taping your best gaming sessions...

Having said that, the performance of the ATI 3D Xpression is stun-
ningly average. DOS VGA and SVGA benchmarks were among the
lowest of the group, although Winbench 96 performance was quile
good. The Direct3D scores were pretty good, with a fast fill rate, but
fairly slow polygon throughput. HeLLBenDER performance vas o-50,
with frame rates ranging from 7 to 15 fps. Unlike some other all-

150 cG
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purpose cards,
the ATI card

pretly much

stayed in the

12-13-frame-per-
second range,

varying less than
the extremes might
sugqest. The ATI-
enhanced version of
MecHWarrioR 2 looks
very nice indeed, com:
pletely obscuring the
fact that it's only run-
ning at 512x384 resolu-
lion. The filtering of the

ground and sky textures, plus
the animated sky, adds a dramatic touch of realism to the game.
Overall, the 3D Xpression PC2TV is a very interesling card, sport-
ing a solid feature set and moderately good performance.

HERCULES DYNAMITE/128 VIDEO

Given all the focus on 3D these days, one wonders why anyone
would come out with a 2D-only accelerator. Some of the most techni-
cally savvy gamers around hang out in CompuServe's Flight Simu-
lator Forum (GO FSFORUM). The Hercules Dynamile/128 has gained
favor among a good number of them, and for good reason. The
Dynamite/128V is one of three cards we evalualed based on Tseng
Labs' 128-hit ET6000 chip-set. No other graphics chip can touch the

. - ! : ’“
Dynamite 128/ Jf 20
128-air GRAPHICS ANy HI.itM[[IIA MIZELEFMCIH il
= > ; ' ..t" o1 .o

ET6000 for
screaming DOS
performance-and

face it, the majority

of games today are
still DOS-based.

Let's dispense with
the 3D argument for a
moment. The 3D Test
results for these cards
are abysmal—so much

unl“e'
ity 100S

for 2MB, $199




How The Biggest Breakthrough In The PC World Looks:

! . i \5 ra

‘They kick out your favorite music with riveting,
concert hall energy. Blast game effects with blistering,
movie theater intensity.

It’s the amazing new Compaq Presario home
collection featuring the revolutionary JBL Pro Audio
system. You've never heard anything like it before.

JBL engineers teamed with Compagq to create the
industry’s first truly integrated sound system.
Everything(we mean everything!), is designed to
deliver thrilling, in-your-face sound reproduction

in an up-close environment, just like in professional
recording studios. You can boot it up, and crank it up.
The new Compagq
Presario PCs with
JBL Pro Audio. The
only line of PCs
that can handle
musical numbers
as accurately as
crunching numbers.

Optional JBL Subwoaler
also available

COMPAO

1996 JBL, registered trademark of Harman International. Al rights reserved. €1996 Compaq Computer Corporation. Al rights reserved. Presario is a trademark of Compagq Computer Corporation.
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so that we didn't even bother printing them, since the 2D cards didn't
meet our minimum criteria for 3D fealure sets. Bul when we ran
HewLeenner, a Windows 95 Direct3D title, we saw frame rates ranging
from 6 1o 15 fps—not too shabby for a 2D-only card.

For DOS games, the Hercules card excelled, edging out the STB
Lightspeed/128 by a hair. Winbench performance, however, was the
slowest of the three ETG000 cards at 1024x768x256 color by a wide
margin, although all three cards were pretly much on par in the 640
X-480-x-65,530-color tesl. If you're still a hard-core DOS gamer for the
most parl, this card is hard to beal.

VIDEOLOGIC GRAFIXSTAR 600

Last year, we were pleasantly surprised by the decent performance
and reasonable price of VideoLogic's line of graphics boards, and its
ET6000-based Grafixstar 600 continues this trend. The DOS bench-
marks were pretty much even with the Hercules Dynamite/128Y and
STB Lightspeed/128. The 1024x768x256-color Winbench score was
the third highest, though the 640x480x65,530 performance trailed off.

However, the Grafixstar 600 had two quirks that warrant mention:
First, frame rate in Duke Nukem 3D was quite a bit slower than the
other two ET6000-based cards. A more vexing problem was in ils
VESA 2.0 Super VGA implementation. When running Quaxe at 640-x-
480 resolution, the entire game look on a distinctly greenish casl, as
if the green values had been pumped up and the red and blue values
toned down. Curiously, we didn't observe the “seasick lens” effect in
Duke Nukem 3D or Electronics Arts” ADvanced TAcTiCAL FIGHTERS. Using
Scitech's Display Doctor (formerly UniVBE) version 5.3, the problem

Number Diamond
Nine
Reality
3321

30
2000XL

Matrox

Mystique 30

Matrox ~ S3VIRGE  S3 VIRGE
(Graphics Winmark,

1024x768x8

Graphics Winmark,

640x480x16 37.6 218

136 () 138 (2
Min D3D Test - Fill Rate
(megaplxels per second)

Min D3D Test - Polygon Throughput
{(kilopolygons per second)

Max D3D Test - Fill Rate
(megapixels per secand)

Max D3D Test - Polyaon Throughput
per second)

9.9
162.06 105.6
9.12

127.6
449

117.2
718

80.35
825

(kilopolygons
Hellbender: Slowes!:Fastesl (ips)

919

Lightning fast Windows perfarmance

Optimized for Windows 95,/DirectDraw
Excoptlonal video quality

SmartTools software for tolal control
Froe MPEG playback software

Five year warranty

Unlimited technical support

Stealth  Hercules py1ap  Hercules Vieologic
Terminator Xpression Dynamite Grafixstar Lightspeed Monster Righteous

53 ViRGE

disappeared.
Overall, the
Grafixstar 600 is a
decent graphics
card at a good
price, but it's over-
shadowed by its
compelition.

STB
LIGHTSPEED
128

It's kind of ironic that
one of the best game
bundles in this review

STB ' Diamond  Orchid

PC2IV  128/Video 60D 128 3D 3D

3Dfx
Voodao

3D
Voodoo

ATlRagell  Tseng Labs Teeng Labs Tseng Labs

ET6000  ET6000  ET6000

32.6 318 326 316 NiA N/A

1483 1386(1) 1475

1218 NIA NIA NIA 292 31.84

6.6 NIA NIA NIA P a7

718 715 714 715 19-30 25-30

* These “rame rales” are reported by Cbench, and though they greatly exceed the monitor's actual refresh rale (80 Hz), they represent the number of “frames” that could be computationally generated.

m

] The S3 VIRGE cards would only ren Quake VESA modes with Scitech’s display doctor loaded.

cG HOVYEMBER 1995

GrafixStar 600 ran Quake in VESA modes wilh a distinct greenish cast. Using UNIVBE 5.3 fixed he problem,
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ships with a 20 card. The Lightspeed 128 comes with Sierra's S ' - _‘
EantHsiEGE 2 and SiLenT THUNDER (A-10 11), & limited edition of Terna
Nova (the first 10 missions), as well as a number of game demos from
Sierra. —
The card itself performed quite well, running all the DOS applica-

Lies, Damned Lies, And Benchmarks

- ny test methodology Is fraught with possible peril and
erroneous results. A case in point are some of the toy
applications that ship with Microsoft's Direct3D devel-
oper's kit. We looked at using two such applets: Tunnel

and Twist, Several vendors are already quoting these numbers as
3D performance indicators, but caveat emptor. Unless you know
which features are enabled or disabled, these frame rate numbers
are at best suspect. Rather than look at frame rate data from
these tools, we instead used Direct3D Test, also in Microsoft's
Direct 3D kit. It too is far from perfect, but at least gave us a
rough indication of 3D performance. Ziff-Davis will be developing a
more comprehensive 3D benchmark, due out sometime next year.

Here's how we tested: First, the system was always the same,
except for the graphics card. We used a Pentium 166 running on
a Triton Il chipset motherboard, with 32MB of EDO DRAM and
512KB of pipeline burst L2 cache. If the card supported it, the
refresh rate was always 75Hz.

We used games wherever possible as test tools, as well as
Winbench 96 and CBENCH, a simple DOS 3D performance metric
written by Chris Dial.

Unfortunately, finished Direct3D titles were lacking at press
time, but we were able to use Microsoft's new HeLLBENDER, which
had a simple frame rate counter. We ran HeLLsenner with all
graphics features cranked up with a 640x480 frame size. Another
problem: HeLLBenpeR is able (via Direct3D) to detect and automati-
cally enable or disable rendering features to achieve optimal game
performance, but a Direct3D game may not tell you which fea-
fures are enabled and disabled, even if you set all graphics
options to the highest level. Bear in mind that using HeLLBENDER as
our sole Direct3D game-as-performance metric, we got an indica-
fion of 3D performance, not the final word. That won't be forth-
coming until more games-as-toals are finished and shipping.

In using Direct3D Test, we ran at two different test settings—
both at 640x480x65,530 colors—representing different perfor-
mance points. The minimum feature set allows for the highest
possible frame rate. For the minimum test, the settings were:

* Flat shading

= Perspective correction disabled for texture maps

= Point filtering (rather than the more demanding bilinear filtering).

Turning on additional rendering features improves individual
frame image quality, usually at the expense of frame rate. Our
maximum settings were:

* Gouraud shading enabled

» Bilinear filtering enabled

= Perspective-correction enabled

We looked at pixel fill rate and polygon throughput data gener-
ated by Direct3D Test. Pixel fill rate is how fast the card can blast
pixels onto a surface, and polygon throughput measures how fast
polygons are generated (rendered). Bear in mind that if you don't
know which features are enabled and disabled, these numbers
become all but meaningless.

Long story short, the 3D numbers here are initial performance
indicators, but the full performance story can't be told until more
Direct3D titles ship and we see how 3D hardware fares accelerat-
ingithem. Rest assured, we'll keep you posted.

—Loyd Case and Dave Salvator

Circle Reader Service #198
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tions we could throw at it with aplomb. Its Windows performance was
pretty solid as well.

There's not much else to say about the Lightspeed 128, except thal
it's a solid card at a good price, with good bundleware. What more do
you want?

DEDICATED 3D CARDS
This month, we take a

look at a pair of dedicated

30 add-on cards, one each

Em‘ms‘l’?.ﬁ
from Orchid Technologies and

Teraa Now L \E

. =1 O st THUNDER,
Diamond Multimedia. These 0. S\LEN‘s 79 for 2 251\"
cards require the presence of a price
: AM 50
standard graphics adapter for MDP' ct: (214) 7—?’: gl
VGA, SVGA and Windows 20 mm uwww sl e

chores. Both cards use the 3Dix
Voadoo 3D chipset, and both
come with 2MB of EDO DRAM for
frame buffer (display memory) and
2MB of memory for storing textures.
The 3Dfx-based cards use a pass-
through cable, so you connecl a cable
from your standard graphics card to the 3Dix card and attach your
monitor cable to a second connectar on the 3D card. When running
accelerated 3D fitles, the 3Dix chipset completely takes over and is
not dependent on the 2D card's performance.

The cool thing about these add-on cards is that they'll even work
with the more mainstream 3D cards, such as cards using the ViRGE
and ATl chipsels, taking over the 3D chores when necessary. In fact,
several system vendors are doing S3/3Dfx or ATI/3Dix combinations
for their graphics subsystems. Look for them next month in our
“Ultimate Game Machine" fealure.

The list of features of the Voodoo chipsel is a mile long: bilinear
filtering, trilinear MIP-mapping, alpha blending, fog effects, accelerat-
ed light sources. Let's take a look at the two implementations, which
aclually differ more than a first glance might indicate. 3D perfor-
mance on both was impressive, and as more titles ship that take
advantage of Direct30, these will be the cards to have-if you have
the bucks.

(Note that although we had final hardware, neither company had

MNOYEMBER 1096 CcG

Licensed from and developed by Gromilin Interaciive Lid. ©1996 Gremiin
Interactive Lid. All rights reserved. Reloaded is a trademark of Interplay
Productions. All rights reserved. Interplay is the sole publisher and
distributer. Sony® Is a registered trademuk of Sony Corporation,
Playstation™ is a trademark of Sony Computer Entertainment, inc.
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[ Great Year! |

| Great Game!]

Mythical creatures come to life 'as you battle for control of newly discovered lands in
the award-winning strategy game Heroes of Might and Magic". Explore virgin territory and
capture strategic positions and resources while expanding your influence and establishing
your dominance. Recruit your heroes, gather your armies, and challenge the other warlords

for supremacy. Victory is within your reach if you have the brains and the brawn to take it.

@ Over thirty unique combat units
@ Dozens of strategic scenarios

@ Custom “World Builder” included
in the Win 95 version

@ Exquisite SVGA graphics

® Intense Computer Al

@ Multiplayer: hot-seat, modem,
network, direct connect

Spectacular web offer check out

http://www.nweomputing.com

— NEW WORLD COMPUTING, ING

i Y -
Ell ” I] II 5 Available at your local software retailer or order direct from New World Computing at
: 1-800-251-9664 (818-734-7136 outside the U.S.), or by mail:
i A ! P.O. Box 4302 Hollywood, CA 90078-4302.
H u | E E - 4005 Neres Wl Computing Inc. Heroes of Might and Magie is a trademark of New Woed Computing In.
i A A A A A

- All ngits reserved, All other trademarks belong fo their respective holders.
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finalized its software bundles, so we'll update you in part 2 of the
graphics roundup next month.)

DIAMOND MONSTER 3D

Diamond's Monster 3D installed easily next to the STB Lightspeed
128 2D card (it was running in our system at the time), and the sam-
ple games we saw were lestimony to 3Dfx chipsel's rendering horse-
power. Impressive though they are, we're hoping for better overall
gameplay in future titles.

The Monster 3D was
somewhat slower than the
Orchid's offering in the
Direct3D lest-bul that's not
saying much. When we ran
Microsoft's HELLBENDER, we
never saw a frame rate number
less than 25, although the frame
rate counter was being updated

gent 1
Bun d 3 DE‘E\

software

QESTIHATION (}a D, 1Y pERBLNnE and

MecHWAE < decided.

so fast it was hard to read at times. uffer
Suffice it lo say that gameplay was B \o\a‘h { (800)4 AMUTM I
s0 smooth that we never saw any gontac ”ww diamondm: 0
jerkiness. i

Monster 3D delivers the goods:
Performance and

image quality were
stunning, and the
price was...well,
get out your wallet
and be prepared to
wince.

ORCHID ' Broie
EIIJGHTEGUS MechWarrior 2

The Orchid Righteous 3D was the top 3D performer of all the
boards reviewed, edging out the Monster 30 in the Direct3D test met:
rics. The card was simple to install, though the heavy shielded pass-
through cable required a bit of effort, but a shielded cable is a plus in
most modern systems.

One nice touch with the Righteous 3D was an additional panel
installed in the Display Properties control panel, which allows you to
\weak refresh rate and gammalcolor balance.

When we ran HELLBENDER, we never saw the frame rate counter dip
below 29 fps,
although as with

nghteous 3“ the Monster 3D

— the counter was

being updated
50 quickly, it was
hard to read
sometimes. The
frame rate was
rock solid
throughout the

Circle Reader Service #198
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test, and playing HeLLBeNDER wilh this
card was a fruly righteous experience.

pros: Be

& 0
fealure et 25 ) qraphics AND THE WINNER IS...
5 peed for 20000 The age of 3D acceleration is final-
i goftware pundle: ly upon us, with mainstream acceler-
dacided. alors like the Diamond Stealth 3D
pﬂne $299 ot 600) 577:0971 and the ATI 30 Xpression bringing

Con a new level of realilty and perfor-
mance to the slandard PC.
Adding a dedicated board like the
Righteous 3D can propel 3D
game performance into orbit,
Bear in mind, hawever, lhat lo
gain the benefits of 30 accel-
eration, a game must be written lo take
advantage of the hardware. So don't expect Doom or F15 Strike
EasLe 11l to run any faster on these cards. A point to consider: Given
the aggressive pricing of many of the 4MB boards, you'd do well to
spend a litlle extra now for more 3D performance up the road.
Rumors of the demise of 20 boards have been greally exaggerat:
ed, as the new ETG000-based cards from Hercules, STB and
Videologic attest. These cards offer superior DOS performance, top-
nofch 2D Windows performance, and terrific prices.

Of the mainstream cards, there aren’t any clear winners per se,
though the Matrox Mystique proved something of a disappoint-
ment.

We'd give the nod in performance to the Diamond Stealth 3D
2000 for its smooth implementation and balanced performance. The
ATl card would be an interesting choice if DOS VGA performance
weren't a critical factor. The Hercules Terminator 3D is a tough value
{o beal, with reasonable performance coupled with a very aggressive
price.

The best combination, however, would be to meld the 2D perfor-
mance of a Matrox Mystique, Diamond Stealth or Lightspeed 128
with the Righteous 3D. Then you'd have the hottest graphics setup
for gaming around-not to mention one of the priciest-at least for a
while,

Next month, we'll be reviewing Creative Labs' long-anticipated 3D
Blaster, as well as Rendition-based boards from Intergraph and
Sierra (yes, Sierra). We'll also take a look at some cards using 3D
Labs" Permedia chipset and some higher-end S3-based cards using
the VIRGE/VX chipset, and we'll put the intriguing PowerVR through
its paces. The age of 3D is upon us, bul it's anly in ils infancy.
There are still some teething pains to come as this burgeoning
technology begins to mature, but this year's 3D cards, coupled with
next year's crop of games, will bring us one more step on the road
o realism. %

Stereo 30 wit
the IR Surfer:

In your face, incredibly
helievable 3D effects popping off:
the screen with images so real
you'll think all hell broke loose!

eyewear compatlble wf
TV, yet costs under $100
interactive entertainme

Easy plug and play/kit #ith
lets you develop’ |
3D content using §

Wﬂgmphics
SELOt 5%
399 5o

@ *Lightweight, wirele
* crystal shuttering tecing)
*1nfrared (IR) transmiten
*3Didemovideo,
DEROM with WindoWEss)
Stereo VR™ MUX- :
iDescent™ /l; Desti
'and 30 Doodle™
ona Life(1,000h

To order, please give orde code #11CW,
Major credit cards accepfed. shipping and handling additional
(plus <a where applicable). 30-day retumn £ 90-day warranty,

| rights reserved. VR Surfer Is & trademark of VRex, Inc.,
er in 3D stereoscopic imaging. Patent panding.
\ ination Quartzon Is a trademark of Interplay Productions.
All other trademarks are properties of thelr respective awners.




ASSUME THE ROLE OF
JACck BUTCHER, AND THERE
WILL BE A LOT OF PEOPLE
WHO WANT YOU...DEAD.

CAUGHT IN THE CROSS-
HAIRS OF AN ARMY OF
TERMINATORS, YOou'LL
HAVE TO FIGHT YOUR WAY
TO SAFETY DODGING A
FIRESTORM OF BULLETS
THROUGH DOZENS OF
FLOORS AND WINDING
HALLWAYS OF TERROR.

A.l. assisted search & destroy. e
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s Your Computer Sound Rsleep?

HERE’S YOUR WAKE-UP CALL. Yamaha WaveForce sound upgrade cards will shock your
old sound card to life like six cups of double espresso, double caff.
WaveForce upgrade cards replace the outdated music functions of your sound card. Now

you get 4MB of wavetable sounds right out of professional Yamaha keyboards. Plus three on-
board professional digital effects processors. And the control and extra
features of the Yamaha XG MIDI format. So every nuance of music and

games are dramatically reproduced. And General MIDI software sounds
better than ever.

If you have a sound card with a WaveBlaster™ connector, choose the

- . DB50XG daughter board. Or, if your PC has an
MIDINCE] available card slot, fill it with the SW60XG and get better
sound quality than an audio CD. The SW60XG includes 18-bit digital to analog
converters (DAC). Gompared to the 16-bit sound of audio CDs and the 16-bit DAC of other sound cards,

the SWB0XG doubles and then doubles again the dynamic range. You'll hear louder louds, softer softs, less
noise and incomparable performance.

@
So get a WaveForce DB50XG or SW60XG and wake up to the way your com- YAMAHA
puter should sound. WaveForce sound upgrade cards and Yamaha YST multi- Tie Way Your Computer
media speakers are available at your favorite computer retailers. SHOULD SOUND.

WaEFoRtE  WAVEFORCE
NAS0XE (LR ko
SWEDXE

To receive product literalure, call (800) 823-8414 Ex1.403 or hilp:/fvwaw.yamaha.com. ©1998 Yamaha Corporation ol America, Compuler Related Producls, 6600 Orangethorpe Avenue,
Buena Park, CA 90620. All rights reserved. Yamaha, WaveForce and the Yamaha logo are registered trademarks of Yamaha Corporation of America, WaveBlaster is a registered trademark of Creative Labs,
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Fast, Faster,

Fastest

A Performance Report On The Hottest New Processors

ecently,
I've
been
getting
quite a
bit of
e-mail
from
gamers

who

are curious about some of the new
processors out there. Usually, people
understand the Pentium fairly well, but
there’s a dearth of information regard-
ing lwo alternatives to the Pentium: the
Cyrix 6x86 and the Pentium Pro. |
would go so far as to say there’s a lot of
mythology about them as well. | per-
sonally prefer to keep my mythology
cither in novels or computer gaines, 50
I set out to test once and for all how the
new kids on the block, CPU-wise, stack
up against the Pentium,

But let’s take a moment to reflect.
Less than a year ago, CGW built the

ultimate gaming rig, which used the
Pentium 133... now the Pentium 133 is
the entiy level, By the lime you read
this, the Pentium 75, 90, 100 and 120
will probably be historical artifacts —a
staggering amount of change insuch a
short time. The high end of the Intel
CPU line now is the 200MHz Pentium
Pro, and the 200MHz Cyrix 6x86 and
Pentium are nipping at the Pro’s heels.

1 took a look at the Pentium 166, the
Cyrix 6x86 P166+ and the Pentium Pro
200, running game-oriented hench-
marks. | didn’t have cither the Pentium
200 or Cyrix P200+, but the actual per-
formance difference is probably around
10 to 15 percent.

I wanted the test to be as even as
possible for the Pentium and Cyrix, so |
used a motherboard with Intel’s latest
chipset, the ‘liiton 2 (430HX, for you
gearheads,) The Pentium Pro was test-
ed ona PGSNE from Supermicro, and
uses Intel’s second generation Pentium
Pro chipset, code-named Natoma

(4401X). I used identical peripherals
for all the tests. The graphics card was a
Videologic Grafixstar 600 graphics
card, based on Tseng Lab’s new 128-bil
IET6000 graphics chip, Disk and CD-
ROM access chores were handled by
an Adaptec 2940UW SCSI controller
attached to a Plextor 6X CD-ROM and
a Seagate ST31055NB ultra SCSI GB
hard disk. All test configurations had
32MB of nonparity EDO DRAM. |
cven wenl so far as to use the same key-
board, mouse and monitor for the sake
of consislency.

[ ran the Winbench 96 benchmarks
for CPU and Windows 95 graphics per-
formance measurements. For DOS
game performance, | used CBench, a
DOS VCA and SVCA graphics bench-
mark written by Chris Dial. In addition,
I used QUAKE, DUKE NUKEM 3D and
FAS ADVANCED TACTICAL FIGHTERS

for real-world game performance (all at
640x480), See the table for my results.
With the sole exception of DUKE

(with FastVid)

Graphics CPU Chench Duke
Processor Winmark  Marki18 SVGA Nukem 30  Quake ATF
Cyrix 6x86 36.3 302 302  106.1fps* 30.5fps 22 fps 8.9 fps 21 fps
Pentium 166 33.7 321 318 121.6 fps* 39.0fps 30.5fps 13.5fps 20 fps
Pentium Pro/200  36.0 357  b42 146.6 fps* 28.91fps 21 fps 17.3fps  25.6 fps
(without FastVid)
Pentium Pro/200 N/A N/A N/A 190.1 fps*  48.6fps 25 fps 19.8 fps  29.8 fps

*These “frame rates” are reported by CBench, and though they greatly exceed the manitor's actual refresh rate (B0Hz), they repre-
sent the number of “frames” that could be computationally generated.
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‘ ‘ There's

a Pentium

Pro in your
future,

but your
mileage may

vary. , ,



Hit me,
baby.

BLACKJACK
WITH ATTITUDE

Why play alone when
you can play Hoyle'?
Only Hoyle®* offers
unique spirited oppo-
nents, three modes of
play, tournaments, and
Internet options. In
short, only Hoyle” has
Blackjack with attitude.

@SIFRRA'
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NUKEM 3D, the Pentium Pro system
clearly outpaces the Pentinm 166 and
the Cyrix 6x86. However, to get the
greatest performance boost out of the
Pentium Pro, you need to download a
little utility written by John Hinckley
(no, not the guy whe took a shot at
President Bonzo) ealled FastVid, which
enables some key features on the
Pentium Pro that are disabled by
default. These features are —brace
yourself—write posting, banked VCGA
write combining and SVGA linear
frame buffer write combining. Without
getling into too many nnts and bolts,

these features enable the Pentium Pro’s
Level I cache to work more efficiently
with graphics output. The result is a
dramatic increase in fgame graphics
performance .

FLOAT LIKE A BUTTERFLY...

Then there’s the matter of lloating
paint caleulations, those arithmetic oper-
ations that use noninteger arithmetic for
caleulations. Most games today use inte-
gers (i.c., whole numbers) lor many cal-
culations, but more and more graphics-
intensive 3D games will more than likely
use floating-point caleulations for geome-
try setup. Some current fitles — OUAKE

How Do You Rale?

Testing systems s a tricky business.
Even when you think everylhing is iden-
tical except for the item you're testing—
the graphics card, for example—you
find that results can change from one
test to another. Still, here are some
hints on testing your own system with
real applications,

» ATF: To test ATF frame rates, go into
the pro mission builder. Create a mis-
sion with only one plane (yours) and
have it sitting on a runway. Other air-
craft or objects will affect frame rate in
an unpredictable way. Enter the mission
Disable the joystick, since it eals into
CPU performance and the potential
maximum frame rate. When sitling in
your cockpit, and the plane is idle, hit
Clrl-F (press the Control key and the F
key simultaneously). You will see a
number representing frame rate in
frames per second al the bottom of
your screen

b Quake: To test Quake's frame rale,
bring up the console window (press the
~ key) and type TIMEREFRESH. You
may want to do this past the beginning
of a level to get the best number. Also,
try it at different resolutions.

» Duke Nukem 3D: Run the Duke
Nukem 3D setup program and choose
the resolution you want to test; turning
off sound will give you a better frame
rate number. Save the configuration. At
the DOS prompt, type “duke3d /m /1
/83" When the spaceship crashes and
you're actually in the game, type
“DMRATE" without moving Duke. You'll
see a continually refreshed frame rate
number at the upper left corner of the
screen.

» CBench: Download CBENCH from
CompuServe's Flight Simulator Forum
library 13 or from hitp:/fwww.dfw.net
~esdw/chris3d.html. CBENCH is a “syn-
thetic” benchmark, whose only purpose
in life is to test the performance of your
graphics system. There are two pro
grams, BENCH, which tests VGA perior-
mance, and SVGABNCH, which tests
SVGA performance.

¥ Finally, to get WinBench lest resulls,
you can order a copy of the new
WinBench 97 (available in mid-
November) from Ziff-Davis's benchmark
operation group. Drop them a postcard
and ask for the Winbench 97 CD-ROM:

Ziff-Davis Benchmark Operation
1001 Aviation Parkway, Suite 400
Morrisville NC 27560

Attn: Distribution Coordinator

s =
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The speakers that came with your computer are fine when you're creating reports and spreadsheets. But when it comes to playing
games, your speakers don’t cut it. Our ACS55 three piece Dolby® Multimedia Surround Sound Speaker System isan integration of
hardware and software that will revolutionize your gaming audio.




7 Interact with hundreds®

Infense Unner_marer fiction . ..

Stunning Hi-color, Hi-res
urauhg:s Wwith 65,000 colors
Htmn'é'pneric surround sound

. Detailed storyline with
real-fime baftles in SVGA
vector graphics

) Realistic underwater mofion ‘
simulafion with currents

" Impressive arsenal
of Wweapons

of characters
Advanced dialog susreml

Humﬂnir-ﬂﬁs Wwhere the deep beqins . . .

CHECH OUT WWW.BLUEBYTE.COM FOR YOUR MISSION INSTRUCTIONS
Call 1-800-933-Byte for further information.

=

P e RO Erop - = —fe =
,“i‘v"'*\fg"; i P

‘.
-

Blue Byte Software, Inc. / 33 South Roselle Road / Suite 201 / Schaumburg, IL 60193 / Voice; (847) 534-7950 / Fax: (847) 534-7951
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for example —already do. Asittums out,  a 32-bit game, and henee benefits from— upon reflection, | realized it's pretty

the Cyrix 6x86% fluating-point unit (FPU) — the Pentium Pro. The faster clock rate much performing at its potential. The
is slower than the comparable Pentiums, doesn't hurt cither. However, the 6x86 P66+ © ss than the Pentium
In turn, the Pentium’s IFPU hardware is Pentinm Pro doesn’t we | with 8- 166, and the C

slower than the Pentium Pro’s, which and 16-bit operations, 1 shows up

explains why the QUAKE numbers vary in the DUKE NUkes 3D frame rate Ox86 P166+ a Pentium 166 kille

greally from one processor o another. resulls. As it turns out, Duke NUKem gaming, not really. [t dusts the Pentium
Also, the Pentium Pro shines inper- 31 uses a lot of 8- and 16-bit opera- 133 for integer performance, but its

|}

forming 32-bit operations —and all Win - tions, and the Pentium Pro’s perfor- floating point performance doesn'l

21

95 titles these re created usi mance under DUKE suffers as a resull. quite stack up. On the other hand, if
bit technology (as opposed to older Initially I was disappointed in the vou're on a tight budget, and vou don't
games using 16-bit technology). Al is  performance of the Cyrix chip, but see yourself running a lot of floating-

point-intensive games, then the 6x8
Something Klamath This Way Comes...

The next-generation Pentium Pro chip, code-named Klamath, will have
some interesting features. The built-in Level 2 (L2) cache will no er the Pentium 166.

longer be permanently attached. Instead, there will be a snap-in mod- What about the Pentiuin 2007 1 aven't
ule that may support cache sizes larger than 512KB. The detachable
cache module will run a little slower than the current built-in L2
cache, but will run at a faster clock rate and will have a larger Level 1
cache. Intel will apparently offer Pentium Pro overdrive upgrades, for
existing Pentium Pros, that will run at a higher clock rate and have
Intel's MMX instruction set built in.

worlh considering. But if you're not on

a tight budget, you'd do well to consid-

actually tested a system using the

LAB NOTES

Pentium 200, but initial reports indicate
that the Pentium 200 nuns only about 10
percent faster than the Pentium 166

Interestingly, the 200MHz Pentium Pro

DUKE MAY ROCK
BUT RAMSES RULES.

COMING IN NOVEMBER.

HTTP:// WWW.ILAYMATESTOYS.COM

4 naninG peoing| | ﬂ"%
| SEGA SATURN smm ol < w
ol S lue! ?sg
Z="| Pccp-rom )
For Windows™ 31 or Windows 95, L it tis oo i ARE- P 16200 Trojan Way
PlayStation | s o o iy LULLE LD La Mirada, GA 90638
oy R (145621743
that they ae compatible
with your BEGA System.
POWERELAVE B ofl y Al rights resarved. Play I ve E: Inc. Authorizod User. * 95 la a reg ol of Micrasolt Corporation. Sega, E‘mﬁnzmﬂ Sagn Satuin

is a Trademark of Sega Enterprises Lid. All Rights Reserved. F and the PlayStation logos are of Sony C Ei Inc. PIE is a trademarnk of P
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A breakthrough in sound so real,

your PC will have

The crowd keeps gl‘OWlﬂg
until they have your house surrounded.
Then the chanting begins. "A-W-E.. A-W-E.. A-W-E"

[t scems that Sound Blaster” AWE 32™ PnP is the first

sound card to develop its own cult lollowing. That's

because it makes every other sound card seem like a blast
from the past.

The AWE 32 ¢

e Tt

puts professional EHiinds Synbens

sound technology
from E-mu

CRLC

its own groupies.

Systems, the professional audio experts,
inside your PC. It delivers the mind-bending
realism of wave-table synthesis—which uses
actual recordings of real sound effects and
musical instruments. And it plays up to 32
notes simultancously, adding new detail
and richness to your favorite games
and software.

AWE 32 is the first sound card
that supports 3D Positional Audio”’ so you can
hear those dueling guitars coming at you from
different places in the room. It also features
Creative's 3D Stereo Enhancement Technology””

PR—

which makes your whole
system sound richer and
mere_powerful

(Our apologies to the neighbors.) )

ATIVE

Our downloadable SoundFont” technology lets you
add new sounds and instruments to your card. Add up to
28 MB of memory to create your own audio library. We

d even included a microphone and software for recording
\\_ music and sound effects. And, of course, the AWE 32

is fully Plug and Play and works with Windows' 95,
Windows 3.1 and DOS. So installation is a fﬂ

no bfﬂlﬂ(.r Check ont onir nete Tine of i
Sound [laster™ Speakers, sold

\WEII'II’ O separately ut your local dealer.
complete your multimedia

dream system? Pick up the new ot
Blaster CD”8x CD-ROM and Sound Blaster Speakers too,
at your nearest Creative Labs dealer. But take along your

Supnd Blaster AWE3E PP Hear Ithat fou've Heen Misging bodvevard, incase

the groupies ==

get carried

away.
4 wwuw.creativelabs.com

CREATIVE LABS, INC.

iy reserved Sewimd Hloser and the Crestor Labs g e

wlogy Ui Sewrdbent i o segivtorrd soadomuh of Lo Syviems b Wiandous a5 segiverml inaderisl
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MOTHERBOARDS AND OTHER RANTS

On to my next soapbox. Motherhoard technology is
advaneing, too— i some ways faster than CPU technology.
"The core logie chipset or CPU support logic are those compo-
nents on your computer’s main system board that handle all
the traffic-cop chores for moving data around. Recently, Intel
has released a new core logic chipset for the Pentium. These
new chips, collectively known as ‘Triton 11, have greatly stream-
lined data paths. In fact, it's possible now to build a mother-
board that exceeds the capabilities of other components in the
systemif the designer isn't careful. I had a recent

LOYD CASE

doesi’twant o get into the actual business of making graphics
hardware; but instead wants Lo drive what they hope will be a
standard specification (theirs), and license the technology to
hardware vendors. Although Microsoft has strayed into the
hardware business on occasion (the Windows Sound System,
Microsoft Mouse and Sidewinder 3D joystick), Talisman
appears to be much more ambitious. The AGP-based
"Talisian specification is very aggressive, calling for 75 frames
per second running at 1024 x 768 x 24-bit color. More on this
in next month'’s 31 graphics board featnre. S

experience with one company whose motherboard
wasn't ready for prime time. In truth, all they did was
include a BIOS feature that could really juice up
memory accesses — excepl that most people’s mem-
ory couldn't handle, ercating lockups and other prob-
lems. 1o be fair, the company did fix the problem,
and most Tiiton 1 motherboards work quite well.

On the positive side, Intel also released a new
chipset, code-named Natoma, for Pentium Pro svs-
tems. Natoma-based svstems can use DO DRAM
and are much less problematic than systems using
the older Orion chip-set. If you dedide to roll vour
own upgrade, definitely look for boards using the
newer chipsets.

By the way, if yvou decide to get one of the Cyrix
processors, check with Cyrix to make sure vour
motherboard is supported. Better vel, buy a whole
system. The P150+, the P166.+ and the P200+ chips
all generate a lot of heat, so a cooling fan is a must.
Also, the P200+ has an external clock requency —
the speed at which it communicates with the memo-
1y bus —of 75MHz, whereas just about all other sys-
tems’ memory busses run al 66MIHz. Most mother-
boards can't handle the faster bus speed, so make
sure the board vou get has a memory bus capable of
running at 75M1 [z

Finally, what's in store for the future? Intel’s MMX
technology will show np in Pentium processors carly
next year, and MMX could have a significant impact
on 2D graphics performance and audio. MNX will
also be embedded in the Pentivnm Pro later in 1997,
Another interesting development, Intel's Advanced
Craphics Port (AGP) will be a special interface slot
for graphics cards that will take voluminous 3D
graphics traffie off the PC1 bus and promises
upwards of four times the PCIbus’s maximum
throughput.

Iinally, Microsoft seems to have dipped a toe in
the graphics hardware business, At SIGGRAPH, the
annual conference for graphics gurms, Microsofi
announced a reference hardware platform they call
Talisman, specifically tuned to aceelerate

DircetDraw and Direet3D) applications. Microsoft

WHo NeEeps INTERRUPTIONS?

(QUICKSOUND)

Why kill yourself just to pump up the bass or silence your enemies?

With QuickSound, you'll never have to sacrifice performance—

or quit your game—to adjust your PC sound. You get instant
control of volume, tone, mix, mute and more, with the touch
of a button, Pure power at your fingertips. Because it’s true
what they say: quitters are losers.

Lahtec
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Labtec Enterprises, Inc, 3801 NE 109th, Suite |, Yancouver, WA 98682 Yisit your retailer or go to www.labtec.com




5 NEW,

TerraNova: Stnk.e Zork Nemesis Star Trek Deep Space The 11th Hour Phantasmagoria
ForceCentaun Adventure 5065602 Nine: Harbinger Intoractive Game 5054309 Adventure 5004502
EORERON D0S 48666 or MAL 65040, Bmb, M Adventure 5072608 D03 48576, Bmb, M WINZ.1 48886 or MAC LCIIT, Bmb, M
M DOS 486/66, Bmb, M
‘H Mission Critical dventure 5062607 = Police Quest: SWAT Adventura 9062500 \\l . Nine Month Miracle Medical Rel. 5060603
“i D0S 485/33, d4mb, M 'ﬁm *WIN3, 1 486/33, Bmb, M ANESLE w3 1 38633 or MAC LCHI, 8mb, M
Mindscape Complete Caesar Il Stralegy Game 5068606 1001 Really Coal Web Sitos Interngd Guide 5053004
Reference Library Gen. Reference 5037106 D05 386/40, Bmb, M WIN3.1 386 or MAC Classic, 4mb, M, K
A
WiIN3.1 386733, emd, 1 il Fantasy General Strategy Game 5067301 7th Guest Interect, Game 5004700
The Family Doctor Medical Rel. 5055207 “ = D05 353040, &mb. M DOS 386/33 o MACG LI, 4mby, 1
WING.1 486723 or MAC LCII, dmb, 1 The Pagemaster Adventure 5027008 Casper Brainy Book Children's Fd. 5048905
“E\q Picture Perfect Golf Sports 5054200 WINZ.1 486 or MAG LCII, dmb, M WIN3.1 486, 4mb or MAC LCII, Bmb, M For ages 4-8
% “WIN3.1 386, dmb, M. J, K

Woodruff And The Schnibble  Advanture 037304 Let’s Pretend Children's k. 5056304

WIN3.1 486, dmb, M E E‘N WIN3.1 48633 or MAC LCII, Bmb, B For agas 3+
How Multimedia Computers Work  Camputar Tutor. 5044300 808 Great Letters Gen, Reterence 5041702
Jaua WIN3. 1 386/33, 4mb, I WINAT 386, 4mb. M
PROGRAMMER'S LIBRARY PTS Official ) Doom Il fucade Styls 5021506
m:‘sdf:‘;:;_sgﬂm“::““ Computer Tutor. 5043807 DS 386/33 or MAC LCII, 4mb, M. J, K
MTV Unplugged Mausic Coll 5079702
Ef,:’;“,';;g’;“,:m Ll b Strategy Game 5027404 WWIN 1 4BR56 or MAC B8040, Bnb, M
Aces Collector's Edition Flight Sim §037908 T e,
WIN3,1 486, 4mb, M ; I
p- Precision Mapping 2.0 Travel 5071204 3 .’ Pld
WIN31 386, dmb, M E 4 ! ;
Police Quest: Open Season Adventure 5002803 4 In t eI la cti \{ f‘ 3 R )"
el DOS 386, 4mb or MAC LC, Bmb, M  Encvelapedia |
JAVA Programmer’s The Ultimate Doom: Arts And Letters Draw Home/Personal 5048301 % }’ : P _ :
Library Thy Flesh Consumed WIN3.1 386, 4mb, M ]
i 507 v 50444 : .
ot ’:‘E Suce 5077200 l_'“rlmd i, 'I'a" 109 Discovering Shakespeare Literature Coll. - 5051600
WIN3,1 388, 4mb, M A WIN3.1 486 or MAC LCIII, Bmb, M
King's Quest VIi:
T A i The Princeless Bride Arcats Style 5024401
WIN3.1 386/33 or MAG LCIII, dmb, M
i~ Just Me & My Dad Children's Ed. 5067400 )
SNEW Y 1 488 or BAC LCI, 4, M Resume Maker : : X o
Deluxe CD Home/Personal 5050703 ! . Nick Jr. Math HEN.
The Bible Bibls Reterence 5031703 WIN3.1 386:33, Bmb, M. . K Compton'’s Entvngl?dli o f-H N
WIN3.1.386, 4mb, M ﬂi . Inside The SAT & PSAT College Prep. 5060702 Gen, Remmnru 5046008 :h_ _I?I sEd. _San2nr
Print Artist 3.0 Home/Personal 5051404 ERENS winia 1 386 or MAC LCII, 8mb, M, K L) 0, S s ’ !
WIN3.1 3¢8725, 4mb, M. K. P Golf Digest's Best Places To Play  Sports 5045208 '
The Incredible Machine 3 Strategy Game 5043302 WIN3.1 486, 4mb, M Beer Hunter Gen Inferest 5040803
WIN3.1 386 or MAG LCII, 4mb, M ADI's 2nd & 3Ird Grade English  Childien'sEd. 5052008 WIN3.1 488 or MAC LCIII, Amb, M
Outpost Strategy Game 5007703 WING.1 486733 or MAG LCHI, Bmb, M “-N . Angel Devoid Adventure 5065404
WIN3.1 386, 4mb or MAC LCIII, Bmb, M, K ADI's 4th & 5th Grade English  Children's €0, 5053301 DOS 486/86 or MAC LCII, 8mb, M
ri| - Connections Adventure 5071501 VVING. 1 486733 or MAG LCHI, 8mb, M And More Calendars Home/Parsonal 5049507
WE \WiNa. 1 486/33 or MAC 68040, Bmb, M E\N  Trophy Bass Fishing ArcadeStyle 5054101 WIN3.1 386 or MAG LG, 4mb, M, B K
Dr. Ruth's Encyclopedia Of Sex  Homa/Personal 5027602 AW 4855 o HAG Lo, B, M “r;w : Peter Rabbit & Benjamin Bunny Childen's Ed 5067103
WIN3.1 486, 4mb, M How Your Body Works Medical Rel. 5044201 WIN3.1 486/G6, Bmb, M
WIN3.1 486 or MAC LCIHI, Bmb, M
Sports lllustrated I Mavis Beacon N
Mpultimedla Almanac Sporls 5036504 Corel Gallery Clip Art Library 5010301 TIE_atheFS, Typing f{l Typing Tulorial 5052402
WINZ.1 386/25 or MACH, 4mb, M WIN3.1 385, 4mb or MAC LCII, 2mb, M WIN3.1 36633, 6mb, M.K
Mastercook Deluxe Home/Personal 5052700 Pool Champion Arcade Style 5060306 Instant Internet Access Internet Guide 5031000
SN Win3, 1 386725 or MAC 1, 4mb, M WIN3.1 486/66, Bmb, M, J, K WIN3. 1386, 4mb, M
McKenzie & Co./ Mixed Up Mother Goose Deluxe  Children's Ed. - 5042304
Games For Her Agventure 5052008 WING.1 386 or MAC LCII, 8mb, M Forages 36

How To Select CD-ROMs For Your System.

Each selaction includes the following important information
minimum system requited, minimum CPL reauired, minimdm
amount of RAM required, and required peripherals

|
(M=mouse, J=joyslick, K=keyboard, P=printar) j For faster service, use your credit card and call us toll-free 24 hours a day. F-
Fex g titles, the minimum system requirements recommendad {unlun H
otherwise indicated) are: Hardware! .]S'JGA manitor (256 colors), sound 7 2 ®
card, 40mb hard drive, double speed CD-ROM drive. Operaling System: F[ 1 80 0 9 -1 0 0 0 De 1.

DOS 5.0, Windows 3.1, Macintosh System 7.0, SDN CD-ROM DIRECT

WIN3. 1 4868:50, Bmb, M ‘\&\‘{ Dinotopia Aebventure 5063003
DOS 486/G6, 8mb, M
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Spycraft: Hexen Gabriel Knight: Mechwarrior 2 Command & Congquer
The Great Game Arcade S'.-;‘u,- 08 The Beast Within Arcade Style 5043609 Strategy Game 5050208
Acven.um 5063201 D05 46/33 o MAC G ; DOS 486/66 or MAC 68040, Bmb, M DOS 4856, Emb, M

5 456/66 or MAC 65030, 8mb, M

CD-ROM s For
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(See details below.)

i Heretic reade Style Raven Project dventure
Hereti Arcade § 5066709 o The ji A 5069307
* DOS 488, 4mb, M : ‘d’t“ 15565 B,
\} - VirusNet Utility 5080106 Navy Strike Flight Sim 5051009
'ﬁi 2 W31 365, 2, DOS 186/66, 4mb, M. J, K
= s 'E‘-‘{ . William's Arcade Classics Arcade Style 6072400
== M no5 agran, 4mh, b
AL Official Guide To
T Netscape Navigator Computer Tutor. 5061908
WIN3.1 4EG. 4mb ar MAC LCII. 8mb. M
Shivers Advenlure 5058102
WIN3.1 468/33, 6mb, M
Adam: The Inside Story Madical Rel. 5058605 B
ATRIT A SRR L ng ML - H
LN L. Zone Raiders The Oregon Trail Il
¢ i'{ Road Trips Travel 5066006 Arcade Game 5058904 Arcade Sl,lr 078308
. | Nl W1 458 mb ity g WML 45 2heh of MAT G530 Eb 11
" Jumpstart First Grade Children's Ed. 5045901
S “&\H WIN3.1 485 0r MAC LCHI, 4mb, M Forages 57 .o+ Stars Of The Louvre Artist Coll. 5067608
‘ ; The Lost Mind Of Dr. Brain Children's Ed. 5037502 "“N " YNS.Y 268, S o MAG LG, Simh. M
Berlltz Live SPEH'Sh FI'th U""“'"j't?g’_ VU1 435 0 MAG LEI b, M ; Nascar Racing Drving Sim 5001300
Lan Juale Tutar o | S0 ) . [0S 386/40, Bmb, M, J. K
e = e #;?r:%a{:ﬁ:ﬁfg[gaﬁm g:"l;'r:?: Ed. 5027701 L ga:se;l‘h:r GIIclulry Anthology Adventure 5072806
i MES f 86, 4mb, N
... Comptan’s Complete Aucir Are You Afraid Of The Dark? Children's Ent. 5072905 i Cyberia 2 Adventure 5074703
WP neci e sy WEE oo MacLs (NN 03 656, amo.
The Daedalus Encounter Agvemure 5034707 FX Fighter Arcage Style 5045109
-The Uncxplained Historical 5073801 WINS.1 4E6/33 or MAC LCII, Emb, M DOS 486133, 4mb, M
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WING.1 486733, Bmb, M

A whole new way to get the most exciting
CD-ROMs this holiday season - games, reference, edutainment and mare - all
al great prices! Great to give as gifts. Great to keep for yoursell. Just write in the numbers of
the 4 CD-ROMs you want for 89,95 each, plus shipping and handiing. In exchange, you
agree lo buy 4 more CD-ROMSs in the next 2 years, at our regular prices (currently as low as
§29.95, plus shipping and handling) — and you may cancel membership at any time after
doing s0. What's more, you can get ane mare CD-BOM right now for the low prica of

$19.95 and have less to buy later (see complete details in coupon),

Free CD-ROM magazine sent approximately every 4:6 weeks (up to 13 times a year)
reviewing our Fealured Selection - plus scores of allermate choices, including many lower
priced CD-ROMs. And you may also receive Special Selection mailings up to four times a
year. (That's up to 17 buying opportunities a year!)

Buy only what you want! If you want the Featured Selection, do nothing ~ it will be
sent automatically. If you'd prefer an alternative selection, or none at all, just mail the response
card always provided by the date specified. You'll always have 14 days lo decide: if not, you
may return the selection at our expense.

Money-Saving Bonus Plan, If you continue your membership after
tulfilling your obligation, you'll be eligible for our generous bonus plan. It enables you to enjoy
great savings on the CD-ROMs you want = for as long as you decide o remain a member!

10-Day Risk-Free Trial. We'll send details of how Columbia House GD-ROM Direct
works along with your introductory package. If you're not satisfied, return everything within 10
days at our expense for a full refund and no further obligation,

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

K Columbia House CD-ROM Direct R:2 601 3108 Gantooury Cour

ingtan, IN -:}’-1[)-1-14%
Yes, please enroll me under the terms outlined in this advertisement. As a member, | need buy just
4 more CD-ROMs at your «

pgular prices within the next 2 years

Send my CD-ROM selections for: (check one only Cee (1 D macintesh (3)
Send me these 4 CD-ROMs lor just $9.95 each plus $1.75 each shipping/handling (lotal $46.80)

e | [# | # | O

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

I [T Aleo sand my first sefection for $19.95 plus $1.75 shipping/Mandhing which | me aui:ng ta my $46.80 =0 | ;
| paymenl (to‘ai 368, 50) I then need 10 buy only 3 mbre (instead of 4) in 2 years

Please check how paying: [l |'\-'|,r check is enclosed
] Charge my inreductory CD-ROMSs and future CD-ROM Direct purchases to:
[ Mastercard [ Diners cub [ amex [ visa [ iscove

(EQR/EVP)
(EQS/EW2)

Focoant Nurmber

My main CD-ROM interest Is: (check one) (ot Yo are siways et

[ Enentainment [_] Education
(inchy ke

| Edutainment 1 Productivity

Namni Phone ( )
Adriress, Apt
City, Statey Zip

Imporiant! Did you re

lwlu.c Columtna House reserves the nght 1o regues
abon, of to cancel any membership, Ofter im il
4, Mawaii, Puerto Rico, U.S. tenitones, APO and J—I’{}. dure
tax addod o all ordors Fat (‘Dn 11(}

member lo choose PC or Mac? Will ycur seleclions run on your syslem?

hip or reject any
yd States H{‘SIQEIJ[E of

il d
©1996 The Columbia House Company



Price: $129.95
Vendor: K2 Interactive
(868) PLAY-K2I
http:/fwww.k2i.com
Reader Service #: 326

REVIEW ¢ K2 INTERACTIVE VERBAL COMMANDER

You Talkin’ To Me?

Voice Recognition Finally Starts To Come of Age

by Dave Salvator

25 Interactive’s Verbal
Commander is the lalest
s])ccch recognition product
designed for games. While
not perfect, Verbal
Commander (VC) docs a
goad job of letting you drive

DOS garnes with voice com-
munds rather than kevstrokes.,

VC isnt Plug-and-Play, but it’s easy lo
install since it requires only one 1/0)
address (set with jumpers). s DOS-
based Verbal Commander utility ships
with about 20 preconfigured command
profiles for popular game titles.

VC is a “trainable voice-recognition
system,” meaning that vou have to
“teach” it commands, which it can then

recognize during gameplay. VC also ships
wilh a headset that uses noise-cancella-
tion to help improve the recognition rate.
We conligured VO Lo play QUARE,
DukE NUKEN 3D and 12000, and for
all thiee titles its hit rate on voice com-
minds was pretty good, even with the

rAPPEAL: For action and flight sim
gamers who pine for an extra set of
hands to man the controls.

PPROS: Easy installation; straightfor-
wart configuration utility; pretty good
hit rate.

PCOMS: No
native Windows 95
support yet; annoy-
ing rehoot back to
Windows 95 from

DOS hatch file.

REVIEVW * QUICKSHOT SOUND FORCE SPEAKERS

Sound Deal

O ——————)

Price: Sound Force GGBD,
$69; Sound Force 800,
§149

Vendor: QuikShot, Inc.
Milpitas, CA

(408) 263-4163
Ittp:/hwww.quikshot.com
Reader Service #: 327

AN

QuikShot Speakers Let You Crank It Up For Less

by Dave Salvator

hat goad are a game’s
killer sound effects and
sound track if they're
plaved through a pair
of Dixic-cup speakers?
As arule, with speakers
you do gel whal you
pay for. QuikShot has
introduced its Sound loree line of speak-

ers, which deliver impressive sound quali-
by att good prices. We listened 1o hwo maod-
cls and we liked whal we heard.

The Sound Foree 660 is i two-speaker
sustem with no subwooler (actually, what's
often referred to as a “subwooler™ is really
awoofer). Despite the lack of a separate
woofer, the 660 delivers gnml litss

tesponse and more-than-adequate vol-

cC MNMOVEMBER 1995

ume levels with the volume contiol at
about 30 percent. Other contrals consist
of bass/tiehle, power, and a 1/S-inch head-
phone jack that mutes the speakers when
headphones are used. Caming audio in
Quiake and 1172000 sounded elean and
well defined, with solid response from low

PAPPEAL: If you've had a hanker-
ing for better sound from your system,
these habies could he the ticket.

PROS: Impressive sound ruality at
a good price. The 800’s powerful amp
and woofer will
drive away pests.

rCOMS: You won't
confuse them with
Bang & Olufson
speakers, but what SR
o you want for
less than $2007

games” background noise, VO was somie-
times intolerant of deviation from the
original conmmand sound, forcing the
speaker o repeal a commiand several
times before it would respond. But the hit
rate was high enough in titles like 1512000
to make flying the plane easier and more
fun, Plus, VC is programmable, so you
can configure games anyway vou want.
K2 currently has a Windows 95 device
driver and front end in the works; it’s due

out late this vear. Over and out, %

t high frequencies, Audio CI musie
also sounded clean, even at louder vol-
ume levels, and the frequeney response
cidn't suffer at lower volume.

The Sound Force SO0 features a 6 1/2-
inch wooler with satellites, each of which
is equipped with a 3-inch full-range driver.
Again, quality was generally good, though
some vocal music sounded a bit muddy:
The 8005 amplifier rating — 240 walts
overall—is four times that of the 6607,
and it makes for londer volume levels sans
distortion, and heeficr bass response with
the dedicated wooler,

Both speaker systems deliver good
audiv lor the price, though the nod would
have to go the 660, which at $70 will
greatly enhance any rigs ailing audio sys-

tem. Your cars will see the difference. &



WICKEDLY FAS

From the people who brought you Matrox
Millennium, the world'’s favorite graphics
accelerator, comes the next wave of graphics
innovation for your home PC.

Matrox Mystique’s state-of-the-art technology

combines the new MGA-1064SG 64-bil graphics
chip, advanced PCI design and powerful SGRAM
memory for mind altering performance.

Experience today’s 3D game titles at up t
30+ frames per second at higher resc
and color depths with Matrox Mystigue’s
lightning fast 3D texture mapping engine. At last yo
amazing game performance at up to twice the speed 0
the competition’s 3D decelerators.

From now on your Windows 95 applications will explode
onto your screen at over 44 million Winmarks. You'll play:
back TV quality MPEG and AVI video clips at & smoot
30 frames per second. And get the world's fastest DOS
game acceleration.

Enter an exciting new world of video applications. Matrox's
high quality Rainbow Runner upgrade modules redefine
video on the PC. Send video over the internet, play PC
games on your big sceen TV, decode MPEG video in
hardware, watch TV on the PC and a whole lot more!
Explore all the possibilities - at an incredible low price.

Satisfy your desire for the fastest, most complete 3D
entertainment and multimedia graphics accelerator.
Discover the plug and play world of Matrox Mystique.

Starting at only $179 (ESP 2 MB, PCI bus) & FREE soeTw D UNDLEY &

matrox mpoy o

1-800-362-9349 http://www.matrox.com/mga H}ﬂﬂlﬂlﬂi

Matrox Graphics Inc.1025 St Regis Bivd Dorval, Quebec, Canada, HIP 2T4 Tel: 514.969-6320

Ps
Fax: 514.869.6362 In Quebee, call: 514-969-6330 NENOSIS Mhcds i alh
*Retail versiononty e
A b fests condectend by Matsos Gaaphecs boc. on ataiiowy 1% Hob combagrand with bt 1% PG BERSHE o 1D HAM vy Jo6 cachee ooy Mysisgoe, Dommd Stisdily 1Y XWX i AV KITRESSHON s Cam gl wwill 7 AL oof dvwnnry or fhet 1LY bus sineg ey iokedss 507 100 and 200

trspecinvety for Wb 95 Wasllosch 56 bests conbu o i 1M & 768 besobabon vl B bl colon . P ridiesds g Lege hosts widks Winds &%
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Our New Righteous
Accelerate Niore 1




3D Accelerator Will
an Your Graphics.

INTRODUCING RIGHTEOUS 3D. WHETHER YOU’'RE INTO SERIOUS
FLIGHT S1MS OR HARDCORE MUTANT-BLASTING, THERE’S NOTHING IN THE
GALAXY THAT CAN Pumr MORE 3D REALITY INTO YOUR GAMES.

That's because Righteous 3D has
some of the most advanced features
ever designed into a 3D accelerator.

Like real-time interactive rendering,

T dual 64-bit memory architecture,

P RS P GRS stvanced ltering and antalising
built-in transparent and translucent effects and Windows® 95 Direct3D" support, to name a few.
But all this rocket science is just technobabble if it can’t make your games more fun.
Which is exactly what Righteous 3D does. You not only get eye-popping visual effects—smooth
textured images and outrageous atmospherics —you get full speed
interactivity. Something no mere graphics board can deliver.
In fact, Righteous 3D is the first accelerator of its kind that

can render complex 3D images at full-motion frame rates.

And much higher heart rates.

No more pixels. No more herky-jerky
stick figures. Just sharp, clear images that move like nothing you've
ever seen on a monitor. Which can make good games great.
And great games truly awesome.

So get a grip on reality. Visit your computer retailer or

our website at www.orchid.com, or call us for more

.@
information at 1-800-806-9142. And see what -\

a little adrenaline can do for your system. ORCHID

A Micronics Company

ers, Ine. Micronics, Righteous 30 and the Orchid logo are trademarks of Micronics Computers, Inc. All other
rty of their reapective owners. Descent™Il: Destination Quartzan 3D screen shots courntesy of Interplay.”

21996 Micronies Lam)
trademarks are the pr

Circle Reader Service #294



urself in
. . 'r ' sew

ol

The newest CO-AD nightmare from the masters ll-ff”llﬂllllr.

Visit www.sierra.com, see your local dealer or call 1.800.757.7707.

MATURE {
AGES 17+
@ SUDEE R R A" © Sierra On-Line, Inc. ® and/or ™ designate trademarks of, or licensed to Sierra On-Line, Inc.
=" U.S. Patent Nos. 5,430,835 and 5,377,977, Other U.S. and foreign patents pending.

All rights reserved.
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SCORPIA * A

Life WithThe
Abhy Normals

NorviaLiry Offers Up Goofy, Lightweight Fun With An Edge

here isn't much
that’s normal
about Nogr-
MALITY, a crazy lil-
tle adventure
from Cremlin
Interactive and
Interplay Produc-
tions. Set inan

R : unspecified
future in the city of Neutiopolis, it [ollows
the zany antics of Kent, an inkempt
teenage malcontent who just wants to be
left alone to do his own thing, Naturally,
that's not about to happen.

Neutropolis isin't going lo gel on any-
one’s most-livable-cities list. A permanenl
cloud of simog hangs over the city, obscur-
ing sun and sky. Norm lroopers are every-
where, ready to enforce the “Stay Normal”
motto of Leader Paul, one way or another,
which usnally means a stretch in the
feared Blue Pens for the nonconformisl,

Kent is very much a nonconformist,

The Crystal Ball foresees many new
games set in TSR's AD&D universe.
Sierra Online now has the license
to the Birthright world, and is wark-
ing on its first title, THe Gorgon’s
AvLuiance, as well as on a Birthright

CRYSTAL BALL

told in September, Interplay has the
Forgotten Realms and Planescape
licenses.

Take 2 has the Ravenloft and Steel

& Bone licenses. Its first Ravenloft

online game. As the Crystal Ball fore-

YOODOO THAT VOODOO Normauity features, among other things, one of the oddest
PDAs to grace an adventure game. Click on the doll's eyes to examine an object, click
on his mouth to talk, and open his chest to open an object.

and, as the game starts, has just been
released from avisil to the Pens. While
doing lime, he received a mysterious note
from an unknown person. Following up

game, Iron & Blood, will be published
by Acclaim Entertainment.

Finally, SSI now only has the rights
to finish its Dark Sun Onung; it does
not have the rights to the rest of the
Dark Sun world, which are up for
grabs. SSI does have the license for
the Rod of Seven Parts adventure,
and is planning a game for a 1997
release.
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on that, itisn’t long before he becomes
involved with an underground move-
ment, of sorts. “Of sorts,” because as
rebels, these folks are on the meffectual
side. "They hide ont in a dumpster, have
no patticular plan to follow, and aren’t
really working in anv effective way to over-
throw the current government

Kent’s arrival on the scene changes all
that. Not that he’s weleomed with open
arms, mind you. Before he can join up,
he has to prove himself. You get the
impression that Heather, nominal leader
ol the group, hands him the assignment
more to get rid of this stranger rather than
asareal test.

Of course, when Kent is successful,

NOVEMBER 1936 cG

‘ ‘ Only in

NORMALITY can
one make

coffee from
scummy
water and
white paint,
and only in
NORMALITY
would
someone

drink it. ’ ’

e‘

What are
Scorpia’s Top 15
adventure/RPE
games? If you
want lo know,
see our Web
site.
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Price: $49.95

System Requirements:
IBM-compatible 4860X2
66MHz, MS-DOS 5.0,
8IMB RAM, 20MB hard
drive space, or better, 2x
CD-ROM, Microsoft-
compatible mouse, VGA
or SVGA with corract
VESA drivers. Supporls
Sound Blaster, Microsoft
Sound System, Ensoniq
Soundscape.

# of Players: 1
Protection: lone (CD
must be in drive)
Designers: Gremlin
Interactive L1d.
Publisher: Interplay
Productions

Irvine, CA

(714) 553-6655

Reader Service #: 328
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E‘Ll.l--mifa“l' HAULAGE

ROCKET BABE Join the revolution and meet fabulous revolutionary babes, such as the
specimen shown here, ready to light your fire.

that attitude changes a bit, and suddenly
our hero becomes the “man of all work”
for the rebels. In fact, he ends up doing
just about everything for them, while they
continue to hang oul in the dumpster,
much as before. | guess old habits die
hard. Heh.

DUMB AND DUMBER

While the background sounds grim,
and there is a serious undercurrent, this is
acomedy and its all played for laughs.
The 3D graphics have a certain cartoony
aspeet to them, everyone (excepl Kent) is
about as sharp as a butter knife, and some

of the puzzles have improbable solutions,
Only in NORMALITY can one make a cup
of coffee from scummy water and white
paint—and only in NORMALITY would
someone drink it,

"The interface, like many these days, is a
simple affair, When the cursor is over a
hot spot you can try one of three basie
cormmands: Examing, Use, or Pick Up.
This can be done from the keyboard by
hiﬂing the appropriale letter, or by using
the game’s “voodoo doll,” which appears
when vou press the right mounse button
while the cursor is over a hot spot. This
doll is a earicature of Kent, and clicking

various parls of the body performs differ-
ent actions. One hand picks items up; the
other hand uses them. The eyes look at
something, while the chest is used to
open doors or other objects.

Moving around locations can be done
nsing cursor keys or mouse; | found that
the keyboard was generally easier. "The
view is mostly first-person 3D, although
there are many cut seenes and automated
5(.‘('11(..'"(.'{'_‘.‘5 Wht!l‘(r K{‘.“[ i‘l)])l'i!rﬁ CHY SCTeCn.
Usually these happen when Kent per-
forms an action that is especially impor-
tant, or especially bizarre, 18 also possible
to look up or down by using the Page Up
and Page Down keys.

Movement between locations is
accomplished by nsing a map. Places
Kent can visit light up as the cursor
touches them; elicking the mouse takes
him there. Some areas are available
thoughout the game, while others are
reachable only once. Kent has to learm
aboul, or be sent to, most locations to get
there.

Conversations begin when you click
on a person. Occasionally, the conversa-
tion will be autonatic between Kentand
the other person, but most of the time,
vou have several tapics to choose from.

Happily, NoryaLITY allows for text
anly, specch only, or both speech and text,
Since few sound cards are supported —
the Gravis is fortunately one of them —
having an all-text option brings the game

T

NORMALITY TIPS: Having trouble gain-
ing entry to the TV station? It's obvious
that the security guard has an aversion
to rats, but scaring him with the rubber
rat from the mall is not good enough, i
you think back to the beginning of the
game, you should recall that there's a
real rat trapped in your washing machine
at home. To open the maching, you're
going to need to smash the door with a
heavy (frozen) object.

¥ Painting the wafile sculpture yallow, as
Heather asks you to do, is no easy task,
The first thing to do is lo find the extin-

cG MOVEMBER 1995

guisher and fill it with
the yellow paint in the
barrel by the river,
Does the Norm confis-
cate the exlinguisher
when you try to go
back? Don't worry—
it's all part of the plan,
Just find a way to get
the Norm to use the

extinguisher on the

statue himself. If there was just some
way to sel il on fire...

¥ At the Ordinary Outpost, you don't
need to destroy the evidence against
you, bul it changes the game if you do.
If you decide to do it, you need to fix

the grinder by finding and then attaching
two cogs to it. Grab the ladder on the
way out to the haulage container—you'll
need it to find the smaller cog. Once
you've fixed the grinder, throw in every
piece of evidence to destroy it.

_— e e s s .- ——————



“With its lush, detailed
animation, Circle Of Bloo
resembles the classic arcade
game Dragon’s Lair. But it
seems this time the game
will play as good as it looks.”

— CD-ROMTODAY  American George Stobbart happens into

a Parisian cafe one afternoon because he
wants a cup of coffee. But after a clown
delivers a plastic explosive that blows the place to smithereens,
all George Stobbart wants are
some answers.

¢ High resolution animations hand
drawn with painstaking detail by
Don Bluth Studios alumni
(All Dogs Go To Heaven and An
American Tail)

¢ Features a cinematic musical score
from the talents of soundtrack
producer Barrington Phelong
(Truly, Madly, Deeply and
Nostradamus)

Buried deep beneath the bodies
and the rubble of that explosion
lies a fourteenth century medieval
order called The Knights Templar.
Only you can unlock the secret

of this intriguing historical
adventure and stop the vicious
conspiracy that threatens to

4 Available for Windows® 95/DQOS.
CD-ROM and MAC CD-ROM

'rr reshape the world.
i
1
§ :
/i 1996 REVOLUTION SQFTWARE LTD, All Righls Reserved, Circle of Blood is a trademark of Revols 1 Ltd.
’ 1 by Virgin Entertal 1, Inc. Virgin is a regh I trad k of Virgin Enterp Ltd.
f dows and the Windows Logo are registered s of M ft Corporati
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Fast action and stunning realism — = iE O R E A0 W

that's the promise of new 3D games and
edutainment software. But if your Super
Star Fighter jerks along instead of zoom-
ing and your “terrifying” monsters are
glaringly pixelated — face it. You're not
having much fun.

Don't just play it...Live it!
With a Reactor 3D graphics accelerator on

your P[f expedt whole new interactive IndyCar with SVGA Graphics IndyCar with Reactor Graphics

experience! Notice the jagged lines and edges and the flat, dull colors. Where's  Now you're racing! See the defail on next car, Walch those rearview
the crowd? What are those blocky things in the background? Are mirrors — that's real 3D! Notice the crowd in the stands ond the

Plus Indy(.'ur fl"und HB“Bender"‘ FREE! you really into this roce? mountains in the background. And how about that sky!

Want to know more? Call 800-763-0242 or reach us on the Internet ot http://www.intergraph.com/ics/reactor.

Iatefgmin end e etergraph Mg e evgiitoind Sraderraris A5 Neactor s o Sradearsariv.of {aterraph D poration. FeiHerdir o & trademtark of Micmse Corporntion. Dsker Brands asd proadod
amcs ant raderiehs of thele ppediiie futerd
|eersraph betievis M k-j!t!.-ah\\ iy i padblicition B aceprabe a of i publication dke. Sich Informiation B siedpect to visege wishout eedion and B waieet i apilicathe vecmical prdact

i : 1 "

shocriptiooy. latangrarl o st espurnible for & % Cigreright % Inberisaph Covporacior: Honsille, AL 4505000 Circle Readar Service #81




within reach of more people. On the
other hand, having sound is important,
sinee itis the voice of Kent (plaved by
Corey Feldman) that carries much of
the game. Seeing the words alone on
sereen just isn't the same as hearing
then,

Save positions are generons; vou can
have up to 99 of them, as well as over-
write carlier saves. Saving and restoring
can be done most of the time: there are
a few instances, such as during conver-
sations, when this option isn't available.

RIDDLE ME THIS

Generally, the puzzles are not, for the
maost part, all that difficult. Many times,
what to doina situation is obvious; it is
having the rght ilem or items on hand
that can be trouble. Miss something
somewhere, and you could be stuck for
quite awhile on what is otherwise an
easy problem. That happened tome in
the Mall toy store. | ran the cursor over
the tool wall; three ilems were
“dead” spots, and I didn’t touch
the fourth one. OF course, that
was the important ilem,

If vou do get stuck, the back
of the manual has some hints
and obseure clues to solving
many of the puzzles. It fairly
detailed on getting you started
(out of the apartment); after
that, the hints are nol quite so
generous, but enongh in many
cises fo SPUE VO o1,

NORMALITY is also a short
gaime, Major locations are few,
and there is much running
back and forth between them,
Sequences lend Lo alternale belween
complexand simple. Painting the walfle
sculpture at the MIN'T Mall is a compli-
cated maneuver, while plaving the video
at the TV station is straightforward,
Likewise, rescuing Saul is an involved
matter, whereas the rescue of Dai
Nanderlipis alimosta trifle.

“The two main irritations | had with
NoOrMALIIY were the inconsistent inter-
face and the loading times. Supposedly.
_\'()II CIaIn se k(f_\'l)flill'(! (f!‘.lllll]'l.'ll'l.(l.‘i fnr

everything in the game, but that isn't

SCORPIA

true. | first ran into this problem while
trying lo destioy evidence in lhe
Rescarch |ab.

Alter fixing the grinder, | simply
couldn’t do anything with the items
needing destruction. Kentwould say “1
don'twantit” or “What would 1 do with
i7" when | tried to pick up or use the
objects, "This nearly drove me erazy until,
in desperation, 1 tried the voodoo doll
method, and then evervthing went well,
‘There were a few other similar instances
later in the game, where the keyboard
didi’t work but the doll did. Tam sur-
priscd that something like this escaped
the attention of the playtesters.

‘The other annovance was the slow
loadling time of new areas. When Kent
Iravels between locations, say from the
Plush-Rest Factory to the NINT Mall,
you see him cither looking ata wateh or
jogaing through a blue spiral while the
new ared loads in. There’s nothing vou

can do here but wait, and the wait is a

SURF CITY Kent's adventures take him all over the grimy
police state of Neutropolis, including, at one point, a raft
ride down the city's polluted river

long one. There were times [ was relue-
tant to travel beeause of this, especially
when I knew it was just lo run some-
where, pick up a single item and then
come back.

Overall, though, NORMALIY isn't bud.
It has some genuine humor init, and
can be a good change of pace ifyou've
been playing something heavy (like T
Panpora Direcive) lately While the
game is not likely to keep veteran adven-
turers ocenpied for very long, anyone
looking for light material and a quick
play will probably find it here. %

MOVEMBER 1996 CG

ADVENTURE/RPG

Would it be
uncouth to
applaud myself?

CASINO GAMES
WITH ATTITUDE

There's no casino like
Hoyle' Casino. Seven
animated opponents
keep the games lively.
Slot machines, video
poker and seven more
casino favorites Kkeep
the thrilling action
going. Place all bets on
Hoyle"® Casino.

@SIERRA'



SCORPION'S TALE
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= Need A Hint? Scorpia lakes A Walk Through THe Panpora DIRecTive

=T
hiis tmonth, we take a trip vou'll lave to go back lo"Tex’s apartiment some stull i it You'll need to take a closer
through The Pindora and solve the (simple) color puzzle look at the (restored) photo to find
Directive, and as theres alot on the CD and retum. out where that place is. You'll also

to cover, we'll get right loit. ‘The day ends at the probably want to cheek ont the

As you probably know, [Tamingo; whether Tex BAKS most recent victing ask

PanDORA has seven possible s there with Chelsec or not, the most likely person, and be

endings. Which one vouget — eventually he slips upstairs sure to look around the room

depends for the most part for a chat with Emily, very carcfully,

an how Tex reacts to people, Now vou get to break

whal deals he aceepls or DAY THREE into the offices of
refuses, aned how he handles his relation- Abusy ene. First, you hush-hush federal
ship with Chelsee. This is entirely up lo have to reconstruet the agency (a Pls work is
the player, so I'm not sayving much about tom note (pretty sim- never done). First,
that, especially as the game path has little - ple, this one). Who you have Lo get the
cffect on the puzzles. L willmentionone  would know best clipboard from the
milestone along the way: If you take about stalkers and receptionist’s desk
Chelsee 1o the Flamingo, you're nol on killers? Right, go (zood thing no one is
Mission Streel. have a chat with s around, eh?). Fyvenvthing

him. Then ) vou need is close at hand;

DAY ONE another round pay special attention to the

"I'his is get-acquainted-with-the- of the streets blinds and table.
neighborhood day. Mostly you hit the is in order, I suggest saving right
stores around the block, finding out after which after you pass through the
exactly how much “lex owes everyone, you should have no locked door if you're in
Paying up is a smarl idea, but it’s best to frouble gelting in touch Game Player made.
leave Nilo at the Ritz for last, as that gets - with Lucia Pemell and There’s a guard o be
you into a certain apartment amd ends setiing up a very infor- dealt with, whiclyis best
the day. mative meeting, done by high-

Have we beento the tailing it down the left

o e ['unhonse ' cormidor to the slorage
DAY TWO oof of the Funl N dor to the storag
Recovering from the traditional Pl yet? No? (Did you .+ oom (and close the
gets conked on the head” rontine, von remember to ask for £ door behind vou!).
have the chance to search Malloy's apart- the key?) Let’s go take - From this vantage
ment. Take your time, look evervwhere, alook..after getting et point, it shouldn't
and be sure to examine all you finl. This past the cop lack, that take you long lo

gives you more things to ask about around - is. The first pair is a one-to- figurc out

the neighborhood. With the right one relationship; the rest can be how lo give

approaches, lex ends up withacouple of — found with some trial and error, the guard

=

keys. One opens the warchouse; the other Someone sure “ theslip
gels vou into the Flamingo, briefly. was careless, T L . " (inmore
Then its off to the cabin in the woods, leaving his S,. -l ' i ways
where matters look rather ominous. jacket up here, %‘ = than
Before you ean open the locked door, Lispecially with g § one). Then you can snoop

cG MOVEMBER |
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SCORPION'S TALE

around a cerlain office, being sure lo over-
look the hookease, among other things.
Whew! You made it out alive, There’s
one person lo lalk 1o (very impm'lunl],
then you can head Lo the water lower, and
watch as the BAK gets ready for another
victim. Uh oh! Will Emily survive? Mavhe,
maybe not. Either way, you have 1o eatch
the guy yourself (Incky ‘lex). "This is tricky,
and real-tinie, loo, Basically, vou have lo
act close 1o him without being seen.
Timing and moving fastare erucial here,

aswell as keeping ont of sight.

DAY FOUR

Alter the antormated conversation with
Malden (and a brief glimpse of Regan,
Malloy’s daughter), it’s time to find the
missing box. You'll want to look down
uncler, once vou have something lrom up
on top. Don't he too quick to grab it,
though. Check out the box first; a trap
awaits the unwary (this is not hard to

defuse)

TOWER OF POWER Observe the killer in action from the water

tower on the Funhouse roof.

Sometime afler this, Tex will be picked
up for interrogation by the Feds. 'The rules
for survival (lex can t'.‘iki!}' dic here) are
don't be “simart,” don’t be dumb, don’t tell
all vou know, and dont hang on to it.

There’s something in the alley behind
the Flamingo you'll want to take avery
close look at (once vou get it down). A
friend can help you find the location
How vou handle the andlady is up 1o you,
but you must get into the room and pick
up everything you can. I1s also necessary
to leave and returm, so you can finally
locate Malloy and have a chat with him.

cC MOVEMBER 1596

DAY FIVE

Alter
checking mes-
sages, the first
ordder of the
davis fo relum
to the scene of
last night’s firc-
works. Asice
[rom stull to
grab there'sa
sale lo be
opened. The
ANSWET i5 on
the Fverlok
caid (the peo-
ple who give
vou asquare deal). This provides a couple
of things, including an important key,
which, of course, vou run right off to use
‘Then you'll have to break the bad news to
someone

Now you hear from darling Lucia
again. She doesn’t want much; she jost
wanls you lo
break into the led
ollices again.
Lueky Tex!
Remember to ask

HVENTOHY

comMmme |

ExAMINE |
MINT | TENT | Inaver

ALMILIAPTY FATIEL

for a favorin
return (after this,
by the way, Lucia
will be inavail-
able until Day

ISight).

OR, now yon
need away in
there, 'The dead
san be of assis-
tance here; talk to
apal aboul that.
Onee at the offices, don't head to the
Evidence Room right away; there'’s some-
thing else here to check out firsl,

Now you're nuul) far alittle Ihi('\'t‘.!}'.
Four lockers inall can be opened."Twvo
require keys (which vou have); the other
two are already open (careless, these secu-
rity boys). Did vou notice that “travel” was
suppressed when von entered the room?
This is deliberate, You'll have to do some
thing with the evidence before you can
wallz ont with it After this, hurrah! You
won't need to retum,

Yourll hiear from Regan again, and

HVETTTOMY

coMmINeE |
EXAMING |
HINT [ TEXRT | TRAavel

AUMILIARY PAMEL

HOTEL HELL Nilo wants his money in a bad way, but try to hold
out until the end of Day One to pay him off.

while she hasn't much to tell, you do get
another lead. Before rushing off, though,
vou might want to open those lwo boes
vou have, Regan's is casy, il vou have
something from Mallov’s erate; just match
the patterns, Fmily’s box is quite another
matler, however, and one of the longher
puzzles.

After combining the necessary items,
concentrate on the physical relationship
between the eities mentioned (you nay
already have noticed that the peg holes
ke no sense when compared with the
map). When something appears on the
peg board, you'll know you've placed a
pair correctly.

Finally, vou can go lalk to your new
contact. Be sure lo go over everything
with him; you may need to converse
twice (the most important thing here is
Roswell). Then Fitzpatrick will give yon

the info you need.

DAY SIX

Worricd about Archie? You're right fo
feel that way. | suggest doing something
about it, soon. loday and Day Seven take
place in the Roswell military facility. s
is the casy day; evervthing here is tradi-
tional adventure game stulll Texis in the
scenrity compound right now; the goal is
lo gelinto the main complex.

As usnal, grab evervthing vou can. [n
Clame J’];:_\vr macle, Vol have ta reassem-
ble the paper punches for the code to the
laser field room (no code in Fntertain-
ment mode). Outside, Tollow the sime

routine (only one shed can be opened),
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SCORPION'S TALE

noting the loudspeaker system. In the
laser room, deactivaling parls of the field
is not hard, if you keep in mind that you
don’t have to use just the numbers men-
tioned in the instructions (this is an old
puzzle, by the way). Then walk throngh
the blue parts to the other end (this is
where the sealed door is),

Now vou can work on opening the
emergency door in the seeurily com-
pound. This is very obvions stuff, so we'll
skip to the important part: blowing open
the sealed door. Stand as far from the
door as vou can when you place the dyna-
mite. Once that's done, you must run
back through the laser field and out the
door ASAP! If you're not fast enough, Tex
will be caught in the blast (you may want
to save before setting the charge, just in

case!)

DAY SEVEN

Nasty, An alien something is in there,
and it’s on the way: “Tex will die if the thing
catches him, so let’s avoid that. Leave
‘.ig;lﬂ-.'m:l'ns; for later, ]".\vl}'ihing needed is
on this loor, in the rooms on the left
(from where vou enler) side.

"The objective is to lure the thing to a
certain place, where you can then use a
cerlain device on il Alter listening to the
CDin the dorms, vou'll know what room
that is. I suggest starting with the mess hall
kitchen, and then going on fo the two
storage rooms,

After the thing is gone, you can explore

al leisure. 'The ree room has several

- .L » I.Iﬂ i r ;.\
N BELARRAN:

THE PUZZLE PLACE Blatantly ignoring the bounds of subtlety, we have
assembled the torn note for your viewing pleasure, That's what you get

for reading a walk-through.

[ MNOYEMBER 1935
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use

comaine

EXAMINE

HIMT TEXT
TAALPL

AUMILIARY FANEL

MALLOY’S AFORETHOUGHT Having trouble opening Regan's box? Check out the tapes-

try in Malloy's crate for help.

important items, especially the Abductor
toy. Some of what you pick up, combined
with the duct tape, will get you the secu-
rity card, Unflortunately, only one oomon
level two is open; the rest are sealed off.
Check this room carefully, especially
aronnd the projector.

Since you can't gel past the doors,
you'll have 1o send the abductor through
the ducts instead. Fverything is on J2;
there are four rooms (Hwee in
Intertainment mode) 1o visit, and each
has something you need. When you've
got them all, vou can use the second ele-
vator..after dealing with the C-+ charge
wired Lo the controls (this stuff is worse
than toxic).

OK,
you're
almost
(l“[ll.’.
[)!}\\'ll{l”
el 1oVl threc,
youl have lo
assemble a

comaIne

.nq'hnm.'_ | Wi kit 1

minT | rExT)

A | ;1U.'l}|t:llL‘
A | (rCl) (from
whalt Vol
find here
and other
items you
should
have found

on level one). That gets vou into the stor-
age facility. The final puzzle is to manually
move (via compulter) the containers
around so you can gel out the one you
wanl. This requires a bit of thought and
some advance planning, but it isn't hard.
Once you have the item you camie for,

vou can leave, ending the day (whew!).

DAY EIGHT

Ms. Pernellis available again, so give
her a buzz and make the exchange.
Finally, you can read the disk vou picked
up from Mallov’s other room (which
SCEIMS AZES L0 I!} now). This gels you
Elijah Witt’s phone mumber (before call-
Eng him, vou may want Lo visit the elee-
lromes slore),

Thalking to Wit is tricky; | found the
fatherly approach best for starters. Essen-
tially, vou're going to lure him out so vou
can break into his apartiment and *_;l'uh his
box. Save belore going there. Once
insice, an alarm sounds, and you must nin
around the apartment hitting plates (four)
to tumn it off before the cops come. Three
are on the ground floor (bwo are visible,
one is masked); one is upstairs,

Do a thorongh search upstairs and
downstairs, grabbing and examining
everything possible. Check oul the arca
near the ﬁll']'}hll'{‘, and you will soon have
the key Lo the statue. Inside is a moving

block puzzle; you should have found the
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SCORPION'S TALE

numbers upstairs.

Now vou have Witt’s box, and this
opens with the infamous Mayan
Calendar puzzle, 'To solve this, just
remember to treat the Mayan days as
months (this is incorrect in reality, but it
works in the game).

Only one box remains to be found,
This is the one packed off to South

America; it may have been retumed to

sender, so cheek that out. When you have

it, use the onyx pieces from Witts hox to
construct a frame around this box, At last,
vou can assemble the Pandora Device,
which leads to a long automated

sequence ending the day.

DAY NINE
This is a romp througlh a Mayan
I’_\'r:lmirl. You start in the map room.

Cather all 14 picces, and check one of the

corridors for something so vou can copy

the map after vou put the pieces together.

“This area is not really a maze, but you

| HTVERTOMY

v SCORC

|
use

I-'CDHB“"E
jExanung | 7
HINT | TEXT rrAaveL

ALKILIAMY FAMMEL

LIGHT MY FIRE What would a mystery story be without a bogus fireplace? Snoop
around here for that key that you're looking for.

must check every corridor and dead end
as you go so you don’t miss an important
item. If vou are in Came Playver mode,

examine every room door carclully, not-

ing especially the dot positions.
Always examine the walls of cach new
room. They usually hold clues to puzzle

solutions. In the birds room, the crystals

REARACEICARIDRIVERSIDON;TUSE}
Y OVSTICKS MNEITHERISHOULD,
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SCORPION'S TALE

are hit in pairs. When you do it right, the
pair turns black. This opens the door out,
which in Game Plaver mode (only) leads
to the Fireball oom, Here I'im giving the
answer: you must try all four doors, 'The

orcler doesi’t matter; its always the fourtl

[comaire

EXAMINE |

i [ TesT |

ALNILIAITY F

OUT, MON SEWER Having trouble locating a cerfain box?
Try taking a trip through @ manhole. And don't pick up that
box too quickly!

door you try that opens, which is why you
have to go to all of them.

In the wasp room, vou lave to smoke
oul the bugs before you can do anything,
Thenit’s simply a matter of doing an casy
jigsaw=lype puzzle and moving on lo the
dagger oom. Check the totem pole for
the solution. Then you can head to the
pentagon room, the last one. In Came
Player mode, there is a puzzle o solve
here; this relates o the
door dol positions.
Whenit’s completed
(don't waste time or the
ceiling will erush you),
“lexis deposited in the
Mavan Ascension
Room, where he meels
up again with Regan.
First look around for Scorpia
something uselul, then
see whal you can use it

on. An esplosive com-

bination and a little

weight in the right places will get both of
vouout of the oo,

IFinally, vou're out of the pyramid...and
right there in front of you is what you're
after. And after this, 'm not saying any-
thing, becanse what happens next
depends entirely on the path vou've fol-
lowed through the game, and the rest is

up o you,

Good luckl &

HowToReachScorpia

AOL: Scorpia’s Lair (keyword: scorpia)

Delphi: GameSIG (Groups and Clubs menu)

GEnie: Games RoundTable (type: Scorpia)

Internet: scorpia@aol.com

U.S. Mail (with a self-addressed, stamped envelope if
you live in the U.S.):

P.0. Box 338
Gracie Station
New York, NY 10028
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NASCAR or recoil of your Chain Gun, the
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level of realism.

“VIRTUAL UTOPIA!”
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simulator!

HOW

A 100 walt subwoofer built into the base generates
low frequency sound that resonates through the
wave chamber hidden inside the chair. Thus you not
only hear but FEEL your simulation. Paired with your
amplifier, the ThunderSeat makes your favorite flight
sim as realistic as it can be without a motion

“A DOUBLE MUST-HAVE,
Anyone who plays computer
games will want this
AMAZING CHAIR!"
Marc Spiwak
POPULAR ELECTRONICS

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

IT WORKS

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

Shake Rattle and Roli
for as little as $159.95!

For a FREE CATALOGUE CALL

1 800 » 8-THUNDER

ThunderSeat Technologies
17835 Sky Park Circle, Suite C i Irvine, CA 92714
714.851.1230 .

FAX: 714.851.1185
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SNEAK PREVIEW ¢ PYST

Hate Myst?

Get Pyst!

John Goodman And Jokesters From The Firesign Theater

Team Up To Salirize Prelentious Megahit

By Kate Hedstrom

ySTis probably the clos-
est thingwe've gol toa
pop-cullure phenome-
non in computer games,
While you were playing
Doos, your grand-
mother was playing
MysT. It's been a perma-
nent resident at the top

of the sales charts, and
industry bean-counters say that close lo 4
million people have taken a erack at the
game. If you've been paying any attention
lo compuler games in the past two years,
vou've at least heard about those sumptu-
ous graphics, thal enigmatic story, and
those, um,

challenging puzzles.

‘I'he game, for belter or
worse, spawned an enlire
subcategory of adventure
game— the MysT-alike —
as software publishers
scrambled to duplicale its
suceess with pretty, but
mostly lifeless worlds
chock full of irritating
lever-and-bulton puzzles,
And Myst took itself so
dam seriously, which
makes it a very ripe targel
for some good-natured

ribbing.

Enter Pyst. The first title in a planned

series of parodies from Parroly Interactive,

Pys1is nol a game but a tongue-in-
cheek look at what might happen
when 4 million pleasure-seckers

Global Variable Conflict Hessage

Your Global Variables may be conflicting
with properly or i ly interfaced
monitor/keyboard cards or nested Lozal

variables in the main program algorithm.
Sco Hesmted Incongruities in theo Manual
which is not included.

WHAT, ME WORRY? Not that you're likely to need it, but
don't expect to get much assistance from the Help files
if something goes wrong.

through Mys1 will experience a certain
sense of satisfaction at seeing the greal
blue and red books sizzling away in the
library fireplace.

Some of the levers and buttons around
the island still work, but they've been

are set loose on a tiny island

(Pyst, in this case) Lo Mip levers,
poke buttons, and try to get some-
thing, anything, to happen. 1t looks

like the midway at the county fair

and lock the gates.

The devastation is revealed in a
series of posteards: cigaretle butls
and trash litter the ground, graffiti

covers the walls, a trailer park has

taken root on the lawn outside the
observatory, and, lo make matters

worse, there’s a tormado on the hori-

a happy gamer, someone’s been fling-
ing stull at thal dammn clock lower
with a catapult. Anyone

who's sin 1551_;](‘4

right after they kick out the last drunk

zon. Because a frustrated gamer is nol

rewired to give very different results,
Clicking on the hol spots scatlered
throughout cach scene vield animations
in the Mad magazine vein—a dog

WILD, WILD WEB Spread the joy by
e-mailing Pyst postcards to your friends
and loved ones from Parroty’s site at
wWww.pyst.com.




urinates, toxic waste oozes into the sea—
and we see just how bad things have
become for poor Pyst Island.

But they're about to get worse. The
Octoplex Corporation has big plans to
turm Pystinto a resort community, with
concominiums, a golf course, even a jet-
ski marina, Right away we mect our
Octoplex representatives, Bob and
Cheryl, a pair so perky they make the
[sntertainment Tonight anchors sound
posilively sullen. Before Ocloplex breaks
ground, however, they're going to have to
do something about that family of aliens
that's taken up residence in the racket
ship.

Oh, and in case you're wondering
what happened to the mysterious creator
of our fair island, he hasn't been left out.
John Goodman plays the fogay King
Matruss, who's since found a much bet-
ter use for that lumace in the log cabin
He really wants to get rid of the riffraff
who've invaded his peaceful kingdom,
but he can't seem o gel around to doing
anvthing about it. These two ne'er-do-
well sons of his are still hanging around,
too. The delicate Prince Syrrup appears
1o have developed a nervous condition
from interacting with so many island
explorers (well, who could blame him?).
His brother, on the other hand, the
Prince (formerly known as Prince), has
fared much better and seems to be set-
tling into his newfound celebrity quite
well,

As mentioned earlier, PyStis not a
game and doesn'l pretend to be more
than it is—a one-joke dig at a pompous,
over-hyped product. Even so, not all the
humor in Pystis directed toward its inspi-
ration. Peter Bergman, cofounder of the
venerated Firesign Theater comedy
ensemble, created the video and audio
clips, so many of the jokes derive as much
from American pop culture and current
events as they do from Myst, While this
gives Pysta wider appeal, its a little disap-
pointing that the creators passed up some
of the more obvious chanees for having
funat MysTS expense.

Parroty’s PYsT plans don't stop with the
CD-ROM. A Web site accessible direetly
from the program is being set up that will
allow users to c-mail PysT posteards lo

friends, as well as get a look al new scenes
available only online. Purchasers of the
product gel access to a members-only
arca with chat, bulletin boards and extra
goodies. Parroty also plans on expanding
the site to include non-Pyst chuckles and
other paradies as the product line grows,
as well as links to other humor sites on the
Web. The disc ineludes a trailer of John

PYST « SNEAK PREVIEW

Coodman singing the “Theme lrom
Pys1” and a short movie chronicling the
making of PYst, which is at least as funny
as the parody itself. PYST is expected to
ship in mid-October as a hybrid
Windows-Mac CD-ROM. At a street

price of about S14.95, this might be just

the right stocking stuffer for the favorile
Mysi=basher in vour life%
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Clock New

Serving as a stern warning about environmental awareness, Pyst shows what happens when
millions of nosy adventure gamers poke around your magic island, pulling levers, playing in your
space ship, and generally futzing with everything in sight.
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» ENGAGE IN THOUSANDS

This is not your typical PC product -

Meridian 59 is ONLY played on
the Internet. Requires SLIP/PPP
Internet connection.

LATEX.

wnks of Thi 300 Company, Metseape Navigntorand the Netscape Navipator Inelu
ks ate thet propertias of their respective ovmers

Visit your favorite retailer or to
order direct, dial 1-800-336-3506.

300, the 300 Jogas. Studio 00 and Meridian 58 are trademarks and/or
Nutscape Communications Corporation. Allpthar tradzmarks and/or reglsteree

logo e trademarks of
21996 The 300 Company, All nghls eserved




Ty
Play with
thousands of

real [.?'L’{'th'r{’.'r

AR

N e

Meridian 59"~
the first Internet-based 3D

www.3do.com ‘/«f _

/meritian

Play
Meridian 59 FREE
For 30 Days! _4 ‘
¢ T Let the
[nternet quest
begin!
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SNEAK PREVIEW * THE NEVERHOOD CHRONICLES

Low-Tech
High-Tech

A Wonderful Play In THe NEVERHOOD CHRONICLES

by Johnny L. Wilson

hen you think of
the onsereen
magic of Steven
Spielberg, you
think of special
effects. Spiclberg,
the genius film-
miaker, has been
known to tell his
employees that “if
it docsn't seem impossible, it probably

isn' worth doing.” After bringing greal
white sharks, the Ark of the Covenant, an
extraterrestrial with a capital T, and
long-extinet dinosaurs to life, you'd expecl
that when this generation’s answer lo
Irving Thalberg and Orson Welles turned
his attention to computer games, l}m.\'
would be full of high-tech special effects,
You'd be wrong. Not anly will one of
the first Dreamworks SKC games to be
released lack high-tech special effects for
which Spiclberg is known, but the design
team has eschewed the digital tools with

PUTTY-PUTTY CAR One cule puzzle in the game involves the orientation of these
putt-putt cars with regard to these Mayanesque etchings on clay walls.

(=] NOVEMBER 1995

which compuler
game pyiotechnic
magic has usually
been buill,
Avoiding the
more cost-¢lfi-
cient animalion
possibilities of
Softimage or 3D
Studio Max, the
dlesign team
kinown as 'The

Neverhood has

":ﬂughl The BRIDGE OVER THE RIVER CLAY Klaymen must assemble the
NEVERHOOD bridge-contral mechanism at this point and drain the lake to reach
CHRONICLES lo the laboratory.

life by using the

time-honored stop-action animation style
made famous by brilliant animators like
Willis O'Brien (King Kong, Mighty Joe
Young), Ray Harryhausen (The 7th Voyage
of Sinbad, Clash of the Titans), and
Ceorge Powell (The Nightmare Before
Christmas). They hoped that the clay
environment and occa-
sional rough spots in the
animation would have
more charm than com-
puter animation’s rela-
tively sterile look. Their

instinets were correct,

CAN YOU SAY
“NEVERHOOD!"?

"The Neverhood is a
design team created by a
number of refugees fom
Shiny (including team
members from the

ALADDIN Sega Genesis
game and FARTHWORM
Jim), and T

NEVERHOOD CHRONICLES is their way of
doing something different by creating a
traditional-style adventure game with
stop-action, clay animation. The protago-
nist, a latex 'veryman known simply as
Klaymen, lives in a universe literally made
of clay (the sets themselves oceupy 2,000
square feet and involved 2 12 tons of
clay). Indeed, even the interface is made
up of menus hand-drawn in clay, a clay
cursor and clay buttons.

Al first, the game feels like MySTin
clay. Klaymen has to solve puzzles to get
oul of rooms where he is all alone, and is
much like an inexperienced method actor
still trying to find his motivation.

Fortunately, it doesn’t lake long to get
past the MYST deja v, "THE NEVERHOOD
ChroNicLES (INC) should appeal to the
MysT audience, since the puzzles are the
spatial and logic puzzles similar to those
found in that megahit. Also the game uni-
verse is so artistically wonderful that some
players will just want to explore all the dif-
ferent scenes just to see the weird clay
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ungeons8Dragons®

most famous world,t

FORGOTTEN REALMS....

...it left in its wake the most revolutionary ney

Il the wizards and magicians in the Realms could never have predicted what happened
Alhal mystical night in the dungeons of Undermountain. After all of their spells, conjuring,
and attempts to sce the future, the future literally crashed down upon them. With deadly force.

It left an indelible mark. It affected their vision. Their movement. Their way of lifc and
death. It changed their history as well as their future.

Introducing DESCENT TO UNDERMOUNTAIN®, the most revolutionary new AD&D*
FORGOTTEN REALMS action RPG game in centuries. Based on the hugely successful
Descent engine, the dark inhabitants of Undermountain’s stone belly now experience 3D
vision and 360° movement. Perhaps it was the strange visitor from the future. Perhaps just
the trauma. But multiple characters are now
developing in the cracks and under the rocks of ancient caves.

All of this, along with multiple player options has forever changed the face of the AD&D*
FORGOTTEN REALMS world. What came down from the hercafter that fateful night, is
certain to continue down into history. And down. And down. And down.

N

HBESCENT TS
Download the interactive preview at www://Interplay.dragonplay.com

Fiay Froducbins. nﬁrg{ﬂs reserved. Decent £ 1998 Paralax Software. Al rights reserved

€1835 Int
DESCENT TO UNDERMOUNTAIN, M’:JLED DUNGECHS & DRAGDHS, ADAD, FF}HCOHE\I REALMS, and the TSR bgoa:e trademarks of TSA kne. Al rights resenved,
INTERPLAY 5 & tradamark of Inferplay Productions. Al fights resarved,




RPG game to date. |

9 THE AWARD WINNING Peh D Y, Vi
DESCENT™ ENGINE MEETS THE SPLEMDIE | DOtEEbns8Dragons: |
MOST FAMOUS AD&D" WORLD, 1 d{?/qﬂ,c 7
THE FORGOTTEN REALMS® ? e [ <

) FuLL 3D, 360° FIRST PERSON s
ACTION BASED ON THE HUGELY ;s
SUCCESSFUL DESCENT" ENGINE 1;5

&

0 CHARACTER DEVELOPMENT IN | i

OVER 20 DIFFERENT MAGIC-
RIDDEN DUNGEON LEVELS

&) First AD&D® AcTION RPG
WITH UP TO 4 PLAYER
MODEM/NETWORK OPTIO

e

BY GAMERS. FOR GAMERS.™

"t -

mIg

fvailable on FC. €0 Rom
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tiees and architecture. INC even has ils
equivalent of the postage-stamp video
that passed for interaction in MysT; the
difference is thal TNC's video consists of
cute, animated cartoons that delightfully
unfold the story of the game universe,

Yet there is much more happening in
NEVERHOOD than appears at first. Playing
with a jack-in-the-box sets free a monster
and triggers a delightful lree-ranning ani-
mation sequence —not only selting up a
new puzzle bul opening up i new arca of
exploration. Choosing the wrong solution
lo a puzzle evokes carloon consequences,
like being punched out flat or temporarily
decapitated, but it’s all good fun because
the game subseribes to the “no-death”
school of adventure game design. You
never have to go back and restart again,
Plus the idle animation is priceless {leave
poor Klaymen alone too long and he'll
stretch his arms all the way across the
sereen or blinks expectantly). Even with-
out the plot elements, gamers have to

experiment with Klaymen.

Indeed, Klaymen’s antics and charm

mike up for any problems remaining in

SNEAK PREVIEW ¢ THE NEVERHOOD CHRONICLES

the unfinished version I played. When the
pace seems too slow, Klaymen makes up
for it with some cute action or expression.

H IS FOR HOOP-HEAD To get into Willie Trombone’s library, Klaymen has to assemble
the puzzle pieces in the form of an "H."

olors— New Links LS
has unlimited screen reso-
lutions and up to 16.7
million  colors—resolu-
tion independent means
that Links LS can martch
any monitor’s maximum
viewing capabilities (even
1600x1200 and higher)
and up 0 16.7 million
colors means the finest in
color quality possible.
You've simply never seen
any golf simulation soft-
ware this good!

T
9,:5?; {I{{

Featnres include new Post-Shot Reactions and Multiple Views!

The totally new terrain rendering engine and ball

flight give Links LS a realism never before achieved in the gaming industry. As Links has always
done, we render not just the hole itsell but the entire course and more—you literally can hit vour
ball a half-mile our of bounds! Now, authentic ground, sand, and grass textures combine with
dynamic shadows and fog, to give you a course so lifelike you can almost feel the wer grass! Our
engineers have reworked the ball dynamics giving you true-to-life ball flight. Fade your drive just
like the pros or watch as your high arching wedge shot actually backs up on the green.

Nrala BDasAdar Camina #4040

HE LEGENDS IN SPORTS

0
\toir P

Amold Palmer— Armold Palmer at
Latrobe—the first in our Tour Player
Series, delivers far more than 18 holes
af golf. The Arnold Palmer expe-
rience includes a virtual reality

tour of Arnie’s workshop,

office and trophy room. Roam

freely in 360 degrees and examine
the tools of the trade behind the legend.
Listen to Mr. Palmer give insights and rec-
ollections about his PGA and Senior PGA
wurs through Access Software’s exclusive mul-
timedia footage. Then tee off a5 or against the
digitized Arnold Palmer, who nor only looks &
sounds exactly like Arnie, bur plays with the same
style and tenacity that defined l"u; Legendary Grand
Master of Golf, -

«Mapalua- Resting on the wind-swept
piains of the Golf Coast, two gh}linus
Hawaiian Island courses have been selecred
to inaugurate Links LS as the first in the
series of Resort Courses, The Arnold
Palmer-designed  Kapalua Village Course
has a distinctly European flavor and a com-
manding view of the West Maui moun-
wins. The 7,263 yard Kapalua Plantation
Course showcases expansive slopes, deep =28
valleys and unique native vegetation,
For more info, call 1-800-800-7880




When the interface seems awkward
(there are times when the cursor doesn'l
indicate that vou can exit a sereen on one
side, even though you can) or the puzzle
seems annoying or unfair (the water, tube
and tune door combination on one house
scemed tremendously obscure), Klaymen
saves the day with some animated move
that makes up for any frustration. In short,
the payolfs are better in INC than in
most adventure games. Also, the location-
based jazz, Dixicland and blues riffs
throughout the game are whimsical
enough to keep you in a good frame of
mind, even when you haven't yet solved
that tough puzzle.

THE HISTORY CHANNEL

Another reason gamers will feel com-
fortable with TNC is that many of the
scenes and puzzles are tributes to com-
puter games, movies, cartoons and litera-
ture that have come before, One puzzle
seems right out of T 7 Guest or

THE NEVERHOOD CHRONICLES » SNEAK PREVIEW

SMART Ganvies, while another could have
come directly from Infocom’s Hotly-
wooD Himx (remember the color-
coded punch cards?). When Klaymen
animates Bil the Robot, the camera culs
and angles look like classic martial arts
movies. When Klaymen drives onc of the
putt-putt cars attached to the walls, the
car reminds us of the film version of H, G,
Wells's The Tinme Machine. Later, I
Schofield’s climactic cinematic harks
back to a scene from Dr. Daoolittle. You'll
see Disnevesque character expressions
(lead animator Mike Dietz is a firm
believer in the Disney animators” bible,
IHusions of Life, and built his style araund
those principles) and Wamer
Brothers—style cartoon violence.

Finally, stucents of myth and religion
will recognize the commonality that this
game universe’s legends have with the
great myths and theologies of the Westem
world. The legends are written in clay
along the walls of a scemingly inter-

minable passage. ‘oo lengthy for one sit-
ting, they are cleverly crafled and delin-
cate the rationale behind some of the
actions Klaymen will have Lo take 1o win
the game. Those who don't care can skip

these wall etchings and watch t
“Readers’ Digest Condensed Version” in
the animated cartoon segments that

e

Klaymen finds throughout the game,
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MAKE MY CLAY

THE NEVERHOOD CHRONICLES seems
incredibly fresh for a product thal pays
tribute to old games, old technologies and
old movies. 1t nay feel fresh because of its
primitive look or because of the terific

pavolfs in the original animated sequen-

ces that follow many puzzle solutions, but
TNC successfully evokes nostalgia and
discovery simultaneously. It's not a game
for adrenaline junkies or those with short
altention spans, but it is a game for tradi-
tional adventure gamers and casual

gamers alike, &
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rphy returmns in the most
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The Story—= What is the truth behind
the rumored UFO crash ac
Roswell, New Mexico? Why
did the military suddenly shut
down and seal off tfw
Roswell complex?  And
why the frequent refer-
ences to the lost Mayan
civilization? It starts ourt
like a hundred other
cases. $500 a day (plus
expenses) to track down a
missing person.  As you

pick up Thomas Malloy’s trail, |

The Featres— The most replayabil-
ity of any interactive movie to date!
Follow anc of three narrative paths lead-
ing to seven different endings. Choose

le interactive sm)‘.fﬁs:‘:

The Cast- E ujuv the differ-
ence llull) wood cinematog-
raphy, acting, ediring, stunt
work, music, and direc-
tion make as the world
of Tex Murphy becomes
amazingly real. Starring
B:lrr'\' (:Hl'hil] {l'\'rﬂrflft'rﬂ
Exposure, War Games),
Tanya Roberts (View ro
a Kill, Beastmaster),

! Kevin McCarthy
(fnvasion H,f “the Body
Snartchers, Just Cause), and

between fwe levels of play.
The first level offers a
complete  on-line
hint system to help
}"U“ [l"’l“lgh t]'“:
tougher puzzles.
The second level—
for expert g
has no hints available,
wit rewards  players with

you realize you're not the only one  higher bonus points, extra Chris Jones (Under a
looking for him. By the ime you dis-  puzzles and ,uc.-i:ians. Qur Killing Moon, Marrian
cover that he's ex-military and knows  unique “Virtual World” engine Memorandion, Mean
what really happened on July 6, 1947, allows you to slip under desks, rifle g Streers) as Tex Murphy.
:hrougiy drawers, and sce the flies 1 Directed by Adrian Carr

L S|

ic’s too late. The governments biggest
secret is loose ll‘hﬁ‘ you're trapped in a
deadly pame of cat and mouse with
the most vowerful and ruthless
agency in the world. Based on the
novel by Aaron Conners.

ann |nb
Without the restrictions of ren-
dl'.ﬂ..l[

three-¢
freedom of movement.

(Q:rrrnj Down Under,
illnr-‘”f {?”H{ qﬂf?ﬂ'ﬂ l".’”lr-
The Power K .-;rqrr;}
Original music by
Richie Havens and
Nicole Tindall.
For more info, call
1-800-800-4880

in the light fixtures.

waths, you can explore Tex's
‘imcnston:nl world with full

e e o |
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NEKT TIME YOU FIRE UP YOUR PC,
DO IT WITH DEADLY FORGE.

You've just been named Guardian of Virtua City — an urban killing zone overrun by sharpshooting criminals
packing heavy weaponry and holding hostages. The law and a six shooter are on your side. The odds wil
never be. Introducing Virtua Squad, Sega's brilliant PC versian of its smash arcade shooter Virtua Cop.

With non-stop action, it now explodes across your desktop with unsurpassed fast twitch response and
dynamic 3D environments, the rapid-fire gameplay will leave you drenched in the unyielding onslaught of
polygon-based thugs. Think fast or we'll have to rename it cop killer. ;

(888) SEGA-SALES
http:/ wWwww.sega.comvVsegapc/

Sega ks registered in the US, Pateil of T Office. Sega E and Virtea Squad
are trademarks of SEGA. ©1936 SEGA, PO. Box B097, Redwood City, CA 94063, All rights reserved

Circle Reader Service #180



PETER OLAFSON -

Battle Of
The Sexes

Can’t Live With 'Em? Shoot 'Em In GENDER WARS

ts been a crowded
house ever since
Crusaper: No
REMORSF revitalized
the platform shooter

with its isometric look.
So any altempt at an
angled-down action

game lhese days needs

ACTION

Where Torar. MayHim blew up the
view, GENDER WARS' SVCA mode
shrinks it down to doll-house level, and to

&6 Lice

C :
both in height and breadth, and it shows, “RUSADER,
Even the most basic of the multiple mis- there is

good effect. The levels are enormous,

sion objectives— get this item, kill so
plenty to

many of these enemics —will take some
good time to achieve. Moving, firing and

blow up

an angle, and GENDER button-pushing with the mouse, you'll

THEY'RE ON PMS! Genoer Wars is supposed to
be a battle of the sexes, but with little differ-
ence between the two sides, this angle is more

Wats from CT Interactive gives it a roam claborate interiors and grounds,

while traips-

shot. Its a respectable, if not wholly blowing the bejesus out of enemy confer-

original game, mingling CRUSADER- of a gimmick than a real design decision.
style pyrotechnics with squad-level
tactics, a touch of WARCRAFTs parallel
sels of missions and something of asense  bridge console and part RULES OF
of humor.

SENDER WARS is a literal Battle of the
Sexes that replaces the traditional wit and squad, equip your squad members with
wile with firepower. You pick a side and

[rom there are carted off to a command members of your outfit for training,

| Peter’s 15 Best Action Games Of All Time

1. Quake id PC
2. Prince of Persia Broderbund PC, Mac and Amiga
3. Crusader: No Remorse Origin PC
4. Magic Carpet/Magic Carpet Il Bulifrog PC
5. Duke Nukem 3D 3D Realms PC
6. Virtua Fighter PC Sega PC
7. Terminator: Future Shock Bethesda Softworks PG
8. Hexen id PC and Mac
8. Dark Forces LucasArls PC and Mac
10. Flashback Virgin Mac and Amiga
11. Doom/ id Doom: PC
Doom Il Doom II; PC and Mac
12. Cannon Fodder Virgin PC and Amiga
13. Alien Breed 30 Ii: Team 17 Amiga
The Killing Grounds
14. Road Rash Electronic Arts PC and Amiga
15. Apocalypse Virgin Amiga

center that’s part Star Trek: Next Generation

ENCAGEMENT interface. Here you receive
miission briefings, put together a four-person

weapons and ship off the less-experienced

ing through

ence lables, posters, mainframes and level

inhabitants. As for your squad Al, you can l

; A eacn
issue four collective commands to the

squad members: fire at will, fall back, fire le\f e [ ¥

defensively, or awail control from you.

Like Crusanir, there is plenty to blow
up while tripsing through each level. | sus-
pect that, destroyable item for destroyable
item, there’s an even higher level of damage
here than in CRUSADER: NO REGRET.

IT'S ONLY A GIMMICK

OI course, imitation is also the lowest
form of creativity, and | didn't find much
here that separates GENDER WARS from
its evident models. | suppose inter-sex
warfare is better than killing off another
sel of aliens or corporate flunkies, but 1
can't detect a persuasive reason for the
male-female conflict other than its simply
being different. Apart from the high pitch
of the enemy death shrieks and some cute
graphic touches (men are evidently beer-
swilling louts who leave trash to pile up in
the stieets) the missions are essentially
interchangeable. If they'd made the sup-
posed differences between men and
wormen— brain versus brawn —more

integral to the gameplay, they might have

NOYEMBER 1536 cC



'BY GAMERS; FOR GAMERS." - )
Blast your way to www.interplay.com and join the ranks of over 500,000 pilots who have
downloaded the interactive preview.
(£11996 BioWare Corp. All ﬁgnls_mar\_rad. Shattered Steel, MacPlay, and Interplay are trad ks of I lay Productions. All rights reserved.
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plus Multi—player mission

Y=

«armaments includingt @
_m|55|les, fuel-air mort
iplasma cannon

deathmatc
head-to-h

Hgs d =

- T
[l N .uumvlﬂ' *

Available on PC CD-ROM.
Coming soon for Macintosh.
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PETER OLAFSON

b Quake: The
cheals for
Quake (both
shareware and regislered) are so obvious
you'd think id wanted vs to find 'em. Just
call up the console with the tilde (~) key
and type:
God = god mode.
Fly = fly mode (D is up and C is down);

it's a great way to see the architecture.

Give [number] = gives you the appropri-

ate weapon (8 is the lightning qun).

Noclip = lets you walk through walls.

Impulse 9 = all wi

Impulse 2556 = quad damage

To use these cheats in DeathMatch, you'll
need to make a hack with the Quake compiler
(see the V. Long's Quake Hacks for details).

software@®

this even if you don't usually cheat— Sir

had something here, But this appears to
e more a presentation coneept than a
| tat tl
game l_ll.'.\ii;ll.

A Battle of the S
potential for humor, but at times, you can

tell that The Sth Day tricd oo hard. The

intro’s robot-hosted TV show rapidly

s is also ripe with

degenerates into a profane, Pvihionesque
exchange between the two I;J|L1|15; heads,
But the pre-mission cut scenes are leaden
and obvious, and the missions are humor

less

nply edit the WEAPONS.QC, find the

The game itsell works well for the most
|)|1” Ilfl'r[}p.\' d” ll‘r]\.‘.- some from |1]|{_‘ !‘”"”\‘."
ing the leader when lifts come into play,
and you'll often need to switch control to
individual squad members to reunite the
party (just as in TomaL Maviiem).

But
technical glitches. 1 ran into just one, and il
was more of i “feature,” On two Pentiums
with different video cards, movement of
characters in SVOA mode was acconmpa-
nied by a shuddering display and the

11 WARS wass pleasantly frec of

CheatCommand an

ServerflagsCommand

sections, and add "/*" before the
match || coop)” statements, and add
after the "return;” statements.

P Descent I Descent 1l only
levels, but they aren’t the e
first can be reached via

st to find. The
s 3 and 4; the
second from levels 5 and 8; the third via level
12: the fourth via |
17 and 20;

P APPEAL: Those tired of waiting for
Crusaoer: No Rearer and looking for
some nonsensical, comhustible
action,

»PROS: Huge levels, lots of pyrotech-
nics and decent
action.

FCOMS: A clone
is a clone, and the
war-of-the-sexes
concept doesn’t
hold up.

Babbages==r




INSIDE ACTION

» Hunter seems to be the word
of the hour for action games.
Neo Hunter, from Virgin, is a
VirTua Cop-style rail shooter set
in the Bay Area, with cartoony
characters, selectable levels
and an adventure wrapper.
Sierra's HUNTER T
HunTED is a side-

view shooter

with the accent

on realistic

movement.

» An early look

at Scavenger's

Anox (GT Interactive) reveals it
as a likeable third-person 3D
shoot-'em-up. You pilot a mech
through several levels of the
ocean floor and dryland, while
blasting sharks and robots. The
underwater graphics look
appropriately murky and fluid.
» Spectrum HoloByte has

v

signed a letter of intent to license
Epic MegaGames' UngeaL engine to
produce its own games. Specifics
on Spectrum’s plans were zero, but
the press release announcing the
deal quoted Spectrum CEO Steve

Haf‘e as refPrrmg to 3D action

games being

{ one of “our

| three core
strengths.”
Does anyone
recall a 3D
action game
from the

Spectrum family? This sounds like a

i glimpse of future strategy...

» Another potential Quake killer on
the horizon: Developers Friendware in
Spain is preparing Baoe for fall

| release. The spec is daunting.

' Among the features: 30 weapons and
the ability to throw anything in the

| game—including your enemy’s head.

PETER OLAFSON

ACTION

CANT LIVE WITH "EM Whether you play the
men or women (men in this case), you'll still go
traipsing around vast levels, blowing up all sorts

of items and fragging the opposite sex (though

it’s hard to lell which is which).

| b A A e )

appearance of odd horizontal lines.

away: a lap of th
something called *flick

always nice o be able Lo solve a problem

on your own through trial-and-crror. |

S h_'[_'hl'lil_'ili |Trﬂh]l_‘|'|‘l\
isa “guy thing.”
Or are those fighting words? %

Comparing the new SpaceOrb™ 360
RealLife 30™controller to the joystick,
keyboard or mouse is like comparing
an arthritic old geezer to an Olympic
athlete. The unique Omni-directional
PowerSensor®ball is the key. It prac-
fically translates your brain waves info
on-screen motion. Push, pull and twist
it to get fluid 360° motion in any
and every direction for otherwise
impossible combo moves. Use it to
play Duke Nukem™ Descent™ and
Doom™ You will be stunned at
what o technological leap this is.
Even more stunned when you see
the leap in your scores. Check out
the Spacetec GameMasters site at
www.spacetec.com for tricks and
tips from the world’s best gamers.

As 3D as your own life.
Maybe more.



Download
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CHEATS & HACKS * QUAKE

) Quake C Basics

How To Hack Weapons And Use Cool New Toys With Quake C

by V. Long
“With Quakr: C, there's
nothing you can’t do.”

—American McGee,
id level designer

magine swooping down in QUAKE

ina highly mancuverable VIOL,
fighter, bristling with advanced
arminnent. You spray the seurny-
ing largels below with streams of
Iead from twin Vulean cannons.
Their health ebbing, you deliver
the coup de grace with a salvo of
folding fin aerial rockets sizzling
down from side-mounted missile
racks. Inside the cockpit, the roar of the
engines barely diowns oul the radio chat-
ter. Scanning for targets, vou suddenly
notice shards of the fuselage chipping off
under sustained nailgun fire. You quickly
lock stinger missiles onto a heat source
and laumch— the enemy aireraft goes
down in a fireball, raining bhurming debris
onto the lifeless victims,
Such are the friendly skies of
QUARE. ..more accurately, Ihe QUAKE
AirCraft project, as it’s currently called.
This custom Quart: module adds an air-
craft to your exisling OUAKE game, letling
vou roam QUARE's skies in DESCENElike

FLYING FLAMBE Savvy pilots will eject before their
AirCraft erupts into an aerial barbeque. Falling chunks or
exploding debris can be fatal to those caught below.

cG HOYEMBER 10

fashion. Standard cquipment includes
stinger missiles, deadly autocannons and
other weaponry for truly gut-wrenching
pyrotecimics. According to ' Tim Willits, an
il level designer, everyone at id from lead
programmer John Carmack to the arists
was impressed with the carly version of
the AirCraft project.

Steve Bond and John Guthrie, the
founders of Quake
Command (www.nuencl
Iquake), are no ordinary
fans: they've gained respect
among knowleducable
Ouake: aficionados for
their dedication to bal-
anced gameplay, case ol
use, andl of course, fun.
Ouake: Cormmand first
caught my attention with
Bonds lrag-grenade, a
bounding bomb that spews
lethal spikes 2 la raser.
Sinee then, they've added
devastating flamethrowers,
throwable axes, and
remote-controlled demolition charges, as
well as ejecting cartridge casings. They've
even added Desceni=like Mares; lossable
backpacks; and even slippery banana

pecls!

Can we expect more
from Quakk: Command?
You betcha: next on the
agendais the “Jeep,” which
will lead lo Quaks:

Kart. . .complete with turtle
shells and banana peels.
Mawio Kart fans can at st
rejoice! Given how quickly
the two pump out goodics,
the Jeep, and even QUAKE
Karl may be available by
the time vou read this
(check COW's online site
for the latest).

But Ouake Command

definitely isn't the only ene talking about
vehicles for Quariz. Mark Dochlenman of
Hipnotic Interactive, which has licensed
the QUAKE engine, says the Hipnotic leam
is consiclering them for its 15-level Quake:
add-on pack. And sources at id imention
that vehicles may appear in Quake: 2. but

10 promises!

SOON TO BE STUNG Once the Stinger locks onlo any
heat source, a mere twitch of the trigger finger sends it
home. Cat lovers will be happy to know that the Stinger
can lock onto Rottweilers.

COMPILE THIS

Its clear from the AirCraft project that
Quake: C enables an unprecedented
degree of customizability, but what is it?
Often called QC, it's the C-like program-
ming language buill into QUAKE to con-
tral weapons physics, combat rles, mon-
ster Al multiplayer scoring and much
more. The beauty of QC is that it does all
this without ever louching the game
engine itself, which governs core func-
tions like graphics and connectivity, and it
is stored on the game’s CD.

Power to transtorm whim info reality is
not the only attribute of QC. Fase of use
is another, and sharing your OC toys s a
snap. 'The easiest QC goodies Lo play with
are PROCS.DAT files that use no exter-
nal Quakk, data files. For a multiplayer
session, only the server needs the
PROGS.DAT Bond's flamethrower



UNDER WATER
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[T'S PARJT ANK,
PART SUBMARINE.

AND ULTIMATELY,
ONE FUNKY

LOOKING COFFIN.

Q PC CD-ROM
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QUAKE * CHEATS & HACKS

patehis a good example. Simply put the
flamethrower PROGS.DAT into a dedi-
cated QUAKE subdirectory, such as
C/QUAKE/FLAMLE, and run QUAKE
with QUAKE -GAME, FI AME, Anyone
joining your game will also have access to
the flamethrower.

Even the most elaborate QC muodifi-
cations, such as the AirCraft, can he
equally easy to use if they are well-
packaged, The AirCraft has all neces-
sary rules, graphics,
sounds, and 3D models
compiled into a single
PAKO.PAK file. Place
the AirCraft PAKO.PAK
in the C:/QUAKIL/
AIRCRAFT subdiree-
tory, and run QUAKE by
typing “QOUAKE -
CAME AIRCRAFT
+MAP HANGAR”. (If
you're joining a session,
type “QUAKE -CAME
AIRCRAFT +
CONNECT"). Because
this QC mod uses non-
standard QUAKE data,
each player needs to install and run it.

Sometimes vou'll encounter a patch
consisting of a collection of SRC and
QC files, which are raw source code.
"These need to be compiled into a
PROGS.DAT file with the Quake: C
compiler. Keep reading and you'll leam
how simple it is once you know how,

READY TO ROCK ‘N’ ROLL

Here’s some quickie QC thatll make
even Rambo proud; it converts your guns
to fully automatic fire and gives you
unlimited ammo. As a bonus, vour nail-
guns will spit spikes at a higher eyclic rate.

To start, get the QUAKE C compiler
(QCCZIP). Under your registered
Quakk directory, create a dedicated sub-
directory, such as C:/QUAKE/FULL-
AUTO/PROCS and put all the files from
QCCZIP there.

Use a text editor to modify
WEAPONS.QC. Find all lines with
“SELIEATTACK_FINISHED = TIME
+ 1", and decrease the number (#). lor
example, bump them all down to 0.09009

lo increase the rate of fire to a blistering

666 shots per minute, not bad, ch?

"o keep your steroid-pumped guns
properly fed, you'll need an endless sup-
ply of amimo, Hollywood-style, Find all
lines with “SELIFCURRENTAMMO =
SELFAMMO_SHELLS —#", and
replace the # with a zero. Do the same for
the NAILS, ROCKETS, and CELLS.

Then nin QCCDOSEXE from DOS
mode, the Windows 95 DOS box, or the
Windows 95 Explorer. During the com-

CHUNKS 0' PLENTY A steady stream of nails will kick
fragments off the AirCraft's hull. See the shards above and
below the tail section.

pile process, QCCDOS will provide
feedback. Keep in mind that carcless typ-
ing while editing.SRC or QC files can
cause erors and force the compiler to
abort. After a successful compile, the
resulting PROCS.DAT will be in the
FULLAUTO directory, not in the
/PROGS subdirectory where the SRC
and .QC files are.

Congrats! You've created a self-
sufficient PROGS.DAT Simply nin
QUAKE with the command line “QUAKE
-GAME FULLAUTO". Anyone con-
necling to joining your game will have
access to the same full-auto weapons with
inexhaustible ammao.

"That’s not all you can do with QC.
Do you want to roll in your own 3D
models and add custom sounds, graph-
ics, and levels? Stay tuned: 'll show you
all that, as well as how to pack every-
thing into a nifty PAKO.PAK just like the
QuAKE professionals do. Same QUAKE,
time, same QUAKE page.

V. Long poses as a mild-mannered maga-
zine editor for Computer Life, but he lives,
breathes and sleeps QUAKE. &

NOVEMBER 1396 CcG




. Developed by DreamForge Intertainment. WARWIND is a iademark of Stiategic Simulalions, Inc fa Mindscipe /

= Company. Windows is a ragistared trademark of Microsoil Corpatalion. €196 Siralegic Simatations, Inc. All ighs reseived.




L he ancient, alien world of
Yavaun teeters on the brink of

: . anarchy. For centuries, four
diverse races have tolerated a precarious
" balance of power. But a new order is in
the wind. . . one born of blood and fire!
This real-time strategy game lets
you carry your eight favorite
units from scenario to scenario.

Advanced combat options
_include stealth movement and
_ bio-mechanically enhanced units.

Play solitaire or choose multi-
* player and head-to-head play via
network and modem.

Online tutorial and pop-
up windows help you
learn the game quickly.

Check out our website: www.warwind.com

WINDOWS'95 CD-ROM IBM 256-COLOR SVGA DISPLAYS.




Price: 549.95

System
Requirements: 486
DX2-66, 8 MB RAM,
2x CD-ROM drive, MS-
DOS 5.00, SVGA video
card, Microsoft-com-
patible mouse.
Supports most major
sound cards.

# of Players: 1-8
(LAN)

Protection: None (CD
must be in drive)
Designer: Core Design
Inc.

Publisher: Eidos
Interactive

San Francisco, CA
(415) 693-0297
Reader Service #: 330

REVIEW ¢ SHELLSHOCK

‘Keep Da Peace

Making Noise In The Hood With Eidos’ 3D Tank Shooter

by Mark Clarkson

HELLSHOCK, the new first-
person shooter from Eiclos,
drops you behind the con-
trols of an M-13 Battletank
with unlimited ammunition
to kick evil appressor butt all
over the globe. To set this
shooter apart from the
crowd, Eidos gave ita dis-

tinetly urban vibe, with a
pounding, bass-heavy soundtrack, and a
collection of slang-slingin’ homies with
names like 9-1-1, Dogg-Tagg, and D-Tour,
SHELLSHOCK's driving model is a good
compromise between fun and realism.
You can control the turret separately,
swinging it around to shool sideways as
you fly between buildings at full speed or
behind you to slow down any pesky pur-

suers. Your view also dips and bobs as vou

URBAN OUTFITTING Props will give you various
goodies for your tank back at the home base, provid-
ed you pick up money along the way in each level.

ROLL OUT THE MAP SHeLLSHook features a tacti-
cal map that gives you an alternate, 20 view of
the action. Targets are highlighted in red.

CG NOYEMBER 1836

HAIN GUN

STARING DOWN A BARREL SHeLLSHOCK's 25 missions show a little variety. One time
you're out to blow up tanks and armored transports; the next time you'll be destroying

buildings or rescuing prisoners.

negotiate terrain and toreh bad guys. Or
you can, il you're so inclined, drive your
tank in a more realistic and com-
plicated two-track mocle; each
track has its own forward and
backward keys.

HOOK ME UP, G!

Powerups exist in the form of
supply crates lying around the lev-
¢ls, often concealed within build-
ings or larger erates. You'll want to
mab all that you cang Props, Da
Wardenz! supply man, will pay for
them back at the Den, and you'll
need the money ta repair your
armor and upgrade your weapons.
[fyou have the cash, Props can
haok you np with a largeting com-
puter that improves your hit accu-
racy, better armor, a hotter engine,
SAM missiles, or even the ability
to call in a tank-busting A-10 strike,

SiEL SHOCKS VOA graphics
are adeguate bul unimpressive,
"There are no shadows, reflections
or other graphical niceties. The

sound quality is uneven: some of

the spoken clips are fine, others are unin-
telligible. There are only four save game
slots, and you can only save between mis-
sions. When you die, you must restart the
entire game, skip past the intro, reload a
saved game, and skip through the brief-
ing—an annoying 30-sccond process,

Still, while SHELLSHOCK doesn't set
any new standards, itis fun and loud, Your
V-3 rips through chain-link fences and
snaps streel lights like twigs, all while
thumping music blares in the back-
ground. And best of all, in a LAN-based
multiplayer game you can hurl both shells
and taunts at your real-life homies. %

P APPEAL: First-person shooter fans
looking for a different, urban and
heavily armored point of view.

PPROS: Good, basic fun in a target-
rich environment. First time we’ve
played “Doom”
from a tank.
PCOMS: Inconsis-
tent sound, annoy-
ing interface
quirks, no in-game
save function, lack-
luster level design. |




Microsoft

Where do you want to go today?~

Questions in my mind are my most incisive ally.
How vigilantly I chaose my abjectives ta achieve
my mission. How [ fly with finite accuracy through
ballistic onslaughts. How I reap a plethora of new
weapons in the midst of a multiplayer Hell' [ight via
the Internct. How [ deal with the graphic realism
through 8 mysterious worlds intensified with Direct 3D
Even when my thoughts sanction adrenaline charges to my
trigger finger. A mind that questions itself can be a good
thing. A mind that questions nothing will get you killed.
Read and remember, your mind is your most potent
weapon and I've just reloaded yours.

Fly trial version at
www.microsoft.com/games/hellbender/

2
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Eject from your HAWC, steal another. Bot-jacking Wage wor in everything from icy tundra to blistering
is relatively legal here. desert. We suggest wearing layers.

Storm the enemy guard towers; 1ry fo Destroy the enemy's HAWC delivery system and cut Communicate with wingmen via radio; share
avoid being turned into a red sinewy pile. down on the number of missiles headed your way. amusing anecdotes about globol warfare.

A c T u A L S C R E E N S H o T s

BestBuy s CompUSA « Computer City« Software Elc.




« Suriey the buttlefield from your virtual
“holographic torgeting ond domege displa
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Price: $19.95

System Requirements:
IBM-compatible
486DX2 66MHz
processor, Windows
95, BMB RAM, 20MB
hard drive space,
Windows 95-compati-
ble sound card, 2x CD-
ROM drive, mouse.

# of Players: One
Protection: None
Designers: Brad
Delaney and Brian
Babendererde
Publisher: Viacom
New Media

New York, NY

(212) 258-6000
Reader Service #: 332

REVIEW * BEAVIS AND BUTT-HEAD: LITTLE THINGIES

Dillweed’s Delight

Beavis And Butt-head's Arcade Game CD Doesn’t Suck

by Jeff Green

uess what, bumwipe? Beavis

and Butt-head — those pim-
ply faced poster bays for the
decline of Western civiliza-

lion—are back on the com-

spouscs, parenls and people
wilh good taste everywhere,
Following on the heels of
last year’s adventure game
VirruaL Stueiprmy, MTVs love-'em-or-
hate-"em cartoon morons now star in
Lirrie Tiuncis, a collection of seven
monumentally stupid — and fun— “mini-
arcade” action games,

Miniis the operative word here. The
seven games, which include four that
originally appeared in Viriuar Stueipry
plus three brnd new ones, oceupy the
same space in the gaming universe as
MINESWEEPER or SOLIAIRE — perfect for
a couple minutes here

- e {
and there of glazed-over W”-A‘:.-‘.-"'I T S L T
o caniiBIME 3 de Mo
\ woTgeg L LT

gaming,

LOOGIES ARE COOL!
All the games in L r:

THNGIES operate on the

same basic principle: You

puter screen, ready to annoy

death before they
march off with your
candy, (Butt-head:
“The penalty for steal-
ing is having your
‘nads fricd off!”) This
one’s cool.

P Thank You, Drive
Through finds our
heroes as employees of
a fasl-food joint,

altempling lo fling
food at customers
before the line gels too
long, Lam extra points by serving
someone a ral burger. This ene’s cool.
¥ Change Il requires you lo monitor a
hank of TV screens and quickly change
channels when something lame comes

on. This one sucks.

P Wrecked ‘e Ball finds Beavis tying

Dl Window  Hew

eamn points by successful-
ly guicling Beavis and

o e e

Butt-head through various
acls of adolescent social
deviancy.
» In Hock-A-Loogie, you
advance through levels based on your
ability to successfully spit on people
(and a squirrel) rom your vimtage poini
atop the roof of the school, This one’s

('I_]l"ll.

P In Court Chaos, you need to bean
obnoxious yuppies (and a squirrel) with
tennis balls, "This one sucks.

P Bug Justice challenges you to use
your magnifying glass to bum bugs to

CcG MOYEMBER 1996

JOBS SUCK Keep slinging the junk food, or Beavis and
Butt-head just might find themselves out of a job. Again.

to catch nachos that But-head tosses
out a window, while avoiding hazards
such as falling toilets and a wrecking
ball. This one’s eool.

P Finally, there’s Air Guitar, which isn't
agame at all, but wins as the most
audaciously immature module of all
(and of course, it’s the one that gar-
nered the most Taughs around the
COW office). Here we have a key-
board that can be set to play “music”

LOOK OUT, BUTTMUNCH! Hit Beavis enough times in the
head with a wrecking ball and he just might notice it.

emanating from two different orifices
of Beavis and Butt-head’s hodies.
There’s even a Record option, so you
can tape your rendition of Beavis burp-
ing “Mary Had A Little Lamb” to show
everyone what a creative genius vou
are. This one’s cool.

PULL MY FINGER

Civilization 11, this ain't. But lets be
real. You know whether you want this or
not, and it has nothing to do with game-
play: If vou appreciate B&B ereator Mike
Judges lowbrow humor and hilarious
voice work, moments like Beavis’s blood-
curdling “Die die diel!” to the bugs in Bug
Justice or Buti-head’s immortal “How'd ya
like a side of Butt-head?” to a female cus-
tomer in“Thank You, Drive Through, are
worlh the measly $20. Fveryone else will
just shake their head and wonder what's
wrong with the youth of today: %

F APPEAL: Beavis and Butt-head
fans and similar social miscreants.

FPROS: Very
funny (for fans of
the show), dumb
little games.

»COMS: Can get
old fast; pretty slim
on gameplay.




gVE CONSIDERED USING HUMANS

- &

s

Poor, delicate humans Just When the lghtlng gets go
drop dead on you. Now a CyberG!adlalor, on the 0 _an_

“Pyro Punch”, "Spme Grlnder" and the ; :
- knock off your opponent’s head. And if decapltat n
enough, you can use stuff fram the arena‘environ ars;
moves capture the actlon II'I ten dlfferent arenas on.four amazmg planets*“ Y

4 @1995 Sierra On-Litie, Ie: @ and .f or, F""desm-nnlu I(adum-lrks of; or ficensed fo S:rma Gn Lmﬂ inc. Al nghtsnsenred

" 1-800-767-7707. htthfwww sierra.com . -
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PARAGRAPH (3), SUBSECTION (la

Should I participate in a game of
“Pocket War,” sancticned or other-
wise, I will not hold Rocket Jockey
liable for my being decapitated by
another jockey's cable, crushed
against the hood of ancther zocket,
burnt beyond recognition by jet
edhaunt, or other injuries to myself
or others ot al.

PARAGRAPH (3), SUBSECTION (1b):

Should I participate in a game of
“Rocket Racing,” I will not hold
Rocket Jockey liable for any comse-
gquences of my speeding in excess of
the legal limit, including ramming
othar jockoys, or myself, into walls
and/or pylens, as woll as any damage
to my ego ashould I losa.

PARAGRAPH (3), SUBSECTION (lc):

shonld I participats in a gama of
"packat Ball,” I will nor hold
Rocket Jockey liable for any
results of smashing a giant ball
into oncoming rockets, hurling said
ball at other jockeys or generally
causing destruction to anyone’s
body and/or property et al.

}fﬂckeffc;};‘é}(

ROCKETS AND JOCKEYS.
NATION.

A BAD COMBIL

FOR A FREE DEMO BB8 ., SEGASOFT
© WL SEG ;

ket Science Games, Ine. Windows is a trademark of Microsolt Corporation,




B ]
Price: $49.95
System
Requirements:
486DX2 66MHz, 8MB
RAM, 2x CD-ROM
drive, 10MB hard disk
space, SVGA video
card, Sound
Blaster-compatible or
Gravis Ultrasound
sound card, DOS 6.0,
Microsoft-compatible
mouse,

f of Players: 1
Protection: None (CD
musl be in drive)
Designer: Virtual
Studio S.A
Publisher: American
Softworks
Stamford, CT
(203) 327-3366

Reaer Service #: 333

REVIEW ¢ S.T.0O.R.M.

Swimming With
The Sharks

Shallow Gamepiay Awash in Prefty Seascapes

by Mark Clarkson

TORNL isn't exactlya
groundbreaking PC
game. Put simply; it’s just
a console-style, side-
serolling action shooter.
The year is 2055, and —
you guessed it—the fate

of the Farth is in your

hands. The world

. resources have been
exhausted, and now you
must pilot the experi-
mental submarine
STORM, througha
series of undenwaler
levels to elaim Farth’s
last energy alternative, a
Praxillivm mine.

.‘\]t:ngﬂlu way, you'll
have to battle your way
past the evil divers and
heavily armed sub-
marines of the Nuclear

Energy Office, nol lo

mention underwater baddies including
gorgons, gluesnails and giant squids.
The numbers you'll have to watch in
vour aquatic adventure are your ammo,
your oxygen supply, and your shield
strenglh. All these can be augmented or
replenished using powerups scaltered
along your path, which can be retrieved

via mechanical arm, diver or liny remote-

contiwlled mobol.

BATTEN DOWN THE HATCHES You can send out divers or
minisubs to retrieve powerups in hard-to-reach places,
though you’ll be more vulnerable to the ocean's dangers.

S/ EORMs leisurely gameplay —
strictly two-dimensional, with a side-on
view —is reminiscent of the Ecco e
Dorriin games from Sega, though the
theme is a little more violent. Levels run
prinsarily from left to right, with some
sidewavs lums to retrieve powerups, You'll
also encounter occasional mazes and
traps, as well as a powerful boss at the end
ol every level. STORM. is spiced-up a
little with rendered graphics and cinemat-
ic cut scenes, bul despite all that glitz, it’s
only a simple side-serolling platform

g ne%

FAPPEAL: Grown-up fans of Ecco THe
Dovprin and its ilk; anyone looking for
some slow-paced, side-scrolling,
shoot-"em-up fun.

PPROS: Pretty
pictures and hasic,
mindless fun.

PCOMNS: Just
pretty pictures and
hasic, mindless
fun.

AR ES N LA computer animation on video
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CLASSICS & PULLLES

Nine Dragons Sets One Of The Oldest Of Classics On Fire

ome gamers may
recognize Mal-
jong as a plot ele-
ment in Jackie
Chan’s Drunken
Master 2, and
mavbe a few old-
timers recall the
days, backin the

fifties, when
Mahjong and Canasta reigned as the
Trivial Pursuits of their day. But it is vears
of playing Activision’s computer version of
SHANGHAI that generally makes gamers
think they know a thing or two about
Mahjong

They don’t. While SHANGHAI uses the
classic Mahjong tile set, that’s where the
common elements end. SHANGHATs a
type of solitaire, sort of a cross between
Concentration and Pick-Up-Sticks.
Mahjong is a four-player hand-building
game, somewhat similar to gin rummy.
Where Shanghai takes about > minutes lo
leamn, Mahjong takes.longer. "The best
way to learn to play Mahjong is to have
been born in Hong Kong, Barring (hal,

B b CHESS WARS, Art Data Interactive’s
attempt to out-crash and bash
BariLe CHESS, is nearing comple-

CHECK

tion and should be available in late
fall or early winter,

» We weren't the only ones who liked
SMART GAMES: CHALLENGE # 1. It
finished in the Top 10 unit sales for
the summer, ahead of such block-
buster titles as WING COMMANDER
IV, This is the best puzzle title
released so far this year, so if you

you need a good and patient tutor. And
no trio of human plavers could be as good
or as patient as Nine Dragons Software’s
HonG KoNG MAHJONG.

TALK ABOUT TYPECASTING If you're having trouble beating
the tough Al, choose a “Caucasian” computer opponent.

FIZBIN, ANYONE?

Fans of the original Star Trek will
remember the episode titled “A Piece of
the Action,” in which Kirk and Spock are
stranded on a planet full of 1920s-style
gangsters. |0 distract a pair of guards, Kirk
teaches them “Iizbin,” a card game with
impossibly complex rules. Mahjong is the

haven't checked it out yet, the game’s
available as low as $25 street price;
check your local software store. Next
up for Smart Games is WORDPLAY,
due oul this winter.

b Hasbro Interactive’s ambitious
schedule of computer versions of their
classic titles — BArmesie, Risk!,
YAHTZEE, ef al —is slipping a bit. Stll,
the most prominent of these litles

should ship in time for Christmas.

closest I've come in the real world to play-
ing Fizbin,
Instead of four suils of cards, you have

three suits of tiles: Sticks, Balls, and
Chinese Characters. You

Kabbala has
fewer arcane

also have four "Winds”
(North, South, East, and
West), three “Dragons”
(Red, Green, and White),

and eight “['lowers” (four

numerological
rules than
those found in

Mahjong. ”

red and four bluc), plus a
set of three dice (for ran-
domizing the start of
play). There are four of
cach of the 27 suit tiles,
which are numbered |
through 9, and four of
each Dragon and Wind,
but only one of each
flower — 144 tiles in all. ach of the four
players gets dealt a hand of 13 tiles, leaving
astacked “wall” of 92 tiles, unless one or
more players are dealt flower tiles, in
which case those are sel aside and the
plavers who picked them must pick again.
Play goes counterclockwise, as each
player picks a tile from the wall and dis-
cards one from his hand., The other three
players can grab a discard even out of
Ifit
does, the tiles that make up the set are dis-

turn, but only il it gives thema “set.”

played to the other players (all other tiles
are hidden) and play continues from the
interrupler’s seal.

Acomplete hand is one whose 14 tiles
are divided into one pair and four sets. A
sel may contain three identical tiles (a
“Pong”) or three tiles in numerical
sequence (what poker players would call
astraight, here a “Chow”). You can also
have four of a kind —a “Kong” —but in
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Play Hong
Kone Mau-
Jone on this
month's CD.

Price: $29.47 + S&H
System Requirements:
486 66MHz or better
processor, 8MB RAM,
27MB hard drive space,
800x600 graphics
(64,000 or more col-
ors), 2x C0D-ROM,
Windows 3.1 or beller,
Windows-compatible
sound.

Protection: None (CD
must be in drive)
Designer: J. R. Fitch
Publisher: Nine
Dragons Software

San Francisco, CA
(415) 664-3474
www.ninedragons.com
Reader Service #: 344
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that case the fourth tile is essentially
ignored, vour Kong is treated as a Pong
for all but scoring purposes, and you get
to draw a 15th (or 16th, or 17th, depend-
ing on vour number of Kongs) tile. There
are also some anomalous winning hands,
such as the “Seven Pairs [ land,” which
has as many Pongs and Kongs in it as ils
name suggests. Take a deep breath and
we'll move on o scoring.

When you complete a hand, your score
depends on whial
tiles you are hold-
ing, whal round it is,
and what chair
you're silling in. You
get points for “puri-
" (a hand of all
one suit) and vou
get points for “semi-
purity” (a hand of
all one suit plus
Dragons and/or
Winds). You get

al least one, two, or three extra pr;‘u ils,
Some say that discards should be tumed
face down, forcing vour lo hold in vour
head what evervone has thrown. Some
sav that vou have to pav a penalty to all
the other players if vou declare a winning
hand incorrectly. HonG Kona Matjon:
has all these options built in, along with
the oplion of using madem or anligue
liles, numbered or unnumbered tiles, and

any 3 of 12 possible opponents.

points for having

DON'T DEC
or Chow secret. Declaring too early reveals part of your hand to
the other players, and it also limits your flexibility in using a
given tile later in the game.

flowers. You get
points for not hav-
ing flowers. You get
points for Chowing
on your neighbor’s
dliscard, but you can only do so if he is sit-
ting Lo your left. For winning off a blind
draw you get points; but if your discard
enables another player to win, he gets
points, and instead of collecting them
fromall the other players, he collects
them all from you. And so on, endlessly:
“The Kabbala has fewer arcane numero-
logical rules than you find when scoring
Mahjong, Play continues through the
completion of four hands within each of
four rounds, or until the plavers give up
and decide to watch Melrose Place
instead.

LOOK WHAT THEY DONE
TO MAHJONG, MA

One thing that Hone Kone
MAHJONG eaptures particularly well is the
variely of rules you coime across when
playing Mahjong, Like Monopoly, every
houschold plays it a little differently: Some

say you can only declare a winning hand if

your hand is not only complete but worth

[ ot + MNOVEMBER 1996

ften, it's best o keep a Kong, Pong,

‘There are some minor snags. Not all
tiles are numbered in the antique tile set
even if you have the tile numbering
oplion twmed on. There is no option for
multiple-player games or, what would
seen o be a matural, modem play. The
Help option helps vou choose your own
discards bul not when to go after other
players’.

But these are minor quibbles indeed.
HonG KONG MAaHJONG does evervthing
a good Mahjong game should. It contains
detailed rules (and even a short quiz) o
bring beginners up to speed. 1t offers
opponents at varying levels of proficiency:
(If you want to win, select the
Cancasians.) It doesn't let Vol cheat
cither accidentally or on purpose. It
politely points out mistakes when you
make them, It plays a good game. And it
scores awinming hand instantly. For this
alone, it deserves a medal,

Because we're living in the age of

chirome, when even a Mahjong gaime

» If you're just starting out, click on
the hint-supplying sparrow before
every discard but after you've decided
which tile you would throw. This way
you can get an expert opinion on your
choices.
» Always turn a declared Pong into a
Kong when you can. Not only can you
get extra points, but you remove a tile
from play and up to three possible
Chows from your opponents’ arsenal.
==
needs to feature audiovisual fireworks
before it can attract players” attention,
designer ). R Iitch has thrown in some
decent music, photographic backdrops
and portraits of the plavers, and little
audio clips for when players win or lose.
(*Yo!" says Christopher when you choose
to play him. And when he loses:
“Bummer!”)

This is all incidental, though. At the
core of HONG KONG MAHJONG is an
extremely good game, rich and com-
plex, which major game publishers have
neglected even while they churmn out the
thousandth version of Chess or Las
Vegas Poker. It is not only strong in
Mahjong in general, but Hong Kong
Mahjong in particular. However, as
good and slick as it is, HONG KONG
MAHJONG is currently only available by
direct order from Mr. Fitch himsell.

Surprised? Me, too. Perhaps one of
the major distributors will snap it up. In
the meantime, if you're in the mood for
a strong and probably unfamiliar game,
why wait? %

PAPPEAL: Anyone who's played
Shanghai and wants the real deal.

PPROS: A detailed rendition of a
classic game, with all the gameplay
variations your family threw in for
good measure.

PCOMNS: Available
in solitaire mode
only, and begin-
ners may be inade-
quately assisted by
the selective
“Help” feature.




“THE ULTIMATE, MOST
REALISTIC COMPUTER
PINBALL GAME I'VE
EVER PLAYED.”

Rick Stetta
Five Time World
Pinball Champion

With a flick of your finger, you slam
the silver orb north, where it explodes
in a storm of lights and awesome sound

= effects. No sweat, you think. But
——""_ a5 five more screaming balls
G A ME SO R EA L -  descend toward your faithful
-5 | flippers, you realize, this isn't a
5 Eﬂ game for amateurs. In fact, with

e

an ingenious regiment of ramps, loops,

orbits, targets, sink holes, lights, and
T H ' S ' S more, it's the most realistic pinball

game ever to come to the computer.

Pit your skills against the ultimate
pinball machine of the future.

T H E 0 N LY T H ' N G Experience Pro-Pinball today. And just

think of all the money you'll save !!!

i ? L J

YOU'LL MISS

@ Four different
action packed
games:
Space Station Frenzy, Bike Race
Challenge, Fast Frenzy and the
Ultimate Showdown.

® play six balls simultaneously.

& Six different table views to choose
from.
www.interplay.com
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CLASSICS &« PUZILES

Price: 559

System Requirements:
486-33MHz processor,
8MB RAM, 1MB hard
drive space,
640x480x256-color graph-
ics, 2x CD-ROM,
Windows 3.1 or better,
Sound Blaster or compati-
ble, mouse. Requires
Winsock for Internet play.
Protection: None (CD
must be in drive)

#f of Players: 1-2,
modem or Internet play
(Winsock required)
Designer: Artech Studios
Publisher: Corel
Corporation

Ottawa, Ontario, Canada
(613) 761-7792

Reader Service #: 334
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REVIEW * COREL CHESS

- Semi-Glose

Corel Chess Is Compelent But Uninspired

by Terry Coleman

esigning chess
games for the
computer has
numerous advan-
tages. "There are
literally thousands
of Grmdmaster
games with which

toslock your

library: Chess
players love to play with databas-
es, which are themselves simple

TS

nce the computer knows your move, it
actually starts moving its piece just as
your move is complete. This split-second
timing is impossible for you to duplicate,
50 even the odds by giving yourself 20 percent more
time than your silicon opponent.
CoreL CHess is mediocre positionally, which allows you
lo transpose into a favorable endgame. The computer

also likes to castle kingside, even when it isn’t warranted.

So sacrifice some pawns to open some attacking lines

ter chess player, but it isn't as effec-
tive as CVS000 in this mode, and
it's nowhere near the standard set by
MAURICE ASHLEY TEACHES CHESS,
Serious pawn pushers will appreci-
ate the ability W import any chiess
game saved in PON format; other-
wise, theres little that's new here,
"The computer opponents lack style,
aswell, making this a “been there,
done that” affair even for those
desiring no more than a fun chess
contest.

to design. Additional chrome is

easy to come by, in the form of
chiess problems, diagraims, and utorials by
professionals, many of wham work for a pit-
tance (steady work for a chess master is an
iffy thing unless you're Garry Kasparov).
Chess programs have always been at the
forefront of Al and it’s difficult to accuse
the computer of cheating, because all
moves are made out in the open,

So it comes as small surprise that
CoreiL Cnss, the latest 64-square con-
tender, has many of the same features as

for your rooks and go after the program’s king!

its predecessors. But unlike the innovative
multimedia tutorials of Kasparov's Gau-
BT or the wonderful variety of opponent
styles in CHESSMASTER 5000, COREL
Criess offers little that's fresh.

SAME OLD P-Ké4

“The chess sels are pretty, as you would
expect from a company famous for its
compuler art applications. They run the
ustal gamut from Staunton to Roman to
Art Deco, and if you've
never seen a computer
chess game before, they
might impress you; jusl
don't expect any surprises
like the infamous Dali
board from CHESSMASTER.
Also, having become used
to the “true perspective”
view of CM3000, | wasa
bit annoyed al Taving to go
back to the same old

WHERE'RE MY SPECTACLES? A typical display
(800x600), where the number of windows can be
increased by going to higher resolution—although those
2D pieces to the right reduce to squint level.

[~ NOVEMBER 1995

three-quarter view thal's
been around for some six
OF SEVEN YEars now,

In faimess, COREL
Criss can make you a bet-

Conet. CHESS is competent,

bug-free, and professionally pack-
aged. Unlike a lot of multimedia compa-
nies, the graphics giant hasn't embar-
rassed itself with its first foray into the
compelilive gaming markel. Bul games
don't exist in a vacuum-they must be
compared o others in their genre—and
despite the care with which COREL
CHESS was crafted, it lacks the essential
spark that would raisc it significantly
above the norm. Next time, hopefully, the
designers of, say, Corr, Cress 1 will
lake more eareful aim al the competition
and surprise us a little. In the meantime,
stick with CMS000—still the best main-
slrc:uncumplllcrpmgr;uu.%

PAPPEAL: This offers a competent,
if not terribly original, alternative to
CM35000, mostly for beginning and
lower-intermediate chessmeisters.

PPROS: Imports any game in .PGN
format; nice graphics; huge library of
games; good Al, :
though not quite up
to the top chess
programs.
PCONS: A lot like
the Caro-Kann
defense: solid hut
unexciting.




"Qiuc ‘-_‘and easv “drae and drop” mterface.
y THOUSHNDS of table combmaﬂons possible.
Hundreds of pre-made-eraphlcs or import PCX and BMP files.

_. '_: ."_ ’f‘mm*rsnop PRO graphics program included to draw vour
~ own designs.

Mulnball play, ad:ustable fable angles and an [nstant Replay
y| feature!

 Plenty of sound effects and MIDI music
foadd!

Plav over the Wlndows desktov or choose a full
screen version.

Includes 2 READY-TO-PLAY
tables.

TRADE your tables on disk or
over the lnternet.

www.2 | stcent.com

Circle Reader Service #69
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REVIEW ¢ THE SCI FI CHANNEL TRIVIA GAME

You Don’t
Know Spock

Or If You Do, You May Wish Otherwise

by Charles Ardai

ereinforit
now. Just as
the success
of Doon
called forth
dozens imita-
tors, the suc-
cess of
Berkeley

Systems’ sar-
castic and intelligent trivia game,
You Don't Know JAcCK, is sure Lo
have an similar cffect on the game
design community. But imitation
really isn't casy if vou want to dupli-
cate either the quality or the success
of the game being imitated. "The SCI-F1
CranNeL Trivia Gasitsis the first of what
is sure Lo be a long line of epigones, and it
demonsirates this point as well as any
game could.

Jack had its snide host, needling the
players; SCI-I has its. JACK had multiple
categories of subject matter to choose
among, multiple-choice questions lo be
answered by the first player to buzz in,
and multiple rounds of play; so does Sci-

F1. Jack had jangly, TV=style theme

Lo Music; ditto SCI-FL But Jack was a huge

Price: $29.95

System

Requirements: 486
33MHz processor, 8MB
RAM, 3MB hard drive
space, SVGA graphics,
2x CGD-ROM,

Windows 3.1 or beller,
Windows-compatible
sound card, mouse.
Protection: None (CD
muslt be in drive)
Publisher: Byron
Preiss Multimedia

New York, NY

(212) 989-6252
Reader Service #: 335

amount of fun, and SCEI bored me silly.

A TRIVIAL PURSUIT, INDEED

Even the worst shool-'em-up s at least
alittle exciting, since shnnling; is shm:ting.
Bad trivia, on the other hand, is merely
bad trivia. The trivia here isn'tall bad, but
2 or 3 interesting questions out of 60 or 70
per game doesn’t leave you with a general
feeling of having been entertained,

“The mark of a good trivia question is
that il you repliase it as a statement that
includes the answer, the statement is

[~1<] NOVEMBER 1935

NO WAY! Momphix should fix his Universal Translator—that
way he might learm more than a half-dozen Earthling phrases.

interesting, So: “What material was used
to bind 19535 special edition of Falrenheit
451" Answer: ashestos. They onee pub-
lished Ray Bradbury's book about book
burning in an ashestos binding?
Interesting,

But: “Who wrote ‘Porlrails of His Chil-
dren’?” Ceorge R R Martin wrole
“Portraits of His Children.” “In what year
was the fisst Theodore Sturgeon
Memorial Award given?”"The first
‘Theodore Sturgeon Memorial Award was
given in 1987, Not interesting, “Who
wrote,” “Who played,” “Who directed,”
“In what vear..” —these are the bread and
butter of SCI-FIs questions.

"The five categories are Books, TV,
Comics, Movies, and “Wormhole,” a
catchall of questions on astronomy, sf
magazines, animation, and such, Your
“penial host” is a smartass called Morphix
who appears variously as an alien, a drag-
on, a skeleton, and a obol. When you
select a correct answer, he says, “Yes!” or
“Yep!” or “That’s it!” When you get one
wrong he savs, “Wiong!™ “Incorrect!” or

“Noway!” So much

for Morphix.

WIN, LOSE OR
DRAW = MUCH
THE SAME

The great gags and
good writing of You
DoN'T KNOW JACK
make it a fun game
even when vou lose.
The few questions,
plus a “speed ound,”
are just unnngh lo sate
the appetite rather
than sicken it with sur-
feit. And when the
game is over, the best is still ahead: exquis-
ite parodies of TV commercials play while
you hear the game show “studio” shutting
down.

In Sci-, things are more cut-and-
dried: question, answer, question,
answer, Seventy limes, guestion and
answer. And then, when you have
answered all the questions, the game
just ends, with barely a whimper, much
less a bang, The only reason this isn't an
anliclima is that what came before was

something of a whimper itsell %

PAPPEAL: Hardcore sci-fi fans only.
Who else could care how many years
The Man From UNCLE ran or who
wrote “Enemy Mine”?

PPROS: If your friends aren't willing
to quiz you on your
knowledge of sci-fi
minutiae anymore,
here's a computer
to take their place.

PCONS: Most
people would
rather have friends.
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Get $10 Cash Back from Interplay and Save 20%-50%
Y: Any of the following Interplay WIN '95 full version titles {limit cne rebate per title) between
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DENNIS McCAULEY -

SPORTS

New Pla
Hit The Gridiron -

Three Expansion Teams Train For The Digital Football Playoffs

t's human nature to pull for
the underdog, What kid
doesn't cheer when the
neighborhood bully finally
gets his? Does anyone out-
sicde Chicago or Dallas root
for the Bulls or Cowboys
anymore?
Asimilar state exists
amaong computer football
sims, For several years Sicrra’s FRONT
Pack: SPorTs: FOOTBALL PRO series has
played Goliath to everyone else’s David,
Of course, there’s been a reason for
FRONT PAGE's success. Sicrra’s series has
been very, very good, breaking new
ground and winning three CCW Sports
Game of the Year awards along the way.
Butwith 51 billion in annual sales, the
software gaming market is an intensely
competitive arena. Iven Coliath can't
afford to kick back, although that’s what
Sierra appeared to do last

o :'Frmt Page Sports: Foothall Pro '85

2. NASCAR Racing
3. Links 386 Pro
4. Eari Weaver Baseball
5. NBA Live 86
6. NHL Hockey 96
7. Front Page Sports: Basehall '94
8. FIFA Soccer
9. Grand Prix 2

10. NFL Challenge

11, Tony LaRussa Basehiall 3.0
12. Pro League Foothall '95
13. Strat-0-Matic Basehall V6.2
14. Basehall for Windows

15.  Virtual Pool

\) Donis's 15 Best Sports Games 01 Al

year. My CGW review (March) of F'PS
IFOOTBALL PRO "96 noted the malaise,
and many gamers seem to agree. Quile a
few I'RONT PAGE leagues eschew the
most recent edition, sticking with, 95
instead. And for the first time in years,
FroNT Pacik: fumbled the CGW Sports
Came of the Year crown, which went to
NBA Laviz 96. Rival sports game compa-
nies have also noliced Golialls misstep.
Like sharks smelling blood, Sierra’s com-
pelitors have retooled and swarmed into
the current foothall season loaded for
bear— FRONT PAGE bear.

NEW KIDS ON THE BLOCK

"The frantic competition should result
in a fascinating year for football sim play-
ers. FRONT PAGE i back, but will be fight-
ing that feeling that comes from an
extended stay with the same system,
Consequently, this vear's excitement will

likely come from one of the three big

Time

Sl e
Papyrus S0 PC
Access ; - PG

EA PC/Amiga

EA Sports ; PC
EA Sports PC
Sierra Sy

EA Sports PC

Microprose . PO

XOR PC
Stormfront Studios RC
IBM/Microsports _ PC

Strat-0-Maic PC/Mac

Miller/APBA PC
Interplay. ; e

|

Ul

graphical sims that are making their
debut. | can't remember a football season
with more hotly anticipated releases, or a
showdown that’s had as much of a plavoff
feel. So who are the rookies who are tak-
ing on compuiter foothall’s wily veteran?
Emerging from the misty shores of
vaporland, FA Sport’s JoHN MADDEN
FFoomBALL 97 will make ils long-awailed
debut on the PC. It was expected last sea-
son, but I'A decided to red shirt JMF for
one more year. We'll know soon if the
extra conditioning paid off when this con-
sole hit blitzes the PC for the first time.
Leveraging the riches of ABC and
Disney, Overtime Sports’ first game will
be MONDAY NGHT FOOTBALL,

media extravaganza thats after the glitz

amulti-

and excitement that pro football brings to
prime-time TV, (For a scouting report on
MNE, check out ‘Terry Coleman’s
detailed preview in the September issue,)
The third, and in some ways mosl

intriguing FRONT PAGE rival is LEGENDS
FOOTBALL '97. Accolade has pinned its
hopes on LEGENDS after three seasons of

i UNNECESSARY ROUGHNESS. While every
! game has a hook, LEGENDS' is unique,

promising authentic NFFL play across four
different eras: 1932, 1950, 1968, and the
present. ['tom the leather helmet days to
Steve Van Buren to Gale Sayers to
Emmitt Smith, huh? OK, Accolade,
you've got my attention. What now?
“The thing that’s getting the most
hype,” confinms the game’s producer,
Kevin Hogan, “is the LEGENDS coneepl,
which is the ability to play in multiple
eras, But | think that what's really going to
setitapart is its play value — how intelli-

+ gently it plays and how much fun it is.”
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‘ ‘ Sierra’s

competitors

swarmed into
the football
season loaded
for bear—
FRONT PAGE

bear. ' ’
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“NHL POWERPLAY “96 IS WITHOUT A
DOUBT THE BEST HOCKEY GAME EVER
MADE FOR ANY SYSTEM ON ANY PLANET!!!
THE INCREDIBLE LOOK AND PLAY LEAVE YOU NO
CHOICE BUT TO GO OUT AND BUY THE GAME.”
-GAME PLAYERS

“POWERPLAY HAMMERS FACEQFF OPPOSITION...
RARELY DOES A VIDEO GAME DELIVER THE
ESSENCE OF THE SPORT...POWERPLAY'S GRAPHICS
AND GAMEPLAY SKATE AWAY WITH THE CUR” -4
-GAMEPRO

“POWERPLAY'S GAMEPLAY IS SECOND TO NONE” (57
-COMPUTER GAMING WORLD

“THE GAME THAT STOLE THE TORCH FROM
EA'S NHL SERIES AND BROUGHT THE SPORT
OF HOCKEY INTO THE 32-BIT AGE”’
-NEXT GENERATION

“THE STRONGEST COMBINATION OF KILLER
GRAPHICS AND SOLID GAMEPLAY TO DATE”
-CYBER SPORTS
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DENNIS MCCAULEY

Before signing on with Accolade,
Hogan worked for EA Sports on big-
name console projects like Jorn Map-
DEN FOOTBALL, NHL HOCKEY and BiLL
Waish Coruece: FoorsaLe, CGW
recenlly interrupled the LEGENDS pro-
ducer’s hectic schedule long enough for
anin-depth interview about his new fool-
ball title. From the ground up, LECENDS is
a completely original product. That’s good
news for gamers who were imimpressed
with UNNECESSARY ROUGHINESS.

“Ihere’s actually nothing of UR in
LiEGENDS,” Hogan explains, “We decided
we got as much as we were going to gel
out of that engine, and that if we were
going o be competitive with FRONT Paci:
we needed to start from scratch.”

IZasier said than done. For Hogan, the
key was finding the right developer. He
chose Saffire, an art house that primarily
supplied graphics up until it made a
recent move into game development.
Prior Saffire credits include Wayne
Grerzry Hockey on SNES, and
HarDBALL 95 for Sega Genesis.

Giventhe large dose of console game
experience behind the LEGENDS team,
and the fact that PlayStation and Satum

who prefers a good mix-
ture of an arcade game
with a lot of robust fea-
tures. 105 a difficnlt
tightrope to walk. We
want it lo be as stalistically
accurate as possible, but if
we have 1o make a deci-
sion between play value
andd statistics, we're gonna
go for play value.”

FOLLOW THE
BOUNCING BALL

Pro football has under-
gone several distinet evolutions during its
history. Modem NFL strategy is vastly dif-
ferent from that in 1968, let alone 1932, So
how would the Deeatur Staleys fare
against the Jacksonville Jaguars?

Hogan'’s answer: “1968 obviously isn't as
different from today as 32 would be. The
differences are going to come out in the
way each team plays. The '65 Colts (NI'L
champs) have a an-oriented, old-school,
ball-control offense, whereas today vou'll
see quite a bit more passing. So there'll be
asignificant difference in the plays that
they choose. Il vou're playing in 68, the

MEN IN TIGHTS In NFL Legenos, you'll be able to fulfill
your leather helmet fetish when you face '32-era he-men
against the plastic-helmeted sissyboys of the '90s.

In the look-ind-feel category. LEGENDS
inclhides 3D renditions of all 30 current
NFL stadivms, as well as a representative
venue for each of the nostalgic periods.,
With plavers from different eras competing,
some fascinating matchups are possible.
Can Crazy Legs Hirseh beat Neon Deion
on the post patter? Just how does a game
mesh the smaller, slower players of yester-
vear with today's lightning-fast behemoths?

For Accolade the answer came through
historical rescarch and statistical analysis,
IHogan does admit to a certain degree of
subjectivity, especially for the distant eras
where slals are not available. In some

- play we've heard yet in a sports game. Keep
your putter polished for this one.

- » Answer: A Macintosh bowling game.
Question: Name the game least likely to be
stolen from CGW's game library. Having got-
ten that cheap shot out of the way, let us
now note, for the record, that the upcoming

ALy 19 BowLing is being made by Starplay,
creators of two of the two best pinball simu-
lators ever made: CrysTaL CALiguRn and Loony
LABYRINTH. So If you're a Mac gamer, and a
bowler; this 3D bowling sim (with four-player
network support) may be good news, espe-

- cially given the dearth of Mac sports games.

» Well, the '96 baseball season is coming to
cluse. and one of the computer expansion
g-'ieams-r' idn’ tqune make it out of the. dugout
' e playlng field. Virgin's GRaND
97 (formerly GRAND StAM '96) is now
expected for a first-quarter '97 release, in
time for the opening of next season.

____> Also daiayad until early ‘97 is the PC ver-
slan’ of VR Sports’ VR GoLr. (The console
versions should be out before Christmas.)
We had a chance to play a late beta of the
PlayStation version in multiplayer mode, and

it S looking quite promlsing‘ with cool graph-

:;IUS ___nd"some.uf ihe hest funniest play-by-

cases, the designers had to rely on news-

paper accounts lo assess strengths and

weaknesses of individual players.
LECGENDS has some intriguing features,

but can it flush 'RONT PAGE out of the

ON DECK

pocket? ™ I think that we're going to geta
subset of people that have been longtime
FRONT PAGE SPORTS fans,” Hogan pre-
dicted. “FFronT PACE is a great game, but
I don't think they've done enough in
recenl _\'(.'.'".‘i lo (_'I'.ll].'llll:('. ”1‘.' g}][ﬂl.‘ ;Il‘i(|
keep their customers, hink theres an
opportunily to go in and sleal some of
them. But I'RONT PAGE also is a bit of a

different market. There’s overlap, but |

versions are due out as well, the obvions things that will be different are the stacli- think they tend toward the stats side of
question is whether gamers can look for- s, the league riles, the music, the things, where we're lending toward the

ward to a football simulation or SoNiC
Tie Hienceroc in shoulder pads,
Hogan didn’t waver in his design philoso-
phy emphasizing gaming over simulation.
“l'or peaple who are into extremely
accurate statistics, LECENDS iy not
appeal to them as much as to somebody

cG OCTOBER 1008

appearance of the players, and the overall
look as you switch eras. The Cowboys will
definitely have to vary their strategy play-
ing in 68 because of the rule
changes—things like hash marks being
farther apart and goal posts placed at the
front of the end zone.”

playability sicle. The real trick is figuring
out the way to make it stand out, because
there is plenty of competition out there,”

That there is, and for compuler foothall
fans growing weary of the same old thing,
that’s very good news. Look forward to an
exciting NIl Lseason. g
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You're drafting car 58 down the ultimate adrenaline rush. Juiced with

rear end under braking. and end over ends, it’ll suck you in, W

you out at 200 mph. It's Daytona USA specially

Exploding from your red line your heart and spit

blind spot, car 64 pitches violently, reducing your

crumble zone to an accordion and sending you in a enhanced for Windows™ 95 and it’s only from

screaming powerslide Sego Entertainment.

to an up close and

N— B personal with 5 tons of G # : _
‘mmouﬂhle concrete. Welcﬁme to Driver’s Ed - mymm I-“tp://WWW.segu.comfsegnpc/
Daytona style, where unrivaled fast twitch . (888) SEGA-SALES
" = u s A Sega s registered in the U.S. Patent of Trademark Office. B3 10 L

response, searing frame rates and 30 S N Daytond USA & restared wademank ot [y

l l!lll!lril.lllﬂllg}iﬂﬁﬂﬂ?;‘.’ay litt_rrnaﬁhng and igsusad Iurggsr

. . icense from Daytona Properties, Windows” 85 1s a .

lygon graphics leave you soaked in the mark of Microsolt Corporation. ©1996 SEGA. PO, Box ks

po ygong p Y BUQ?.HBU'-'JOOL!CW?C& 94063, All rights reserved. EEIGT:

Everything else is

just sucking exhaust.

Circle Reader Service #179



Price: §79.95

System Requirements:
486 DX2 66MHz (Pentium
90 recommended), 12MB
of RAM (16MB to run
from Windows 95), 656MB
of hard drive space, 2x
CD-ROM drive (4x recom-
mended), VESA-compliant
video card with 1MB RAM
(2MB recommended)
capable of displaying
800x600 resolution in 32K
colors, 8-bit sound card,
mMouse; math coprocessar
required.

Protection: None (CD
must be in drive)
Program Manager:

Roger Carver

Publisher: Access
Software, Inc,

Salt Lake City, UT

(800) 80O-4880

Reader Service #: 336

Kk kk)J) REVIEW ¢ LINKS LS

- Duffer’s Drea

Links LS Lets You Play Like A Pro, With A Pro

by Denny Atkin, Sr.

‘mon the first lee at Latrobe

Country Club. A slight breeze
rustles the leaves while birds chirp
in the background. Amold Palmer
has just hit a long, straight lee
shol. | get in position and swing
away. The game is on. Here | am,
fulfilling a “can’t possibly ever
happen to me” life’s dream, tecing
off against Amold Falmer, pro
againsl dreamer, in mateh play, My shot
soars down the middle and lands softly in
the fairway, just beyond Palmer’s, | mur-
mur o 1|1_\*5(.‘|I‘, “You're away, Amie.”
Welcome to the world of Links LS, the
latest attempt by Access Software to rede-
fine the computer goll game. And like its
esteemed ancestors — LEADER BOARD,
LANKS and LINKS 386 'RO — this game’s
technological firsts and gameplay
enhancements could very well make it
the golf game to beat for years to come,
With birds chirping in the backaround,
divots and tees flving, and realistic ball
flight, LNk LS puts vou on the fainvay
like no PC golf game ever has before.

WELL-TENDED GREENS

Much of game’s realism is the work of
an amazing new rumlcring;c_-.ngim:, which
supports resolutions ranging from
S00x600 to 16001200 and hevond, in
color deplhs ranging liom 32,000 1o 16
million colors. "This unprecedented detail
really reveals ground, grass and sand lex-
tures, highlighted by shadows and even
fog. I also significantly enhances the
game’s 3D feel. Exactly how mueh detail
vou ean display depends on your video
card. With a IMB card, 500x600, 16-bit
color is the masimum, while a 2MB card
will let you play in 800x600 24-bit color,
or 10245768 16-bit.

LINKS LS has moved most of the shot
conltrols to a new retractable control
panel, giving you a more open view of

vour actual shot. If you want to make a

cG HOVEMBER 1996

club selection, spot the pin or adjust your
stance, just move vou monse to the bot-
ton of the sereen and the panel pops up.
\h _\’()II move fl](' pninl(rr ACTOSS various
options on the panel, labels pop up lo
explain each button’s fumetion. Moving
the pointer across a club shows its maxi-
mum hit distance, a feature beginning
duffers will appreciate. Only the swing
gauge (visually cnhanced but similar 1o
the one in LINKS 386) and slope, lic and
wind indicators remain on the sereen
once all setup decisions have been made.
In addition, side, overhead, pinand
other views are now available in windows

that you can pop up, resize and place on

two generic male duffers and a lemale
solfer —are larger, more Muid and more
varied than those in LINKS 386, Palmer’s
swing process is partict ll;irl_\' authentic,
including his characteristic gyrations fol-
lowing each shot. Adding to the realism
are Amie’s colorful comments, such as, 1
was moving off that ball,” “That is much
better,” and even the classic “Looks like
you hil the tree, Jim.”

In addition to the cyber-Amie, you can
setup both human and computer players;
the latter add a much-needed sense of
compelition lo this game. Choose a goller
animation, pick from 63 shirt colors (some

of which only a true golfer would wear)

SLORL Wl RS e RS

SWINGER'S FANTASY Liuks LS's stunning degree of realism will make you forget
that you're actually inside, not in Hawaii, not playing golf at all.

your sereen as desired. If you elose these
windows after setting up your shot, though,
vou'll find a spectaculary realistic view
which inclides every moung, free, bush,

art path (you actually see the carts parked
to the side in some of the shots), sand trap
and even hall washer in the vicinity:

FORE PLAY

Access has improved more than just
the scenery: The new golfer samimation —
which includes Amold Palmer himself,

and sel their ability level anywhere from
amaleur to championship. You can micro-
manage the abilities of compnter players,
giving them better skills at certain kinds of
shots, A point system lets you rate a
golfer’s overall skill, and even makes possi-
ble contests 1o, for example, create the
best overall computer golfer using 700
skill points.

Colfers will appreciate the new choices
of game style—you can take on players in
Match Play, Best Ball or Skins games, For



You've always been a tad

00 COMPETITIVE

AT HOOPS.

e,

this surely won't
help matters any.

Pinally, some PC roundball that
Er '; lets you play just like
e

¢ in the gym. In othexr

PROBUCT words, like a maniac.

Prom the opening tip, I'BA Full Court Press” rewards
your desire to dominate the hardwood by any means
available. Like high-res graphics that render
slams (yours) in humiliating detail.

Choose from 29 NBA, 2 all-star, or up fo 4 custom feams. Or Player Intelligence based on real

ITBa coaching. With motion capture of I'Ba stars, you'll virtually reel the rim as

you levitate high over the arena. Play with up to iour hoopsters on a PC using

io icks or gamepads. Or you can take on multiple players in real time via modem

or network. and installation? It's a layup with iiicrosoit® Windows® 95. Want a pre-

game warm-up? Checkout www.microsoft.com/sports/slamdunk/. Then get ready to lose it.

Microsoft offers a line of sports games for the terminally competitive,

Micresoft

Where do you want to go today ?™




N

re you Ij_@:ady




[ Sy Ry | (salaeTentesd
g T B Bt B, B B Bt By DBy D Do o T
e S - [ -

I pl g real time play callin internt
downloa Q Il egams/ 1500 plavers 1 95 native,..TV=style Dl
L | at ] '..'_' eck 5 uk httos//wy OLsp I
INTER
ACTIVE bt
RATIRE RRARD BRCATE THAW ANALTRA & TRACEAG TIETEVE

Available for PC CD-ROM for Windows ‘95. ABC's Monday Night Football is a registered trademark of ABC Sports, Inc. Stats is a registered trademark
of Stats, Inc. Officially licensed product of Players Inc. The Players Inc. logo is a trademark of the NFL Players. NFL team names, logos, helmet designs
and uniform designs are registered trademarks of the team indicated, NFLand the NFL shield are registered trademarks of the NFL"/ 1996 NFLP.
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REVIEW ¢ LINKS LS

~Ithough | cnuldn t wait to gel to the golf
game with Amie, the standout extras
included in the three-CD-ROM package
turned out to be thrilling additions for any
real gt}!i fan. Two virtual reality 30 tours—Kapalua's
Planta!:an Clubhouse and Amold Palmer’s office and work-
—Use the engine from Access's THE PanDoRA DIRECTIVE
.ad\.rentura game to let you walk from room to room and
Z00m in on specific items of interest.

The virtual tours are amazingly accurate. You move
freely down the hallways of the opulent Plantation course
clubhouse. Make your way down the circular staircase to the lower lobby where you'll find
the Vi[:tury Wall, on which past Kapalua champions are displayed. In all, 93 points of inter-
est are explained with a simple click of the mouse.

Amold Palmer fans will love the virtual tour of Arnie's workshop, office and trophy
room. | really enjoyed the feeling of being there, in my idol's private place. Also, video
footage allows us to listen to Palmer’s insights and recollections of his PGA and Senior
tour memaries. In addition, two video tours are included: Kapalua, on the island of Maui,
and the story behind the legend of Arnold Palmer. Finally, video fly-bys are available for all
the holes on the Linis LS courses.

! shcp -

my first game with Amie, | chose Match
Play, the oldest and most traditional form
of competition. When taking on human
players, you can compele ona single
machine or conneet via modem or local-
area network. The Latrobe course and
simulated Amold Palimer included with
Lanks LS are just the livst entries in
Aceesss new lour Player Series, Other
famous ]1n}fl'~;sirll1il| gn":_'r.‘i will follow,

along with their home courses,

COURSE WARE

Following my mateh with Amie, [ ven-
tured Lo the windswepl coast of Maui lo
play the famed Kapalua Village and
Plantation courses, also included with the
same. Ashriking dilference to the Hawaii
courses is always knowing in which dirce-
tion the ocean lics, thanks to the crisp
environmental 16-bit 31 stereo sound.

As a thank-you for longtime Links
supporters who have already invested in
the numerous add-on courses, Access
has included 17 of the SVCA courses
used with LINKS 386 Pro and Links 386
CD on disc 2 of the three-CD set.
Simply point Links LS at the dise con-
taining the original course, and the pro-
gram will install an enhanced LS version.

Although these courses don’t quite

CG NOVEMBER 1995

I MEANT TO DO THAT Hitting your ball close to the concrete makes it much easier to

get back to the cart.

match the image quality or offer the ani-
mated fly-bys of the native LS courses,
they are enhanced significantly from the

originals.

ACE IN THE HOLE

LiNKs LS is more than just a run-of-
the-mill franchise update — the interface
changes and more realistic sound and

graphics give this classic golf game a really

new feel, while new mateh play against

Arnic and other pro gollers gives LINKS
1S a much welcomed compelitive edge.
And, lestanvone tell you that playing
computer golf is a waste of time, the
player animation is so great that you could
aclually get some good ideas for inprov-
ing your real-life golf swing and course
management through thoughtful playing
of this game. Perhaps the only improve-
ment this golfer can suggest would be to
allow the player to be positioned any-
where in the teeing area when setting up
for the shot, Allinall, however, this is a
great way to spend a Saturday when the
real links are rained oul.

Unlike the swing-challenged, flight sim-

L fixated Jr: edition, Denny Atkin S is niost

al home on a golf course, as is evidenced
by his recent capture of the 1996 Club
Champion, Handicap Ilight title at
Oregon's Tualatin Country Club. %

FAPPEAL: Computer golf fans look-
ing for an accurate, realistic golf sim.

PPROS: The “Like being there”
sounds, textures and animation com-
hine to make this simulation a real
golf fan's delight. Multiple match
types plus modem/network play
expand the game's
playability.
FCOMS: Other
than slow render-
ing times, hard to
find any. Perhaps
the chirping bird?




Now you know how close to the game you'll get with Total Control Football™
Where you're not only the player, but head coach and general manager as well.
And where you have more to lose than just the game.
For more information and a chance to win
the NFL experience of a lifetime, visit our Web site.
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Advanced artificial intelligence lets you grow Network and modem options let you challenge Extensive recruiting feature let's you rebuild
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Win tickets to the Final Four®
Visit our website for info.
http://www.im.gte.com
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Price: $59.95

System Requirements:
486DX2 66MHz,
Windows 95 or MS-DOS
5.0r, 26MB hard disk
space (60MB recom-
mended), 8MB RAM
(12MB for Windows 95),
1MB SVGA VLB/PCI
video card with VESA-
compatible driver, 2x
CD-ROM drive

(4x recommended).
Protection: None (CD
must be in drive).
Developer: EA Sports
San Maleo, CA

(415) 571-7171

Reader Service #: 337
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Hit Parade

TRIPLE PLAY 97 IS Flashy, Arcade Baseball
At Ifs Best, But Stat Geeks Beware

by Jim Gindin

A Sports is kind of like the
Michael Crichton of com-
puter sporls gaming, Like
Crichton, who has perfected a
caplivating story-telling formu-
la in his novels (Jurassic Park,
Disclosure, el al) that eschews
realism or social significance
but nicely stretches the imagi-
nation, XA Sports ereates
games that are just plain fun to have on
the hard drive. The company’s new entry
into the vast baseball market is TrIpLE
Pray 97, a smooth, attractive bundle of
hitting, fielding and pitching, that, like
their other games, is loads of fun to play
but will leave statistical purists frowning,

BALL BUSTER

When evaluating TRIPLE PLay 97,
arcade gameplay is everything, FA deliv-
ers top-notch SVCA graphics in a seam-
less, smooth-scrolling plaving ficld, "The
game has an excellent-looking batter/
pitcher interface, Players have individual
heights, weights and skin colors, so short,
muscular players look a little Kirby
Puckettish, while lanky pitchers resemble
Randy Johnson. This gives the game a
neat, polygon-like personality.

As the pitcher, vou can select from nine
pitches, and then guide the pitch by mov-
ing the pitcher right or left on the mound.
Touching er holding the joystick moves
the pitch in a certain direction. It isn't
real baseball— the location of a pitch
shouldn’t be changed once thrown, obvi-
ously — but itis well execut ed. Getting a
feel for throwing outside the strike zone
and making the computer batter swing is
very important in this game.

Irom the hitter’s perspective, sctup is
more like real life. The hitter selecls an
open, even or closed stance, and can then
move within the batter’s box to select an

[+{] HOVEMBER 1996

optimum position for swinging. Swinging
the bat requires a button press. 1 you hold
the joystick down, you get a ground ball. If
vou push it up, you geta fly ball. TripLe
PLay 97 does not force you lo select an
area of the plate Lo swing into. Alter play-
ing many different competitors’ games, |
think this was a good decision. There sim-

ply isn’tany way, with eurrent visual tech-

Other innings, you'll get (or will give up)
six runs without even thinking about it.
IYielding is a little quirky. You can have
your ficlders automatically guided to
where the ball will land. Otherwise, if vou
opt Lo do it yourself, you'll have to pump
the joystick button to get them to move al
anylhing quicker than a molasses-like
pace. Onee the players reach the hall,

THIS IS A HIT! Trirce Puay 97 offers just about the best batling
interface available in PC arcade baseball. Set your stance, posi-
tion yourself in the box, and then prepare to whiff.

nology, lo properly simulate the perspee-
tive of fucing a real pitcher. All attempls to
foree plavers to swing in a particular area
of the strike zone results in frustration; you
need to retrain vour brain to recognize
specific pixel paths to make that kind of
choice.

In"TP 97, all you wony about is trying
not to swing at inside or outside pitches.
You're not going to walk, so timing the
swing is evervthing. Unfortunately, once
contact is made, realism deteriorates. The
stance and your selection of whether to
swing wilh an uppercul alimost entively
determine where the ball goes. If you
select a closed stance, vour batter will pull
everything, Ifyou use an open stance,
evenything will go to the opposile field.
Hitting and pitching also seem very
streaky. Some innings, you can't buy a hit.

throwing to the cor-
rect base can be
tough, especially
since these players
can throw like
DNA-manipulated
monsters. Any out-
ficlder is capable of
zipping a one-hop
strike to the catcher
from 400 feet.

Ifyoudon'thita
home run, you will
almost certainly hit
asingle with one-
base advancement,
Any kind of extra
achancement is difficult, and usually
resulls ina costly oul. Even compuler-con-
trolled base running is a little bizarre. It’s
not unustial to see a runner just a few feet
from scoring from sceond base on asingle
turn and head back to third when the cen-
ter fielder starts the throw: This part of the
game needs a lot of work.'The option for
even faster, but riskicr, throws will add a lot
to the game once the kinks are worked
out.

CHROME JOB

Since TRIPLE Pray 97 was developed
simultaneously for console systems, it's
designed to run entirely from joystick or
gamepad input. This gives the action
game itself a very smooth feel. FA has
mastered this type of interface. The
game moves from module to module
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FAR, FAR AWAY.

(PEEPRICE, FHOWEVER, 1S QUITE DOWN TO EARTH.)

Lumﬂu_n [xmmunnu Cou,

WL T

HOHV SIMNSNIOONE Y

: i 5 Incredlble |
A STAR WARS' CD-ROMS .

o /4

[ncludes the world- f IEEEEED YR
wide exclusive CD, |}
MAKING MAGIC: |:{}Z&[2:
‘ABehind-The-Seenes |5 ive
Look at the Making of | i W78
itie Star Wars Trilogy | WA
Special Edition.

) Five incredible titles for MS-DOS & Windows 95. All for one incredible price.
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REVIEW ¢ TRIPLE PLAY 97

with attractive, cir-
cular menus.
Viewing the gane’s
limited statistics,
however, is a bil
tedious. Setting or
changing a lincup is
very difficult, and if
}"{]ll lllﬂk(_' anin-
game mistake trying
to figure out player
changes, you cannot
undo that change.
Adding the usc of
mouse input, while
violating the con-
('.(!]')l ()f a ]}l"{:, Con-
sole-like game, would have helped this
PC version.

TP 97 sounds great, however. The
game’s ambient sounds are cool, and
vou can select from a few unobtrusive
background musical themes. The play-
by-play is coherent and doesn’t attempl
lo describe everything, a mistake other
designers have made. While player
names are provided, announcer Jim
Hughson is a name-mangler who would
miake Harry Carey proud. No one
should try ta say Fxpos shortstop Mark
Crudzielanck’s name without help.

TP 97 also features a Home Run
Derby that has more appeal than the
game itsclf in a purcly arcade sense. You
can choose one or more players to par-
ticipate, then scleet a ballpark and
(optionally) some attributes about the
compuler pitcher. Then vou simply try
to hit the ball out of the park. It can be
used for learning the timing required to

hit fastballs and curves, and the program

THE SUN WAS IN MY EYES You might
want to think about letting TrirLE Puay
handle fielding automatically, unless you
enjoy getting beat by in-the-park homers.

cG NOVEMBER 1336

WHO YOU CALLING A BLIMP? TrirLe Puay's 3D graphics are
most triumphant, including breathtaking, realistic renderings of
all the Major League stadiums.

tracks the longest home runs hit by cach
player. | think this part of the simulation
has more replay value than the rest of
the game. Its simply great entertain-
menl to lry lo get Grudzielanek to
match the mammoth 300-foot Frank

Thomas home runs,

STATISTICALLY SPEAKING

So the game looks great and plays
arcat, but how about that statistical
model? Simply put, TRIPLE PLAY 97 has no
interest in providing results that reflect the
numbers of baseball. Players either have
power or they don’t, and dozens will finish
within striking distance of a league lead in
the 40s in simulated seasons. Everyone
steals a lot of bases, leading to results such
as speedy Atlanta leadoff hitter Marquis
Crissom (12 homers, 29 stolen bases in
1995) and powerful Fred McGrilf 27 HR,
3 5B) posting nearly identical numbers (36
FIR, 37 SBvs 41 HR, 37 SB) in simulated
play. Rico Brogna, a Mets slugger who has
one stolen base in his career, was among
the league leaders with 51in TP 97 life.

A does a little betler simulating pitch-
ers, but only tracks walks, strikcouls, wins
and losses. Saves are also listed, but none
are ever recorded. There’s no altention
paid to pitching strengths. Creg Maddine
can throw a knuckleball and a splitfinger
pitch in addition to his fastball/change reg-
imen. In fact, all pitchers ean throw any of
the nine supported pitch styles. This is fun,
but will annoy those who are really into
simulating basehall.

League management is nonexistent,

‘The computer selects the same lineup for
all league games, so backups do not play.
While it tends never to replace pitchers in
head-to-head play, it takes them out much
too carly in simulated games. Every team
has a reliever appearing in 120 to 50
games per season. 1o keep things moving
at a fast pace, the game’s designers obvi-
ously weren't too concemed about getting
into the meat of simulating baseball —and
it works, sorl of, as games are simulated
quickly at least.

PENNANT WINNER

Overall, TRipLE Pray 97 has state-of-
the-art graphics, a decent interface and
solid action gameplay—but not much in
the way of realism. Comparison to other
recent releases, like Sierma's FRONT PAGE
SPORTS BASERALL PRO 96, is a little diffi-
cult. FPSBB 96 attempts clements like a
realistic physics model of a baseball in
light, while TP 97 has a few flight paths
built in, some directly defying the laws of
physics. I'PSBB 96 makes a token effort
at league management and statistical real-
ism, while T 97 completely ignores these
functions. But TP 97, like Michacl
Crichton, does entertain, while I'PSBB
"6 reads a lot like some college consor-
tinm of literary eritics Irying to create the
Creat American Novel. Everything’s there,
but somchow it never comes together.

"Though EA Sports has done a good job
here, the graphics-based computer base-
ball genre still awaits its masterpiece. No
game has completely succeeded yet in
capturing both our trigger fingers and our
imaginations. In the meantime, though,
TrieLE PLay 97 is a very fun diversion %

FAPPEAL: Console sports gamers
looking for an action baseball game
for their PC.

PPROS: Easy-to-use interface,
smooth and pretty graphics; excellent
arcate action; a well-implemented

PCOMNS: Weak
league manage-
ment support;
nothing to satisfy
the stat-enthusiast;
cartoon-like pitch-
ing interface.
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Keep your head up! This game hits hard.
Mind blowing graphics, incredible gameplay and awesome features make
Solid Ice the coolest game in town. Go head to head with the superstars of the NHLPA.
Experience the power, the speed, and the reflexes of the very best. Want more?
Solid Ice gives you a collection of game editors found nowhere else.

Create your own league with up to 26 teams, customize your players abilities using eight

different attributes, then design your team look with our incredible logo and uniform editors.

Now get physical and hit the ice in the fastest paced, most intense hockey action ever. =
Strategy First Inc.
SOILID E. | "- 7 1k nt h | st Innlo that waravys
SOLID ICE: We didn’t invent hockey... it just looks that way.
/

empire’
For more information visit our web site http:// www.empire-us.com or call 1 800 216-9706 et tlacvive
© 1996 Strategy First. All rights reserved. Solid Ice is a trademark of Strategy First Inc. NHLPA, National Hockey League Player’s Assaciation and the logo of the NHLPA
are trademarks of the NHLPA and are used under license, by Strategy First Inc. Officially licensed product of the National Hockey League Player’s Association,
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Price: $66.00

System Requirements:
Windows 3.1 or higher,
8 MB of RAM or
grealer, 20 MB of hard
drive space for full
install, CD-ROM drive.
Protection: Floppy key
disk

Developer: Strat-0-
Matic

Glen Head, NY

(800) 645-3455
Reader Service #: 338

k Kk Xk k= REVIEW ¢ STRAT-O-MATIC BASEBALL CD-ROM 1.0

Strat Me Up

No-Nonsense Baseball Sim Gets Prettier In First CD-ROM Version

by Dennis McCauley

ogether with long-time rival
APBA, Strat-O-Matic is one
of two producers of stat-
based baseball sims that have
successfully made the transi-
tion from table top to hard
drive. Both are unique in the
rapidly evolving world of
computer games, where
“long-standing” often means
that a game has survived long enough to
have a sequel. Strat-O-Matic, on the
other hand, has been cranking out their
computer baseball game for over a
decade, and has been offering their card-
based game since |FK played touch foot-
Dall on the While House lawn,
StraO-Maric Basesat (SOM) can
be considered a boutique product,
appealing to fans who demand the utmost
in statistical realism —and get it. Make no
mistake, SOM will never compete with
the likes of EAS TRIPLE PLAY or Sierra’s
FRONT PAGE SPORTS: BASEBALL PRO, but
then, it doesn’t try to. The small, privately
run company from Glen Head, New York,
simply churns oul what may be he finest
statistical simulation available today.
Thankfully, with the new version, they've
spruced itup with just enough eye candy
lo keep things interesting,
Never let it be said, however, that Strat-
O-Matic moves precipitously. While most
other companies switched exclusively to

CD-ROM and high-res graphics several

years ago, Strat-O-Matic finally took the
plunge this summer, and not without hesi-
tation. Long-time fans waited impatiently
for the games release, their anxiety fueled
by rumors of strange new arcade-like fea-
lures inserted into what has historically
been a shrine to statistics. Well, the new
baby has arrived, and it’s doing finc—a
hetter-looking version of its older siblings.
“There is an extra appendage you should
know about, though. It’s called the
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minttes. Anvone who'’s
surrendered their com-
puter for a weekend while
wailing for FPSBB to fin-
ish a simmed season will
relish SOM5 speed in
CPU-to- CPU play.
Gamers who scan the
fine print on the stat
sheets will appreciate
SOMSs inclusion of every
player who picked upa

MIRROR, MIRROR For this first CD-ROM, Windows ver-
sion, Strar0-Meanc BasesaLL's new look features much bet-
ter looking stadium backdrops, though no one is going to

mistake the game for TripLE Puay 97.

Regulator, and it’s ugly. But don't worry,
the doctor says you can toggle it off and
no one will know the difference.

There’s one other major difference in
the new STRAO-Maric: Its Windows-
based, unning under both 3.1 and Win Y5,
Veteran SOM players will have little trou-
ble navigating in the new version, since
conceplually the game has changed little,
STRAEO-MAIC newbies may find things
a bit more confusing, lowever, due pri-
marily to the lack of a printed manual —a
termble trend in the industry in general that
the company should not have
followed.

A LEAGUE OF ITS OWN

Toits designers” credit,
SOM is about as flexible as a
baseball game can be. Players
can choose to manage their
favorite team while commit-
ting the others to autoplay
mode. O, if they choose, put
every ball club on autoplay, sit
Dack and watch the results fly
by On a Pentium 90 or belter,
complete season replays can
be completed inunder 15

bat or a glove during a
season. Its great fun to
use the late season call-
ups and lesser role players
in recreated scasons.
Player manipulation has
been simplified in the new STrar=O-
Manc as well. The old General Manager
maodule has given way to a drag-and-drop
interface for trades among teams in the
same league. In a carryover from the old
SOM, interleague trading remains more
complicated than it should be, requiring
an edit-copy-paste step.

One aspect of management that’s
especially coal is the Swap-O-Matic
[eature, which allows the gamer 1o pro-
pose trades as large as three-for-three with
GMs of computer-run teams. The game's

MINOR LEAGUE ACTION StrarO-Manc has thrown a
bone to arcade gamers with an awkward beast called
The Regulator;, a cartoony pitcher-batter confrontation
that you'll want to disable as soon as possible.
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TO THOSE WHO WAIT...
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Ever heard the phrase
“Patience is a virtue?” Well,
never before has patience been
more virtuous than with the arrival
of Battlecruiser 3000AD--the most
complex, expansive, and enthralling
supergame ever created with multiple
game engines, the first ever neural
net-driven system, and more features
than any PC game ever.

sure you've waited garTIFAUISER |

seven years, now play it seso~ o/
and find out why.

e

Dereh smart's BRTTLECRUISER J000RD. '“’"- T
THE LRST THING YOU'LL EVER DESIRE, 7~ —

dctual in-game graphics Circle Reader Sarvice #170




SLASH, BODY CHECK AND HACK YOUR WAY. THROUGH
THE KILLING SEASON.

E ARENA HAS ITS OWN LETHAL

RAMPS, POWER-UPS AND
OBSTACLES.

COMBINATION™

ENGAGE IN L-PLAYER NETWORK ACTION THAT
FEATURES THE SPEED OF HOCKEY AND THE SAVAGERY
OF COMBAT. BE THE MVP oR BE DOA,

§sﬂﬁm
DEVELOPED BY
WizeanG!
IN COLLABORATION
~ HITH
ACTIVISION.

ACHIVISION 15 A REBISTERED TRADLMARE AND HYPRELADE 1S A TRADEMARK OF ACTIVIStON, [HC.
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TEAM CORONERS.

,g‘};THE DRong IS NOW OPEN.

HYPER '

© AVAILABLE ON MS-DOS®/WINDOWS®95 CD-ROM.
PLAY THE DEMO ON THIS MONTH’S COVER CD

DOWNLOAD IT AT HTTP://WWW.ACTIVISION.COM
Circle Reader Service #96



REVIEW ¢ STRAT-O-MATIC BASEBALL CD-ROM 1.0

tracling Alis no patsy, cither. It rejected
out-of-hand my lame attempt ta steal
Barry Bonds for three underachieving
Phillies (is there any other kind?). When
Howered my sights and offered three
quality players for Matt Williams, my trad-
ing counterpart expressed interest but
asked for more value in retum, even sug-
gesting arcas where the Giants needed

in Iprovemet it

PLAYING THE NUMBERS

Gameplay is the standard S1rai=0-
MANC fare, and hasn't changed much
over the years. Players make out a lineup,

Statistical accuracy remains a STRAT-
O-Nanic irademark, as players perform
realistically across the board, Although
certain offensive categories seemed a bit
on the high side in several 1995 replays,
aren'l sportswrilers tml;!}.-‘ saying the same
thing and attributing it 1o the sorry state of
Major League pitching? Still, both Dante
Bichette and Fank Thomas reaclhied
Roger Maris country with 61 HRs in sepa-
rate replays, and several sluggers exceeded
the 50-homer mark. The Indians maxed
oul at 16 wins on one necasion, exceed-
ing their own 1954 major league record by
5 Ws. Other than these few anomalics,

SWAP-0 MATI i

MY TEAM. MAYBE YOU CAN HELP ME OUT.
Too few at-bats

Too few innings pitched

Need A Closer

Not enough starter innings

Too few primary at-bats at CF

Need mare frontline pitching

TRY ANOTHER DEAL?
Yes | No

I'M PRETTY INTERESTED, WHAT ELSE CAN YOU DO FOR ME?
I'M LOOKING TO FIX THE FOLLOWING PROBLEM(S) ON

SUH the stals SOM pro-

- = duced were more
than satisfactory, and
much belter than
what you'll get from
the graphics-oriented
Sitns,

On the downside,
STRAEO-Mare still
Uses an annoying
Noppy-disk-key copy-
protection scheme. If
the company really
[cels this is necessary,

v 4 0 00 1.0 U 0

U U .250 .Z50 .o00 |

SWAP TILL YOU DROP One of the game's best features is the
Swap-0-Matic, which lets you make 3-for-3 trades with computer-

run GMs.

select a starting pilcher, and then it's bat-
ter up! The pitcher vs, hitter matchup
kews the action, but fielders” range and
error percentages lave an impact as well.
In addition, SOM includes ballpark and
weather elfects that influence play. Home
runs in Wrigley become long fly balls in
the Astrodome, while night games in April
often feature cold, wel weather which
puts a damper on hitting. Couple these
wilh true lefty-righty effects, and SOM
provides the feel of real baseball, if not
always the look. While the optional stadi-
um backdrops are much improved over
previous editions, featuring attractive day
and night photos of major league ball-
parks, STRAO-MALIC remains primarily
aslat-oriented game. I you need to see
realistic, animated ballplayers and stun-
ning stadium graphics, vou're in the right

church, wiong pew,
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wouldn't it be simpler
to just check for the
presence of the CD-
ROM rather than
wriling an eneryplion
to the user’s hard drive? This is one thing
that Stral-O-Matic needs to dump quick-
Iy to help shed their small-time image.
Also Famentable is the lack of modem
play, because so much of the competition
is including il these days and so many
leagues around the conntry are using

SOM.

FEELING IRREGULAR

And then there’s The Regulator, the
news of which set tongues wagging
among suspicious SOM faithful for
months in anticipation. The Regulator is
anarcade (that’s right —arcade!) device
that was included, one supposcs, to draw
action-oriented fns to the produet. It
won't work. When activated, The Regu-
ator sends the player to a cartoonish
pilt'fu.‘r—l}.'lll(rr confrontation. ' his device

is basically a circle dravwn around the

strike zone, in which the user tries to click
the mouse at the ball as it arrives at the
plate. According to Strat-O-Matie, it has
no impact on statistical accuracy, and the
link between what one aceomplishes at
‘The Regulator screen and the actual play
result is Byzantine, at best. Thankfully, this
feature is optional. My advice to gamers?
Toggle it off —immediately. My advice to
Strat-O-Matic? The Regulator is no
Natural. It deserves an unconditional
release.

In yetanother attempt to spice things
up, Strat-O-Matic has upgraded the text-
based play-by-play to include 10,000 lines
of verbiage, so there will e less of the
repetilive commentary of the older games.
Ior a sawbuck more, gamers can purchase
an oplional team-specific play-by-play disk
that names names, including the owner,
mascot and coaches. There are also ambi-
ent sounds, such as the crowd, the crack of
the bat and the peanut vendor, that suc-
ceed fo some extent in adding atmos-
phere. However, | found that on my AWE,
32, the general crowd sound had an under-
lying loud, rhythmic thump that was quite
distracting,

Overall, Strat-O-Matic’s first foray into
Windows and CD-ROM gaming has lo
be considered a suceess. The game plays
well, vields aceurate stats, and offers a few
pleasing new twists. 1o be sure, no one
will ever confuse SOM with HarDBatL S,
Tony Larussa, IFPSBB or any of the
olher big graphics-oriented baseball sims.
But then, that’s not why gamers turn to
stat-based games like SOM. So, keep ‘em
coming, Strat-O-Matic —just not on a
Regulator Dasis.%

FAPPEAL: Hardcore hashehall
gamers and stat freaks who value
accurate simulation over all else

PPROS: Top-notch statistical engine,
excellent player management tools,
fast and accurate replays, complete
major league rosters.

FCONS: Ho-hum
sound and graph-
ics, key disk pro-
tection scheme,
misguided attempt
to inject arcade
action into game
system.




,7“’"5’* 've seen the future of flight
’ i

_1 sims, and it is a joystick.
.

~ Specifically, the new force-
feedback design from CH
Products. While VR gog-

s gles make it look like

| you're really flying a plane
(in a low-res universe, at

| least), the CH Foree FIX
joystick makes it feel like
you're in control of a real aircraft.

POSITIVE FEEDBACK

The Force IF/X, which was slaled at
press lime lo ship in late September, will
use the same handle as the CH F-16
Combat Stick. But that's where the simi-
larity ends. The 1/X’s heavy base does
away with the throttle wheel and simple

gimbal mechanism found

elow you'll find my picks for the 15 best flight simulations of all

DENNY ATKIN o

Of This Action -

CH's New Force-Feedback Joystick Is A

STICK IT The CH Force F/X will share
the handle design of this F-16 Combat
Stick, but will include a sturdier base.

in the 1-16 Combat Stick and replaces
them with a complex mechanism of gears

and motors, The resulting stick works like

time. While some highly rated programs may not be the most
technologically sophisticated sims, they were seminal efforts that influenced future

- sims in their espe li

1. Red Baro ;  Dynamix . PClAmiga
2. Their Finest Hour LucasArs PC/Amiga
3. Falcon 3.0 i Spectrum HoloByte PC
4. Aces of the Pacific Dynamix PC
- 5. FIA-18 Interceptor SHEN e  Amiga |
6. Chuck Yeaner's Air Comhal EA PC
7. Flight Simulator 1l SubLogic  Apple Il/CB4/Amiga/Atari 800 & ST
8. Air Warrior Kesmai PC/Amiga/Mac/Atari ST
9. Longhow “Jane's/EA PO
10. F-14 Fleet Defender MicroProse FC
11, EF2000 Ocean/DID PC
_12. Su-27 Flanker S8l e : \ PC
13. 1942: The Pacific Air War  MicroProse RO
14. Fighter Duel Jaeger/Philips PCMmlga
15. Warinls el PC/Mac

A Wrist-Wrenching Winner (1

a conventional joystick, but it provides
you with amazing environmental feed-
back, simulating bumps, jolts, vibration,
and resistance.

I recently had a chance to spend a
week flying Philips Media’s Ficimer
DukL using a prototype larce 1Y/X, and
I'm a definite convert. (Its really hard to
avoid a cheap joke about flaccid joysticks

ﬁ ‘ A force-

feedback

here, but Il resist.) Going back to a stan-
dard joystick now is like downgrading
from a top-ol-the-line programmable
fighter stick to an old Atari digital joystick; joystick does
more for the
feeling of
‘being there’

than any VR

helmet. ’ ’

the experience just can't compare,

lioree feedback has two effects. irst,
the realistic resistance the stick provides
when you attempt to pull out of a high-
speed dive or make a rapid roll motion
adds a level of challenge to combat —
you can't just jerk the stick in a Corsair
like you're piloting a fly-by-wire [--16. Bul
even better, the jovstick actually signifi-
canlly increases your situational aware-
ness by providing much of the same feed-
back you'd get when flying a real plane.
[ncountering heavy resistanee when you
pull back the stick is a clue to check vour
airspeed gavge, because you're probably
overspeed. Similarly, a shaking stick is a
nueeh more intuitive and realistic waming
ol animpending stall in a WWII aircraft
than a waming hom. Self-proclaimed
expert pilots often complain that aircrafl
in sims don't depart from controlled flight
as easily as the real thing. However, that's
reasonable, since you get very few of the
cues from a sereen and speakers that you
getinareal cockpit, Until now, thatis.
Well-programmed foree feedback will
open doors to new levels of flight inodel
realism.
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Is it 2 game when your stomach lurches in the course of performing a Cuban cight?

Is it a game when beads of sweat appear on your forchead while flying under London’s Tower

Bridge to digitally sampled sound? No. This is not a game. This

is Microsoft" Flight Simulator for Windows® 95, the latest upgrade

to the most realistic PC flight simulation available anywhere.

Experienced sim pilots will relish logging time in their new Bocing

737-400 and acrobatic Extra 300S. extending the range of experience beyond

the four planes already in the fleet. A heightened level of realistic flight ol
dynamics has been achieved,
as verified by Flight Safety International. the world’s
leading pilot training organization.

Buzz Las Vegas by night and Martha’s Vineyard
at dawn with a degree of photo-realism that only
satellite imaging makes possible. Soar over New York,
Paris, Tokyo and other cities with more detailed 3D
rendering. Improved performance delivers smoother

out-the-window views and more immediate response to cockpit controls.
Challenges have been added to test your skills under daunting weather conditions,
over new terrain, in varied aircraft. Fly in the face of Mother Nature as you shoot
an instrument approach into the fog. Climb over the Alps through rapidly shifting

winds, turbulence and changing visibility. Blow the skirts up on the Statue of Liberty.
To f{ind out even more about Microsoft Flight Simulator for Windows 95, visit our Web

site at www.microsoft.com/games/fltsim/
Micresoft

Where do you want to go today?"

Expansion Pack with southern California scenery, challenges and adventures available soon.
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DENNY ATKIN

Icirer Duet's force-feedback setup
program gives you full control over the
sticks reactions. You ean cnable engine
vibration and adjust its degree; while real-
istic in both feel and the noise level gen-
crated by the stick’s motors, it gets annoy-
ing quickly. More useful are the
adjustable reactions 1o acrodynanmic
foree effects, including buffet and contral
resistance. You can also toggle on slick
reactions for cannon and machine gun
fire, as well as buffeting from explosions,
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POWER OF THE FORCE Figxier DueL's force |
feedback support lets you adjust the degree |
of force used for engine and gun vibration,

aerodynamic resistance, and more.
e N = ]

iflore on Back 1o
BagHoaD:

F e little arrows that
appearon the JT1DS
display in [LS mode
are actually landing
beacons, By llying
directly over the bea-
cons toward the land-

LANDING BEACONS

ing waypoint, vou'll hegin your final
approach with a perfeet lincup every time,
¥ The real I-16's three-way dogfight
swilch is modeled in the game. Shift-D

. sclects Sldu\ inders and

.r\lt-l') arms/ \\IR{\A\I\
and puls the radar in
TWS mode. Pressing 1D
by itself switches you
back to whatever con-
figuration you had
before, — Robin Kim

impacts and gun hils.

Look for force-feedback support 1o
quickly become widespread, Fven now,
the latest version of ICIs WARBIRDS
online sinsupports the CH stick, Its fecl
is similar to FGrer Duers, but the pro-
graimn doesn’t [eature the same level of
adjustment.

The Foree FX should sell for around

5150, a small price to pay for the sensation

of “being there,”

NET RETURN

Speaking of FiGtrmr Dokt the Nex
Dot nine-player add-on | previewed in the
Julyissue is finally available, You'll find it on
this month’s CC-ROM, as well as on our

his month we start with a sim
that's dropped off the radar. A
few months back, Sierra
promised a free update to the
lackluster SILENT THUNDER: A-10 Tank
KiLLer 2. The update was set to add a
realistic flight model as an option to sup-
plement the poor; arcade-like handling of
the sim's A-10, and include a series of
new missions as well.
~ The plan was to incorporate the Rep
Barow Il flight model, which is force-
model driven and can be used for virtu-
ally any plane which you have accurate
dimensions and data for. Turns out that
the estimates of the difficulty of grafting
in the RB Il flight model were more opti-
mistic than realistic. Also the missions,
which were almost complete, turned out
to be too large to distribute online. At
this point, the project seems to have
been shelved, and players looking to fly a
plane that handles like a real A-10 should
instead check out A10 Cugal on the
Macintosh, or even the A-10 included in
Jane's ATF
» The other news from Sierra’s Dynamix

ON THE RADAR

group is of the bad news-good news
type. The bad news is that Reo Baron

I has been delayed until at least February
of next year. The good news is that the
delay will allow developers to further fine-
tune the game and make it right before
shipping. Look for support for the major
3D graphics cards to be included, and
multiplayer is a possibility as well. (Multi-

| SLOW CRASH Any chance of Rep Banon |l

i shipping this year has been shot down.

player will definitely be available in an
add-on if it doesn't make it into the prod-
uct.) After the recent Outrostlike fiasco
with the early release of a buggy, rough
FRONT PAGE SPoRTS: BASEBALL update, we're
happy to see that Sierra isn’t exhibiting

[l NOVEMEBER 1045

web sile al wwwazdnet.com/gaming, %

more corporate shortsightedness and
rushing Rep Baron 1l out at the end of a
fiscal quarter just to try to satsify stock-
holders’ expectations.

» Another delay is in store for Micro-
Prose’s European AIR WaR, in part due to
the departures of some members of the
development team, but also because the
decision was made to enhance the sim
over the original design and move it from
DOS to Windows 95. Look for it in the
first half of 1997.

» Finally, since this month's “Radar”
seems to be about making you wait, I'll
close with the scoop on the next project
for the West Coast division of EA's Jane's
group. After the completion of the latest
sequel to 688 Artack Sus, due this spring,
Paul Grace and his team plan a Jane's
flight simulation set in World War Il. It's
the end of the line for the creaky US Navy
FigHTERS engine, though, so don't look for
this product until at least Christmas of
1997, because the team is building an
entirely new simulation engine from the
ground up for this project.
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SAVE YOUR BRAIN...
STOP MEMORIZING THOSE DUMB KEYBOARD
COMMANDS! DESIGNED TO PROVIDE THE MOST EXHILARATING
GAMING EXPERIENCE, THE MASTERPILOT CONSOLE MAKES

CUMBERSOME KEYBOARD COMMANDS OBSOLETE.

SAVE YOUR HAND...

USE IT FOR MORE IMPORTANT THINGS—L/KE YOUR
JOYSTICK! COMMANDS FOR OVER 25 FLIGHT GAMES ARE
PROGRAMMED ON AN UPGRADEABLE ROM CARTRIDGE, JUST SLIDE IN

A CUSTOM CARD AND ALL THE COMMANDS ARE AT YOUR FINGERTIPS.

SAVE YOUR SOUL...
GOD WANTS YOU TO BUY THIS! So CHEGCK OUT YOUR

LOCAL COMPUTER STORE

AND BUY IT! Qui[kl;llgt .
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SNEAK PREVIEW ¢ FLYING CORPS

by Denny Atkin

mpire makes heady promises
about FLYING CORps, its
upcoming World War I flight

sim. You have Lo be pretly con-
fident to claim your product
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will “render other Might sims”
ohsolete, and claiming that
computer pilots are “as smart
as their real-life counterparts”
is just asking for trouble.

Whether the product will come any-
where near to living up to those claims
will be seen when the sim ships in mid-
November. But evenin its unfinished
state, its evident that the product will do
for Empire and Rowan’s reputations as
developers of Might simulations what
Loxceow did for Origin's. FIyING
CORPS is a serious allempl al simulating
the first air war, one that looks ready to

surprise those who've encountered the

previous arcadish efforts from this team.
L I DEVELDPMENT
IN THE BEGINNING

At the start of the Great War, nobody
really knew what to do with the airplane.
Unarmed aircrafl were used for reconnais-
sance, but the respective anmies had little
respect for the potential utility of air power.
LEarly attempts at air-lo-air combal were

JOE CAMEL Because of the gyroscopic effect of the Sopwith
Camel's rotary engine, you'll get much better responses when
turning to the right in combat situations.

A’h ce NOYEMBER 1035

Unexpected Ace

Empire and Rowan’s Latest Sim Is Surprisingly Realistic

LOW AND SLOW Strafing supply dumps can cut off allied advances, but you'll have to
watch for ground fire.

almost comical. Pilots tried to down other
aireralt using shotguns, rifles, bricks, bot-
tles —even grapnels! One air facties guide
advised pilots to force an enemy aircralt
down by getting above it amd pushing
against the apponent’s top wing with the
landing gear. Air combat didn’t get very
exciting until Franee’s Roland Garros
mounted the first successtul forward-firing
machine gun on a Morane monoplane in
late 1914,

Irom that moment, the days of enemy
pilots flying carelessly by each other were
over. At first, air combat was mostly a test
of marksmanship. But soon, a series of
mancuvers— including the lmmelman,
split S, and barrel roll still in use today—
came about, and air combat became a
test of flying skills. Names like Richthofen,
Ball, and Rickenbacker would soon be
revered —and feared,

And if Frvine Cores accomplishes its
aims, you loo will fear these names. The
program takes you back to the era of
nascent air combal, when victory was
gained as much by individual creativity,
initiative, and reflexes as it was by combat
training and hardware capabilitics.

CAMPAIGN TRAIL

FIYING CORPS will be set in the latter
half of the Great War, 1917-18, and offer
four campaigns. These aren’t lypical sce-
narios that just drop you into the action as
an anonymous pilot for a series of redun-
dant fighter sweeps and strafing runs.

“The “IMying Circus” campaign puts you
in charge of Manfred von Richthofen's
Jasta 1 in May, 1917. But instead of drop-
ping into the role of the Red Baron him-
self, vou instead fly as his brother Lothar.
With Manfred on leave, you take com-
mand of the squadron and trv to match or
break his kill record. But Albert Ball and
his 56th Royal Flying Corps Squadron
have other plans for you. "T'his is your
chance to alter the course of history by
forcing the encroaching British offensive
back, and making Lothar von Richthofen
the name that history remembers.

A similar campaign puts you in the
boots of Eddie Rickenbacker, America’s
top World War [ ace. Can you match his
performance, lead the 94th Aero Squad-
ron o victory, and win the Congressional
Medal of Honor?

"These are scripled campaigns, as is the



A Flight-Sim for Novices and Aces Alike
Beneath the animated, exoskeleton of Banzai Bug
beats the heart of a joystick-wrenching, pheromone-
pumping, action-packed flight-sim. Designed for all of
you gamers with better things to do than memorize a
tech manual the size of a calculus book, Banzai Bug
weaves a humorous story-line and wise-cracking
dialogue seamlessly into the aerial action. Lead Banzai
on a mission to drive the bug-phobic humans out of
the house forever. Banzai Bug will be flying off your
local software retailer's shelf beginning this October.

cG>

Banzai Bug! is a trademark of Grolier Interactive Inc. GRAVITY

Scores of ground-based and
airborne bogies

GROLIER INTERACTIVE INC.

(203) 797-3530
hitp://www.grolier.com
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SNEAK PREVIEW ¢ FLYING CORPS

Spring Offensive, which puts you in the
shoes of a rookie pilot and lets you fly
some training missions before vour trial by
fire. But perhaps most intrigning is the
Battle of Cambrai , which does away wilh
the scripts and puts you in the skies over
history’s first massive tank battle. You and
your squadron must prevent the massed
Allied tanks from reaching Cambrai. You'll
defend your field guns and attack allied
supply lines, aircralt, and artillery batleries,

“The battle front changes depending on

fight Lin j

Lvine Cores includes 8 flyable World
War | aircraft, as well as 16 additional
types flown by computer players. Here's
the lineup:

ALBATROS DII,

DIII, AND DV FOKKER DR1
COMPUTER CONTROLLED AIRCRAFT
AEG CIV HALBERSTADT DII
ALBATROS CV PFALZ D3
FOKKER DVII RUMBLER €
AVIATIK C

ZEPPELIN R

FLYABLE AIRCRAFT

NIEUPORT 17 SESA

CAMEL SPAD
l COMPUTER CONTROLLED AIRCRAFT
BE2C RE8
BRISTOL F2A STRUTTER
DH9 PUP
FE2B SNIPE
CG NOYEMBER 1995

vour performance; this dynamic campaign
should offer plenty of replay value,

THE PLANE’S THE THING

Well-designed missions don't mean a
thing without well-designed planes to lly
themin. Happily, it looks like FLYING
Cones is sel to deliver. In addition to
combing hundreds of books dealing with
WW [ air combat, Rowan has been work-
ing willi a test pilot at England’s Old
Warden airfield —wha has actually flown
many of the airerall modeled here—to
ensure authentic aireraft handling,

“The flight model, even in the alpha ver-
sion I've been flying, bears no resem-
blance to previous Rowan efforts. 1t looks
like the days of jet-like biplanes are over.
Aireraft handling feels good, with proper
speed bleeds in tums and elimbs, realistic
stall behavior, and even torque effects,
‘The idiosyncrasics of cach aircraft arc
propery modeled as well. For instance, the
Sopwith Camel uses a rolary engine thal
spins as the propeller does."The torque
and gyroscopic effects of this heavy spin-
ning engine are properly modeled, making
right tums dramatically
more effective than left.
Subtle effects such as the
engine pushing the nose
down in a tum are mod-
cled as well. The only prob-
lem with the alpha version’s %
fight model was too-casy |
recovery from spins, an
inconsistency Rowan plans
to address before the pro-
gramss release, Less experi-
enced pilots can disable
spins, as well as torque,
wind, gyroscope, and slip-
stream effects.

The enemy Al wasn't
fully implemented in the version | tested,
but Rowan’s design documents indicate
that enemy pilots will fly according to their
plane’s particular abilities and weaknesses,
For example, a Plalz pilot will usually avoid
combat unless he has a height advantage
that will allow him to dive and zoom on
the Allied planes. Look for some heclic
acrial melees— the sim supports up to 48
plmes in the air simultaneously.

Rowan has finally buried the horrid

VISITING THE BRITS A Fokker prepares
to lay waste to a British command HQ.

view system used in their earlier games.
F1vinG CoRres features a virtual cockpit as
well as view keys. A Padlock view can be
setto lose track of a plane when it moves
aut of your field of view or to “magically”
track planes even when they're obscured
by your wings and fuselage.

Craphics are nothing short of spectac-
ular: "The planes are sharp and detailed, as
is the landscape, The ground is accurate
enough that you'll be able to use rivers
and roads to navigate to and from your
largets — lap maps will be included.
Rowan used a combination of on-site
research and WWI aerial reconnaissance

photos to create the terrain.

SIGN LANGUAGE Because WWI aircraft didn't have
radios, communication with wingmen is limited primarily
to hand motions signifying “break off" and “retumn.”

AWAITING TAKEOFF

IFiyine Cores will include both DOS
and Win 95 executables, with the latter
supporting multiplayer play. Craphics res-
olution is adjustable —you can bump the
standard 640x480 up to, say, 1600x1200 if
your machine can handle it,

ITFiyiNe Cores delivers on all its lofty
promises, it has the potential to make the
Empire/Rowan team serious players in
the simulation market. &



Digital precision. Deadly accuracy.

Imagine scorching your enemies with razor-sharp
precision. With the world's first digital-optical
joystick, the Sidewinder™ 3D Pro, you'll balance
complex moves with maximum control to get the ulti=-
mate in responsive game play. You won't have to
recalibrate, even alter hours of play. And every
handle rotation instantly changes your viewpoint.
Digital Overdrive lets the joystick communicate
more eiiiciently with your Windows” 95~based games.

All the better to singe your competition. Mimsm

Where do you want to go today?  www.microsoft.com/sidewinder/

01996 Hicroseft Corporation, Al riahts reserved, Hicrosoft and Kindows are reqistered trademarks and Whero do you want to go today? and SideWinder are trademarks of Microsoft Corparation.
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RAMA will captivate your mind and senses
with its amazingly complex and beautiful world.

Your survival depends on interpreting languages
and cultures of creatures never before encountered.

An epic science fiction game based on the critically
acclaimed RAMA series by Arthur C. Clarke and Gentry Lee.

Launched by an unknown
intelligence, commanding
technologies we do not un-
derstand, RAMA presents the
human mind with its greatest

challenge. Discover a series

of complex alien secrets,

avoid unseen dangers and AETEI;J:T%’CIE.EAEIE?E

reveal tantalizing clues—you ™
may even survive to report

your mysterious findings.

hitp://www.sierra.com
See your local software dealer or call 1-800-757-7707

Licensed in conjunction with International Computer Group.

Arthigr C. Clarke's and Gentry Lee's interactive multimpdia rights

are represented by International Computer Group. ©1996 Sierra OnLine, Inc.

@ and/or ™ designate rademarks of, or licensed to Swrra Online, Inc. All rights reserved.
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The Back 10
Bactoap
strategy guide
continues on
this month's
BG'HUM|
where Robin
Kim will show
you the ins
and outs of
the sim's
radar system.

»

| STRATEGY ¢ BACK TO BAGHDAD

Back to
FﬁghISchﬂol

Gaining Air Superiority In BAC K 10 BAGHDAD

by Robin G. Kim

ou feel like the poster boy

for an ejection seal manu-

facturer, As a veteran
fighter sim jock, vou
should be kicking butt
and taking names against
the wimpy Iragis in BACK
70 Bacnan (B2B),
Instead, you're spending
mosl nf)‘nllr ti]'l'l(,‘ }!E]Tlg-
ing under a silk canopy. You've read the
documentation—what little there is—
and memorized the drills backwards and
forwards, yet you still have this sinking
feeling that there are many things you
should know about your =16, but don't.
[Fyou fit this description, take heart,
The explanations and tactical tips that fol-
low will enable vou to make the most of

t 730 pounds, the B-61
tactical thermonuclear
“bomb packs a huge wal-
: \lop in'a tidy package. It
:'has no fnends——if ﬁelwered incorrectly,
it will kill you as raamly as it does the

_' pmf les, you can Ieam to stop worrying
‘and love The Bomb.

There are two basic release methods
that guarantee you won't get caught in
the nuke's enormous blast: high-altitude
level bombing and toss bombing, Rea-
sonable accuracy. requires CCIP Mode 2
radar, near the primary objective.

The goal of each method is to end

- Up at least 30,000 feet above ground

..:_you start out above that altitude, a sim-

cCc MOVEMBER 1995

::'memy By knowing the proper delivery

be used on a target designated by ground

level by the time the bomb detonates. If

vour plane’s air-lo-air and air-to-ground
capabilitics, With practice, you'll svon be
caming Silver Stars after your missions,

ple level drop will do. Otherwise, release
while in a 40- to 45-degree pitch-up,
with enough momentum to take you
above the safe altitude threshold in

FLASH DANCE When a taclical nuke
goes off, you'll need to be at least
30,000 feet above ground level to avoid
being caught in its blast.

time. Note that the B-61 is a retarded
bomb, so this toss-bombing technique
won't grant you additional standoff

HOT STUFF The large blast radius of CBU-72 fuel-air explosive
bombs makes them ideal for toasting enemy convoys.

not just Purple
IHearts.,

AIR-TO-AIR

No matter which
mission vou select,
you can always
count on a friendly
eye-in-the-sky
AWACS feeding
updates on aitborme
activity to your Joint
‘Tactical Informa-
tion Distribution
System multi-
function display
(MIFD). This ability
lo detect air threats long before they can
detect you gives you the initiative to dic-
tate the terms of the fight. Maximize this

range, just more time to escape.

The HUD symbology looks the same
regardless of whether you use level or
toss bombing. The target won't be in the
HUD's field of view, so you must maneu-
ver until the vertical steering ling bisects
the target designator box with your
wings level. Watch the time-lo-go indica-
tor to know when to drop. Squeeze the
trigger when this number disappears,
one second affer it reads “00:00."

Coming in at such a high altitude
makes you a target for enemy intercep-
tors and air defenses, so you generally
want to get in and out as fast as possi-
ble. In your haste, don't forget that the
bomb will not drop if you're above Mach
1.2. When turning away, try not to dive
below 30,000 feet. If you do, damage
from the shock wave is certain.
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advantage by leaving
your raclar off as long
as possible,

When vou decide
to engage, it will typi-
cally be from beyond
visual range, using
AIM-120 AMRAAM
medinm-range mis-
siles. The computer
pilots are feardess, and
will drive in o fire AA-
10 Alamos at you even
though they know the
missiles you laneh
will get to them first,

STRATEGY * BACK TO BAGHDAD

AA-10s employ semi-active radar homing

guidance, so theyre supposed Lo stop

LIGHTEN UP Selecting your centerling fuel tank before you
enter combat allows you to jettison it quickly when you need
extra maneuverability.

distinct tactical disadvantage afterwards.

‘The preferred option is to prevent a ban-

guiding if the launching aireraft is
destroyed. In B2B, however, they remain
a threat no matter what, making mutual
kills a distinet possibility, While it’s possi-
ble to dodge an Alamo (see “Missile
Evasion” sidebar), it would pul you al a

dit from launching at you in the first
place.

Dropping chaff will break any aircralt’s
radar lock on you, forcing it 1o spend 4 to
5 seconds regaining the lock. The Irick is

passes you by often

know a missile Is
inbound. This can be dif-
ficult, because the missile

efeating missiles presents quite

“a challenge in B28, as they
) track you quite tenaciously.

| The key ingredients to avoiding
a SAM or air-to-air missile are airspeed, sit-

uational awareness, and

works all by itself. The

important thing is to

launch warning system is
extremely unreliable. It's generally best to

lo deploy a clafl bundle every 3 seconds,

will tell you the direction it's coming from.
Turn toward it. When you see the missile,
turn to put it 40 degrees off your nose. This
allows you to judge the missile's range by
its smoke trail, and it forces the missile to

MISSILE BREAK When an incom-

ing missile is three to four seconds
away, it's time to start a maximum
G break tum into it.

steer out ahead of you.

the missile directly above
you, When it's 3 or 4 sec-
onds away, break hard into,
and then past, the missile.
This method works congis-
tently if your timing Is
good—and if you have

enough airspeed. Here's why: When the mis-

climinating any chance of radar locking
onto you unlil the bandit’s taken out by
vour AMRAAM or you pass cach other
and enter a visual range dogflight. This
technique consumes a large portion of
your lotal supply of chaff, but for render-
ing deadly radar-guided missiles impotent,
it’s well worll the cosl.

If your AIM-120s aren’t 100 percent
effective (as is usually the case), one or
more bandits will survive to engage you
close in. Should you decide to stay and
fight, jettisoning unnecessary external
stores will boost your turning ability signil-
icantly. AMRAAM are heavy enough to
be a liability in a dogfight. Instead of wast-
ing them at this stage, lry to fire them
before the merge, launching two at each
target when they cansstill do some good.

Irom this point on, it comes down to
your dogfighting skills versus the com-
puler pilots”. Just remember to keep your
speed up and refrain from hauling all the
way back on the stick unless absolutely
necessary.

AIR-TO-MUD

lor ground attack missions, B2B pro-
vides i goad variety of ordnance lypes to
choose from. Selecting an appropriate
mix for the target at hand can greatly
increase vour chances of success,

“logether, the electro-optically (EO)

good technique. Speed is essential—the gmided weapons, which include the

: Spoa{ing heat-seekers faster you go, the more GBU-0 glide bomb and the AGM-65
is relatively easy. Drop- lead the missile must pull. Maverick, are goad choices for attacking
ping a flare every 3 to 4 Switch to the forward-up a wide range of targets. They are deadly
seconds until the missile cockpit view and roll to put acctirate and can be deploved from any

altitude. And owing to a deficiency in the
CGBU-10 modeling, there’s no blast radius
to worry about. One or two GBU-10s
can demolish almost anything. With its
smaller warhead, the Maverick is best
suited for destroving ground vehicles or
parked aircraft, though two hits will
usually take oul a ship.

play it safe and drop flares whenever a ban-  sile is leading you, its seeker head will rotate Because cach weapon type's secker

dit appears to be even close to firing para-
meters.

Radar-guided missiles are a whole differ-

ent ballgame. They are not easily fooled by
chaff or jamming, so your best defense is

to outmaneuver them. First, you must spot

the missile. The Threat Warning Indicator

to one side in its gimbals to stare at your
radar return. A well-timed break turn forces
the seeker to turn so far to track you that it
hits its gimbal limits because the missile
body can't alter course quickly enough to
compensate. Once the gimbal limits are hit,

the missile “goes stupid” and stops guiding.

CG NOVEMBER 105

can be slaved to a target designated by the
ground rackar, its actually possible to guide
multiple weapons toward different targets
simultancously, greatly increasing the
amount of damage vou can do in a single
pass. I1s not realistic to do this for the
GBU-0, but neither is being able 1o use it
at all, since your simulated 116 does not
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STRATEGY ¢ BACK TO BAGHDAD

carry a laser designator. Just pretend il
uses 1V guidance, like the Maverick.

"There are two ways Lo do multiple tar-
geting, "The first involves locking onto a
target with the radar, which autormatically
slaves the 150 seeker to that same target,
then manually deselecting the target in
the EO MIFD and locking onto a second
one. [fyou then release two weapons, the
first will aimn toward the 120 MIFD's targel
and the second will head for the target
being tracked by radar. There'’s no way lo
check that the second target is within the
gimbal limils of the second weapon’s
secker, so point the plane roughly toward
that target just to be sure; il the seeker
can't see the where the radar is looking at
launch time, itwill not guide.

The second method relies only on
radar. This means only the first targel
sclected can be visually identified in the
150 MID, unlike the previous method,
which allowed you to see both before

pickling. It does, however, have the dis-
tincl advantage of working with as many
targets as you have weapons, 'The proce-
dureis simple: lock up a target on ground
racar, launch a weapon, break the lock,
select the nest target, lock and launch,
and repeat as necessary.

You may sometimes wanl to allocate
multiple £O weapons to a particularly
tough largel. Simply press the Irigger
repeatedly while the radar designates a
target; all of them will lock onto that
one targel.
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missiles will be more likely lo
hit the ground than your [*-16.
Keep your speed up o mini-
mize your exposure ime,

All your missile weapons are
fully effective at these altitudes,
but except for the GBU-10),
bombs will not anm before they
hit the ground. If they did, the
blast would surely kill you. The
solution to both problems s to
loft the bombs by pitching up

BIG PICTURE It's a lot easier to find and lock onto  and releasing while ina climb,
the right target when using the full-screen version of I the climb angle is shallow; the

the EO MFD.

If you decide to carry dumb bombs
instead of the faney 15O weapons, hitting
moving largets in P;Iﬂi('ill;lr becomes
much more dilficult, You have to esti-
mate lead mamually, so use CCIP
Mode and place the pipper ahead of
vour targel. 'The shorter the bomb's flight
time, the less lead
you have to factor
in. So the best pro-
file when attacking
ground vehicles is to
come in from
behind, 500 feet off
the ground —just
high enough for
vour hombs to arm
before they impacl.
Mk 825 have such a
stoall kill rachius that
they are useless for
this task, so stick

with Rockeye clus-

BOOM BOOM By leaming how to guide multiple smart bombs simultane- e hombs or fuel-air
ously, you can wipe out half a convoy in a matter of seconds.

explosives, Against
armed warships, this
technique is suicidal. Give inand use
smart weapons instead.

LOW AND FAST

Regardless of the ordnance you're fot-
ing, approaching a heavily defended tar-
getis no casy task. Unless you use standoff
weapons and trust vour FCM pod to pre-
vent SAMs from killing vou before you
ean drop your load, the safest approach is
to ingress down on the deck. Ilying below
80 feet will render you practically im-
mune to SAMs and AAA. Tven air-lo-air

impact point will still be visible

in the HUD and you can use
the normal CCIP aiming procedures, For
steeper elimbs, use the toss bombing
methad described in the sidebar “The
Bomb.” Fither way, roll past 90 degrees
immediately after release and make a
hard diving tum to escape the explosion
and return lo the sanctuary of low alti-
tude. IFom the time you pull up until the
the moment you level off in the weeds,
pump out chaff and flares and use your
janimer if you have one.

DAMAGE, DEATH,
AND RESURRECTION

Naholy's perfect. Some missions in
B2B are so tough that even the best sim
pilot will inevitably take some hits. You
can do withoul most systems, but a work-
ing engine is obviously essential for avoid-
ing a long walk home. If you see you have
an engine fire, don’t panic. Just shut down
the engine, restart it in flight, and it Il be as
good as new. Even catastophic damage is
not that big a deal in the sim, because
cjection almost always succeeds.

If the Iraqis get lucky and manage to
down you before you can eject, there’s
stilla way to continue your career. o to
the pilot selection sereen and elick on
the shiny metal hamess buckle in the pic-
ture at the top of the sereen, then elick
on the OK button, Itwill remain
depressed. Now click on the pilot you
want lo recover and watch the OK but-
ton pop back out, Your pilot is now
restored, and the events of the previons
mission become nothing more than a
bad dream. Wake up, get back out there,
and do it right this time! %



Receive a $5 refund when you buy the

SiLenT Hunter PATROL DISK for use with the.

complete version of SILENT HUNTER.

Plus, receive a $10 refund when you buy
the complete version of SILENT HUNTER —
a savings of $15 when you buy both!

A MINDSCAPE® COMPANY.

To'receive yourrefund; retirn this portion of the adiwith'your
ORIGINAL URG har cores from each boxandlyour:DATED sales
receipt(s). Send these items along with your address:(printed
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P.0. Box 1124, Grand Rapids, MN, 55745-1124
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December 31, 1896: Refund reauests must be RECEIVED
by December:31, 1996.
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d-D Ultra Pinball: Creepnight has everything your
(wisted little heart desives. Ghouls. Goblins. Spiders.
Pinhall-snatching ghosts. Lightening fast action. And

the most realistic ball physics of any pinball game. All
packed on threg extra-wide tables that are cooler than
a coroner’s slab, Heck, there’s even a fourth honus table
il you live that long. Cheek it out, That is, after you
finish up underneath the hous
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month conceming tips

and winning strategies. 'y

as | might, there’s no way
that I can give detailed
answers to every question.
So this month I'm devot-
ing the colurmn to hints
and tips. Since we've
focused on real-time
games lately—with our multi-installment
articles on WARCRAFT 11, I'll focus on
some turn-based standbys.

SID MEIER'S CIVILIZATION II

In high-difficulty games, such as King
or greater, the Oracle allows you a lot of
flexibility. Doubling the effect of temples
allows you to build that big economic
buse with each city. Italso adds to your
offensive firepower, since citizens that
would usually revolt with troops on the

march under Republic and

TERRY COLEMAN o

Command
Decisions

Battle Plans For Beating Four Great Strategy Games

geta lot of questions every

both military and research fronts.

Democratic governments are rendered
oddly content by the Oracle’s vague yet
persuasive powers,

The best weapon of ancient limes,
however, is the Great Library: Many play-
ers use this to fake their research, moving
to a near-total warlike economy;, sccure in
the knowledge that they will never be too
far behind in crucial technology, This
strategy can backfire, though, if one civi-

T Chitziton” R
2 Nule C-64/Apple I
3 Simeit Mac/Amigal
. G

5 RO

6 Archon : 64
7 Master of Orion - MicroProse _ RC

8 Railroad Tycoon MicroProse PC

9 mﬂld&&‘wm Westwood PC
10  Warlords Il S5G PC
AV Dume 2050 iWVestunad;s : B0
12 Reach | for the Stars RIS SO G Applea’C 64
13 Jagged Alliance B L RS o
14 Oore Origin/Steve Jackson C_E__t}
15 Heroes of Might & Magic - NewWorld : PO

I NEED MY SPACE The Oracle and Great Library
make a tough combination, letting you dominate on

lization gets so far ahead in
technology that a second civ
doesn't discover the advance —
the crucial prerequisite for gar-
nering discoveries via the Great
Library.

A much better use of the
Great Library is to actually step
up research in an area different
from your opponents’, This way
you get the benefits of their
research, plus the applied fruits

of your own labor. Meanwhile,
if you have a solid economic base, start
building the same Wonder of the World at
two different cities. Even if you build the
Wonder at one cily, don't change lo some-
thing else, but leave the ather city build-
ing in limbo. Soon your adversaries will
discover something that you really need,
which you then pick up with the Greal
Library. At that point, you can switch your
production over to the Wonder associated
with that technology; since most of the
funds needed are already allocated. |
often use this technique to snatch
Leonardo’s Workshop or Women's
Suffrage from unsuspecting computer
opponents (it works pretty wellin games

ol CIVNET, loo),

PANZER GENERAL

The Windows 95/Power PC version
has created an upsurge of interest in this
best-selling game. The biggest strategic
omission | notice when plaving games via
e-mail is that would-be Rommels are so
busy buying high-powered PzllI] tanks
and Pionere infantry that they neglect to
buy recon units. You might get by with

this when playing against the computer at
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THE EXPLOSIVE

NEW STRATEGY GAME
FROM THE CRERTORS
OF MILLION-SELLER
COMMAND & CONQUER

Super. VGA Graphics* intensify.

realism and excitement

Mulfiplay features include Internet
- Head-to-Head* and 8 player IPX
Fight over land, sea and air. .
~ Thirty new units and structures to.
~choose from including MIGS, spies,
~destroyers, submarines and more

. N e

i

iy

Two CDs—one for you and one
to lend to your favorite victim

Create and trade battle maps with
new terrain editor

GOV LoD Three game difficulty seftings
G‘”“&UE Dozens of close-ups and action movies
-— . 3 » - o — I.‘ ||. . I‘ -
IE=EE=E = Internet access tonight!* Play against

e Tk = competitors across the world with
Il the power. None of the responsibility. Westwood’s FREE Chat Program**

*Windows ®95 version only
**Requires existing Internet access

www.westwood.com
Circle Reader Service #86°
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TERRY COLEMAN

BRIEFINGS ¢

» Smﬁ GENERAL looks like it will be one of this sea-
son’s hottest games, but SSI shows no intention
of stopping there: they plan to bring the popular

series back to WWII next year with PACIFIc GENERAL

and a Panzer GeneraL sequel. Both will feature
refinements to the classic system, with the possi-
bility that the Pacific theater conflict will allow you

Kamikaze General and Generals of the Long March.
» Talonsoft’s first real-time game, AGEe oF SalL, has
developed so rapidly that it should make Christ-
mas. This has caused other games in the pipeline
to shift: BATTLEGROUND: ANTIETAM should still be out
in 1996; the shifting sands, however, will move
the next 20th-century installment of the series,

Kursk for the 37th time, but wily human
opponents will exploit your lack of battle-
ficld intelligence. Save vourself some has-

sles; atleast buy a couple as auxiliaries,

DANCIN' IN THE RAIN Bad weather is your friend.
Your scout aircraft can get up close and personal
with even enemy AA guns.

Another myth that needs busting is
“Over-reliance on air power will gel you
into trouble when the rains fall.” Pechaps,
but many Russian tanks that laugh al
Cerman artillery ean easily be dispatehed
by experienced JuS7 dive bombers, And
fig;htcrs are more than mere escorls —a

Focke-Wull 190 built up to

CcG NOVYEMBER 199G

to play both Douglas MacArthur and Tomoyuki
Yamashita. | can see the add-on packs now:

of next year.

1315 stiength can poke a few holes in
even the toughest armor.

Rain and snow tums arc often just as
weleome to the Genman as the Allied
player. They form a good opportunity to
pump air squacons up o overstrength sta-
tus, to upgracle air units (particularly
Mel09s to FWI90s), and simply to refucl
airerall without having to worry abont
teprisals from the olher side’s air units, Best
of all, vou can't be shot down by antiair-
cralt fire, so send a couple of fighters deep
into enemy lerritory — again, Focke-Walfs
work best, due to their long range —to find
the holes in your opponent’s defenses.

AMERICAN CIVIL WAR

The Confederate side in the 1863 sce-
nario is probably the ardest o win. Alot
of players try to keep Grant out of Vicks-
burg, but this ties down a lot of troops, and
“Unconditional Surrencler” Grant is tough
to heat on the battlefield. Ifvou abandon
Vicksburg, striking toward Memphis is
tempting. Problem is, the Union navy and

Yankee reinforcements from Cairo make il

THI‘I‘H $19 BBSI WHI‘!IEIIIIBS lll All Time

2 Emﬂire Interstel
3 Mamem 30 Paciic

4 Siel Panums ssl

6 Carters At War S
7 Battles of Napoteon SRR

8  Kampigrppe 8si
- 8 Operation Crusader ~ Nomic/AH

10  Battleground: Walerioo Talonsoft

T Tigers o the Prowl HPS Simulations PG
12  Perfect General Qap PC/Amiga
18 PacHioWar T
14 War in Russia SSI C-64
15 Fight Commander Il Avalon Hil POIMac.

BaTTLEGROUND: SINAI, to sometime in the spring

nearly impossible (o hold the city for long,

Abetter option is to combine Johnston’s

and Pemberton’s troops, feint against
Nashwille, and invade Kentueky: Even if
vou end up retrzating south, you should tie
upalotof Union forces.

Alternatively, Longstreel’s idea of send-
ing a corps [rom the Army of Northern

Virginia to assist Bragg in‘lennessee is a

BAD DAY FOR SADDLESORES Zulus
should always target British cavalry, to
reduce their recon capabilities and
reduce enemy morale.

gnm| g.-;mblc. |\'ct-|:- in mind, however,
that this leaves Lee at the merev of an
Army of the Potomae not vet depleted by
Geltysburg. What you do depends on
how many more miracles vou believe
“Marse Robert™ as leftin hin. Inany
casc, the Rebels won't be able to invade
Maryland or Pennsylvania this summer,

perhaps never again,

ZULUWAR!

Avery aggressive strategy with the Znlus
may pay ol [ against a novice Bril, but (he
key o winning against veleran Anglophiles
is to limit their 1llr||1i]i|}'. First, balance the
contest by selecting the “variable Kraal”
option, o frustrate those plavers who have
the Zulusetups memorized. Then the
Zulu player should target the Anglo-Allied
cavalry; the loss of cavalry probes will deny
the British player the data he needs to plan
coordinated attacks. &
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 Visit your retailer or
call 1-800-601-PLAY
with Visa/MC (Norih
America only).
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WARGAME CONSTRUC-
TION SET and AGE OF
RIFLES e trademarks ol
Stralegic Simulations, Inc.,
a Mindseape Company.
1996 Strategic.
‘Simutations, Inc., Al Aghis reserved.

A MINDSCAPE® COMPANY

Circle Reader Service #275 g



=

=&

< .

!I!Tﬁ&‘ g&fﬁeplay to the

2

.

AN 7\ N . ‘!r‘-. i e
74 \{yérpl‘u\r Pﬁijuc!ioha- 16815 Von Karmon Avenus, frvine, CA 92606 Website: www. interplay.com




TE. c 'R u

CONTROL

Simultaneous or turn-based
gameplay plus adjustable turn
length and game speed will
challenge both real-time and
turn-based strategy gamers

Any combination of up to
four human or computer
opponents can wage war.
Battle over a network or clash
head-to-head via modem
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HEAD-TO-HEAD REVIEW ¢ ROBERT E. LEE VS. AGE OF RIFLES

Both Ace OF RirLes And Roserr E. Ler Strive To Be

L")
(5551
p-
=
L
[~ S
=X
=
—
=
(€
Bartial
| -
=
=]
—
w™

Rogenr E. Lee:

Civi WaAR GENERAL
Price: $59.95
Required: 486 proces-
sor, Windows 3.1 or bet-
ter, 4MB RAM, 14MB
hard drive space, SVGA
graphics, Windows-
compatible sound.

# of Players: 1-2 (hot-
seat, modem or e-mail)
Designer: Jeffrey Fiske
Publisher: Sierra
On-Line, Inc.

Bellevue, WA

(800) 757-7707
Reader Service #: 340

The 19th Century's PAnzer GENERAL

by Terry Coleman

I never forget a Civil War re-
enactment | witnessed as a child.
The tight formations of the sol-
dliers as they marched were in
sharp contrast to their coarsely
woven, somelimes patched, uni-
forms of Confederate butternut
and Union blue, Combatants on
both sides sported wire-rim
glasses, many chewed tobacceo,
and some took (he realisin oo far by hav-
ing holes in their shoes. There were bitter
defenses, brave charges and counter-
charges, and the glint of bayonels in the
sumimer sun. But the most distinet mem-
ory | have of that day is the smell of gun-
powder, accentuated by the thunderous
roar of cannon.

Iis this sense of martial beauty —the
sounds, smells and pageantry — mixed
wilh the all-too-real terrors of the battle-
field that both Roserr I, Lee: Civie, War
GENERAL and WARGAME CONSTRUCTION

S 1EAGE OF RIFLES try o caplure, The
graphic representations of units from both
games recall stylized miniature soldiers,
and the bases on the Ries figures, in par-
ticular, wouldn’t have been out of place in
a [9th-century tabletop game, LEE even
goes so far as to callitself
“So realistic you can
smell the gunpowder”
While iy childhood
memories might wish for
just that, I do wish
Sierra’s marketing would
tone it down. Such quib-
bles asidle, both these
games have a lot of his-

torical flavor to go with

ROBERT E. LEE It's tempting to overuse your
leaders in the front lines. While you might survive
withoul Longstreet, Early or Hood, each of these pop-
ular leaders has a tremendous positive effect on
morale—the most crucial factor in combat—so you'll
thrive by keeping “0ld Pete" and the rest of your senior
officers healthy and happy. In fact, the most straightfor-
ward way to win the campaign is to prevent Stonewall
Jackson's death at Chancellorsville; “Lee's right arm”
makes a huge difference at Gettysburg and Washington.

the pretty pictures, for

which any aficionado of
19th-century conflict can
count himself fortunate,

AGE OF TRANSITION
The true link between
the Napoleonic conflicts
and The War to End All
Wars, the American

Civil War began with

CG NOVEMBER 150G

smoolhbore muskets and finished with
the telegraph, submarings, trench lines
and machine guns. LEE chooses Lo focus
specifically on this conflict, while high-
lighting the fighting genius of its most
famous general, And though RirLes hasa
broader scape —covering every major
battle from the Mexican-American War lo
the Russo-Japanese conflict at the tum of
this century — it simply takes a longer
view of the transitions in technology and
battlefield doctrine during this period
when the common soldier was still king,

Partially because you don't have to
manage air, land and sea forees (or Ores,
Dragons and magic spells), both games
are fairly simple o learn, LEE has a nice
video tutorial included right on the CD,
and RIFLES has a generic “Civil War” tuto-
rial scenario to get you marching and fir-
ing volleys in a hurry: Each game allows
vou to turn off the hexgrid outlines, and
their attempts to distance themselves
from traditional wargames don’t stop
there.

Lk takes the pasition that while small-
arms weapons might flire up o 400 yards,
they were only effective up to 200 yards.



In Leg, Use Jeb Stuart's cavalry to blunt the Union threat
from the North. Most of the Yankees aren't available as
“reinforcements” until the time McClellan got around to using
them historically.

The toughest early fighting in Lee occurs around the famous
Bumside Bridge. Take out those sharpshooters, then pull back
from the bridge one unit at a time, delaying as long as possible.

The correct way to outflank an enemy unit in Leg; direclly
opposite from the first attack. As the Confederates, you must
counterattack vigorously if you want to win at Antietam.

Antietam Twice Told

In Act oF RirLes, the fighting centers around the middle
and lower bridges, but with a twist: You can't win a
decisive victory unless you take the Union VP hex
across the creek.

When set to “super tough,” the Al is even more aggres-
sive than “Fighting Joe" Hooker was at the actual battle,
leading to historically high casualties in the famous
Antietam cornfield.

Fitzhugh Lee is your 99-strength ace reserve. Since RiFLEs
rates formations more on training and morale than head
count, this unit can repeat its fine showing at the bloodi-
est day of the Civil War.

MOYEMBER 1996

CG

Waraame ConsTRUCTION
Set |II: Ace oF RIFLES
Price: $50.95
Required: 486, 4MB
RAM, 10MB hard drive
space (65MB recom-
mended), SVGA graph-
ics, Sound Blaster- or
General MIDI-compati-
ble sound.

it of Players: 12 (hot-
seat or e-mail)
Designer: Norm Koger
Publisher: Strategic
Simulations, Inc.
Sunnyvale, CA

(800) 245-4525
Reader Service #f 339
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Violence. Explosions. Profanity. It's a Drink beer, visit exotic lands, Amazing Artificial Intelligence
game designed to become an obsession. kill the inhabitants. plays like it's got one. (A big one.




They're drunk. They're stupid. It's a fight for Zod, for country and for -
They're on your side. beer. ( Not necessarily in that order.) — Bswa: FCCDRON
Circle Reader Service #184




HEAD-TO-HEAD REVIEW * ROBERT E. LEE VS. AGE OF RIFLES

hoosing weapons in Rosert E. LEE is a lot like So the designer set the map scale at 200 yards per hex, which
upgrading in Panzer GeneraL: You never have allows each unit equipped with small-arms to fire at a range of
enough money fo buy every weapon you need. one hex and only one hex. Since cannon may fire farther, of

AN Lye. Cird Wos Genee ; : == o EwE course, this does ereate an obvious qualitative difference belween
the two major arms. "To compensate, units with Springfield
repeating rifles, for example, are given proportionally higher firing
strengths than 1848 flintlock muskets, for an equivalent number

of men. "This design decision makes Lii’s combat system a lot
casier Lo assimilate than thal of, say, BAUTLEGROUND: SHILOI,

but cutting down on the micro-managing also removes a lot of
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the tactical flavor.
RiF11is, on the other hand, varies its seales from 100 to 400

vards per hex, depending on the battle being depicted. And
unlike Lit, RiFLES lets you shoot to the extreme length of your

i Fiie {riar] o e

Start by purchasing cheap rifles such as the 1842
Palmetto musket. Enfield rifles are nice, but you won't
be able to afford the ammo.

—

DO YOU KNOW THE WAY TO SAN JOSE? If you're into abscure
battles, RirLes has Chileans and Peruvians facing off at Arica in
1879—acquired taste, indeed.

Cavalry weapans are easier: Just load up on sawed-off

shotguns.
range, leaving vou to decide whether its worth expending the

ammo for diminishing retums. When you take aim at an enemy
unit, the color of the targeting cursor shows blood-red for point-
blank fire, orange for average, and so an, down lo green for mini-
mally effective fire—an clegant visual aid thal speeds play and

aids in decision-making,

A MATTER OF FACING

70Cs—Zones Of Control —those hallowed old warhorses of
turn-based games gone by, are nowhere mentioned in the manu-
als or READ.ME files of either Lt or Rirves, In Lik, ZOCs are
just like the hexgrid outlines, because even if (like the design

team) vou try to conveniently ignore the existence of ZO0GCs, they
still restrict movement. ZOCs don't affect combat in Lig, but

The six-pounder cannon is best: nice firepower (10),
cheaper reloads, range of 6 is plenty in heavily
woaded Virginia terrain.

that’s nary a problen, given the one-hex limitations of small-arms
combat,

In Rirves, ZOCs don't exist, per se. Instead, moving nest to an
enemy draws reaction fire, which may stop the moving unit dead

lﬁ:\ cG . MOVEMBER 199



There Is 8 planet .
where people live in peace & harmony.

, CTH\S AN'T \T)
You've landed on the last g’ﬂ’ E \ _
planet. You have to feed ﬁ ﬁ E m ‘ll . »
your people, power your ﬁ " |
o=

city, fuel your economy,

deploy your army and
3 destroy Enemy Nations™...

before they destroy you.

AVAILABLE ON
CRD-ROM

‘ Battle the camputer‘s Al
.a; or match your wits
against dozens of players

¢ Control the action through
rnulr.iple real-time windows

Maneuver across
photo-realistic
elevated terrain
in stunning
Hi-Res 3D

. s ~ iy =
Call (800) 469-2539 to e VIACOM
@ 1996 Viacom International Inc. All Rights Reserved. Viacom New Media, Enemy Nations

and all related titles, logos and characters are trademarks of Viacom International Inc. Cirele Reader Service #175






Command & Conquer Gold Edition for Windows® 35!

ALL-NEW GOLD EDITION FERTURES

Super VGA Graphics intensify

realism and excitement

N Internet Head-fo-Head play

. Plcy against competitors across the world
with Westwood Chat*

New Command & Conquer Theme Pack includes
screen savers, icons and deskiop patterns

efestwa@“l i s
S | B 1 1, Stedios, Inc ?? 5996 We 5rv -
All rights 1 e:e wd Win 9.‘3 is ¢ registered
* Requires existing Internet access www.wes 1' wood.co m nademark of Micresalt C
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k Scenarios Created With The
ok AGE OF RIFLES Gaedtr.

Orl

GRAN

Compér Gaming World and SSI Present
The AGE OF RIFLES Scenario Design Contest!

You could be the lucky one who pockets $1000 cash or a beautiful
art print depicting a 19th century military scene! Simply create and
submit scenarios using the AGE OF RIFLES Game Editor and you'll
be entered into a random prize drawing. All scenarios that meet the
requirements listed below and are postmarked by December 15, 1996
are eligible. So crank up your Game Editor and start designing!

Rewaxd: - GrandPrize $1000 (winner) - 2nd Prize: | Framed Cranston Fine Arts Print,
Worthup o $300 (2 winners) « 3rd Prize: Gift Certificate for a free game from SSI Direct Sales (20 winners)

ReqlllTEl]lEHlS Scenarios must ufilize a 100 yard scale on a minimum 50 x 20 hex map. Scenarios must be between
15 and 25 turns in length, Scenarios must feature land troops with a minimum of 2,000 froops and 8 game units per side.
Scenarios copied from AGE OF RIFLES or any other computer or paper game will not be accepted. Scenarios must be
created using the AGE OF RIFLES Game Editor.

Send your scenario, by pre-paid U.S. mail, on a 3.5 inch [BM® compatible floppy disk, along with your name, address and
phone number printed on a 3 x 5 inch card, to the address below. Scenarios must be postmarked by December 15, 1996.

=" AGE OF RIFLES CONTEST ¢ Computer Gaming World ¢ 14th Floor 135 Main St. ® San Francisco, CA 94015

All scenarios submitted become the sole proparty of SS1 and will not be returned. Criteria satisfaction will be determined by & panel of 551 Development and Computer
Gaming World editorial staif. Their decisions are final. $51 is not responsible for lost, late, stolen, damaged or misdirected mail. The random prize drawing of eligible entries
will be held no later than January 15, 1997, Random drawing will be conducted by Computer Gaming Waorld. All decisions are final. All winners will be notified by phane
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or older. Contest open to U.S. residents only. Employees of Mindscape, SSI and Computer Gaming World and their immediate family mambers are not eligible. For a list of
winners, write to the above address after January 15, 1997. Contest sponsored by S51; To contact SS| regarding this contest, write to the address above.

WARGAME CONSTRUCTION SET and AGE OF RIFLES are trademarks of Strategic Simulations, Inc., a Mindscape
Il Company. ©1996 Strategic Simulations, Inc. All rinhts reserved. All other trademarks and registerad trademarks are ;{},
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ROBERT E. LEE VS. AGE OF RIFLES * REVIEW

inits tracks. Having a “field of fire” is
essentially the function that a traditional
700 |'1('rﬁ}rmx in other 19th-cenhury
games. The major difference here is that
the movement restriction when moving
adjacent to wn enemy is not absolute,
[Sach unit in RIFLES is given a standing set
of orders for when to fire, as indicated in
the chart.

"Thus, you see that if an enemy tried to

run through a gap in your line, he would

Type of Fire

Reaction Distances At 100 Yards
Reaction At

By comparison, units in LEE have
merely march-column and combat-line
formations from which lo choose, and no
rules for facing. 'This scarcity of choice,
combined with the rigidity of Z0C
restrictions, would seem to limit LEES
flow of play, when compared o the free-
wheeling movement throngh hailstorms
of bullets that characterizes Rirves, Well,
ves and no. LEE is meant to be simpler to

])Ll\ but it has a lot of subtleties. Chief

among lhese are the spe-
cially units: Shotguns offer

hard-hitting firepower with

little manpower expendi-

FreaiFire .................3 Hexes
NearFire .................2Hexes
WaitFire...................1Hex
CounterFire .......... Weapon Range
Hold Fire ..............No Reaclion

ture. Sharpshooters have

an inereased chance of

taking oul enemy leaders.
Stragglers return when

unit morale improves, and

first be engaged at 3 hexes away, then 2,

then at point-blank range, provided that
vou had given proper orders to your
defensive line. Conversely, if all your units
holding a particular position were flailing
away at long range with weapons ill-
suited Lo that purpose, you
might find that the enemy
force moved through your
ficld of fire relatively
unscathed to outflank you!
Allunits in RIFLES must
facca partict ilar direction,
which detenmines their front,
flank and rear hexes. Addi-
tionally, units may be in any
of the following formations:
line (best for combat), sup-
ported-line (fair), march-
colummn (mobile), attack-
column (great for melee),
defensive (in forts); or that old
Napoleonic standby;, a squar,
When their morale breaks,
units become disordered as
well. RIFLES goes to great
lengths to provide realism,
accounting for fatigue on the
march, skirmishers, and even
stragglers, all handled effort-
lessly by the game systenand

interface.

they increase supply —
since Lhey weren't around

i){ I'nrt to ftrL any shols,

Also, it’s easy o tell when vou're
behind an enemy unitin RiFLEs. 'To oul-
flank a unit in Lk, you must attack it with
two different units from exactly opposite

sicles.'There is also a vaguely explained

AGE OF RIFLES Keep in mind the dis-
parities from conflict to conflict between

armies of different nationalities. In the American
Civil War scenarios, for example, cavalry is used
more for reconnaissance, with some dismounted
fire capability that is appropriately less than com-
parable infantry units. By contrast, most profes-
sional European armies, particularly British
Lancers, have a high melee rating, making them
perfect to run down retreating enemies. Trying this
tactic, though, against high-morale units—espe-
cially those with plenty of ammunition—will quick-
ly show you why the Charge of the Light Brigade
was never repeated.
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Live Announcers

"Now here's the
leader, driving
on 17e¢e"

"And WOW, he
really smacked
that one..."

"Yes—but it
looks to me
like it's slicing
way left..."
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Get Civilized..

The critics are raving about CIVILIZATION II: aln
oo

Again.

SID MEIER'S

* CIVILIZATION |

CONFLICTS IN CIVILIZATION

SCENARIOS

“Simply the best!”

~STRATEGY PLUS-

“Civilization II 1s a must have!”
-PC GAMES-

« 3 Ak e

~-COMPUTER GAMING WORLD-

Winner—Editor’s Choice Award

=-PC GAMER-

D MLELER'S

CIVILIZATION]

]
i
S -

TION) |

AZA

- With 20 new challenges from the Crusades to the Civil
War, from Alexander the Great to an all-out alien invasion,
Sid Meier’s Crotlization II Scenarios delivers more worlds to
conquer and more long nights! Jump right in at whatever
point in time you choose!

\ mr t your | fomI remlkl or n]l 4 hours | -800- 69:) (JAM]: (U.S. and Lanada] Available for Windows CD-ROM.

All Hights Rarved Sid Mises's Cne arad Micn e pegnsered erademaria of Miclrove Sofrware, Ine, All ocher srademarks are the propeny of thesr respective bulden ww

E

microprose.com
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ROBERT E. LEE VS. AGE OF RIFLES * REVIEW

algorithm that penalizes a unit cach time
il is allacked by an enemy of equal or
greater foree. Tedions, perhaps, but il
works pretty well in practice. Both games
handle cliarges realistically: In Rirves, the
charging units must undergo a morale
cheek; Lee makes you spend Army
morale to entice your tired soldiers to go
“once more into the breach,” a nice
touch.

The din of battle fairly bursts from vour
speakers, with the digitized screams of
RirLis getting the edge, although the
southem-drawl voiceovers of LEE ofler a
pleasant bridge between scenarios.
Similarly, the animated sequences ol
RiFt ks for each individual firefight can't
touch the professional imovie clips of
1ae’s battles (flmed at a Civil War re-
enactment). Then again, many gamers
will eventually tire of these and tum them
off, just as they did the then-revolutionary
animation of PANZER CENERAL.

NO PENINSULAS HERE
Comparing the ineredible number of
scenarios (over 40) and campaigns in

RikLEs to those of Lir seems unfair, since

the latter covers only the castern theatre

ol the American Civil War, Fven so, LEE
does cut a few comers, Itincludes First
Bull Run for historical perspective,
although Bobby Lee wasn't there. That's a
nice geshure, hut moving iinmctli;llci_\'
after that to Second Bull Run in the cam-
paign is misleading,

You see, Joe I, Jolmston, a line tacti-
cian, wasn't particularly Joved by his men,
s0 Jefferson Davis removed him from
commanel. Replacing Jolnston was
Daviss military advisor — Robert 11
| ce—whose only other campaign had
been a disastrons loss of West Virginia (il
was 1o become a Union state in 1863).
Neither this campaign nor “Marse
Robert’s” coming-oul party versus
MeClellan outside of Richmond are
inclided. Where are the struggles of the
Seven Days” battles, where Lee’s Ay of
Northern Virginia was lorged, lorcing the
superior Union forces down the penin-
sula? Surely these scenarios would have
added more depth and more lactical
challenges to the campaign game,
besides giving gamers a glimpse into the
beginnings of Lees legend.

Onee vou gel past these omissions,
however, Lix: does a good job of showing

19TH-CENTURY STYLE The unit editor in RirLes lets you outfit your army in forage caps,
polished helmets or even pinstriped pantaloons.

MNOVEMBER 19556
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Reactive Crowds

"And it's headed
right towards
the crowdee"

"Ooohh"

"That's gonna
leave a mark"
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By far, the largest, mo
detailed foes ever seerfin a
fighting game. Up to 354 of “SESS 0 5 5 : h =

the screen’s height. e - / E 2 . i o o "/
* Innovative screen pan ol o e | b 3 e

zooming, realtime s . . - ‘| - A5 FE
shadows, and sptcial
Interactive, animated: an
detailed backgroundsgthat
often hide special dangers#
8 characters, 2 cha
and a nasty surprise. S AG
* Special moves, combusﬁ_

]

resurrections, & humilizsionsg
Blood sucking, claw slasfe 3§
ing, tail whipping, karate
kicking, fist ramming, body
slamming, blood spurting

action — need we say more?

AR EG.D
e Davaloped by Argo Games Saftwara Creations Web BBS (hitp: / /www.swocbbs.com)
FOPmGEH Published by Apogee Softwara, Ltd, VWWW Sita (hitg: / /wwaw.apogee],corm)
INCORPORATED Distributad by FormBGen CIS [Ga APOGEE] AOL (Keyword APDEEE)
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ROBERT E. LEE VS. ACE OF RIFLES * REVIEW

the ebb and flow of Civil War combat,
Second Bull Run requires that vou delay
with Stonewall Jackson while Longstreet
outmaneuvers the Union amy. Chancel-
Jorsville is a march and counter-march
desperation whirlwind worthy of Ired-
erick the Great. The Washington scenario
actually makes more sense here than the
similar battle in PanzER GENERAL,
because it offers a historically logical fol-
low-up to a resounding Confederate vie-
tory at Gettvsburg, Throughout all the
battles, the Al performs pretty well, but as
vou'd expect, it fares better in the role of

Grant than Pope.

THE LONG MARCH

Inany collection of 40-plus scenarios,
afew will inevitably fall lat. The stacking
limits of two units per hex puta crimp in
maore “'Iil]'l one seenario. Blll Cn!]ﬁi(lcring
that some of the conllicts covered in
RirEs are hardly the most exciting mate-
rial from which to craft wargames — take
the Russo-Japancse War, please — the
overall quality is remarkably high. The
weapons of the Mexican-American War,
for instance, pale in killing power to
those of Tater conflicts, requiring that you
master different tactics in cach cam-
paign. Moreover, the campaigns of
RiFLES are every bit as difficult and
addictive as those of Pavzer GENERAL —
high praise, indeed. The Soldier Oueen
is my favorite, a multifaceted romp
through an era when the Union Jack flew
in every comer of the world. You pit your
Maxim machine guns against spear-car-
rving Znlu warriors, put down uprisings

ROBERT E. LEE

P APPEAL: For anyone interested in
the Civil War’s most legendary mili-
tary leader.

PPROS: Solid Al; nice period
graphics; entertaining Civil War
campaign featuring the most
famous hatiles.

PCONS: Ques-
tionahle scale;
light on tactical
detail; some of
Lee's most
important battles
are inexplicably
left out.

in India, and even duke it out with old
European adversaries in the Crimea.

If the campaigns aren’t enough to keep
vou enticed for hundreds of hours, simply
link existing scenarios into a new cam-
paign. The scenario editor of RiFLES is
much better than that of Tanks! —il even
lets you create troops of fictitious nation-
ality, complete with uniforms that you
design—and is the single biggest edge
that RIFLES enjoys over LEE,

So which is better? Cuorrently, RoBERT
E. LEE has the most entertaining Civil
War campaign, but it isn't up to the
superb BATTLEGROUND: SHILOH as a
recreation of Civil War combat (keep in
mind that Talonsolt needed some time
to hone its eraft as well). It also has some
curious omissions in lerms of battles and
isn't as fully realized as Rir1es.

ACE OF RirLis, for its part, is ineredi-
bly ambitious, and sometimes slips.
Already, complaints are hitting SSI about
the annoying play-by-c-mail bugs. While
the documentation is adequate, some
may wisli for more strategy tips. Others
may miss their familiar ZOCs, Still, few
games of any genre realize so many of
the lofty goals for which Riktes strives. A
game that refuses to sacrifice either his-
tory or fun, it stands as Norm Koger’s
masterpicce —a game that will be
played by many gamers for a long, long
time lo come —and deservedly so. In the
end, if vou must buy only one of these,
get RIFLES, but real Civil War fans
should pick up LEE as well, so that the
historical flavors can mingle on their

hard drive. &

F APPEAL: A must-buy for anyone
remotely interested in 19th-century
warfare.

PPROS: Captures the flair and fun
of the era without compromising the
history; over 40 different scenarios;
rohust editor; wonderful campaigns;
excellent Al A winner through and
through.

» COMS: Some
PBEM bugs;
merely adeqjuate
manual; stacking
restrictions limit
some scenarios.
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Hitting res this fall

LookING GLASS TECHMOLOGIES

seelook out for
the most exciting
tournament golf
game you've
ever played.

rime |

"This is NOT
your typical
golf gamel"

(You will take a 2 stroke penalty
for hitting the spectators)

HTTP://WWW.LGLASS.COM
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It's the Titanic's fateful nightand you play
a British agent — the key ligure entangled
in a race against time to change the course
of 20th century history.

Advanced 360° movement puts you on hoard an A story of intrigue and disaster unlolds as you
historically accurate SGLvendition of the Titmic  interact with over 25 Tully animated characters
as you search for clues and secret documents in who remember vour vesponses and act accord-

fully explorable 3D environments. v ingly as you eriss-eross their paths,

A Graphical Adventure

Free Demo Disk wwwim.gie.com | a

GTE Entertainment [l
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STRATEGY/WARGAMES

Price: 549.95

System
Requirements:
486-66, 8MB RAM, 2x
CD-ROM drive, VGA
graphics, 20MB hard
drive space, DOS 6.0;
supports most major
sound cards.

# of Players: 1-4 (IPX
network)

Protection: None (CD
must be in drive)
Designer: Bitmap
Brothers

Publisher: Virgin
Irvine, CA

(800) 874-4607
Reader Service #: 341

REVIEW ¢ Z

“Z Marks

The Spot

Virgin Fires Off A Real-Time Strategy Game
With Humor And Surprising Depth

by Martin E. Cirulis
ave you found
vourself plaving
Coaniwn &
CONQUER late-
Iy and thinking,
“Gee, thisis
fun—Dbut I wish
stull blew upa
little hetter and

things weren'l
so darmed grim?” Well then, do
1 have good news for you: Il
looks like the evbergods have
smiled upon your needs once
again and delivered a game
that will satishy: Virgin and
those nutty Bitmap Brothers have come
up with a fun little Coannaann &
ConguER clone called 7, which provides
some interesting lactical challenges while
keeping the tone on the cartoon side of
the street.

Your mission is to make the galaxy safe
for Red Robols everywhere by erushing
the despicable Blue Robots who threaten
peace everywhere because they...are not
Red, | guess. Your first clue that vou have
entered avery silly universe is the intro-
duction, where you meet your two Red
Robot pilots. These rocket-fuel swilling,
miechanical beach bum rejects are
delivery men for the tincan Patton,
Commander Zod —the andiwid who
directs you to battle — and they serve as
vour comedic reward; vou get to view
their hi-jinks after completing every battle,
Parents should be wamed, though: These
Raba buffoons are meant to entertain
adlults, and the swearing flics frequently.

Hard-core gamers may be annoyed by

the funny animation, but for the rest of us

CG NOVEMBER 1936

BOMBS AWAY Don't be fooled by Z's humor and graphics:
underneath is a strategy game with lots of twists and depth,
including units with pretty good Al that require different strate-
gies of usage.

the excellent quality of most of the bits
and their amusing nature can give a wel-
come fespile from the usual teeth-gritting
tension of real-time wargames,

THE COGS OF WAR
As far as the warfare itself goes, what
vou are really looking at is an excellent
quick-n"-dlirty version of COMMAND &
CONQUER, stripped down [or speed and
plavability: All the
marching units and
shool-onts have
been maintained,
but the concept of
base-building has
been dropped in
favor of capturing
territorics, a step that
mikes the game less
complicated but
reduces the tactical
difficulty of the
game only slightly.
In a switch from

the C&C model, however, 7 has
little robot soldiers fighting over
batlefields composed of several
“territories.” Fach teritory has a
flag, and usually contains cither a
radar installation or automated fac-
tory. Whichever side captures the
territory flag gains control of the
structure in that temmitory, Onee you
capture a factory, you can begin
producing units. All units are free,
but they require time to produee —
the more powerful the unit, the
longer it takes. As vou gain control
of more lerritories, your factories
become more efficient and units
are produced more quickly: This is
good when you are winning, but it means
that it becomes awfully hard to dig your-
self out of a disadvantageous position.
Also, [actories do not stop production
when the territory changes hands, and the
computer player has an annoying habit of
seizing a flag just 3 seconds before the
allached factory produces its unil.
Ultimate victory is only achieved by
destroving the Blues” fort in their original

GOING BALLISTIC Explosions are huge affairs in Z; sparks and
shards fly all over the screen, body parts and machinery soar
into the sky, and all that shrapnel actually does affect gameplay.
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After playing STEEL PANT ‘_ ai \d'- joyi
you're d\mg for morc.‘i" ) "]"i m‘ '

heluuptun. jetfi ghlers Al _' mlsslle sites. S\ G A graphlcs. Intense
~=  animation, Digitized photos

f and sound effects. Modern.

video combat footage.

[f war is hell, this is

wargaming heaven.

PC DOS CD-ROM

STEEL PANTHERS
1696 Stralegi
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Fue. 10 Electric chair

Fig. 2: Gallows Fig. 3 Guillotine

Where's the sport in that?

CRIME IS RAMPANT. JAILS ARE OVERPOPULATED. THE COMMITTEE OF RECREATIONAL TERMINATION (C.QO.R.T.) IS HELL-BENT

ON PUTTING THE SPORT BACK INTO CAPITAL PUNISHMENT. YOU'VE BEEN SENTENCED: DEATH OR DEATHDROME.™

YOUR ONE CHANCE FOR SURVIVAL AND YOUR ONLY HOPE FOR FREEDOM. THE RULES ARE SIMPLE: PLAY OR DIE.

ENTER THE ARENA, THE DEATHDROME, ON A FUTURISTIC DRIVING MACHINE IN THE ULTIMATE BATTLE TO
SAVE YOUR LIFE. EMBARK ON A LETHAL COMBINATION OF OPEN-THROTTLE DRIVING AND HIGH-TECH
WEAPONRY. SHOOT AND KILL YOUR FELLOW CONS FIGHTING FOR THE SAME PRIZE TO ADVANCE TO

THE NEXT ARENA. REACH YOUR “KILL QUOTA" AND YOU TASTE FREEDOM. |F YOU DON'T, YOU DIE.

DEATH

ExPERIENCE DEATHDROME AT Wwww.viacomnewmedia.com CaLL 800-469-2539 To ORDER,
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© 3 PERSPECTIVES INCLUDING FULL 360° visioN. ® REAL INTELLIGENCE PROGRAMMED BY FORMER U.S. MILITARY SIMULATION TEAM.

el i3 TN
/J g_..—__‘t_:‘mj ¢‘ =

o OPEN ENVIRONMENTS WITH UNRESTRICTED 3-D MOVEMENT. * \'t-:uu:te MOTION UTILIZES REAL WORLD PHYSICS FOR AN INCREDIBLY REALISTIC EXPERIENCE.

A *ﬁ[ FEaly A RILLE L!!‘T‘ L o

P —‘A flg.”

AUMLABLE oN: PC CD ROM & |
THE PLAYSTA‘I’I!]N GAME CONSOLE |

P

our life depends on it.. it does
VIACOM

PlayStation is a trademark of Sony Compuner Emertainmeant, Ino 3 ng lU m EIJ Iﬂ ™
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FREE: AVUL
CD-ROM DIGIZINE

Experience digital erolica first hand. 1Q Magazine
presents it's new CD-ROM edition.

This first ever adult

multimedia magazine puts
erotic exploration at your Fayd
fingertips with every issue.

TRY ONE mummn.
FOR FREE!!

Just call 800.999.7995 to get

yours now. i i
S&H §6.95 Discretion Assured ..-E;L:E&q;‘::ﬂ

www.igmag.com
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Mission Control
HOT ADULT SOFTWARE
WWW.MISSIONCD.COM
A**Troids

Starring Asia Carrera. Only
you can keep 'em coming,
but you'll have your hands
full. A Sci-Fi thriller!

10 the
Interpet
b Hem

onYy Yy

15 levels of 1-on-1 action.
Battle against 6 hot
opponents in this all out
food fight frenzy.

FantaScenes

Yok kA 1/2" - Adult Video News

You call the shots. Pick the girl. Pick the
camera. Pick the scene. You have total
control!

? . Are Asian women your cup of
\ l.l“'l"f“‘:‘:te tea? An andient game is all that
Tokyo

stands between you and your
Asian fantasy girl.

onw 529

Starring Virtual Victor

You control Victor's every
move. Satisfy the Sirens...or
die trying!

Duke FFEm-38DD

He's everything Duke Nuke'Em
always wanted to be.

More levels than any other
adult game!

Check These Out!

2069: SexOdyssey 44 OulPost 69
The Black Book 29  Rodney Rubber
Buttman’s BBBabes 44  Samurai Pervert
Crystal Fantasy 27  Seymore Butfs 2
CyberPhotographer 36  Space Sirens 2
CyberXperience 4CDs 54  Sushi Bar Girls
Dream Machine 2 44 Tabloid Beauties
Diva X Rebecca 39  Virtual Sex 2
Girlie Game 39 Virtual Sex Shoot
Hollywoad Bdy Dbl 29  Virtual Valerie 2

ORDER TODAY! CALL TOLL FREE

800-399-1995%

OR 201-183-3600 < FAR 20I-183-3686
Send Orders To: MISSION CONTROL,7 Oak Place,
CGW1196, Montclair, NJ 07042 » Mastercard, Visa,
Discover, Checks & Money Orders. Shipping: $7
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REVIEW « Z

BasicStrategies :_

couple of tactics
will make your
career as com-
mander of the
Red Robots a little easier and less
frustrating.

The first time you see a battle-
field, don’t worry too much about
winning it; instead, give some ini-
tial troop movement orders to
nearby territories. Study what is
out there, what you need, and the
best path to get to it. Sometimes,
a unit won't choose the best
route automatically, so for key ini-
tial territories that you must race
to capture, plot short, optimized
routes for your units to follow.
Use cheaper units like Grunts or
Psychos to grab vehicles and

WHAT TO BUILD... Unlike in Command & Conquer, there is no base-building in
Z. Instead, you have to capture territories with factories. Build defensive guns as
$00N as you can because the enemy hammers away at you constantly,

guns, and save precious Snipers
and Toughs for defending your
claims. Once you have your open-

starting lerritory.

There are an interesting array of
units. ‘They initially come across as
overly simple, but once you start
ordering them around the map, vou
come fo appreciate some of their
novel twists. The Sniper unit s an
excellent example of this: At first, it

ing strategy planned out, restart
the level and execute those
moves as fast as
you can.

The fine art of production can
take a little getting used to. Only
produce Grunts early in the cam-
paign, for seizing unowned vehi-
cles; after the initial land grab by
both sides, switch to more versa-
tile units. However, don’t set all
factories to produce heavy units, !
as a lot can go wrong while you
wait for the best to roll out of '
manufacturing. It does you no
good to have three factories pro-
ducing heavy tanks if enemy
jeeps roll up and take the territo-
ries because you have no units in
defense. In general, the closer to

the front lines your factory is, the
cheaper the unit you should be
producing there.

seens Lo be a simple rifle unit with
extended range, but once in combat
you realize they are capable of killing
off the crew of a vehicle so that any
ground

trooper can then capture it There
are six types of troops, seven kinds of

¥rcontinued on page 307
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OMPUTER GAMES

CHIPS &BITSnc.

POB 234 DEPT 10779 ROCHESTER, VT 05767
INT'L 802-767-3033 FAX 802-767-3382

Orders/Questions: chisales@sover.nel Costomer Service: chiserv@isover.nal
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IBM HARDWARE il I1BM HARDWARE

ulvned Gre Usnd PNPS120
\tc ACS5S Spher Sys §169
H F16 Combatstick 558
H F18 Fighterstick 506
H F16 Flightstick $36
H Flightstick $28
HH ght Stick Pro. 548
me Card 3 Auto 525
ach 3 Joystick 525
H PG Gamapad §18

H Pro Pedals 5§74
H Pro Throtle ]
:H Throttle $62

2 Virtuad Pilot Pro. 869
Yamond 30 2000 XL $177
iraphics Blaster 201 §109
iraphics Blaster 202 $133
Traphics Blaster 302 $179
ravis Eliminator Crd - §19
Jravis Firebind §58
ravis GriP Controllr  $84
iravis GriP Pad 2 Pak $24
iravis PG Gama Pad  $19
iravis Pnoente Joysik £83
iravis Thunderbind 843
iead-0n Game Modm $175
feadeto-Head Cable 526
neract PC Fro Pad & 525
lgystick Extend Cable 59

foystick Y-Cabile 59
Jayswitch ]
gitech Winghin Wrrior $85

Logitech WingMan 826
Logitech WingMan Extr $45
i Catz Steng Whee! 569
Microsalt Nat Kyboard 391
Msoft Sidewndr 30 529
Msoft Sidewndr 30 Pro$56
Msatt Swade W MW2 $74
Msaft Sldwndr Fro Pd £39
SUPRAZBAEXT  S144
SUPRA 28 8 Fax EXT $199

‘CH PRODUCTS
F16  FIGHTER
STICK Features
Ihe most realistic
Falcon jet slick
grip everl When
used i conjunc-
tion with the Pra
Throttie all 20 but-
tons become pro-
grammable for a
total of 40 func-
tions. 3 year war-
w98

‘COMMAND &
CONQUER RED
ALERT  wwil
never happened.
Hitler never rosa
fo power. In-
stead,  Joseph
Stalin and his Red
Army are plung-
ing Europe info a
bioodbath of ter-
ror. Do you com-
mand the Alled
Fores? COD$48

'HARPOON 97"
You're sitting In
the frigid waters
off the Norwegian
Sea, you discaver
youve stumbled
upon a submarine
hidden in the
Bastion. Your goal
is to destroy
evenything  that
preerts ou from
gaining sea con-
trol. oS4

SUPRA 336 /M Ext 5154
SUPRA 33.6 FIM INT 5164
Sound Blaster 16 Val  $95
Sound Blaster 32 IDE $152
Snd Blastr Edutainmn1 $299
Sound Gley BX2/Spkrs 529
Sound Gley N2/Spirs 529
Sound Seape Ensonig $129
SoundDrive 16 SCSI - 8139
SoundDrive 16E2 ISA $109
Space Ob 360 89
Stealth 64 2MB VRAM $229
Stealth 84 2MB DRAMS129

TM Driving Control T2 5108
TMAETOS §108
TM F22 Pro $124

TM FLC F1G System  $108
TM FLES Limited Ed $399
TH Flight Conle Pro. $99
T Flight Control Sys  $52
TM Game Card £25
TM Pro Play Golf Sys $559
TM Rudder Cantr Sy 898
TM Weagon Cont Sys  $88
TM W Pinball Gt 532
TN XL Action Control 524
TM XLC Joystick Bundl $44
Thrstmster Pharer Pad $47
Thrustmaster GP1 §74
UDS Lifestyle 28 8 INTS139
RS OL Srir 28.8 EXT $189
S Rbtes 14.4 PV EXTS137
US Rbilcs 14.4 PV INT 8115
US Rbics 26.8 PV EXT5229
US Rbles 20.0 PV INT$189
VFX1 Vit Realty HG  $602
Verbal Commander 542
Vivid 3D Sound s29
Yamaha SBS 300 Spkr $28
Ymha Wvsrce SWED  $185
Z0OM 28.8 Fax EXT 5169
Z00M 266 Fax INT 5139

'DIABLO" As a
yaing boy, you
return o your
village to find it
razed and your
family  dead.
Exploration  of
the counlryside
reveals that a
similar fate has
befallen all the
neighboring
towns, except
for one. CD $46

'STEEL  PAN-
THERS 2' Fight
tank vs. tank In
this contempo-
ary  tactical

talion whie you

battie the enemy in various conflicts form tha 19505 on,
Including Korea, Vietnam and Desart Storm. You can
even experienca what Word War 1l would have begn
like by creating your own “what if" sitiation,  CD$43

‘SECRETS OF THE LUXDR" Embark on a mysterious,
danger ridden joumey inlo an ancient pyramid
Spectacular 3-D images and animations come to ke as
you explore comidors of traps and puzes. CO$42

IBM ACTION IBM ADVENTURE

Amak

Area 51 ’53?
Blood 30 S48
Captain Quazar W95 $39
Gorridor 8 42

Grusader No Remorse S48
Crusaderho Regret 834
Cyber Gladiators W5 845

Dark Forces 548
Dark Forces Jedi Knight$47
Dark Vengeance L2E]
Die Hard Trilogy L]
Doom 2 W95 345
Duke Nukem 30 M5
Duke Nukem Forever 546
Eraticator 42
Final Doam 2l
Firetight S3e

Heratic Shad Serp Rdr 537
Hexen Death Kings 525

Hexen Wa5 550
HyperBiada &40

344

$44

B

$39
Powerslave Wa5 42
Quake Sharewars 10
Rebel Moon Rising W35845
Shadow Warrior £49
Siege 845
SkyNET 44
Space Hulk 2 44
Star Trek Genrtns W95 $48
Terra Nowa 35
The Fallen 44
Time Commando &40
Uitimate Doom Ex]|
Ultimate Doom Wa5 837
Virtua Cop e
War Gods W¥5 i3
Zombiewnlia 4

In Guest 2 Was 44
7th Guest $29
Are Ventura 541
Aden Ouest Wa5s 543
Advntees on Lego Isle 535

Alblon sa2
Mlien Odyssey 34
Alien Trilogy 546
Mone in Dark 3 533
Anarchy 54
Assassin 2015 538
Athanor 40
Arragls Tear 339
Bad Mojo W3 48

Batman Forever Arcade 534
Beawis Butthd Virt 5t 533

Bediam 546
Beavult 545
Bintarge 519
Binnright Wa5 S4B
Black Diamond 44

Chronomastes 24
Circlz of Blood £
City of Lost Children 844
Clandesting W5 54

Congo

Creation

Greatures

GrowGity Angels W95 $42
Gurse of Dragor £
Cyharia 2 48
Cyberia 537
DwWas 4

Daedalus Enctr W35 529
Dame Was Loaded L3
Dark Earth W35 $46

Circle Reader Serv

IBM ADVENTURE

Dark Eye $39
DarkSeed 2 £45
Dawn of Darknass ~ $44
Day of Tentacla £14
Death Gate 23
ngeon 8§42

b2

845

40

539

Drowned God $39
Drud Daemons Ming 539
Dune 529
Echoes 46
Ecstatica 2 7
Entomargh 535
Extractors §29
Figiting Fantasy &40
Fork in the Tale 545
Frankenstein 832
Full Throtile &5
G-Nome 5§43
Gabrigl Knight 2 340
Guarduans of Desting  $46
Hand of Fate 525
S48

3 536
Hean of Darknezss 855
Hell 852
Humigide &40
Humter Hint 40

I Have No Mouth 528

In First Degree 546
Incr Shrinking Hera 843
Indastructibles 54
Indiana Juses Deskiep $19
Inherit the Earth L

Interstate 76 W93 8
Into the Shadaws 8

Iron John i $45
Island at au 540
Jo#’

rtment Was 844

'MASTER  OF
ORION 13
Population

growth  has
autgrown plan-
atary re-
sources, Acting
as  powerful
amperors, play-
ars start with
one colony and
contral ~ how
rasources are
used. CD$46

'AGE OF SAIL
1775-1820"
Delivers an excel-
lent blend ol
exciting  Real
Time 3-D per-
apective naval
combat with the
pageantry  and
grandeur of beau-
tifully  rdered
sailing vessels
from the Tall Ships
eral  CD$42

‘THE  DIVIDE:
ENEMIES WITH-
IN' You veake up
from an eons
Ipng sleep only to
find yourset! on a
forsaken  planet
filled with angry
mutants. You've
gol 1o outsmart
them,  outblast
them, and escape
from  this hell
hole CD%48

IBM ADVENTURE

Jnurneyman Project 2 846
Jumanji £42
KB Files 3
KOT:Princoless Bide 8§25
Killing Thine Wo5 42

538

344

44

1 PS4

Lighthouse Ha
Lion sz
Lstfis Shrik Hims 2 $42
Mission Cde Millenium $34
Migsion Critical $30
Maonstrous Gity 44
Mumimy 842
Myst 818
Myst 2 £52
Mystery of 7 Mansions $35
Nemesis LK)
Hew-Hunter 4
Neverhood 7
41

46

845

£44

$36

847

Pandosa Directive 546
Phantasmagoria 2 395

Fhantasmagona 552
Planettall Wy5s 544
Potice Oust 5 SWAT 547
Prestn 545
Promised Land L2l
QAD $42
Gin Tomb Med King 539
Rama b2l ]
Ravage D.CX $39

Redpcks Revenge  §46
Ratum to Krondor £45
Reverence 3

‘IM1AZ
ABRAMS'  The
player commands
a platoon of four
tanks, or an entire
company  feam
with other vehi-
cles, artillery, heli-
copters and
artillary attached
all from a variety
ol external views
and a multi zoom
map view. CD 8§45

'STAR CONTROL
3 Tha fabric. of tha
unhverse is crum-
bling and ts up lo
you to find the
answer  some-
whem in the unex-
plored reaches of
the Kessarl
Quadranl. You're
in control of a
star lleet, search-
ing hundreds of
planets. CD$47

‘MADDEN 97" includes over 100 currenl, All time,
Super Bowl and secret teams to choose from.
Drath a team from a pool of NFL stars or create

your own.

IBM ADVENTURE

Hrdu'e Master Ly 335
S48
Rivers of Davn 2l
545
§5
337
$36
45
¢ 542
Shagnan £38
Sh $42
Shivers L
Simon Sorcoror 2 &40
Skyhorg Into 1ne Vortex$44
Snow Crash WSS £

Snovob W35 L+
Solar Crusade 844
Soul Keeper 544
Space Bar W5 544
Spycraft Was 547
Star Trek Judg Rt Coll 538
Star Trek \o,aqe 8
51 544
Steel Lege s42
Super Stardust 835
The Dig 7
TimeLapse Anc. Gl §46
Titanic Jm 4
Tme Wip Dr Brain W95 538
Tomd Raider 40
Toonstruck B
Touche 534
Teouble is My Bir £46
Unger Killing Moon —~ £19
Urban Decay $39
Utopia 536
Varuna's Forces 45
\oid Pirgtes 41
Voyeur 2 &2
We Are Not Along 845
XenoPhape 846
Zurk 353

CD $48

IBM ARCADE

30 Ulir POl Crp Naght 342

30 Ultra Pinball S0
Agle Warnior F111 W95 533
Agqua'Tak 542
Baltle Slayer 42
BateSpon £33
Beavs Buhd Liti Tgs  $18

5 of Raga £34
ler £35

Crime P.:In. $18
Crystal Calibum 827
Crystal & 340
Daggers Raga W 529
Deadiy 8 $38
Deadiy Tide WO5 §42
Divide WBS 4

Double Switch W95 544
Earthworm Jim 182 §34
Full Tilt Pinbill W95 $24
GEX Wa5 31
Gataxis 538
Gear Heads 533
Ga-Man 47 g4
$29
$46
$38
s34
$42
s44

Y $32
Lode Runner Net $25
Looney Labiyrinth Phall $29
M5 Rt of Arcde W95529
Mass Deslruction 535
Maximum Surge 335
Matal & Lace NR13 s27
Mission: Impossihle 5S40
Monater 1sland 34
Mty Pyihns Wste Tme §36
Mortal Kombat 162 $26 =
Mortal Kombal 3 W83 546 -
Moto % 53
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532

ietlon Kit $34
I $29
£29
F'al:h.lll 1 528
Pinbafl Wld px]
Pink Panhs £30
Pittall W85 343
Prize l'|r|.|1fr 47
328
525
§35

Sonic the Hedgehog 530

Space Pirates $32
Space Runndr a2

Tiih fIml Men 544
Vaoctor Man 538
Vittua City PD $39
Virtua Fighter 542

Virtual Pra Pinball 340
-In Your House 540
i Worms 34
- Worms Reinforcements 25
i XMen € fh

TOMB RAIDER'
Dive  into the
action.  packed
fantasy world of
infamous atdven-
fures Lara Croft, in
her  quest o
refrieve the leg-
endary “Scion”,
Explore an emi-
ronment  that
faakes you through
fimngles, ruing and
mome!  GD$40

T Meet Com-
. mander  Zod.
| Youll answer lo
him as you lead
amies ol beer
Swliing,  drunken
robot  soldiers
from plnet o
planet destroying
everything  that
stands in your
weay. Get off you
ass, princess, This
swarl  CD$44

'3-D ULTRA PIN-
BALL: CREEP
® NIGHT'  Pilay
short 3-5 minute
games, hitting
largets and
ramps and mak-
ing shats in the
bonus mode. Or
guide your ball
S past craters and

fo robols through 4
different  play-
fields. €D $42

55

! 2l

Amack Stack 524
of Sonie G 535

) Pak $22

¢ Wargme Coll 2 534
Fotsy Gk Strat il 834
Gamer Variety Pack  §29

Gangster Bundne 23
1D Anthology 854
Jot Pack §19
Kilratti Saga LxE}

Magapak 5 32

Might & Magie Tril 19
Ml High Chisty 526
Mystary Coltection 514

Origgin Pak £20
Prizr Gen Sit Gd Bodl 519
Palice Quest Anthelgy 525
FPopulous 2IPwrmangr 515

Top 50 Games S16
Top 50 Games 516
Tieasures Pack S5
Tieasures Pack 2 $15
Turning Point A
Lln.mm Game Callctn  $29
$19

m 1 & 2 Diud$32

1&2 19

‘WARGAME CONSTRUCTION SET 3: AGE OF
RIFLES 1848-1805' Recreates 19th century warfare
and concentrates on an era where infantry and

arfillary were the halimarks of {he day.

CD 42

‘THRUST-
MASTER
GRAND PRIX
1" Gives you
the competi-
tive edge
with  vari-
able throttle
and braking
al your fin-

gertips and Hghtning last thumb acti-
valed shifting. Securely clamps to your

deskiop
degrees of lravel

Tolal sleering range is 180

$74

‘DUNGEON KEEPER' As an ultra evil sorcerer who
has collected a hoard of treasure over decades of
thievery and other mischief, you now retreat into
your dungeon to enjoy your unjust rewards. CD $45

ADD Three Worlds 526

Alien Legacy 330
Anvil of Dawn 3
Arch Mage W95 S48
Arena Dalue a7
Betrayal at Antara £48
Gobra Mission M
Curse of Azure Bonds - 516
Cyber Space £38
Cyberdudas £29
Dack Sun 2 519

Dazk Sun Online W8S 515
Death Keep W5 £39
Diablo 6

Dungeon Master 2 325

Elder Scrolls 2 9
Hails of the Dead 538
Iron & Blood S42

Knighis Xont HR1B UG 55
Knights Xentr PG13 534
Lands uf Lure §22
Lands of Lore 2 L2l
Lords of Midnight L]
Paols of Darkness 519

Haveniolt Strahd 2
Rawift 2 Sin Prop 46
Rittwar Legaty $23
Rims Ark Shadow Riva $46
b $10

£33

336

Star Itclc Deep Space 9 526
Star Trek THG Collect  $69
Star Trek THG Fal Unity $46

Stonekeep 530
Termacide s
Ulima 7 Senes $15
Uitima & Pagan 518
Uitiima U &2 515

s19

fry Gold Wis 532

1843 Euro Alr Wa: 4
ATF Golid 546
AND Attack 348

AT Tank Kille 2 Wa5 548
ACS Marine Fighters %25
AGS Navy Fightrs Gl $34
AH 640 Korean Ops $26
AH 64D Longbow 51
ATF Nato Fighters £22
4

=il 8
Across the Rhine §5
Alr Cmbd Ny Ftrs 87 845
Air Cmibi Pachic 1942 816
Air Combat Pacific Gold$34
Ar Warrior 2 W33 L

Airpawer $35
Mign Alliance 8

5 42
Archimedean Dynsty  $44
Armared Fist 2 40

Ay Air Coeps 42 848
Battle of the fronclags 846
Batllecrwser 3000 &5
Big Rod Racing W8S §20

Black Knight 36
Burning Road =
Comanche 3 L]
Command Aces W95 525
Complete Gt Nl Biis - 5§32
Contirmed Kill g2
Conguest of the Skies 348
Daytona USA §39
Dead Eng $44
Death Drome W95 $az
D Diivar 545
Descen 2 £48

ot Bundie 826
Destruction Derby ar
Destruction Duby 2 547
EF 2000 Tactcom 338
EannSiege 2 W95 0

iy BLOOD & MAGKC!

B

The 15t ever reai-
time,  strategy
computer game
based on a never
before seen area
of the most popu-
Lar AD&D workd the
Forgotten Realms,
whe® you com-
manda broad range
of charmcters n epc
batties of good and
evil.  CD$46

'FLYING
CORPS' With a
superb  land-
scape, accurate
flight mode! and
in depth
research, Flying
Corps is the ulti-
mate in World
War 1 flight sim-
ulation that will
quite  simply
lake your breath
away. CD$42

'LINKS LS’
Watch the div-
ols fly, see the
fog roll in, or
watch your ball
back wp on a
wedge  shol,
New  control
panel and easier
interface,
modem/network
play and amaz-
ing course accu-
racy!  CD 348

IBM ADVENTURE @ IBM ADVENTURE

F-22 Lighting 2 $40
F16 Fightnp Falcon 846
FA 18 Hurat B
Falcen 3.0 316
Fatcon 4.0 352
Faleon Gou $62
Fighter Duel 2 Wa5 539
Fightar Duel Pro 34

Fightar Dugl Pro et~ $38
Flight Unitme Was 536
Flying Cotp a2
Flying Nightmates 2 542

Flying Saucer 545
1 Post Seasn 540

544

£39

i

val Baltles 4 343

Great Naval Battles 5 544
Harmor 2020 $45
Havoe W35 $44
Hellhender W5 538

Hind Helicopter £
Iy Car Reng 2 W05 S48
Ingdy Cat Reng Comp 825
i3]
345
542
526
!l\‘.‘ e 2 Was &7
hurior Mercnries  $48

MegaRace 2 £38
Microsolt FS 6 W85 854
Wi Alley 46

Mnstr Trek Mdnss WO5 545
MsoltFS 5 Europe 2 $40
Msnit FS5 Alr Rescus $40
Msot FS5 Binot Goll 832
Msolt FS8 Flight Shop  §52
Rsolt FS5 Objct Dsgor 846
Mud Kecker 545
Mascar Hacing 2 548

Circle Reader Service #68

Nascr Reng W Trek Pek 847
HNeed Speed Gold Wa5 845

Ralty $39
Sail 85 $36
Screamer 2 44
Shattered Steel 46
Ship of the Line W35 544
silent Hunter 346
Silent Hunter Patel 1 515
SimCopler W95 338

Supet EF 2000 W85 $40
Super Motocross WI5 $33

TFX EF2000 545
Test Drive 42
The Gondemned WSS S48
The Darkening s
Thunder Truck Rally 847
Tie: Fighte Coll £

Tom Clancy’s 33N £45
Top Gun Fire at Wil 544

Tiophy Bass 2 S49
Wipar:Opar R Set W95 535
Virual Kans 526

Werwll Vs Comanche 2549
Werewoll v Comanch  $33
Whiglash S48
Wing Comm 2 Deluxe  $15
Wing Comm Academy $15
Wing Comm Armada  $15
Wing Commander3 531
Wing Commndr 4 W5 542

Wings of Glory S18
Wige Qut $1a
Wipe Out XL s

World Rally Fever 4
World ol Combat $33
Wild Cire: Gran Pris 2 5§44
Wrld Gire Track Anek  $42
X-Gar Exprmntl Ren S44
X-Wing Coltector 524
XWing Vs Tie Fighter 854
iF22 844

WARCRAFT 2
The battle
between Ihe evil
ores and the noble
humeans rages on
With  powerlul
new aies, terity-
ing new creatures
8 and ingenious
new weaponry,
the struggle for
the domination
= 0l Azerolh con-
tinues. CD $46

'NCAA CHAMPI-
ONSHIP  BAS-
KETBALL'
Captures all the
color and
pageantry ol
America's  #1
college  sporl,
Pick ane of 64
Division  One
leams and take
it to  the
National cham-

plonship. CD$44

'DESTRUCTION
DERBY 2
Challenging
new tracks that
are longer, wider
and faster with
hills, jumps and
high speed
banked comers!
Get on a collision
course  with
crumple zones
and hit and run
mayhem! CD $47

IBM ADVENTURE IBM ARCADE

ABG Monday Night FB - $52
APBA Rasehall BroadestS37
APBA Pro Boxing £38
Extreme Strest Hockey 842
FIFA Inti Succ 96 &40
FIFA Soccor 87 845
Fly Fishing £30
Frank Thos Baseball  $44
Frot Py GIf AddDn WB5 524
Fron Page Foothall 97 548
Front Page Basebll 96 $48
Front Page Goll W95 S48
Front Pg FB Pro 56 e

Gone Fishin' $25
Grand Slam 97 W95 544
Hardball 5 $40

Hooves Thunder W35 535
Legends FB 97 W35 543

Links LS $46
Links Pro Courses e $19
Links Pro 366 519
Lumar Goll $4d
Maduen Football 97 S48
NBA Live 96 540
NBA Live 97 45
NCAA Champ Bskthll  $44
NFL QB Club 97 £
NFL Total Control Net - 845
NHL Hockey 96 44

NHL Hockey 97 6
NHL Powr Ply 85 W5 541
Open lee 345
PBA Bowding 2 §35
PGA Tour 96 Sawgrass $19
PGA Tour 96 Spnsh By $19
PGA Tour 86 Wentwith $19
PGA Tour Goll W95 837

Simtiolt 3§38
Sold lee 338
Sarange Goll Wa5 539
Strlker ‘95 533
Triple Play 97 548

1830 AR/Rbbr Bargn 538
7ih Legion 548
Aden Genaral W95 $39
Arvancy Clvilization  $39

Aterlie S
Age of Emplies B2l
Age of Sall 42
Agents of Justice S4B
Alegiance 34
Ancient Empirs W05 $20
Ares 842
Ascendanty Bk
Battle Bugs $10
Batlles of Destiny $12
Blood & Magic Ho
C & CHed et W35 348
Capsar 2 7
Caesar 2 W95 548
Caphalism 542
Celtic Tales £34
Chaos Overlords W5 §200
Citiz Bekwir Allr §42
Cralization Hetwork  $25
Civilization $19
Civiliztn 2 Ww3s 2
Colonization 525
Comm Conq G Ops  $22
Comm Congr Red Alart £45

Command & Congquer  £47
Coammand & Conquer 2848
Commnd & Cangr W95 546
Complate Carriars War $47
Conquet $19
Conquerer AD 1086 $25
Connquest New Watld — $46
Constructor Wa5 4
Dark Earth Stitgy WO5 845

Deadling 2
Deadlock 7
Destiny W85 k]
Dominion M
Dune 2 $29
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IBM ARCADE IBM BUNDLES IBM RPG IBM SIMULATION

‘THRUSTMAS- 'THE LAST BLITZ- 'MAGIC:  THE ‘ENTOMBED" waill
TER F22 PRO KRIEG' will put GATHERING' This P you aganst an
With a powder you in the heat of top seling trading ancien!  Gvilza-
coated  metal Hitler's last cand game is now; tion’s technology,
base, plass filed chance at victory for the first time, their  insidious
ABS handie, metal in the West an interactive mul- Iraps and a deep
gimbal  mecha- Detailed  battles, tiplayer onling underying mys-
nism, and heavy new kand combat compuler game. tery of monumen-
gauge spring ten- gystem, six sce- It's an addictive tal consequence.
sion, the F-22 narios, replay fea- fantasy game fea- Armed with only
PRO ghves you the ture for reliving luring  wizards, the dhary of a previ-
edge you need in battles, network exploration, ous collegue, you
advanced tactical y and  modem adventure and role must sohve the
warfare.  $125 play!  CD$41 playing. CD $46 mystery.  CO$16
‘THE SETTLERS 'NEMESIS: THE FiA-18 HORNET'
II" After fighting a WIZARDRY There's 28 differ-
losing battle with ADVENTURE' A ent Persian Gulf
the raging sea, a unique combina- combat missions
brave people find lion of elements to.test your skills,
themselves 2 createss rich game- you can blow up
stranded on an play destined to everything - from
uninhabited W i revolutionize the ammunition
island; their ship LI T VR O ] adventure/rpg depots using the
destroyed. These standard. 4 CO's M61 Vulan can-
Brave Romans ‘THE PANDORA DIRECTIVE' Travel along thres with non to MG fight-

must rely on

different paths to any of seven different endings

extravagant multi-
EIRTECH meda, daliver an

1BM SIMULATION

IBM SIMULATION

IBM SPORTS

ers with an

you to help on your quest to dissecl the unnerving mystery AlMa Side-
them. CD$39 surrounding the Roswell UFO Crash. 6 CDs $46 epic: story. CD $44 winder! CD $48
‘HERDES OF ‘DUKE  NUKEM ‘GH PRODUCTS TROPHY BASS 2
MIGHT  AND 30" Ass stompin' PAO THROTTLE Challenge
MAGIC I Having aliens have land- You can easily friends on amy of
onshed his ene- ed, and the master the skies - fen lakes, each
mies, consolidated humans suddenly with this authentic featuring photo-
his power base find  themselves left-handed throt- graphical and
and eiminated dis- atop the endan- tie, modeled after topographical
sent, Lond [ronfis! gered species list the throttle found maps, accurate
setlled dowm to The odds are a In the F-16 fjet. depth readings,
rule the land of miflion to one, but Featuring 20 pro- and weed beds.
Enroth, After 25 Duke  Nukem grammable Get over 100 pro
years the band 5 knows what's got functions and a tips in smooth all
again thrust into to be done. Kick three year war- new full motion
turmod.  CD$34 alien butt! CD $45 ranty! video! CD$48

FREE

ungeon Kesper £45 Return Fire W85 837 Arcade Action Kit 512 Monty Pythn Holy Grail $39 Tth Fleet 39 Harpoon 2 Deluxe 529 Third Reich 539

mperor of Fadog Suns 342 Roganioan Agenda 339 fucade Clscs W5 529 Muppet Treass Island 340 Avgis $19 Harpoon Class 519 Tigers Prowd Camp 2 $19 GAME UFFEH
mpire 2 WE5 524 Romance 3 Kingdoms 4534 Auatar Princ Conlflict 538 Qrigamo 514 Alrika Komps 42 Harpoon Class 97 W35 $44 Tigers Prowd Camp 1§15

mpire Dlx Mslr Ed - $19 Sabre Team §12 Avery Cardoras Casing 524 Othelle 528 Aide de Camp 5 High Command $19 Tigers on Prowl Map 23 Spend the specilied
nemy Nations W93 $42 Second Conflact 334 Avery Cardozas Poker $24 Papararn 519 Allied General £ Invsion Amrea General S44 Tigers on the Prowd 842 amount on any In
scalation s29 Sentient 544 Battleship W35 L2 Part Plyr Poker W95 524 Amarican Chil War 45 Iron Cross $19 Typhoon of Steel 815 stock software and
yploration 40 Sattlers 2 $42 Bridge Dix 2 Omr Shit $32 Pinball Arcade 528 Antlgtam £15 Iron Genss 2 £30 V Victory Bundle 528 choose a free IBM
ight Commander 2 $39 Shadow of the Emperor$35 Bridge Olympiad 516 Pool Master $12 Banzal L] Last Blitzkrieg E41 W Victory Market Grdn 815 game from the corre-
irbes Corp Hder Gme $45 Shamered Nations $46 Bvs & Buhd Clig Drks $19 Poveor Chess WIS $38 Banle of Austerltz 824 Lang Lanca 19 V Victory Utah Beh 812 sponding list below.
ee Enlerprise 39 SimCity 2000 Collectn $51 Bvs & Bithd Wnr Takes $19 Power Poker 515 Banle of Bulpe &4z Main Bat Tnk Cirl Ger  $29 W Victory Veliky Luki 515 Requesi must  be
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THE GAMER YOU
THINK YOU ARE?

WHEN THE MISSILES ARE STREAKING

RIGHT AT YOUR FACE
WILL YOU HAVE TH E NERVE THE REFLEXES

THE INSTINCTS YOU

PUT C

FIND OUT.

“..at last, a 3D

gaming system

worth buying."
CNET

"Petedei

The effect is

out of this world."*
ComputerLife

"Simply awesome."

Coming Soon
Magazine

"4 schwings out of 5."

Gadget Guru
Online

WWW. STEREOGRAPHICS,COM

visual effects going. s
no virtual reality, no cybersickness. It's

E and
dozens of other developers are sup games
SimulEyes are ultra-light, install in mint you d pay forthree new

games.And since it comes bundled with 5 gre'a'f‘ :
Rise of the Triad™, In Pursuit of Greed:World |, Inc. and Whiplash™ Preview) you'll get weeks of
3D mayhem right out of the box.

To order direct, or to find the SimulEyes retailer nearest you, call 1-800-SIM-EYES.

Then put on your glasses and find out how good you really are. S I ".I " l [ ? [ Sm@

01996 StereoGry 1phiu Corporation. SimulEves is a trademark of StereoGraphics Corp, Interplay, Descent, Whiplash and Slipstream are trademarks of
Interplay, Inc. Fidos is a trademark of Fidos Software, Inc. Nova Logic Is a trademark of Nova Logic, Inc. Rise of the Triad is a trademark of Apogee Software.
In Pursuit of Greed is the trademark of Softdisk, Inc. * Reprinted from ComputerLife, July 1996. Copyright ©1996 Ziff Davis Publishing Company
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mircontinued from page 304

vehicles and four kinds of stationary ean-
nons used for defense. Often, maps will
start with empty vehicles and guns strewn

ACTOSS lh(.‘l'ﬂ. and an ilﬂl]l‘)l‘hlllt LC\ o vie-

DEJA VU You'll see this scene a hundred times while
playing, because Z's levels and gameplay get awfully

repetitive.

tory is sending the right troops out to
immediately capture and use these “free”
resources before your computerized
encmy does.

Units are also fairly clever in the art of
combat itself, and will tend to retreat
momentarily from a position where they
are getting cut to pieces and attack again
from a slightly different angle. While it
pays Lo allocate targets yoursell Tor units,
they are also adept at firing automatically
alany units that come within range and
will even pursue a short distance to
destioy a lleeing enemy —without chas-
ing blindly after them, as WARCRAFT sol-
diers are wont to do. All in all, the unit Al
is a small but satisfying improvement over
that found in C&C.

WAR IS EASY, COMEDY IS HARD
Zis a fun, mostly successful game
that plavs an the success of its more
serious ancestors in the real-time tacti-
cal wargame arena, "The graphics are
excellent, and they're humorous with-
out being repetitious or stupid. Turrets
fly high up inte the screen, growing in
size before tumbling back to “earth”
and exploding in a great resounding

blast that can cause even more damage.

Soldiers give little yells and vaporize or
tumble through the air themselves

when hit by shells, and even units wait-
ing for orders do amusing things like sit

down on tiny crates and play cards.

"The program itself is extremely reli-
able; its only technical fault, for me, was
that is wasn’t a true Windows 95 appli-
cation. Z has the same multiplayer
options of C&C (null
modem, modem and
IPX network support),
and provides fast and
reliable mayhem for up
to four players.

l'or me, 7 had only
one major flaw (other
than the manual, which
was a little thin on unit
capabilities): There just
didn't seem to be a lot of
game here for the buck. |
would say the experi-
enced wargamer can
only expect 20 hours or
50 of campaign play. While network
play stretches the longevity of this prod-
uct immensely, it might have beena
good idea to slip in a random battle

generator or add spawning technology

for cheaper network play. A more minor
“flaw” goes without saying:1f vou don't
like real-time games, or funny games
for that matter, 7. isn't for vou.

But if you dont mind a game thats on
the short side, and you arc a real-time tac-
tical game lover with a good sense of
humor, then buckle into vour computer
chair, dude, and crack open a cold can of
Raocket Fuel, because Z is going to be

your favorile letter. &

PAPPEAL: Real-time commanders
looking for fast and fun tactical combat.

PPROS: Fun, smart and funny C&C
clone with excellent graphics, hilari-
ous animations and battles that are
more challenging than they

initially look.

»CONS: Campaign game is a bit
short for the
bucks; humor may
not amuse some;
C&C and WarCrarr
fans will be disap-
pointed by the
repetitive hattles.

Z « REVIEW
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"POWER CHESS™ is the
first innovation in chess

programs in more than

a decade.”
- Lorry Christionsen,

International Grandmaster

Two-time U.S. Chompion

one step ahead.

Three=time U.S. Open Champion

SAlln

is truly innovative -
*what you played and a

- 4 first for cnnmuteff;'él{l_gss-'_"_ 1

- for humans (oo,

Visit us at www.sierra.com, call 1-800-757-7707 or see your local software dealer.

© 1996 Sierra On-Line, Inc., ® ondfor ™ designote radematks of or licensed 1o Sierra On-Line, Inc., Bellevue, WA 98007.




STRATEGY/WARGAMES

by Patrick C. Miller

hat compuler war
game enables you
to pit Yagoshvian
partisan cavalry
against German
Jadgtigers, or re-
create the battles
hetween the

Soviels and the

Japanese in China
during the closing days of Workd War 112
STEEL PANTHERS, of course, a war game
renowned for its broad scope and greal
depth. Now this superb game gels even
better, with SSIs add-on S1een Paviiers
CANPAIGN ISk,

The CD contains three new campaigns
and 33 scenarios for use with STEEL
PavTiiERs, as well as the version 1.2 pateh.
Those who have purchased Novastar see-
nario disks for STz Pavriers should be
aware that only three of the 35 seenarios
on the CD are actually new. Most porlray
Farapean battles, but there are a fair num-

gﬂl‘_ﬂ_‘.ﬂ-ﬁ.‘- U
e,
e

auaney

ber of Pacilic seenarios as well,'The more

memorable seenarios are the two depict-
ing Oberststurmbubier Michiacl Will-
manns heroics against British armor al

Price: $24,99

System
Requirements: Sree
PANTHERS game
required, 486/DX33,
8MB RAM, SVGA
graphics 2x CD-ROM,
mouse; supports most
major sound cards

il of Players: 1-2
Protection: None (CD
must be in drive)
Designers: Novastar
and S5l

Publisher: S8l
Sunnyvale, CA

(408) 737-6800
Reartler Service #: 343

SMOKE ON THE DACHA The Camraigh
Disk contains 35 historical scenarios
from such locations as lwo Jima,
Guadalcanal, Amhem, and Normandy.

cC

NOVEMBER 1996

Kk kkk REVIEW ¢ STEEL PANTHERS CAMPAIGN DISK

- Steel Yourself
For Battle

New Campaigns Add Even More Depth To STeeL PANTHERS

GIVE ‘'EM HELLCAT The Caneaich Disk adds three new
challenging campaigns to STeeL Panthers. As always,
the health of your core units is key.

Villers-Bocage and the battle agains!
American Shermans that ultimately cost
him his life. Also included is a hypothetical
scenario based ona battle in the movie
Cross of Iron, in which the fictitions
Sergeant Steiner fights his way back to
friendly lines thongh a Soviet onskaught.
The best parts of the CD are the thiee
new historical campaigns: The 1941
Operation Barbarossa, where you lead
Gennany's invasion of Russia; the Battle
for North Africa, where you command the
Afiika Corps against the British in June
1942; and Patton’s 3rd Army campaign, in

which you race the Soviels Lo Berin.

GREASING THE TREADS

Before mmning the installation program,
its a good idea to make copies of any sce-
narios that you've ereated or saved in the
game’s save slots. If)nn con't do this, some
of your scenarios could be overwritlen
without warning, After installing the CD,
von can copy hack vour saved games and
custom scenarios, Be advised that some
terrain might not show up properly with
the new patch version, since the map cdi-

tor is altered with pateh 1.2,

Ifyou have installed previ-
ous palchies for STEEL Pax-
THERS, you might want to
delete your current version,
reinstall version 1O and then
install the CanipnoN Disk,
S5 says this isn't necessary,
but | experienced some prob-
lems when I didnt doit.

Version 1.2 of Sttt
PANTUERS corrects many —
but not all —of the game’s
bugs, adds more realisim, and
provides improved artificiil
intelligence. However, it
doesnt inelude the modem play option or
the VCR replav feature that fans of e-mail
play have been demanding, If vou need
the patch, but not the game., it is available
from manv online sources,

‘Those who already have the version 1.2
update and many of Novastar’s sceirios
might want to pass on this offering. But if
its been awhile since vou plaved St
PanTHERS and vou're looking for a reason
to jump back into CGWs War Game of
the Year, the CAMPAGN DISK provides a
good exense Lo do just that. B

PAPPEAL: For SteeL Panthers fans
who want more challenging scenarios
and campaigns.

PPROS: Adds even more depth and
variety to SteeL Pantvers; updates
game to latest version; challenging
campaigns and good mix of scenarios.

PCONS: Most of the scenarios have
been previously
released by Nova-
star, and version
1.2 doesn’t fix all
of SteeL PANTHERS'
bugs, nor does it
improve two-player
play.




Other Alfa Data Producis

,One of the most annoyiﬁg problems of the PC

Due o th desgn of the orme parie has finally been solved!”
PC supports two joysicks (A & B) fach with yp—c--FTl— . 2/96
twa firebuttons only. Four butten joysficks, i+ ayer

and joysticks which I\m throttle and ruddor » s
cantrol or coolie caps, make use of the sécond
joystick (B) control

AlfaCrystal
Crystal Trackball

At ,one ployer mode” the AlfaTwin allows

you 1o millllhy between two joysticks, witholl =
the lundlions supFaned, by simply pressing

the fire button of the joystick you wish Jo

use.

AlfaPilot-Plus
Flight Simulation York

‘PC Format'(UK)
Top Award, 9/96

At two ghyers mode”, both i’nyslfcks tan be
aclivated al the some time for two-player.

ames. However the odvanced funcions of
the joysticks ore not supported.

AlfaCommander-Pro
Programmable Joystick

AlfaDread
6+2 Button Joypad

You con cascade up o three AlfaTwins with®
four dilferent joysticks for your free
selection. Moreover, the six feet long coble
brings the AlfaTwin round 1o the front of
your desk, freeing you from the hossle of
lugging/unplugging your joystick from the
otk of the computer.

Joystick specialist’s comment: Alfa Twin press comments:

Circle Reader Service #37

%LS;TA CcwC Gl’OI.lp, Inc. ® Visit your local store or call P(“e.ni
USA: CWC Group, Inc. » 290 Paseo Sonrisa, Walnut, Ca 91789 o Tel: (909) 598-9366 » Fax: (909) 598-8046 Pendmg

Head Office: ALFADATA Computer Technic Corp. ® Taipei, Taiwan ® Tel: 886-2-788-5775 © Fax: 886-2-788-5791
Europe: AB Union GmbH, Deutschland e Tel: 49-89-321-1033 » Fax: 49-89-317-4957 See us at COMDEX/Fall
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S0 Viuch Action,

©1996 Interactive Magic. All Rights Reserved. M1 Tank Platoon is a registered trademark of MicroProse, Inc. Air Warrior is a registered trademark of Kesmai Corp. iIM1A2 Abrams, Hind, Apache, Amarican
Civil War From Sumtar to Appomaitox, and Dastiny are trademarks of Interactive Magic. Harpoon is a registered trademark of Larry Bond and Chris Carlson. » *Voted “Best Sim of the Year"—PC Gamar

Interactive Magic, P.O. Box 13491, Research Triangle Park, North Carolina 27709, 800-298-0872
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Simulation and Strategy Gaming

Get all the details at www.imagicgames.com
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For help getting
starlad with
Settlers I, see
Tim Carter's
yameplay gulde on
the CGW Web
site.

Price: TBD

System
Requirements: 486-66
MHz, 8 MB RAM,
SVGA graphics, 2x CD-
ROM drive, 35 MB
hard drive space,
mouse; supports most
major sound cards.

it of Players: 1-2
Protection: None (CD
must be in drive)
Designer: Blue Byte
Publisher: Blue Byte
Schaumburg, IL

(800) 933-2983
Reader Service #: 342

REVIEW ¢ SETTLERS Il

A Fine
Settiement

Addictive Sermers Il Builds On Territory Founded In Serr Ciry

by Tim Carter

haracter is an ofi-overlooked
quality in computer games
these days. It can’t be quanti-
ficd, but character can make
the difference between a
con |putt,‘111l_\' crafted diver-
sion and an all-consuming
cureer threatening obsession,
SeErLeERs s a good exam-
ple. Atits core is a solid stral-
cgy game, but what makes the game fun
is watching your army of serfs grow as
your country expands. Fach of thesc little
men conducls a task, be it harvesling
grain, carrying goods, or beating up your
apponents, Watching the guys go aboul
their duties is also uscful, since it helps
track how your economy is functioning,
SErmEs 1 (SErers L was released
in North American under the title Serr
Criv) is an “explore the world, build an
empire, and conguer everyone else™type
game. The scale is somewhat smaller Uan
many of the other litles in this genre, as

players deal with hundreds of people and

SETTLING IN JAPAN The story has you, as a shipwrecked
Roman crewmember, starting anew in a strange land, but

you can choose any one of four races.

cG

indivicual buildings, rather than eities or

whole plancts.

WHERE'S THE
FREAKIN" MANUAL?
Sernens s all

about the strategic
challenges you face
while working with
very limited resonrces,
Unfortunately, it seems
the game’s publisher
took this ethos a step
further and applied it
to the documentation,
too. As with a few other
recent titles, SETTLERS
1 has an absolutely
appalling manual.

The inadequacy of
the documentation is
particularly apparent when you realize
that the game is obviously the product of
alot ol work. Plavers may as well resign
themselves to playing the first scenario a
few times just to get the feel of the con-
trols and figure ont how
everything works.

Even if you figure
out the interface, the
complete lack of an
explanation for most of
the kev cconomic rela-
tionships in the game
can hamper planning,
which is really the key
to winning.

"o be fair, [ did man-
age lo figure most com-
ponents of the game
out through trial and
error over a relatively
short period of time,
and [ enjoyed the leam-

ing process—but not nearly as much as |

would have enjoyed playing the game
properly right from the start.

SERF'S UP Seriers Il is all about building the most powerful
economic empire in the world, and the game’s cute little
serfs provide the manpower to do just that.

IT'S ALL ABOUT MONEY

Serers s more of an economic
game than a military one, although final
victory lies in the conquest of others. The
military side of the game is quite simple:
build the necessary economic foundation
to recruil and train a number of soldicrs
and garrison them near the front lines.

Building a sound economy, on the
other hand, is no simple task. Raw materi-
als must be gathered (or mined, harvest-
ed, hunted down, ete.), and then
pmccw;d at least once —and in the case
of tools and weapons, twice —before
being shipped via your transportation nel-
work to locations where they are needed.

Thus, woodeullers are needed to chop
down trees, which must then be shipped
to a sawmill for conversion into boards, A
forester may also be necessary to keep
your supply of woad from becoming
depleted. As most buildings require stone

continued on page 317 W



Game Feafures:
3D Rendered Cut Scenes

Windows 95 DirectX Game
“Multiplayer modem, network, and Internet play

~Full musical score and integrated sound effects

Free Demo:
www.megamed.com

Mienamed altiSh
Tel.: 408-428-9920
Fax: 408-428-9924  Megomedia s a Registered Trademark of Megamedia Corporalion. All other Irademarks are |
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“I fart in your general direction
A

MBENTY PYTHON AND THE QUEST FOR THE HOLY GRAIL

A DHALLENGING YET VERY SiLLY CD-ROM STRATEGY GAME FROM 7TH LEVEL.,
THE ORIGINAL PYTHON EAST REUNITES LED BY BIG-SHOT, PART-TIME LLAMA
BEREEDER ErRIC IDLE. WITH uP 1O THE MINUTE 107TH CENTURY HUMOR, SCRIBEELES
FROM TERRY GILLIAM, UTTERANCES FROM TERRY JONES AND MICHAEL PALIN,
A FAX FROM JOoHN CLEESE AND A MISSING SCENE FROM THE ORIGINAL MOTION PICTURE.

(Now GO BUY THE GAME OR | SHALL TAUNT YOU A SECOND TIME)

FIILY
GRAIL

[ TSy v
K i i oy

o ————
7th LEVEL
———

WWW.Z7THLEVEL.COM WWW.PYTHONLINE.COM 1-BO0-892-2545

DowWNLOAD MONTY PYTHON DESKTOP YTHEMES FROM THE WES Si7CE, HOOWEHET D5 MACIr TS A HEBE FIME

comp coweure /71
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Meercontinued fram page 314

as well as boards, a quarty or granile mine
must be constructed to supply stone to
the building sites.

Miners require food 1o
waork elfectively. Thus,
vou must keep fishermen,
hunters, or farms near
cach mining location,
Iarms only grow wheat,
which must cither be
milled and then baked
into bread, or used to feed
pigs, which then must be
slaughtered elsewhere,

Somewhere along the
way you musl also make
tools, weapons, beer (to
keep the troops happy),
and gold to pay for mili-
tary training. Lvery com-
modity must be transported to the correct
location, which can put a burden on your
road systermn, Delays in the provision of the
proper supplies can throw a monkey
wiench into even the most comprehen-
sive €conomy, so some Ihnnglﬂ must be
given to the location of each building,

Then, of course, there is the question
of terrain. Many buildings that you will
need are Targe, and will only fit on flat,
emply spaces.The fron, gold, granite and
coal necessary Lo fuel your cconomy must
be discovered by a geologist (and will
become depleted over lime).

Suceess depends on a combination of
careful planning and the ability to keep
vour economy funclioning as raw matcri-
als begin to nm out. In part, a long-run-
ning economy requires some attention to
sustainable resources, such as trees. Some

raw materials, particularly those requiring

PAPPEAL: Those who like building
realms and have an appreciation of

finely detailed economic models will
have a lot of fun.

MPROS: Fun, easy to learn, addictive,
has complex economic model.

PCONS: Requires
some microman- |
agement, has atro- §§
cious documenta-
tion; focus on eco-
nomics may be too
heavy for some
gamers.

mines, cannot be kept running indefinite-
Iy, You must gain aceess to new lands and

new riches if your economy is to grow.

SAIL AWAY Though the game is smaller in scope than the
world-spanning Cravizarion, you'll still need to do some
island hopping to find the resources necessary for growth.

Thus, vou will likely find yourself at war
with your neighbors. IFyou lave planned
well, you should have little difficulty
defeating the computer’s armies. This is
nol to say that the game is easy. More

SETTLERS II » REVIEW

than once I thought [ was progressing
quite nicely only to be overmin by a mas-
sive horde of invaders. Remember,
though, that winning or losing is rooted in
cconomics, and it will be hard to com-
pensate for economic weakness with
superior miiilar_r tactics.

Also, winning at SEFTLERS [ requires
some degree of micromanagement.
‘Transportation and production play an
impnrl;ml role in economic rlc\'clnpmenl.
and they have to be managed carefully.
This may become boring for those players
who would like to focus solely on con-
quest and exploitation, although | found
the economic controls to be a lot of fun.

Allinall, SETTLERS [T is a fine strategy
game. Its orientation towards economic
rather than military action may tum some
gamers off, and its truly appalling docu-
mentation may cause some people to
leave it on the shelves in protest, but basi-
cally it delivers what most strategy games
should: a fun and engrossing experience
which challenges vour brain without get-
ting on your nerves. &
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POWER CHESS

"POWER CHESS™ is the
first innovation in chess
programs in more than
a decade.”

= Larry Christiansen,

Internationol Grandmaster
Two-time U5, Chompron
Three-time US. Open Chumpion

SaHIb

Visit us at www.sierra.com, call 1-800-757-7707 or see your local software dealer.
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With These Strategies

by Elliott Chin

ome wotlld say the Ores in
e WARCRAFT [T TXPAN-
SION SE1 have an even
tougher challenge than the
Hurmans. After all, the Ores,
unlike the sissy [ Tumans, are
without healing and invisibil-
ity, two keys spells that allow
Human plavers to scout with

ilnpunill\-'nmlm.'iinl;lin;tn
everlasting army. You've probably already
encountered this problem if vou've beaten
the Furman campaign and have progressed
to the Ore side. Onee again, thongh,

STRATECY * WARCRAFT Ii: DARK PORTAL EXPANSION SET

Orcs Rule;

Eat The Humans For Lunch

Before invading a camp, line up your melee
- units, summrt them with tmlls, and then send one

CCWis providing a detailed scenario-hy-
scenario walk-through of the Dark Portal
campaigns; this month, we tackle the
Oreish side of combat, As we saw last
maonth, the firstact of the campaign has
slightly casier scenarios. You can find those
watlk-throughs at the CGW Webssite. In
these pages, we'll give vou the necessary
strategics to beat the nine scenarios of Acts
I to IV and bring the Ores final victory
against the pitiful Humans of Azeroth.

CG MOVEMBER 1096

SCENARIO 4: THE RIFT AWAKENED

hen vou first appear in Seenario

4, vour lone goblin zeppelin will

be under attack by Kul ‘Tiras

(green) in the west. Send vour
forces there. A great Azeroth fortress
(blue) lies directly to vour south, bul
don’Lattack it right away. Instead, sack
the lightly defended Kul ‘Tiras settle-
ment. First use an ogre to lure the
-:n-.-m_\'m!ihilltr:}'1'111r(-1||sit-r nftmnps
oulside the village. Then destioy the
enare towers with vour catapults and
walltz in. Your priority should be building
atown hall, farms and a Tumber mill,
Firect several guard lowers as soon as
possible to guard entry into your village.
Use farms 1o block the way into vour
camp as well,

Neat send a few grunts and peons and a
catapult sonth. Destroy Dalaran {violet) al
the southermmost gold mine, and establish
asceond lown hall. Build guard towers
and farm blocks to pratect it. As vour gold

starts to accumulate, Lt'cp Iarassin 1] the

Azeroth with “hasted” goblin sappers. Also
use death knights for hit-and-rm attacks
with theirwhirhwind spells. Use both o
destroy all the towers on the west side of

(he fortress, since this is where yvou'll be

attacking from. Then simply gather
together nine ogres, cast bloodlust on
them, enter the fortress, and destroy any
remaining towers, barracks and roops. You
probably won't succeed with your first
wave, so be prepared to send another one

or two, You won'Lrum oul of gold.
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REi%RTING FOR DUTY ON THE
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= ANZER GENERAL took the gaming world by storm.
£ It established an entirely new game category, I

prompting Computer Gaming g

World to call it, “...such fun that PlayStation

even non-wargamers are likely to
Jind themselves hooked.”

Now, prepare to hecome an ALLIED GENERAL.,

/M ' Y N V¥ Volume II in SSI's premier 5-Star Series™ has you

' ' i in its sights — and this time the battlefield is the
state-of-the-art PlayStation™ game console!

Like its award-winning predecessor, success
depends on your effectiveness as a leader.
Play 3 campaign games as an American,

British or Russian General against the
German army. Or choose over 35 sce-
narios that let you play as either the Allied or
Axis side. Watch your forces grow with each victory.
! Use new troop types such as Finnish ski troops. Engage in a
7 little conjecture: several what-if scenarios include Churchill’s
~ never-realized invasion of Norway — Operation Jupiter:

With so many choices, your abilities
will be tested as never before! All of
this and more await your challenge.

Welcome to the next generation
of strategy gaming!

ALLIED GENERAL.
The excellence continues.

To Order: call 1-800-601-PLAY with Visa/MC
(North America only).

o

Visit us on the
world wide web:

www.ssionline.com

ALLIED GENERAL and PANZER GENERAL
are trademarks of Strategic Simulations.
Inc. 1995 Strategle Simulations, Inc.,

a MINDSCAPE Company. All rights
reserved. PlayStation™ and the
PlayStation™ fogo are trademarks of
Sony Computer Entertainment. Inc.

A MINDSCAFE® COMPANY
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STRATEGY/WARGAMES

Complele
strategies for
both destroy-
ing and
efending
hases. Plus,
scenarios by
CGW that will
really test
your skill.

STRATECY * WARCRAFT IlI: DARK PORTAL EXPANSION SET

SCENARIO 5:

DRAGONS OF BLACKROCK SPIRE

n Scenario 5 you musl free
Deathwing’s dragons. You begin in
the southwest corner of the map; the
guarded dragon roost lies in the far

northeast. o get there, travel in an are

that spans northward from west lo east.
"The southeast quadrant of the map can
be completely ignored. Seal off the bot-
tleneck east of vour camp with farms and

towers, and begin building a catapult.
When you have a catapult, destroy the
guard towers al the wall, kill all the

I Human troops, and then send in a few
peons Lo establish a town hall near the
second gold mine here. Clusters of
human troops await in various pockets
in the mountain maze leading to the
dragons, as well as several towers. Use
your catapults and ogres to destroy
these humans, ‘There is also a Human
camp in the northwest, but it is

casily dispatched. You won't really
enconnter much resistance otherwise
until you arrive at the footsteps of the
dragon roost to the northeast. There is
a gold mine nearby, so build a town
hall and a barracks here so you have
aceess to troops immediately. Then send
in as many bloodlusted ogres as neces-
sary, until all the waiting troops are slain.
Then free the dragon oosl.

SCENARIO 7:
THE SEAS OF AZEROTH

he mation of Azeroth (blue) to your

sonth in Scenario 7 is incredibly

tough to defeat, but don't worry: All

you have to do is hold them off and
concentrale on building up a strong navy.
As soon as you start he scenario, build a
horde of peons and upgrade your lower.
"Then start laying down awall of farms to
your south, with six or so guard lowers
behind to mow down any oncoming
troops from Azeroth. As long as you sup-
port this line of defense with a few
ground troops, you shouldn't
have to worry too much
about Azeroth,

"o the north of this line,
start building the rest of your
city and a shipyard. Frect
wo cannon towers near
your first shipyard o provide
protection from enemy ves-
sels. Then build two destroy-
ers and escort a tanker to
buiild an ol platform.

CG MOVEMBER 1205

When you run out of gold, there is
another mine on an island to your wesl.
Usc ogre juggenauls Lo clear away the
towers that guard the island, and then
slay the knights on the island with drag-
ons. Build the five requi-
site shipyards, group
together eight juggernauts
and a goblin zeppelin, and
then go hunting for enemy
ships. Also use a group of

- dragons to search for
enemy ships. Between the

~ two unils, you should be

} able to eliminate all ships

I inthe scenario,

SCENARIO 6:
NEW STORMWIND

egin Scenario 6 by building guard
towers at all three entrmees o your
camp. Cryphon riders will begin
attacking your village in only a few
minutes, Build at least four towers on the
southwest side of your camp, where the
gryphons will come from, and then block
all entrances with farms so that no
FHuman troops can enter. You can keep

one sliver of open space in the northern

pass of the forest surrounding vour camp.

Build sappers and wo or three dragon
rousls as soon as possible, Send a few
peons north to build a second town hall
and a ring of guard towers around a sec-
ond gold mine. When you have four sap-
pers, send them west o blow a hole
through the momtains protecting the Kul
"Tiras (green) camp and to demolish any
towers standing lhere. Next send ina
wing of nine dragons to decimate the Kul
"Tiras camp. Dontworry if guard towers
are sniping at you; just concentrate all
nine dragons’ breath weapons on each
tower, one al a line, and you'll destioy
them quickly with no more than one or
two dragons lost. Claim the gold mine
here, as well.

Azeroth (blue) to the north, has overa
dozen paladins in residence and they will
all use their healing spells to maximum
efficiencey, so forgo sending in ground
froops and just have your dragons kill
them all. When you encounter towers or
archers, concentrate fire on them and
then refum Lo the task of eliminating all
palading, When you've whittled the
Azeroth forees down, send in bloodlusted
ogres to hat cleanuyp.




Visit our web page:
http:/fwww.joystick.com

[t Sounds as Good

as it Controls. . .

The 3-D AUDIO Stick

All joysticks look the same, but how do
they act! Our of the box, the Winner

3D Audio Stick is ready to ROCK. The
Buile-in Sparializer” Audio Chip produces
3D Sound that blows the competition away.

Plug it into your Sound Card—PLAY IT

LOUD - Listen to your games deliver a far more
vealistic and true-to-life sound field then you ever
thought possible! It also sounds erear with music, too.

) SPATIALIZER =
L./ 3-D STEREQ
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The 3D Audio Stick is loaded with features. The
base is equipped with Rudder, Throttle, and Volume
controls. The handle has 4-fire buttons and a Flight
Hat to make sure that you blast your opponents away.

Prepare to enter the 3-D Sound Realm.

To purchase, visit your computer dealer or contact us

dircctly: Intemetat:  https/fwww.joystick.com
orcall usar:  1-800-664-5552.

Winner Products Inc. Phone (909) 595-2490

21128 Commerce Pointe Drive Fax (909) 595-1483
Walnut, CA 91789
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Look for the

Act | walk-
through and tips
on how to use
spells effeclive-
ly on our CGW
Web site: www
.zdnet.com
lgaming.

STRATEGY * WARCRAFT II: DARK PORTAL EXPANSION SET

SCENARIO 8:
ASSAULT OF KUL TIRAS

n Scenario 8, group your warships
and a zeppelin together and stand
against the onslaught of Kul Tiras
ships that attack you at the beginning

ol the level. At the same time, load up

all your units onto your transports and
then escort this naval group with vour
warships to the easternmost landimass,
where yon'll find a gold mine and some
pig fanns 1o be rescued. Begin building
farms so you can train more peons,
Build a lamber mill quickly, and then
proceed Lo establish a full base.

Also group your lroops into two par-
ties and send them northward toward a
seeond gold mine. Slay the Kul Tiras
troops nearby; then send two peons here
to build a protective wall of farms, tow-
ers and a town hall. Make sure you raise
several guard towers in both camps, as
gryphon riders will attack periodically.

Beef up your defenses at your north-
ern camp, since this will be attacked the
most, Build four catapults, assign them
an escort party of ogres and trolls, and
then |JIIJL'CL".I norl hc;lstvﬂ_\' 1o take oul
the Kul Tiras towers one by one. At the
same time, build three dragon roosts
and starl training dragons. When vou
have a group of nine, send them due
north to destroy the gryphon aviaries;
then have them tear apart the rest of
Kul Tiras. When you've ereated your
seeond group of dragons, send them
in as well. Your ground troops and
death knights can mop up after the

deadly wyrms.

Fad o3 MAVvENRDED (000

SCENARIO 9:

THE TOMB OF SARGERAS

n Seenario 9, there is no base building,

15 & hunt for a renegade dacmon,

pure and simple. Becanse you start out

wilh asmall foree, itis fairy difficult.
Preserve vour death knight at all costs. His
death-and-decay spell is imvaluable, and
his raise-dead spell can ereate an instant
amy for you in a pinch. Move your small
band castward, capture the shipyard, and
build a transport. Send your units east,
except for the death knight, and caplure
the Temple of the Damned. Nest pick up
the death knight and head to the eastem
forest island to reemiit the trolls. With the
trolls on board, hiead to the top of the map,
and then unload your troops on the shores
toyour wesl. Use your tolls to cul down
the elven archers standing guard.Then
venture forward slowly and free the cap-
lured Ore prisoners. Don't bother with the
tower wailing there; just free the troops
and run back the way you came,

Fill your transport with grunts and
ogres, and then sail south and vnload at
the open shore. Several Azeroth troops
will attack you, but your ground troops
should be able to take them. Then trans-
port the rest of your foree here. Destroy
the towers with your death knight's deathe

and-decay spell (120 mana will do the
job). Free the catapult and blacksmith
south of your landing point and proceed
westward, hugging the southem moun-
fain range. Lead with your ogres—not
your death knight, because there are pal-
adins waiting here. You'll meet resistance
along the way, but remember to keep
your death knight alive. Death coil will
replenish his health, so use it it he is run-
ning low. Then when the trail tumns north-
ward, use death-and-decay and your cata-
pult to take out the waiting lowers, Now
just rush ahead with your dozen or so
ground troops. Your goal, the dacmon, is
up ahead, but make sure you keep
enough tolls alive o kil him.
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STRATEGY * WARCRAFT Il

DARK PORTAL EXPANSION SET

SCENARIO 10:
ALTERAC

cenario 10 is relatively easy. First
fight your way through the forest
with your knights, ogre and drag-
ons. 'Then, move your peons to the
northemn gold mine at the top of the
map. Build your camp and erect guard
towers and farm walls for protection,
Build five or so catapults, and send nine

ogres cast to sack Stromgarde village
(red). At this time, send half a dozen
peons to a second gold mine (one of the
two closest gold mines to the south) and
build a second town hall, guard towers
and some dragon roosts. ‘lrain nine drag-
ons and send them into the Stromgarde.
Leave them to demolish the camp while
you frain more dragons o send south
into the Lordaeron camp (while).
Around this time, you'll see the
| ordaeron peasants (and Stromgarde
ones, if they're still alive) making a bee-

line for a gold mine outside the protee-

tion of their camp. Send a peon to that
gold mine and raise two cannon towers
to kill Lordacron’s income and peasants,
Your two groups of dragons should have
no trouble laying waste to the two vil-
lages. ‘Then have them sink the destroy-
ers in the river surrounding Alterac o the
southeast, build a shipyard and ol plat-
form, and then transport the Alterac
miage back to the Circle of Power.

ot o NOVENMBED 100/

SCENARIO 11:
THE EYE OF DALARAN

nee you enter Scenario 11, group
)'ﬂﬂr .‘thil].‘i I()gt'l]h‘.r i]'[l{l counter-
attack the vessels near you. Load up
vour four transports, and have your
battleships clear the shores due east. Once
you've cleared three towers  worth of land,
unload your troops and take the Lor-
dacron gold mine settlement to the north-
cast. You'll fight Lordacron (white) traops
along the way. Have your peons begin
building fanns and a town hall. Build a
lumber mill and towers for protection;
then build a barracks. After Dalaran (vio-
let) has sent several waves at you from the
south, mount an expedition. Build three
atapults, escort them with nice ogres, and
send them south to the Dalaran town.
“Take it and establish another town hall.

"Train lots of death knights, and rescarch all

your spells. Send a parly of two dozen
ogres and trolls east to near the Dalaran
mage stronghold. Have your death knights
cast whirlwind to wreak havoe at the mage
compound. Once the whirlwind has soft-
ened up the enclave, cast deatl-and-
decay to slay some more traops, and then
sweep through with your ground troops.
Ignore Lordaeron to the soutlhwest.

SCENARIO 12: THE DARK PORTAL

cenario 12 is simply too hard to beat.
You definitely start out with a huge
number of troops, as well as all your
powerful heroes, but they're not
enangh to defeat this scenario. Use
Deathwing to destroy all cannon towers,
while Teron Gorefiend and your other
death knights cast whirwind on the guard
towers. Group your strongest ground
traops together, and be prepared to meet
onslaught after onslaught after onslaught
right after you start the mission. Once
you've cleared away the towers Lo your
south, send your peons and an escort of
nine melee units south and toward the
casternmost edge of the map.

Al the free gold mine, begin building a
lumber mill and town hall, Erect as many
guard towers as you can, because you will
need them to stem the never-ending tide
of enemy unils pouring into your borders.
Build farms around your towers so that
melee troops won't be able to reach them.
"Then keep on sending one lone ogre into
the Kul Tiras (green) camp to your west,
and lure their troops into ringe of your
towers. Repeat this until the Kul Tiras
forces are whittled down. Then immedi-
ately send in a swarm of goblin sappers to
destroy towers and barracks. Building a

second town hall here will be tough, espe-
cially since il is hard to defend.
Nevertheless, build many guard and can-
non lowers so }"Ul] |'!i|\'(.' a ]ET]L‘ nf (1(.‘&?"3(?
that will kill oncoming troops. This s the
only way | know to be sure of slaying all
your enemy’s troops; going loe-to-toe with
the enemy, camp by camp, will not work.
Only luring them to your towers repeal-

edly will assure their deaths. | also recom-

mend stationing, 7.(11)|Jc|in.‘.' at the enemy

borders so you ae alerted of any and all
invasions.

lor Azeroth (which is guarding the
ocean pass lo the Dark Portal), | recom-
mend an air altack with nine dragons.
Don't forget to leave enough gold to build
ashipyard and foundry. &



T

and dimension of 3D stereo sound. JAZZ 3D speakers 'gl e
you 3 different ways to customize the 3D stereo sound to
any environment.

sSwitch to the Game setting, lock-and-load your favorite
Add the optional J5-900 wood CompUter game and feel the

cabinet subwoofer for killer i
S explosions blast all around Ay

you.

*Change to the THeaTEr
setting...suddenly
you're transported to
your favorite concert.

*Switch to the Music
setting, drop in your

~favorite audio CD and let the 3D sound
envelop you.

MORE SOUND, MORE CONTROL
Jazz 3D Speakers are loaded with
features to give you more control; L/R
balance, multiple audio inputs, mute,

headphone and microphone jacks,

along with volume, treble and bass
controls.

3 MODELS

Choose from three models, the
2-way JS-100, JS-200, or the
3-way JS-300 with MSRP's
from $74.95-%124.95
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“The Might and Magic series helped to
rebolutionize the industry

his is the story of a man, an idea, and a shrink-wrap machine.
Also, not coincidentally, it is the story of the birth of New World

Computing, In 1984, Jon Van Caneghem, now President of New
World Computing was an avid boardgamer and role-playing
adventurer who decided to try his hand at writing a computer role-
playing game. He started coding the game on his
Apple lle and the result was
MIGHT AND
MAGIC: THE SECRET
OF THE INNER
Sanctum. The game
was finished in 1986. Then,

Jon and two friends pooled
their money, bought a
heavy-duty shrink-wrap
machine, and worked

through an entire sleepless
weekend, shrink-wrapping

the game for shipment the
following Monday. In all, 5,000
boxes were wrapped that
weekend.

The MicHT AND MAGIC series
helped to revolutionize the
industry and now has five
installments. MiGHT AND MAGIC: THE
SECRET OF THE INNER SANCTUM was
one of the first games to utilize a
first-person perspective in its
interface, and to adhere to
common pen-and-paper role-
playing rules: turn-based combat,
experiential skill and level
advancement, equipment that
enhanced skills, etc. Since then, the

»

series has grown to include: MiGHT N —
AND MaGic I1: GATES T0 ANOTHER WORLD, e 1 ,.m.u--v‘\‘\‘.;..‘.‘f."(.-‘.-u peed 1
MiGHT AND Magic Il1: ISLES OF TERRA, T ientesntl U
MiGHT AND MaGic IV: CLoups oF XEeN, and e e M BT
MiGHT AND MAGIC V: DARKSIDE OF XEEN. oy cq:;j'::.‘._',-

The final two chapters, installed on the At s st

same hard drive, allowed the player to
experience a whole new scenario,
called WonLo oF Xeen. A second scenario,
SwoRrps OF Xeen was included in the MiGHT
AND Magic TRiLoGY pack.

Mgt Ve




FIFTEENTH ANNIVERSARY ADVERTISING SECTION

“Heroes of [fight and Iagic
will expand on the original’

4 ealizing that gamers were enamored
\ of the entire concept of fantasy
= worlds, a plan was devised to
bring the characters and monsters of
the MiGHT AND MaGic series to the strategy
game genre. Heroes oF MiGHT AND Maaic, a
very slick remake of Jon's earlier THE King's
Bounty, was the result, and its
accolades have been sung far and
wide. Computer Gaming World named
it Strategy Game of the Year for 1995, and it won both
PC Gamer's Editor's Choice award and Computer
Game Review's Golden Triad
award. HERoEs OF

I|¥m World Computing

MiGHT AND Macic blends many of the fantasy elements of
role-playing with a solid turn-based strategy wargame
engine. Plus, it offers a rich and rewarding campaign
game.

So, is it any surprise that the folks at New World
Computing are working on a sequel? Of course not.
HEROES oF MiGHT AND Maaic Il will expand on all of the
things that made the original great, while adding new
elements, such as secondary skills and Internet
playability. Two new character classes have been added;
all of the artwork has been updated; new monsters,
spells, and artifacts have been created; and the combat
screen has been enlarged to further the elements of
tactical strategy. All in all, this should spell a huge
success for the team at New World. It’s an entirely New

World from e early days of one man, an idea




ob Reiner opened his film, The Princess
Bride, with an iconic computer game. It
was HaRrbBALL. HARDBALL is the epitome of the
Accolade product line because it reflects
the desires of its co-founders, Alan
Miller and Bob Whitehead, to move
beyond the cartridge games they'd
been writing at Activision. They formed Accolade to
specialize in computer games. They intended to keep
writing action games, but to add new elements and flair
to them that couldn’t be done in the cartridge world.
HarpeaLL did just that. In an era when
baseball games had
either

FIFTEENTH ANNIVERSARY ADVERTISING SECTION

"Hanosal is the epitome of
the Accolade lin€!

blocky players in a generic stadium or text-heavy
statistics, Whitehead captured the best of both worlds.
The pitching interface was intuitive, the graphics were
ahead of their time, the action was fast-paced, players
had varying skills, and management decisions made a
difference. It was the perfect package, a fact reflected in
its sales success through a number of sequels, and
they're not finished yet. And, since each new HARDBALL is
the toughest competitor for the last, the tradition
continues with the upcoming HARDBALL 6.

Looking back, Accolade wanted to beat Activision from
the start, even with the name. “I remember looking in
the dictionary to find a good word beginning with A that
would come before Activision in the phone book,"”
remembers Miller, “Accolade seemed like a winner.”
Critical accolades were normal in

Accolade’s early years,
whether for HaRDBALL,
LAwW oF THE WEST, or AcE
oF Aces, a WWII air
combat game. Today,
the accolades continue
for their strategy games,
as well as sports and
action.



FIFTEENTH ANNIVERSARY ADVERTISING SECTION

nother early hit in the Accolade
line was Mean 18. An
attractive golf game with an
early implementation of the
strength meter interface,
Mean 18 was a major

success from the

beginning, even

generating solid sales of course disks.

Yet, in those days as in these, every
computer game publisher seemed to

have a golf game. With improvement in
the competition, Accolade felt like they
needed to raise the ante.

Since they had already proven that

they could publish a golf game with
terrific graphics for the day and an easy-
to-use interface, they decided that they
needed golf expertise to improve the
package. They decided to go for one of
the best-known golfers of all time, Jack
Nicklaus. In so doing, they picked up two
areas of expertise for the price of one—

a professional player and a professional
golf course designer. Not only would
players of Jack NickLAus' GREATEST 18
Hotes oF MaJor CHAMPIONSHIP GOLF

get to play against a computerized g
Jack Nicklaus, who used club
selection and averaged distances
typical to the Golden Bear, on the
hardest 18 holes in the world, but
the package would also include
two Nicklaus designed courses. The
concept worked so well it led to
more course disks and a series of
products which included course
architects, the editing tool that
allows gamers to build their own
digital golf courses. Now, the
tradition continues with Jack NickLaus
Four! The latest incarnation will
include five courses, a new course
architect and Leader Board
tournaments conducted over the
Internet. Jack Nickiaus Four will be
available in January.

Yackickaus—tuo s o
} expertise for the price of one.”




ccalade’s tradition of wrapping
action games with new elements
and flair was to find expression in
another ongoing series. The
original Star ConTROL Was an
action/strategy hybrid. In many
ways, STar ConTroL was the
original "conquer the galaxy"
game. You made strategic
decisions about how many

ships to send to what star system. Like
GALaxy and ReacH FoR THE STARs before it,
Star ConTROL was primarily a strategic space
conquest game. But it was more.

Where earlier strategic space conquest
games merely resolved the tactical battles
according to various algorithms, S1ar
Control let you control your ships in a wild,
action melee mode of ship-to-ship action.
Even better, no melee was quite the same
because the ships of different alien races
had different attributes and special
attacks. Tactics which worked against one
race might be totally ineffective against
another. Plus, many of the aliens were just
plain funny.

How do you top that? Star ConTroL Il
opted for an adventure game wrapping.
The aliens were even funnier and the
story gave you a reason to fight.
Accolade had managed to create an
entirely new look and feel for the
game without losing the essential
element of fun from the original.

Here, at last, is Star ConTroL 3. Once
again, Accolade has been smart
enough not to mess with the very
successful action elements of the game.
Yet, it has a brand new look. Now, 3D
spaceships and wild, wacky puppets pull
you into a game that has never lost sight
of its hour-devouring roots.

"In diar ConrhoL, no melee
WUas EVer quite the same”

FIFTEENTH ANNIVERSARY ADVERTISING SECTION
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efore Test DRIVE, Accolade had ignored a major
‘market segment—simulation. Though some
may argue that the original Test Drive was
more of an action game than true simulation.
Even with its limitation to the highway,
optional automatic transmissions,
memorizable traffic patterns, and stilted
cracked windshields when you were
supposed to have fallen off a cliff, it was
one of the first computer games to put you
behind the wheel of a high-performance Porsche,
Corvette, or Ferrari. Test DRIVE was a showcase game—the
kind you'd show your friends, even if they weren't gamers.
Best of all, Test Drive showed that Accolade could do

"Test DRIV Was @
showcase qame”

Accolade

. f,,r,«.ﬁ __

competitive 3D games and that every simulation didn't
need to have guns to be exciting. To be sure, Test DRive
opened the door for 3D military games like STEEL THUNDER
(an early tank simulation) and Gunsoar (one of two
Vietnam games worth playing), but the company's real
success in vehicle simulation came with the Test Drive
series. The cars got faster and the graphics got fancier in
Test Drive Il and you were truly able to leave the road
without crashing in Test Drive Ill. Now, in Test Drive: OFf
Roap, you'll be able to spend all of your time off the road
in a Chevy, Jeep, Land Rover or Hummer and love it.
Through the years, Accolade has published a variety of
games, but the emphasis has always been on action
combined with new elements and flair. That tradition still
holds. In fact, with the addition of strategy, it's growing.
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iy v “Before Pool of Radiance, S5l
Was primarily consideréd a
Liarqame company.

Ponnd

trategic Simulations, Inc. has always had a gaming culture. Its
employees didn't just design games, they played them—their
games and everyone else’s. At first, most of their games were
»  largely computerized versions of board-based wargames they
liked to play. Then, they expanded to publish science fiction
strategy games like GALAcTIC GLADIATORS and Cosmic BALANCE, as
well as roleplaying games like QuesTRon and PHANTASIE.
= Yet, until they announced an unprecedented
licensing agreement with TSR,
publishers of the
Afvanced Dungeons
and Dragons system, SSI

H (L
was still known primarily e for the ultuma
as a wargame company. Prepate al a"‘c
In 1988, they published first Ofﬁcl A v
PooL ofF RabIANCE, the first 1 7
of the “gold box" designs ns
which, for several years, eo

became SSI's flagship line,

L]
]

PooL oF RADIANCE was true to < proudly presc

: MAN y
the AD&D rules and heavy ar P _P"‘f"I:‘;f!z{;Icumhn-
on combat—just right for 5 ; 19 na the cul MR 1o bring e

. . 1 X ANCED
the audience in the late ‘80s. ADVATEAG

The game engine was so
strong that the publisher was
able to crank out new games
every few months, As the
engine aged, SSI published the
editor as UNLIMITED ADVENTURES,
oversaw development of the
multiplayer online version,

NEVERWINTER NiGHTS for America _ : " jinc of ADS

z : - I p / y x for the enurt ming so0%
Online, and developed new o - i o "y B 20k e products <

. . e : 4 y y i R

games like the first-person EYE oF i 2 y oAb, &\ _ sS Rl 22

. fis L) | % it M harasi

THE BEHOLDER series. iy [ agen) ( e TECR R

Today, the original TSR deal is ey T W . o s A, ",::,1."17-

over and SSI is publishing
exclusive fantasy games, but they
still have one title carrying on the
tradition. This year, DARK Sun:
CrimsoN Sanps had its debut on the
Total Entertainment Network. Dark
Sun: CRiMSON SANDS is a multiplayer

role-playing game set in a = Ut S o -
& 4 . « B * e o | (2 - G S
fascinating universe where mages SommOCeT paubles: £/ S TR STRATEO ol Avae
] 3 » /o e inth e v T 1046 N, BEUE oA 94043
draw their power directly from the - - T ‘LI e 118t

flora and fauna of the land itself.
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_— hough some wargamers v{
were angry at SSl's y —
management about the TSR i i ‘fi
license, a strange twist of fate e )
occurred. For a time, wargames
fell out of favor and even
some great wargames did
disappointing numbers.
Fortunately for wargamers,
SSI's management were
committed enough to
creating wargames that there
were some years when the TSR-
licensed games carried the ball for
the wargames. So staunch was this
commitment that SSI continued to
publish wargames, even when the
genre seemed in danger of dying

anay. s . ;_"‘."" ove the
Then, in 1994, SSI published a : . i plays: ..,_‘\_/_;“-".‘
wargame that captured the B ‘}rn.;; T Mg
imagination of hardcore < N e’ B _ I;ff.':.";‘;”’ fasi
wargamer and casual gamer i e R E - ..‘::.'H-‘"m-!
alike—Panzer GENERAL. It featured W == B is 1930, ot

'IJ"S' 4 Germygy,
Genery|
with g fresh,

beautiful graphics, a great
interface, and well-balanced

campaign games. It sold well DV yw v COmma,| i
and continues to sell well! .S e il _.m’:'”':”’-'""i-
PANZER GENERAL invigorated the 3 Tt B e  ar
wargaming hobby in general, _ " CO-R0M 309 AT feren, w2 Play wil) ‘"‘r?h'.".
inspired the company to put = . : um!':'..;\.f [rong of Your chojer 1 10 the
great graphics in even P -:..-n_.‘,.:,.{,",I_:’f’_'j"l"""-"'"ﬂ!_\ bate . d well

7 < SoE £2 Lircfeg
hardcore wargames like SteeL U R Europe, N 1 Could be: . 04
1 n,

PaNTHERS and AGE OF RIFLES, b =: roni. Yoy, {-.,..i;:’::';_‘:I":f:'f‘lm,- Eastory ™
and formed the centerpiece g I ' B = it A P in E
of an entire GENERAL series. A i BN game, gf .
ALUED GENERAL provided
the flipside to Panzer
GENERAL'S German
perspective. Indeed, it
provided three flipsides,
since you could now play
a British, Russian or U.S.
general. Yet, the GENERAL
engine proved itself
even more versatile
with its application to
fantasy realms, Fantasy GENERAL, and its
upcoming release on science fiction warfare,

STAR GENERAL. In many ways, PANZER GENERAL "ra"lﬂ ﬁt“ﬂdl mau ha"E

may have saved the wargaming hobby. In

other ways, it brought SSI back to its roots—a Sa“fd thf l"ﬂ[gammg

computer game company that makes the

¥
fantasy, sci-fi, and wargames that its h"l]l]ul

employees (and management) like to play.

PINTEL
ﬂE_IEIEH.{
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“PHIM Peqasus and otrike
Fleet—Foundation for a
breat Sim Tradition”

ince George Lucas had already revolutionized motion
picture industry technology in bringing the Star
Wars trilogy to the screen, it seemed only natural to
» create a new division for interactive entertainment.
Lucas visualized the future of interactive
entertainment as taking place in an arena
“where the digital production tools of
“*= filmmaking could be integrated into game
development.” Early research translated into
the fast action of such early LucasArts
Effcertainment Company titles as BaLLeiazer and ResCUE
ON FRACTALUS.
LucasArts’ early days brought fantasy games like
LasyrinTH and wargames like the hybrid PHM Pecasus and
Strike FLeeT to market, all with fresh perspectives.
PHM Pecasus and STrIKe FLEET, in particular, broke

ground for LucasArts’ phenomenal series of
combat flight simulations, building a market for
new approaches to wargames. So, they decided
to create a WWII flight sim where, for the first
time, you could play as a pilot for either the
Japanese or American side. BATTLEHAWKS 1942
(1988) succeeded so well that the publisher went
on to finish the trilogy with THER FiNesT Hour (The
Battle of Britain) and SECReT WEAPONS OF THE
Lurrwarre (a late WWII “What if?" campaign). They
were also eventually able to do the same trick
George Lucas had done in Star Wars, transform WWII
era dogfights into outer space dogfights with the X-
Wine and Tie FiGHTER games. But that comes later.
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“Bamers no longer had to
play ‘Guess the Verb!"”

he late ‘80s brought
another important genre
development at LucasArts.
The company quickly
perceived that gamers
were tired of playing
graphic adventures with
parser interfaces where
they had to type VERB,
NOUN to make things
happen. So, they created
the now legendary SCUMM, Script
Creation Utility for Maniac Mansion,
system. It may sound disgusting
(every acronym in the toolset spells
out a body fluid), but its inception
was a key event in adventure game
history. SCUMM was the first system
to use a “point and click” interface.
Gamers no longer had to play "Guess
the Verb” in order to do anything.

The public loved Maniac Mansion. It
hecame an icon for a new style of
animated adventures. The interface
was intuitive enough that Maniac
Mansion was phenomenally successful
on the 8-bit Nintendo system as well
as the computer, and the game
birthed such memorable characters
that it became a live television show
on the Family Channel.

The SCUMM system proved its
further versatility in 1989 and 1990
when it served as the foundation for
two landmark products: INpiANA JONES
AND THE LAST CrusADE and Loom. The
Indiana Jones adventure marked the
first time LucasArts had ever used
one of the film company's marquee
licenses to build a game (prior to
this, other companies had produced
less than sterling Indy and Star Wars
products). Loom was the first game to
use a musical staff as its interface.
These were just the beginning of a
story game dynasty.

Ak
he. W

his fysue
gyl Cl’“ﬂ:‘., e

.....
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t the turn of the decade, LucasArts was
achieving prominence in the combat
flight sim category (THEIR FINEST HOUR:
THE BATTLE OF BRiTAIN had just released
and Secrer WEAPONS OF THE LUFTWAFFE
was already greatly anticipated) and
was so well-known in story games
that gamers began to speak of

"LucasArts-style games.” They

expanded their adventure game

franchise with THe SECRET oF MONKEY ISLAND
adventure and its sequel, MoNKeY IstanD 2: LECHUCK'S
Revence. Both games poked fun at sexual stereotypes
and classic swashbuckling adventures. The humor was
fresh and such things as the misunderstood “Insert
Disk 256" joke (the game asked you to do so, but
there was no Disk 256—the guys were just making fun
of the proliferation of 5.25" floppy disks in that era’s
games) will live forever in computer game history. This
great tradition will continue with THe Curse oF MoNKEY
Istanp in 1997.

As evidence of
the adventure game strongpoint,
LucasArts tried a bold experiment with
INDIANA JONES AND THE FATE OF ATLANTIS. Not
only did the game require the player to
“earn” their interface in one segment, but it
was probably the first game to ever adapt
itself to the gamer’s playing style. As the
player made decisions, the game would
morph into either puzzle-, action- or
cooperation-dominant mode to fit the player.
Though it might eventually have been more
efficient to produce three separate games, the
adventure stands as a watershed to continued
design innovation in LucasArts' traditional
adventure game strength.

“bamers began to speak of
TucasArts-style’ qames:
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“The dtar Warsqames put
4ou in the middle of the
film’s universe”

ucasArts was able to create
* successful properties, both
original and licensed, across every
viable platform—nimbly moving
from one to another as windows
of opportunity would open. In
- 1993, LucasArts brought
= Ccomputer gamers the first
LucasArts-designed Star
Wars computer game, X-
WiNG. It was a tremendous
success as the company, like George Lucas
before them, turned their WWII combat
sims into mesmerizing space opera. The
! methodical pace of training, the
interweaving of campaign elements and
fast-paced action itself led to a
tremendous sense of being in the middle
of a Star Wars movie,
REBEL ASSAULT was even more
phenomenal. The first product for a
brand new game engine, “INSANE"

(INteractive Streaming ANimation

Engine), ReseL Assautt sold more than a
million units worldwide. INSANE also
supported the animated chase

sequences in LucasArts’ FuLL THROTTLE, a
. biker adventure that was the first
" game to use both SCUMM and
‘INSANE.

Both X-WinG and ReseL Assault spawned
successful sequels (Tie FiGHTer and ReeL
Assaurr I1), but Dark Forces, a first-person
shooter with defined mission goals,
brought the Stars Wars universe even
more up close and personal.

Watch for further Star Wars titles like
JEDI KNiGHT, ReseLLion, and X-WinNG vs, TIE
FiGHTER in the future. They'll also publish
games like the surprisingly different
AFTERLIFE, too. LucasArts has a first-person
western shooter, OutLaws; several
multiplayer, networkable games; and a
STAR WaRs strategy game as LucasArts
Entertainment Company continues its
tradition of excellence.

Luca!iArtss A

x-W' = Ay X
Alng iy thl.ql::?, E‘gm\er
loba EFF, t“' v
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brederbund

\F»-f
roderbund’s CHopLIFTER temporarily relieved us
from the “shoot everything and win by body
count” action games. For the first time, you
actually tried to rescue characters on-screen
instead of blasting
everything in sight,
Plus, you were
accountable for
your failures. Then,
LopeRunner defined

the platform-style arcade
game for a while—its design
editor function and “thinking
person’s” traps raising it
above mere twitch and flex.

Even when it came to
“twitch and flex,”
Braderbund had a superstar.
Jordan Mechner's KARATEKA
was the definitive martial
arts game for many years g
until, of course, he
designed PRINCE oF PERSIA.
PrincE oF PeRsia had the
smoothest animation
ever seen. You would
run, jump, climb, hang,

FIFTEENTH ANNIVERSARY ADVERTISING SECTION

“Braderbund doesn't settle
for the same old qames;

crouch, grab, and swashbuckle through level after level
of a palace right out of 1,001 Arabian Nights. With Prince
oF PersiA 2, Mechner refined the animation and graphics
even further, adding a full array of traps and logic
puzzles to further challenge gamers. Now, Mechner is
heading in a new direction with THe LasT ExpRess, a
mystery adventure set on a certain
famous railroad train in
1914. Once again, it looks
like something very special.
Braderbund isn't just about
action, though. Rand and
Robyn Miller stunned the
world with MYST, a fully
rendered 3D environment
dedicated to exploration and
puzzle-solving. Offering an
intriguing dilemma as the story
unfolded and the most lavish and
surrealistic graphics imaginable,
MYST forged its own style and a
position as a cultural icon.
Broederbund doesn’t settle for the
same old games. They always
surprise us,
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an a computer make you cry? This early ad
- asked a great question, and immediately
conveyed the vision that set Electronic Arts apart
from the beginning. Founder Trip Hawkins knew
that computer games could and would have an
emotional impact on individuals and
society. To convey this, he viewed the
company from the start as equivalent to a
music industry publisher and his “electronic
artists" as the rock musicians of the future.
Early on, EA had a new perspective which translated
into fresh ideas—construction sets, celebrity
“designers,” affiliated label programs, modem games,
fractal landscapes, and sports game interfaces. Even its
subsidiaries had fresh ideas: Origin's WiNG COMMANDER
interactive movies and first-person role-playing games

AN M_O‘\M"L T‘F“‘\P‘w

RTHY
STHAY

Eléctronic AI'[S

like Uttima UNDERM
"god game,” PopuLous, an elr
and THEME PARK.

EA's success formula was always “simple, hot and
deep”"—hot enough to attract, simple enough to play
and deep enough to retain (and encourage repeat
purchases). Over the years of building and distributing
these simple, hot and deep products, EA has distributed a
Hall of Fame wing full of developers and publishers
including: Bethesda, Bullfrog, Dynamix, Interplay,
Interstel, LucasArts, New World, Novalogic, Origin, SSI,
and Three-Sixty Pacific, among others.

Today, EA is still publishing a wide range of simple,
hot and deep products, and expanding its influence
into multiplayer online games. And I'll bet they still
want to make you cry.

' ol

IIfrog s original
|m|table SYNDICATE

EAS formula has altays
been “simple, hot and decp”
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G e, % ot “dirtechis no longer just
*} ‘The Wizardry Company.™

ne of the few things that's been around longer than

CGW is the world's oldest independent software
gaming company: Sirtech Software. It all started in
1979 with an Apple Il purchased for Fred Sirotek’s
resin sands business. Robert Woodhead wrote a
simple, but effective program to figure cost
variances in rail shipment rates in a
widely fluctuating
market.

The program paid for the
computer in an eye-blink, and as he
wrote other business programs,
permission was granted to use the
company's computer for some of his
personal projects. Norman and Robert
Sirotek, Fred's sons, noticed the
potential in Mr. Woodhead's pragrams
and talked Fred into founding Sirtech
Software in order to publish their first
game, GALACTIC ATTACK.

For its first year, Sirtech operated out of
100 square feet. These humble beginnings
led to the creation of the first episode of the
award-winning Wizarpbry series. In 1996,
Sirtech is still building on the famed
Wizarory tradition with such slick
remakes as Wizarory GoLp.

=iy
Today, with comprehensive ""“"‘Jqﬁ-g_,'_zﬂf.{-_-_l.-——y s
worldwide distribution via alliances gy F1 73
with a host of respected foreign re- _ 8 '_ A e |

publishers, and new types of games
like JAGGED ALLIANCE, DRuID, DEADLY
Games, Nemesis, and SHApDows OVER Riva,
Sirtech is no longer just “the Wizarpry
Company.”

_-.. The U.u’n.ma{g
§ 95y E*ﬂnr.ronco

A pioneer in computer software,
Sirtech has a dynamic vision for the
future of gaming. Upcoming releases
such as their Internet-driven science
fiction action strategy game and their
new Wizarory have ambitious goals.
Inherent in all Sirtech games is a promise of exceptional quality
and depth of play. And they've lived up to it.

giATECH |
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“PiCkens kneuw business, but 31 P

n oy A
otealey Knewl qames; 4 {”

-

he youngest company in our
special section, Interactive Magic
is still a company with historical
significance. Chartered by Robert L.
“Bob" Pickens in 1994, the company
gained instant industry perspective
when “Wild Bill” Stealey’s non-
compete agreement with Spectrum
HoloByte expired, Stealey was the
founder of MicroProse, the man who
talked Sid Meier into writing
computer games for profit as well as

fun, the high flyer who took MicroProse public,
and an inimitable, outspoken leader in the

k > . computer game industry for years. Pickens had

years of executive experience, serving as CEO of
Washington Aluminum Company prior to starting
- Interactive Magic.
Pickens knew business, but
. Stealey knew games—
APACHES ' particularly, strategy and

| simulation. Remembering bad
/| ventures in coin-op and graphic
“ [ adventures, Stealey chuckles and

- says, "l now know the value of

focusing on what you know best,
especially when you have a partner
who keeps you from doing anything
stupid.”
The short history of Interactive Magic
has been anything but stupid. Their first
release played to their strength. A
detailed helicopter simulation, Arace
sold more than 120,000 units. The focus
| proved successful with STaR RANGERS,

' Capitauism and American Civie WAR: From
SuMTER TO ApromATTOX , as well. In addition,
the company has a half-dozen releases
scheduled for the next six months: Hinp,
Harpoon Crassic 97, DesTiny, iM1A2 Agrams, and
Air Warrior Il. The latter is the centerpiece of
Interactive Magic’s alliance with Kesmai and a
key ta their future online plans.

Fast out of the gate and expected to keep
growing, Interactive Magic is already making
computer game history.
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“Tex Murphy started a detective
dynasty with Mean Streets:

ruce and Roger Carver founded Access Software in
1982 in order to publish action-oriented computer

games. Games like NEuTRAL ZonE, an action-space he Rog,
OSWEl) trema
combat game, and BeacH HeAp, an arcade game where Ap Rocragy
' TiSsipeg . Dok
you defended a beach, were the company’s forte SSIg may, A hage 4
.E-n‘-,..:..l. ]

until the mid-80s. Then, the company published a -
golf game called Leader Board that was to e f»'z‘vq'{j; e
foreshadow the company'’s future success in '
computer golf games.

This was also when Access began to experiment

with new technologies. By 1988, a space combat game called

Ecuelon offered voice command on the C-64 and shipped with

its own custom hardware. Later, 1989's WoRLD CLAss LEADER

Boarp used RealSound, Access' proprietary sound

technology, to offer commentary on your shots ("Looks like

the ball’s in the woods, Jim.").

Then came Mean STreets, the first Tex Murphy game. Tex X g : n
Murphy, a futuristic throwback to Raymond Chandler's '
hardboiled detectives, started a detective dynasty with
Mean STReeTs, the first game to fulfill the promise of an
interactive movie in this VGA game combined with
RealSound. When Tex next appeared, in MARTIAN
MemoraNDUM, he was partnered with full-motion video
and fully-synchronized digital speech for the
entire cast.

Even so, W
Access wasn'’t \ { LA D
satisfied. They
wanted Tex to
wander through

3D rooms and play m,\
>

scenes with even

smoother video. _
They even added |
well-known "8
professional actors

to enhance the movie
idea. As a result,

Unper A KiLLing Moon
was phenomenally
successful, and nearly
universally acclaimed.
Now, Tex Murphy has
returned in THE PANDORA ; _ _
DirecTive—the best, but o\ “Til e
certainly not the last Tex A T

Murphy adventure. s
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“links went righ to the top
of the sales ‘Leader Board”

-y

Access
o

ccess wasn't about to let go of their
successful golf series, either. To move
beyond WorLb CLAss LEADER Boarb, the
company sent out teams to
photograph and measure actual golf
courses. The design team
conscientiously rendered full 3D
contoured terrain in full 256
color VGA graphics. They filmed
and digitized golfers swinging
various clubs and rotoscoped these golfers
into the game. They recorded both the
ambient sounds at various courses and the
active sounds of club and ball. The results
were phenomenal. Links went right to the
top of the sales “Leader Board” and
threatened never to come down,
Even the course disks for Links were big
hits. FIResTONE, BounTIFUL, BAY HILL, PINEHURST,
Dorapo Beact and Barton CReek were all
popular for Links players. Real golfers
loved the chance to play famous
courses on the computer which were
restricted to them in real life, and
couldn't believe the realism.
Then, in late 1992, Links 386 Pro
did the impossible. The designers
offered SVGA graphics, nine
different viewing windows, extra
bookkeeping of statistics,
upgraded sounds, and faster
redraw after each shot. It also
offered the option of a female
golfer for the first time in the
series, Plus, it was backward-
compatible with all of the
Links course disks.
Amazingly, enough, Access
still isn't finished. Links LS
offers better graphics, 3D
L s stereo sound, modem or
; network play, swing
animation of Arnold Palmer,
and VR tours of famous clubhouses via
the Unper A KiLun Moon technology. And
somehow, we think there are more
surprises along the way.
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“(all Out—At Bethesda, folks
from the CEO down, are
T - scrupulous about reality”

here is a familiar name in the credits for this
summer’s hottest film, Independance Day. Chris
Weaver is the CEO of Bethesda. Not only does Weaver
have a Ph.D. in Physics, qualifying him to serve as
advisor, but he is working with the special effects
geniuses behind Independance Day on a game to be
called TentH PLanET—a game that reverses an industry
trend for space combat sims in that the spaceships
actually look better instead of having pixelating
textures as you get closer to them. Why?
Because that reflects “reality”
and at Bethesda, folks from

the CEO down, are

scrupulous about reality. |

If ever a game publisher has
been consistently
underestimated, it has been
Bethesda Softworks. From
GRIDIRON, its physics-based
football title on the Amiga,
through its innovative overhead
playing view in the original WayNE
Grerzky Hockey to its X-Car game |
of prototype high-performance o)
cars, Bethesda has had a '
commitment to “getting the model
right.”

Bethesda is committed to getting
the model right in role-playing, too.
THE ELDER ScroLLs: AReNA (with its bold
advertisement pictured here)
introduced a vast and potentially rich
role-playing universe. Its designers
weren't happy with it. They wanted
deeper character interaction, more
verisimilitude in terms of accountability
and reputation, and more realism in
terms of 3D terrain and its effect on
characters. The sequel, THE ELDER SCROLLS;
DaGGERraLL, delivers just that. And in terms
of a realistic game world? They're still
showing their commitment to realism as
they've imported Dr. Ken Maynard to design
realistic fractal landscapes for current and
future projects.

Y
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“Mustery House faunched both oy
d Enré and a company;

s0berta Williams loved
\playing ADVENTURE, the
original text adventure,
via a primitive
telecommunications
terminal. She loved it so
much that she decided to
create her own
dventure game. Yet,
instead of being satisfied
with a pure text adventure, she wondered
what would happen if you married graphics
to the text. She took a classic
mystery setup like that in
Agatha Christie's Ten
Little Indians and put the
gamer in the middle of a
murder mystery. MysTERY
House was the result. Not
only was it successful, but it
launched both a genre, the
graphic adventure, and a
company, Sierra On-Line.
Not only did Sierra and
Roberta start the graphic
adventure genre, but they
continually improved it. To do so,
they needed a showcase line—a
product so good that it would
herald a new breakthrough with
every release. The product was the
KinG's QuEsT line. Starting with the
adventures of Sir Graham in King's
QuEsT: QUEST FOR THE CROWN AND MOVING
THROUGH KING's QUEST Il: ROMANCING THE
THroNE, King's QuesT I1I: To HEIR 1s HumaN,
King's Quest IV: THE PeriLs oF RoseLia, KiNG's
QuesT V: ABSENCE MAKES THE HEART Go YONDER!,
and King's Quest VI: Heir Topay, GonEe
Tomorrow through King's Quest VII: THE
PriNcELESS BRIDE, the series brought to life the
first animated adventure, the first Midi
soundtrack in an adventure game, the first
fully parserless interface, first rotoscoped
animation in a graphic adventure, and many
more. Soon, the adventure continues in full
3D with King’s Quest VIII.
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[} ¥ P
e “‘s, ot “Expect leisure Suit Larry 7
i to take s tonu ouws:

< arry Laffer, also known as Leisure Suit Larry, made his
graphic adventure debut when Al Lowe, a mild-
mannered music teacher and brilliant jazz
musicologist/musician, decided he needed to do
something different (or, as Sierra once put it, they
= needed to “keep him from the impressionable youth of
= America”).

LEISURE SUIT LARRY IN THE LAND OF THE
Lounge Lizarps was an
instant

success, in spite of the
fact that many traditional
retailers didn't carry it.
Sierra positioned Larry very
carefully as a game for |
adults and even put a funny
quiz as lock-out protection
against underage gamers. Yet, |
the truth is that Leisure Suir
LARRY IN THE LAND OF THE LOUNGE
Lizaros was tame by most
entertainment industry
standards. It was designed for
fun, not titillation. To be sure the |
humor was ribald, but there was
a cost to irresponsible behavior
and, later, even redressment of
early charges of sexism (like a
lounge lizard wouldn’t be sexist—
right!) using a character named
Passionate Patti. Lowe let you play
part of the game from Patti's point
of view in both Leisure Surr Lagrry 11
PAssIONATE PATTI IN PURSUIT OF THE
PutsaTing PectoraLs and LEisuRe Suir
LARRY 5: PasSIONATE PATTI DOES A LITTLE
Unpercover Work (the game which
explains the missing Larry 4 game).

Now, Sierra is bringing new 3D
animation and “scratch and sniff"
puzzles to the series with LEISURE Suit
Larry 7: Love For SaiL. Expect the latest
and greatest in computerdom’s funniest
on-going series to take us to new Lowe's. |
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“Red Baron is one of the lop
computer games of all time”

SECTION

g Sierra

i N \.(‘(

omputer Gaming World has
rated it one of the Top 5
« computer games of all time. It is still
selling in computerdom’s most
demanding genre—flight simulation—
even though it is five years old. Its
technology, 3SPACE, was one of the
primary reasons that Sierra
acquired Dynamix, Inc. in the
first place. It was the first VGA
flight simulation with both a decent
frame rate and a realistic flight model.
The game was Rep Baron, Developed by
Damon Slye, a quiet University of
Oregon graduate who
had honed his skills on
3D action games like
ARCTICFOX, SKYFoX and
STELLAR 7, it signaled the
beginning of a dynasty in
combat simulation for
Dynamix and Sierra. Aces oF
THE PACIFIC, ACES OVER EUROPE
and Aces of THE Deep were all
extensions of the lessons
learned and technologies
developed for Rep Baron. The
planes were fragile enough to
obey physical laws; the rotary
engines were handled
perfectly; the sounds were
realistic; the 28 aircraft to be
flown were meticulously
modeled, and there was plenty of
excitement whether you chose
individual missions or played the
campaign tour of duty.
Now, Sierra is preparing Rep
~ Baron I, a game that is expected to
be more than a cosmetic makeover
of the original masterpiece, more
than a graphic upgrade. Using faster
processors to provide more detailed
graphics and higher frame rate, Rep
Baron Il expects to dominate the
category for yet another five years.
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T o (hessmaster is the most
| successful chess series of all time”

he stagecoach is gone at Mindscape. The frontier
» symbol which once graced the company's logo has
been superceded by a topographical representation of
imaginative frontiers. Once, the stagecoach was
appropriate, since the history of Mindscape is one of
pioneers taking different paths to reach the same
unsettled territory. First, Walt Bilofsky built a
chess game (MyCess) and adapted The
Original Adventure text game for the Heathkit
computer. He founded The Software Toolworks in
1980. Then, textbook publisher Scott, Foresman
and Company founded the original Mindscape in 1983
to make inroads on the educational market.

In contrast, Les Crane was a legitimate celebrity—
creating the “Top 40" format for radio, host of TV's The
Les Crane Show (mentioned in Good Morning,
Vietnam), and Grammy winner for the song/poem,
Desiderata, in the ‘60s. He founded Software Country
in 1984, marketing original titles and, in 1985, the
first “value pack,” Software Golden Oldies, Vol. 1.
Then, with the help of Bilofsky and current General
Manager Mike Duffy, he published the first in the
most successful chess series of all time, Te
CHessmasTER 2000. The collaboration was smooth
enough on THE CHessMASTER 2000 that Software
Country and Software
Toolworks merged in 1986.

One year later, Mindscape
underwent a change when John
Purcell and Roger Buoy bought
it to make it an entertainment
software company. Mindscape’s
early hits included: BALANCE oF
PoweR, PAPERBOY, SUPERSTAR ICE
Hockey, DE)A Vu and some
Lucasfilm movie licenses.

The pioneers hadn’t all come
together, but they were moving
in the same direction.

EDIVAVE
y
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“Software Toolworks was thefirst d Oy
COMpUtEr Game Company to go publc Mt

oftware Toolworks was on a roll,
delivering another franchise
product in 1987, Mavis Beacon
TeAcHEs TypinG. This gave Crane
the confidence to go public. In
1988, Software Toolworks

became the first
aontertainment software

company to be publicly
traded. Some of the new capital
»# was used to acquire Intellicreations,
publisher of ALTERNATE REALITY, THE HUNT FOR
Rep Ocroeer, and BRuce LE.

The original Mindscape, however, was not
as healthy. Mindscape overextended itself
during the peak of the Nintendo 8-bit
" phenomenon, focusing on such products as
the very successful Papersoy. But the NES
craze was slowing down. So, in 1990,

# . Toolworks acquired Mindscape. The good
[§¢ . relationship with Nintendo carried into
97" the new company and products like Mario

Is Missing began to appear.

Now, the industry pioneers were
together, but in 1994, Software
Toolworks was itself acquired by the

\“\ U.K. conglomerate, Pearson plc, Then,
/ﬁ Toolworks acquired Atreid Concept S.A.
™ (now, Mindscape Bordeaux) and
“=_™_w_« industry pioneer, Strategic

= Simulations, Inc. The company was
. renamed Mindscape, and headed
* | into new frontiers.

In 1995, Mindscape was a leading
publisher on the Windows ‘95 platform.
AL UNSER, JrR. ARCADE RACING, Su-27 FLANKER, and
WARHAMMER: SHADOW OF THE HORNED RAT each
showed off the new 0S in different ways.

This expertise should pay big dividends in
this year’s CHessmasTer 5000, Azreal’s TEAR,
MeGARAcE 2 and Necropome, as well as 1997's
new Mindscape Sports Authority games
(AARON V5. RUTH ALL-TIME SUPERSTARS BASEBALL
AND NCAA BaskersaLL: FINAL Four 97),
WarnAMMER sequel and potential role-playing
blockbuster, DARK EARTH.

The stagecoach is gone, but Mindscape is
still pioneering.
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*w\} i “Spectrum HoloByte has
- \.g alliays been sunonymous
With simulation”.
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rom its inception in 1982,
Spectrum HoloByte has been
synonymous with simulation.
Gilman Louie, had previously
published a command
simulation of a Star Trek-like
spaceship, and joined with co-
founder Phil Adam to create a
company that would eventually
publish the FaLcon line; develop
flight sim software for military
contractor Perceptronics; import
European flight sim hits such as FLIGHT
oF THE INTRUDER and TornADO; publish a
realistic WWII submarine sim, GATo;
release a simple, accessible PT-boat
sim; and build a realistic M-1 tank BE =
simulation based on subcontracting ; ; : =
work with SimNet (the military's : RN
massive training simulation).

By acquiring MicroProse Software
in 1993, Spectrum further
established its position as the
simulation leader. MicroProse had
its own combat flight superstar in
the F-15 StriKe EAGLE line and had
experienced success with
F-19 SteaLtH FiGHTER (eventually F117A
STEALTH FIGHTER) and GUNSHIP/GUNSHIP
2000. Plus, they were preparing to
expand it with 1942: Paciric Air WaR.

The rich got richer.

In addition, MicroProse had an entire
line of successful strategy games in Sip
MEIER'S RAILROAD Tycoon and Sip MEIER'S
CiviLization. Purchasing MicroProse gave
Spectrum immediate credibility in the strategy
arena, credibility they would enhance by
purchasing SimTex Software (developers of
Master oF OrioN and Master oF Maaic) in 1995 and
signing an agreement with FASA Corporation to
develop titles based on BattleTech, MechWarrior
and Shadowrun properties.

Today, new and upcoming releases such as Sip
Meier's CiviLization |l, MAsTER oF ORIioN I, AGENTS OF
Justice and 1997's real-time BarrieTecH strategy game
are likely to make Spectrum HoloByte as
synonymous with strategy as it is with simulation.
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» OF years, Interplay Productions put V{ ""ﬁ‘{r ] X

the “story” in computer games. It P
was founded in 1983 to develop
such story-based games as the text
adventure, DEmoN's ForGE, and the
ground-breaking role-playing series,
Te BArD's TALE. Interplay published story
games because they were the types of
games that the gamers who formed the
company wanted to play. So, whether the
games were based on original stories such
as the award-winning WasteLAND and DrAGON WARS
or licensed properties such as William Gibson's
Neuromancer, J.R.R. Tolkien’s Lord of the Rings, or
the original Star Trek series, Interplay has usually
managed to find a new technological or design
wrinkle for each new game, Today, the company is
a publisher of story-based games such as last
year's Readers’ Choice RPG, Stonekeep, and the
upcoming GURPS: FarLout (based on Steve
Jackson's pen and paper game system), but it is
much more,

In 1988, Interplay saw an opportunity in the
Chess market. They wanted to make the interactive
equivalent of a Franklin Mint collectible chess set.
They scored high with the best-selling strategy
series, BarTLe CHEss. Then, as almost a bellwether of
the computer game industry, Interplay began to
lead out in new areas: European imports, OEM
bundling deals for the entire industry, Macintosh
marketing through the MacPlay line, the short-
lived full-motion video revolution, and, most
importantly, anticipated the unprecedented
interest in multiplayer online gaming by
introducing Descent and starting to build the
backbone to the Engage! network over three years
ago. That's foresight!

“'By Gamers For Gamers.

It not just a motto.
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T'S AS EASY AS 1,2,3

Y

1. Fill in your name and address and check off
your answers Lo lhe seven research queslions

2. Circle the numbers on the card that comrespond to

the ads or articles you'd like more information about.

3. The literature will be mailed to you from
the advertiser lree of charge

CIRCLE FOR FREE INFORMATION

001
026
051

002 004
029

054

353
378

1. Whal is the highest level of education that
you compleled? (Check one only)

01. 1 Some high schoal or less

02. [] Graduated High Schaol

03. [ Some College or Technical school

04. ] Graduated Coliege

05. [ Post Graduate school

2. Computer currently owned is:
(Check all that apply)

01. (1 1BM compatible (Intel standard)

02. [ Maclntash

3.1 Amiga

04. ] Dedicated game maching

05. ] None

3, Il Intel, what level? (Check one only)

01. ] Pawer PC

02, 1 Pentium (588)

03.[J486

04,1386

05.01286

4. Do you own (or plan la buy in nexl B months)
2 CO-ROM? (Check one only)

01.C1 (v

02 7 Ptan to buy (6 months)

012
037
062

007
032
057
082
107

157

010
035
060
085
110
135
160
185

§. How often do you useally buy compuler games?
(Chack ane anly)

01. 0 Once a week

02, [10nce every tweo to three weeks

031 Once a month

04. 7 Once gvery two to thee months

05. 1 Once every lour to Six months

06. ] Once a year

. Whare are you mosd likely to purchase games?

(Check all that apply)
01, O Independent computer store O4. ] Compuler store chain
02. ] Consumer electranic store 05, C1 Direct from vendor
03. [ Mass merchandising store  06. £ Mail arder

7. What Is gnur {and others In household) lavarite type
ol game? |Check one in each column)
Yoursait QOther 1 Other 2
01. Strateqy
02. War/Military
03. Role Playing
04, Brain Teasers
. Card
06. Sport
(7. ActiorArcade
08. Educational
N Rdusntirs

015
040

017
042
067
092

019
044
069
094
119

020
045
070
095
120
145
170

021
046
071
096
121
146
171
196
221

Void after February 28, 1897

022
047
072
097
122
147
172
197
222
247
272
297
322
347
372
397

024
049
074
099
124
149
174
199
224
249
274
299

CGW 11/96-4

2

Telephone

1

Company Name

Address

City

L

State

Zip

4.1 Please send me a one-year (12-issug) subscription to Computer Gaming World for $27.94
(U.5. price); all other countries add $16.00 for additional postage.

In a'Hurry? Fax This Card To: 609-829-0692
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R.S. # COMPANY

(]
120
102
248
246

108
i
)

19
38
98
Y

21st Century Entertainment
Tih Level, Inc.

7th Level, Inc.

Access Software, Inc.
Access Software, ne,
Access Software, Ine.
Acclaim Entertainment
Accolade

Accolade

Accolade

ACT Laboratory Lt
Activision

Activision

Activison

Activision

ActSoft, Ine.

Alfadata Computer
Altec Lansing

Apple Computer

AT

Betkeley Systems
Bethesda Softworks
Blizzard Entertainment
Blue Byte Software

Blue Byte Software

BRI Software
Brodetbund Softwire
Bungie Software

Byron Preiss Multimedia Company
Byron Preiss Multimedia Company
CH Products

Chips & Bits

Chips & Bits

Chips & Bits

Chips & Bits

Columbin Howse
Compag Computer Corp.
Creative Labs, Inc.
Cyberdreams, Inc.,
Direamworks Interactive
Lidos

i ]Ll.lmlm_ Arts

Ialcon \mlhn wsl
FormCien
FormGen
Gamer's Gold
Cateway 2000
Crolier |l1tu‘1<h\{,

Grolier Interactive
GT Interactive Software
GT Internctive Software
G Interactive Software
GT Interactive Soltware
GTE Entertainment
GTE Entertainment
GTE Entertaimnent
Harman Multi-media
INSCAPE
INSCAPL
INSCAPE
Interactive Magle
Interactive Magle
Intergraph Compiiter Systeims
Interplay Productions, Tie.
||11L'51:|'.l}']'mc]m:li(:m, Inc.
Tnferplay Productions, Ine.
Interplay Productions, Ine.
Interplay Productions, Inc.
Interplay Productions, Inc.
Interplay Productions, lnc.
Interplay Productions, Inc.
Interplay Productions, Inc.
Interplay Productions/™NEC
lomesa
Jaze Speakers
I .'lhlL'L' I:.I Ilullil .l‘-l.'-\. II | (&%
|ngilm:h

ass Technologies

ts Entertainment Company
Lucashits Entertainment Company:
Matrox Graphics, Inc.

Manis

Megamedia Corp.

Megatech Software

Microforun

Micronics

Microprose

Microsoft

Micrsofl

ADVERTISER INDEX

PRODUCT

Pinball Builder
G-Nome

PAGE

3l
20221

Monty Python &t he Ouest for the Holy Grail - 316

Links LS

‘The Pandora Directive
Access Software, Inc.
MTC: Battlemage
Legends Football
Lradicator

Accolade

Power Ramp

‘Time Commando
Interstate 76
Hyperblade
Mechwarrior Mercenaries
Mail Order Products
Alpha‘Twin

Hearing Aides

Home T2C

3D Proturbo/Xpression
You Don't Know JackV.2
Bethesda Softworks
Diablo

Albion

Archidemean Dynasty
CDROMs
Broderbund Software
Marathon 2
Westworld

Spiderman

Foree FX

wwy.cdmag com/chips himl
Board Games

Rale Playing Games
Mail Order Adult
CDROM

Compaq Presario 8000 Series
AWE 32 Plug & Play
NOIR

‘The Neverhood
Tomb Raiders
Roadrash for Windows
Electronic Ards

Sacred Mirror of Kofun
Faleon MACHV
Nenoph

Duke Nukem 31D

Mail Order Products
Destination

Surf & Destroy

Banzai Bugs

NINE

Amok

X8

2 for 1 Promotion
Timelaps
NCJ\.‘\EW'EL“:C&M“
"Titanic

Audio Systems
Assassin 2015

Drowned God

Rava

I"ﬂmﬁ,yr\xl
Interactive Magie
The Reactor
Reloaded

MAX

Gmu[ul.al of the New Word Delioa

Descent 1 The Infinite Abyss
Win'95 Sale

Pro Pinball

DTUM

Shattered Steel

Interplay Productions, Inc.
PowerPlayer Sweepstakes
Trombone

Speakers

Quick Sound

WingMan Warrior

British Open Golf

Star Wars Archives
LueasArts Entertainment Company
Matrew Mystique
SimCopter

Admiral Sea Battles
Power Dolls

Soul Trap

Righteows 30
Chvilization 11

[lell Bender

Basketball

04

254-255
9193
360

3l

163
122-173

33307

365
165-169
2829

166

126
108-109
12-93
137139

103-106
129

265
194-195
23

39
53-62
144145
216-247
298.299
15

159

352

3
312313
£L]|

178
153,155,157
252263
44

85

33

29
202-203
208-200
351

364

49

325

167

95
293295297
2149
334337
171

7

35

i

131
172-173
294

219

1

PFREE
R.S. # COMPANY

163
207
04
200

121
18]
194
193
175
178
176
166
154
"3‘)

17
183
167
138
lfi.r

286
Bl
46
182

Microsoft

Microsoft

Microsoft

Microsoft

Mindscape

Mindscape

Mission Control Software
NEC Technologies
New World Computing
New World Computing
New Word Compuling
New World Computing
NovaLogic, Inc.
ORIGIN Systems, Inc.
ORIGIN Systems, Ine.
O Sports

Philips Media

Philips Media

Philips Media

Philips Media

Pists Interactive
Playmates Interactive
Pulse Entertainment
QuickShot Technology, Inc.
R& ( ¥, ( il

53, Im.

bl'.GA of.v\nmric;l

SeeaSaft
SegaSaft
i |

Sierra On-Line
Sierma On-Line
Sierra On-Line
Sicima On-Line
Sierra On-Line
Siem On-Line
Sierra On-Line
Sierra On-Line
Sierm On-Line
Sierma On-Line
Sierra On-Line
Hu:n a ()n—me

\u 4| L'Lh

Sony Wonder

Spacctec IMC Comp.
Speetrum Holobyte
Spectrum Holobyte
Spectrum HoloByte, Ine,
Stereo Graphics

Strtegic Simulations, Ine.
Stmt{‘gi Simulations, Inc.
Strategic Simulations, Ine.
Strategic Simulations, Ine.
Strategic Simulations, Inc.
Strategic Simulations, Inc.
Strategic Simulations, Inc.
Strategic Simulations, Inc.
Stratepy First

S}'lilll‘..‘-{

“Take 2 Interactive Softwire
Talonsolt

The 3DO Company

‘The 3DO Company

The Avalon Hill Game Company

ThimderSeat Technologics
TriloByte

United CD-ROM

V Communications
Viacom New Media
Viacom New Media
Viacom New Media

PRODUCT

Close Combat

Monster Truck Madness
|"|I'F|I Simulator
Sidewinder Joystick
Acraels Tear

Mindscape

At Mail Ordler Products
Power Plaver

Heroes of Might & Magic
Heroes 11

Wages of War

New World Compuiting

itary Combat Sinulations
Syndicate Wars

Crusader

Monday Night Football

Down In’ Hn Dumips

Total Control Foothall
Butl-Man Welsite
Powerdne

Bad Mojo

Master Pilot

Used Game Software

S3d Acceleration Chip
Pertmer Turbo Wheel
Davtona

Virtua Squad

Virtua Fighter PC

Cbsidian

Rocket Jockey

Fama

Birthright

Retryal in Anlara

Ultirmates 30 Pinball:Creepuight
Phantasmagoria 2

Lords of the Realm

Leisure Suit Lamy

Cyber Gladiators

Hunler Tunted
Hende-Blackjnck
Hoyle-Clasing

Front Page Sports

Power Chess

Sicrra On-Line

Jagzed Alliance: Deadly Games
Nemests: A Wezzardry Adventure
Sir-l'ech

Computer Anination Video

Spacenth
Magic: The Cathering
Master of Orion 11

Spectrum HoloByie, Inc.
Simuleyes VR Goggles
Age of Rifles

Aee of Rifles Contest
Necmdome

Warwind

Steel Panthers 11

Allied Ceneral PSX
Silent Hunter - Patrol Disk
Stmlu;;'u: Simulations, Inc.
Solid lee | iud«c.y

(VA ”)I.I' a!'l

Killing’
Meridian

Over the Reich
ThunderSeat
Clandestiny

Mail Order Products
System Commander
Enemy Nations
Deathdmme
Skmwcape

Virgin Interactive Ente
Virgin Interactive Entertainment
Virgin Interactive Entertainment
Virgin Interactive Entertainment
Virgin Interactive Entertainment
Virgin Interactive Entertainment
Virgin Interactive Entertainment
\"ingu Interactive Entertainment
Virgin Sound and Vision

VREX, lne.

Wanier Books

Winner Products, Inc.
WizardWorks Group, Inc.
Yamaha Corp. of America

NMOVEMBER 1008

C 1& Conguer: Win'95
7

‘Toonstruck

Command & Conquer:Red Alert
Circle of Blood

NHL Fowerplay

Lands of Lore: Guardians of Destiny

Neo Hunter

Jonny Quest

VR Surler

QIN

Joysticks

DukelZONE

Wanveloree Sound Upgrade Cards

CcG

PAGE

10-11
o

238239
267

187
3483449
304
5051
156
184183
17
326-327
b5 e
96-97
CS
242243
193

3
32-33
245
356

165

13
262203
360
56-57
158

39
206
214215
190-191
224-775
265269
183

200

276

174

4.5

146

]

2

162

179
15,117,119
309317
345-347
3

3l

M0
26
210211
99

154

35
308

281

222
366
215219
TUI

1‘?

69

289
302303
143
290-291
I86-287
5183
78379
177
236-137
100101
125
132-133
158

181

32

m

160
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‘Save Time and Money

AR BUTTHAN'S ULTIMATE
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CHAT ROOMS
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ONLIME SHOPRING
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To Sell Us Games or Make Inquiries (uII

WE HAVE OVER 2,000 TITLES!

11th Hour-CD §25 Fury 3-CD Silenl Hunler-CD $34

\T, o RO Aepis Guard, FIt-CD FX Fighter-cD Silenl Sleal-CD ()
: Allen Lugll:-cu Gabriel Knlght 2-CD ‘3im City 2000-CD 24
_ - 5 'I 4.2 & Allens - 6D 5 61 NaveiDiles 400 25 Sim Towarcd 2
X Allled General-CD Hive-CD 19 Space Bu:lcs CD 25
N LR AacetD . 3 eeTes. o hecefuesteth o &
- ache- ing's Quest 7-C ar Trek Fin. Unl
12-5 M_OH'FI'I CST .‘ < agsa&natnc 20 tngu of Kyrandia 360 Star Trok tlgnnuu\é G0
LA a o]0 8is. Juil Larr ar Wars B8535
In Cnnudu, call 605-339-2060 e f ™ Baitle Beasl-CD Lords ol rmum%m £o Steel Panthers-CD
/ Bl oy Machiavli/Princa-c0 15 Siike Gummande
- - i jua 2 [ achiav 1 mander
callfor authorization before shipping or i e 2Eh 34 PE”
agsar 2- enzi -
~ FAX st for current quotes to 605- 33¢8766 : O I S 8 T N
i zation 2- ascar Hacing- L] il
(include YW-" mmm addr (23] & FAX no. } e e N Comnd & Gong-CD Neod for Spesd-GD Tie Fightt Coll E4.-¢D

Comnd Aces Deep-CD Orion Consplracy-CO Tony Larussa BB 3-CD 24

Conquer AD 1086-CD Oulpost 16 Top Gun/Fire at WIII CD
Cong. New World-CD Phantasmagoria-C0 22 Torin's Passage i3
Corridar 7 8 Police Quest 4 15 Traphy Bass- !:I 3
Crusad/No Remrse-CD . u. Naw Fighlers-CD
Cyhermage-CD 29 - Uitima 8: Pagan 1
Call f | | ibil g T ot ety o 29 (ot Kiag Moewh 1
A ascent 2- uest for Glory 4- or Vic.:Victry
a or [urf&lﬂ i" e avaiibi “Y i Druid-CO 18 HRavenloft 2-C 25 Warcrall-CD 5
- i;f; " Duke Nukem 30-C0 29 Hebel Assault 2-CD Warcralt 2-CD
- - ] Dungnun Masler 2-GD Red Baron-CD 9 Wing Commander 3-CD 19
- L Earlhseige 2-CD 32 Relenlless-CD Wing Commander 4-CD 35
- 2:5'Sun -- M T B
? \ Fanlasy General-| is&Rule Anc.Em) ane Ralders-
109 Mon-Sat, 12-5 Sun CST - Front Lines-C0 10 Rmace o 3 King. .60 Zork Nemisis-CD 35
' s el Teie e0” 0 13 Shivwto 3 CoRnewtcy I STock:
H H 3 3 ul ratlle- vers- N
Most items shipped same day. S5 Reg./S9 2nd Day Air . 1N STOGK]

VISA/MasterCard)/Discover/Maney Orders/Cashiers Check 1008 W. 415t Street ® Sioux Falls ® South Dakota © 57105
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FREE SOFTWARE
with every purchase!*

e e
i - - _{,,#_ e R s AR e ———

Call 1-800-864-8334
CALL US NOW FOR A FREE CATALOG! i reat prices on your

oers00 1080008648334 gt Ch

Titles in Sltock month’s issue of Ilﬂ'ﬂl
Pl 10800 UNITED4 Soreptes

Ji ForesT Friss Reaping | e : 1% - ptoan . LORDS OF TANTRAZZ
- (ws ) Ineracive Gotr g PReE by Allantean
by 1BM by Arch Publishing i, Join tolented superagen!

L Introduce your children B Aﬁ' golfers, whether [ L \eronica Callohan on a
miovoblermeslchurcc- novice or pro, will find i | deadly sesk & rescue

ters while helping them b valuable information to e ' mission to sove the world

B develop primary level 7 | toke sirokes off their e after ofl hell breaks
L reading & writing skills | gome fram fee fo green. | (SR loose R

sy A4 ™ ™ 53781 'J'”.--.N”' Y 48532

k| Wooostock Vision: Experience he ~ Great New
8 dreoms of a generation thiough the ofi- Products!
PR ciol photographer of the Woodstock vy derock
8 music festival, then create your own by 53567 &

4] customizing this interactive collaction. : 28
gl BALDIES: Move Over Yul Brynner! s 2”""”’

3566
the oction sholegy challenge that 535 |
8l loaves ifs toupee ot home. With levels, Peniisonie

worlds, weapons & domeheads golore. [nteractive

by 20th Cent Fox
Create your very own
Simpsons exfrovoganzo
choosing from over 35
bockgrounds, 250 props,
50 special effects & hun-
dreds of sounds & voices.

36 : R F

Lt LOUVRE: This interoctive four of the More Top
world renowned ort museum show- Producis!
cases ils remarkable orchitecual & Le Lowvre
arfisic evolution over eight centuries, 48048
PINK PANTHER: The Pink Parther hos  Pin Seciner
R
worgi l;glznlums audio tracks, web 52 9
links & hours of gameplay. BMG Interactive

L6uvre | g
bl

"

Commanp & Conauer Rep ALERT: In this Commond & 3 Great Titles
Conguer version of WWII, Nozis never come to power & Red Alart
WWII becomes o botlle between Allied & Soviet forces. 33328 546
ft 1 (OMBAT SIMULATION: Command your squadron of 7 Combat
L robots into enemy territory & hry fo copture all of the 50279 $

f cnemy "ﬂg!. Circle of Blood

CIRCLE OF BLOOD: You must discover the identity of an 53137 $ 4 o
assossin, recover o manuscript written by fhe legendary
Knights Templar & uncaver ils mysficol secrets. Virgin Games

Sonic

by Sega
Everyone's  fovorite
hedgehog battles Dr.
Robotnik in a race fo
save the Princess Solly
& relrieve the fime
slones

49921 536

Power 2 Pury
by Software labs ||
Designed 1o solve all
the problems of run-

Woro Puy St o8 Woro P Moy~ _ Y @ U
Arfist Harold Feist hos crected beautifl Choice
graphics & animation while mulimedia clues Space

by Cyberdreams
Femme Fatales, comupt
officials & callous cops

ning DOS games in inhabit the underword of capfivete children as ey leom hlng 2 53147

Windowsrom memory I [F 1940 LA, Sort through skils. Developed to cater o 0 variely of lon- A?'?Ffén

management lo recor- L clues & decepfion to solve gcu;ge proficiency levels enubhng_ _chuidren to

figurations. > the murder ofa colleague. | begindlhe kv o word recognion & Only sl 4
advance to developing spelling skills.

Innotech

e S D] S 530

Tores™ NFL CysrCaros
m Topps™ NFL CybrCards ore the CD-ROMs thot fake you inside the
me for @ look at your fovorite stars-like you've never seen them
%:fure. There are 28 CybiCords in oll & each one features a different
FROM  NFLstar. Only CybrCards can show you a player's enfire season, put Doion 553620 :
you on the sidelines with live action, five sound clips from NFLfilms, ¢ . F&=e0 S
Take you inside the huddle with helmeted mike foatage. Open up the 536173

playbooks with chalkboord diagroms, Give you expenl conch- $
only’ 17
HCAA Crampronship T Lapse
* While supplies last. All prices in U5, dollars. Shipping

ing analysis, Check out every stat imaginable...and more,
gy o o s, ORDER AS LATE AS 10:00pm! ~ SAME DAY SHIPPING** | ML Dl bocich cco

** Orders received osfote o3 9:30 e (ST for 2nd doy oir. ; | . : i ;
(ol for ot dodine s Specil o, temmaiebiy  110UTS: MF 8am-10pm;  Sat 8am-5pm; Sun 12 Noon-5pm. ‘;‘tﬁfm_f’“‘mﬁ [N?;H'Ew-fﬂmﬁ

Dan Marino | B gt
53619

Steve Young

53623

anders |§

CyBrCaARrD!

ond prices may vory otcording fo formal end are subjedt lo & colors & the A Souh  American &
change without natice. Not responsible for inodvertent errars. ConNTACT US! Lol for ool Ans.
Au Masor Creir Caros — CompuServe: 76043,1605 Fax back 1-217-352-8123 |} St e Mg e

FC.
Ter@o I  America Ondine: UNITEDCD  Fax orders 1-217-3529749  |L4s253 ‘42 s ‘46
CODEWIT . Accom BBS 1-217-352:9654 Int'l orders 1-217-352-8737 | GTE Entertainment

T Y ey e TR



IN THE WAR OF THE GAMING MACHINES,
THERE WILL BE NEW ENEMIES
THAT DO NOT KNOW HOW
TO PLAY THE GAME...

* 4Best Hardware of ‘the Year" [1995]
mpmeﬁ Game Revlew :

—— ‘“lt's tnp nutr.:h -‘pgrtnrmpnca is key, but you'll
. - also app}'eé'iate the MACH V’s little extras.” ~
= L PCiGarmes - naﬁng. A R 1
y ’p}; " 4 i,
~ uThe. Maca,v ‘may cost a bit more"i;nan other systems,
.+ but hard-core gamers will find itiworth the investment.”
- - PC Magazine - 44 stars % -—
: o, : X
A g " “The- syste s performance m;; nnthlng sh\{‘ft of excellent, chewing z
o D T e e T _ . through eve benchmﬁrklng‘program ‘thrown_at it, scoring-an overall
- : = 7 average of 20% better perforniance than a simllarly equipped Ga:eway 2000"

s 24 -Nexteenar* ™ P -

= Dol ac s SR ot e
— e e . " i aﬁ.‘ 1 % ..\-_ e T e - . o0 -
e = T e i ] g " | RS - ; -




CALL -TQ_LLFBEE: |
1-888-FALCON-1

__or1-800-258-6778

I;ttp_:ﬂw\\qw.fal'qun-r_i_ﬁv;éomf.'_ & "

The MACHV - 166 MHz system for $2',995: e

Intel Pentium® 166 MHz Processor S =

256K of 8ns burst cache - expandable to'512K

64 bit PCI 3D ‘accelerator-with 2 megs EDO RAM

16 Megabytes of 60ns EDO RAM expandable to 128

1.68 gigabyte 10ms mode 4 Enhanced IDE hard drive

8 speed CD-ROM drive - 130ms access: tlme

Creative Labs SoundBlaster 16™

Altec Lansing Satellite/subwoofer speaker system

CH Products Flightstick PRO™ & hlgh-speed dual
gameports -

.CTX 15" digital SVGA monttor .28dp, flatscraen

104 key Windows 85™ ready keyboard with wrﬁ rest

Microsoft Mouse™ b,

WINDOWS 95™ pre-installed and configured "‘-\'

One year parts & Iaborwarraﬂty Includmg one yaar
on-site serwpa

-

~ EXNE

Circle ReadétService #92. - -
i | T -

...AND FALCONS WILL FLY
OVER THEIR BROKEN HULLS.

The MACH V - 200 MHz system for $3,495:

Intel Pentium® 200 MHz Processor el
Active refrigeration cooling system o
512K of 8ns burst cache

B4 bit PCl 3D accelerator with 2 megs EDO RAM

16 Megabytes of 60ns EDO RAM expandable to 128

2.1 gigabyte 10ms mode 4 Enhanced IDE hard drive

8 speed CD- ROM drive - 130ms access time : TSl
Creative Labs SoundBlaster 16™ - e = Smine, AAT

" Altec Lansing satellite/subwoofer speaker system v . R =t

CH Products Flightstick PRO™ & high-speed‘dual gamaports_

- CTX 15" digital -SVGA monitor; :28dp, flatscreen ...~ 2 "
104 key Windows 95™ ready" keybom:{ wlth wrist rest e,

Microsoit Mouse™ L e
WINDOWS 95™ pre-lnsta]lad -and coﬁﬂgured LI L s ey
One year parts & labor warranty including one year on- site se"rwr:e 2 e o
.'. " ) 'q‘q
AT s
All.of our systems are custom built. ﬂMarly optmn_s are: availahle. '_-.'\"4\(- {‘t'
For more mformatmn, plaase call or visit our ! web slte. ! R b
3 = " 3 \ \I’_
;. “ o ‘. 1
G
— e
L <! . ‘ \:
e
T —
- Tngma;iriipmyunhﬁnas?ﬁﬁémm. Optional equipment pictured., —
= e —, G s . —
" . "“ - “"“"q:- e - B



*Used Games***
30 Ultra Pinball CD
110 Hour CD
Alied General CD
Anvilof Dawn CD
Apecha CD
Ascendancy CD
Beavis & Bulthead
Coasar 2CD
Civiization 2 CD
Comnd&Conquer

Fit Pg Sp Fbl 96
Ful Throtlle CO
FX Fighter CD
Gebriel Knight 2
The Hive CD

Indy Car Rec 2 CD

B0RLBEE0L_2KBRBLERLLLRLLY

9 Mor-Fri Shi
R et
relumed al your expense 35 ups per box. Prices Subject chﬁ’::am

R&G GAMES &=

BOX 5008 Glendalo His, IL 60139
We Buy & Seil New & Used IBM Games & Hintbooks
Top Dollar paid for newer games. Call firs! for quoles
Check or 10% more for credil usualy processed in just 1-2
days.. Many more games in stock call for prices:

Jevels Oreck CD
Mechwarrior 2 CD
Myst CD

Nascer Recing CD
Phantasmagoria
Polce Quest 5 CD
Shivers CD
Space Quest 6
Spacebucks CD
Slenekeep CD
Terra Nova CD
Tie Fighter

Wing Comdr 4 CD
X-Wing Col CD
Zork Nemesis CD
*"New Games™"
ATF CD

Allerife CO
Civiization 2 CD
Comend & Conquer
Final Doom CD
Warcrall 2 CD

$29
$32
$26
528

grLgreLgagggess

For quotes or to order Call & 1-800-625-GAME
Free UPS Shipping with purchase of $75 or more
Visa, MC, Discover, Am Exp, Gashier Chock, Money Order accoplod

UPS §5, Overnight $9 COD §10
& maswals (NO WPES}W

Circle Reader Service #177

ALCTION ON CD ROM

= o '\

Circle Reader Service #245

i
LA

BRE Software FREE Shipping
On orders over $50.00. Credit card orders
209&432 +2599 | FAXBACK Info Syslem (209) 432-2644  call (800) 347-6760, sm Maoney Order
ESWE‘AOL{:DM | hitp:ffwwie.cybergale.comjbre lﬁmﬂha address below, "~
Turn your old CD-ROMs into CASH!!!
We 5ot Usea | We Bey  Front Page Sparls 20951400
11t Hout 29951400 Basebal'$5Season 29951200 Tol Ham 951500
Tth Guest 19.8510.00  From Page Spons Unimate Daom 24,9510,
A02 20951500  Foolbal '8 20851400 U.S. Nawy Fightors Gold 299511400
Absoiute Zaro 29951400  Full Throtte 24951000  Virtea! Pool 9514/
851800 FX Fightar 24951000 Wareratt' Ores and Humans 14.353.00
95200  Herduall § 23851400 Wareralt 2
A 95/14.00 Hem of Might and Magic 29951400  Tides of Darkness 20951500
Batle Arona Toshinden  28.85/14.00  Hexen: BeyondHeratie 299501500  Wareralt 2 Expansion 24.9510.00
Bictorge 24851000  HiOctane 240511000 Warhammer Shadew of
Buriad in Ti 29951400 Indy Car Racing 2 9600 the Homed Rat 20051500
Chronicles of th Sword 29851400 Jana's Agvanoad Tactical Wetlands 29951400
Civiizatien 2 U600 Fighters 34051500 Whiglash 24951200
Close 32951400 Jane'sAHE4DLongtow 34951600  Wing Commander 3 24951000
Colonization 24951200  Mage Carpet 2 24951400 Wing Commander 4 HIN50
Command and Conquer 34951400  Master of Magic 29951200 29951400
Command and Conquer Mechwartior 2, The Clans 29851200 Witchaven 24,95110.00
Covert Missions 19.95/10.00 Machwamor 2 Ghosthenr 24951000  Wirardry Gold 29951200
Crusader: NoRemorse 20951400 Mortal Kombat 2 19.851000  Warms 29951200
Cybena 2 29950400  Mordal Kombat 3 24351200 XLom2 24.9510.00
Cybemage 229511400 1995800 X-WingColecters GO 19551000
0 293:2;.% :ﬁ“ L a.sgizm Zork Nemesis 551500
Dask Foreas 245581 Live 24.9510.00
Descant 19.95/400  Noed for Spasd wsnso Jo Sell CD-ROMSs
Descant 2 22951400  NHL Mockey ‘88 20851200 i
Dq 24 PBA Bowing 24851000 1. Onafull sized piece of paper, wite
Doom2: HeflonEanth 24581200 PGA Tour Godt 95 29951200 your name, complets address. phone
Duie Nikem 30 95600 anwh 511000 number and a Lt of all games you are
Dungecn Master 2 SHEND  Foice SWAT 299511500 seltng,
Earthsiege 2 H851400  Primal Rags 24551000 2 M you would i 19 purchass other
EF2000 29851400 Hobel Assauh 2 24951000 CO-ROM games, k1 th Ees you would
Fada to Black 2455800 SamiMaxhiteRoad  9.95300 ka0 order o the sama pcs of panet
FIFA Soccer ‘%6 23051200 Screamar 23951500 3 Pack you games and paparwork in
Fnal Doom 29351'!190 ;:\anm i‘%{?ﬁ  box and send i 10 the addess below.
— — ——— ers Your chock wil normaly be naded wihin
] Shveroad 209341200 2.3 working days of receiving your
Call for &= RIS g
S Tower 24951200 :
-'BCi\‘f 2000 4851200 Send your games lo:
Soyorait 34881500
T’f’e S No" strTexDSIHatinger 20351400 BRE Software
| Sinatnen Sani DeptCGWI
sw 20851500 UEP )
Terminalor Fubwe Shock 20951500 352 W, Bedlord Suite 104
iste d | prgeCiseentd SR80 Frasno, CA 93711

All USED FC CD-ROM games

instructions and a 0 Ja

inclyda caginal Lo, insh
shipping, add €9 Calif res add 7.75% tax. When saifing back PC CDWROMs, a0

0 QUL i
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Circle Reader Service #149
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234,93

& 11-800-560-6234



Bo al d G ro ||| LRyl Visit our NEW 800.699_426 81%1;?;

Online Catalog! POB 234 Dept 10785 Rochester, VT 05767
cHI Ps & B ITS 'Nc www.cdmag.com/chips.html Fax 802-767-3382 Int’l 802-767-3033
L] Orders/Questions: chisales@sover.nel Customer Service: chiserv@sover.net

. THE  THREE T Mmoo ‘ "THE HOBBIT is
DAYS OF GET- o @ - PN a fun, fast mov-
TYSBURG' is a s i 41 Lopd ing fantasy board
tolally new ook at ; i sl - | game based on
the battle, a view S o byl iy : JRR. Tolkien's
that brings players 3 5 g i classic  besl

% even doser to the 1 ) } . : 3 g seller. Designed

A action, even more ! ] } . b i K \ for 2-4 players
deeply into the [ R — | . f and playable in
decisions that . Al 1-2 hours, It is

make Gettyshurg 'AXIS & ALLIES' Decide the fate of a nation and the ; / : an Ideal choice
one of the most i n for the Trans Mississippi Valley. destiny of the world. The Balkans have falien. Pear ! for an ev-
playable of all bat- Players use their initial money lo railroad Harbor has been attacked. Waka |siand is in Japanese R ening’s enler-
lle games. $49 companies which can in tum build rack. $38 hands and Rommel has the British on the un! ~ $33 tainment, $29

'EMPIRE - 2 : 'FEDERATION &

BUILDER" RRE ' EMPIRE’ Sel in

Rediscover a Jrieieie, : I =" the universe

modern Amer- L * s ) X ! \ "7 » of Star Fleet

lcan  classic ] i~ w0 : § / Battles, the

with tvio Amer- ) " ; bt % i “ Grand Alliance

ican loves, rail- L . el > B ] . v ; battles the

roads and cold, i : ! | ol ¥ X (. 1 Coalition for

hard .caSh' Like | = 12 A s - ] BT TR T 1/ v . control of .!hl'.

creating a real ) palaxy. 2 piece

estate monop- 'PRO BASEBALL' Haven't you ever wanted to be in ‘SPACE HULK In the depths of space, vast derelict C y full color map,

oly, build a Ihe dugout, managing a real Big League team? You space craft difl ever closer toward the Imperium. These o . B0 page ryke

railroad em- decide when to yank your starter, send up a pinch space hulks lharbour the terrible menace of Ihe ) oy b and  scenario

pire. $25 hitter or bench your slumping superstar! $25 Genestealers whose ony purpose s o destroy. 850 DK A hook! $36

'CITYTECH'  The Hrpnenmoatng 'ROBO  RALLY’ ) ‘EMPIRES IN

adventure  hattl- B On a distanl plan- ARMS' Is a

lech game of . [ el (hat serves as game covering

3060  combat, il the Em-pire’s grid > Y 'l the major ele-

contains:  Rulg- ! . widget factory, 7 A2 | ments of diplo-

book and record ol - the various con- | macy and war-

sheels, two 18 by y Irol  computers k fare during the

22 full color map- H went aboul their L i X | Napoleonic

sheels, 16 ; daily  routine. N Wars of 1805-

unpainted plas- g These sophisti- | / i o] 1815, You are

'DETROIT CLEVELAND GRAND PRIX' Experience the in & lic miniatures, 2 ) were Tully equipped with stan- \ J.:| the absolute

thill of car racing in your own fhving room. choose from - N shieets of full color intelligence. modules to handle any situa- ; r | monarch of a

the Detroit of Ceveland Grand Prix race tracks and vie . counlters  and lion, bul when the computers get bored you'll see el il il 7 major European

with other players to cross the finish line first! $19 more $19 what happens. £33 - power. ser

BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES BOARD GAMES BOARDGAMES BOARD GAMES

ANCIENT FANTASY MEDIEVAL NAPOLEONIC SCIENCE FICTION STRATEGY WORLD WAR Il WORLD WAR [I

4 Battles Anc. World 521 Challenge Lion Lord 525 Age ol Chivalry 2 s27 Austerite 526 2008 L34 v 2t 825 12 O'Cinck High 823
Alexander at Tyre 518 Dark Blages 525 Crosshows & Canons 2533 Bamle Dresden 1813 525 Alpha Omega s19 Blackbeard 827 cond Front 520
Alpanders Generals 533 Dragon Lords $29 Crusades Il 528 Bartles Watetloo £33 Al Green Things 05 §17 Britannia 19 ter War 120
Ancient Empires $29 Dragenhunt $19 Gry Havoe §25 Bartles for Emplres  $32 Battlespace s19 Chalizati 20 Aachen 523
Batt Alex Mod Diadoch $15 Dungeon 516 Henry V 5§28 Eagle Empire Baroding $29 Battletech 4th Ed. $19 Golonial Diplomacy &4 Advanced Squad Ldr 538
Battles of Alexander 533 Hahbit Adventure 579 Iransides 528 Emperors of Europe £33 Battletech Omnimech 59 Deluxa Diplomacy 342 ASL Mod Jatkosota 10
Emperots First Banls 25 King Anhur Knights 530 Outremere 525 Empiras in Arms £27 Citytech £25 Enemy in Sight 812 ASL Solo Rules 520
Samural 7 Magie Reaim §23 Richard tha Lionheart 830 Fiokd Command £30 Car Wars Dehure 2 Feudal $18 Advanced Third Reich  $38

Sisge of Jerusalem 827 Meriin $28 Samural Bladas 822 La Bata Mnt StJn Dix 862 Cosmic Encounter 829 Florida s22 Alrika Koros §13
AMERICAN REVOLUTION Titan £23 Siege t22 LaBatad'Espagnol  §40 Critter Teh 812 Guerilla 7 Ambush 524
Give M2 Liberty sz Warhammer Fantasy 850 Viking Raiders 225 La Bata de M 5L Jean 529 Feder Envpira Care War $17 History of the Warld ~ $27 Anzio 19
fiabels & Redeoats 1 525 Nathammer Quest 8§50 MODERN La Bata du Nord 533 Feder Empire Spec Dps 59 Kingmaker §19 Axis & Allies 3
Rebels & Redeoats 2 825 Wizards Quest $17 2nd Flect 824 Napotean Waterloo CmpS27 Fedration & Empire Dlx $38 Kremhin 514 Axis & Allies Max Agv $10
Warof 1812 £22 Nanth 21 3rd Fleet 7 Napoteon on Danube  S19 479 Lo Sierra Madre 534
CIVIL WAR LEISURE / FAMILY Bth Flzet &3 Napoleon's Last Baltle 525 22 Machiovell 529 Seven Seas to Victory 521
1862 Crvl War Quad  $23 Al &4 7th Fleet 027 Hapoleanic Wars 531 $16 Maharaja 523 § Loader $23
1664 Year of Decision $29 Assassin £15 Across the Suez 813 Napoleons Lepng §22 Imerstellar Wars $19 Pax Brlannica 518 & d Pocket 2 528
Across 5 Apnils $23 Auction 14 Aegean Strike &9 The Eagles Turn East  $39 Kill Zone 21 Republic of Rome 529 Storm Ovr Amhem Fall §12
Antistam Campaign 525 Bali 85 Attack Sub §18 The Emperar Retuins  $28 Marchant of Venus  §25 fisk so7 Third Reich £18
st 524 Candidate 318 Back 1o lraq 318 Valmy to Waterloo £30 Necromunda 44 The New Acquire £25 817
Army Heastland 536 sn Central America §19 Vietary at Watetloo~ §21 Ogee Miniatutes 813 We the People 420 1
Bloodst Day Antietam 528 $19 Crisis Korea 1995 . §29 War & Poace 821 Roadkill §10 VIETNAM / KOREA
Blue & Gray $2 Dilemmas $6  Grisis Sinal 1973 825 Warto the Death §21 Silent Death sz Battles Forgotten War  £36
Bobby Les Amer CW 837 Escape fram Coldtz  £35 Firepower £23 Wooden Ships lron Men$19 Space Hulk 550 Pla §15
Campaigns Coal War 519 Farts in Five £16 Flashpoint: Gotin £209 RAILRDAD Space Maring 550 522
Chanceliorsville s Ganpsters 23 Flight Leader 21 1830 AR & Rbbr Barons320 St Flest Battles 425 Silver Bayonette §15
Gomysburg 30ays Uy 39 Grand Prix $19  Gull Strike $20 1870 S38 St FitBan Adv Miss $22 WORLDWAR | Winter Sto
Glory £30 Greed 57 IDF{lsraehi Def Fore) 520 Advancd Trck Telund  §21 Starfores Tetea 519 Aces High 524 World in Flames Dix
Here Comz the Rebels $23 Hexagony $9  Light Division $24 Australian Hais $21  Starship Captain §26  Aces of Aces Pwhse  $19 GENERAL WAR
In Their Ouiet L2 Moarstar 512 Main Battie Tank 24 Colaradn Rails §17 Starship Troopers. §29 bt For Skies sat Air Superiority 58
Lee Takes Command 522 Qutdoor Sundval $17  Mig-East Peace $16  Empira Bulider $25  Siellar Conquest s19  lrontlads 532 Alamg §15
's Assault 522 Restaurant 22 Modern Naval Bt 519 Empire Bullders Mini's  §8 Warhammer 408 550 Itonelads Exp Ser a0 Biood & fron §25
NoBetterPlaceDie  S2¢  RoadtoWhitzhouse  §25  NATO §13 Eworals 825 SPORTS Knights of the Air  $18 High Ground s
Rad on Richmond 521 Robo Rally £33 Phantom Leader 825 Express 51t Pro Baseball 525 Landships sa7 Quebec 1759 $22
Roads to Gettysburg 324 Shark s22 Phase Line Smagh 522 Great Western Rallway 36 Pro Fooltall 519 March ta Victory $40 Guadateanal 827 Texas Revolution 18
+ Sam Grant 242 Spices o the Wosld 518 Speed of Heat 536 Rall Baron 519 Regatta 519 Richinlen's War £19 Harpoon Box Set o The 45 £25
+ Stonewall in Valley 509 TV Wars 50 Tac Air 519 Rocky Mntn Aadls 513 Win Place & Show 517 Nings 10 £15 Thirty Years War Quad $27
#ar for the Union 529 Ward Power 15 Thunderbolt Apache Ld 524 Tracks 1o Telluride 542 Wrasslin' 513 World War One m 315 Zomdor! 536

*SHIPPING: Priority Mail in US $2 per order, 2 Day Air $4 &mr order. Worldwide airmail §6 per item. Handling $2 per shipment. Hardware orders may require additional shipping charges. Call for details. Visa,

: MC and Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Defectives replaced with same product. Most items shipped same day. Shipping times may vary. Price

avallability may change. All sales final. Each US order will include a 6 month subscription to Computer Games Stralegy Plus magazine, for which $6 of the order cost will be allocated.
e atas Dasdss Camidas M09




EXPLOSIVE "REAL-TIME” NAVAL COMBAT!

11 the gra_ndeu_r and Actual PC Graphlcs

#W pageantry of the Tall
Ships era along with some
bone crunching, wood
splintering cannon shots to
liven things up!

COMPLETE CAMMPAION

GAME (1775 - 1820)
ENLIST IN THE NAVIES OF
BRITAIN, SPAIN, FRANCE, OR
THE UNITED STATES

COMPLETE
JCENARIO EDITOR
2,000 SHIPS REPRESENTING

ALL MAJOR AND MINOR
COUNTRIEN

100 SCENARIOSN
INCLUDING THE BATILES OF
TRAFALGAR, CAMPERDOWN,
CHESFAPEAKE & CAPE ST, VINCENT!

e _I-EI_FIL‘ Ll

THE COMPUTER! : -
| Take command of the greatest salllng shlps of aII timel

Most Impressive new
company of 1996!

PC Gamer
Circle Reader Service #272 , {’%
Questions? 410-933-9191 Orders only: 800-211-6504 1A T VIATA

S O F T

or order direct from our Web site www.talonsoft.com
TalonSoft Inc. P.O. Box 632 Forest Hill, MD 21050 © Copyright 1995, 1996 TalonSoft In:




Source

800'699'426 10786

POB 234 Dept 10786 Rochester, VT 05767
Fax 802-767-3382 Int'l 802-767-3033

Orders/Questions: chisales@sover.nel Customer Service: chiserv@saver.nel

Role Playing Games
CHIPS & BITS inc.

STAKTER DECK

Limined | 4ivim

RFTS  WORLD
BOOK TE: JUICER
UPRISING"  New
types of Juicer
0.0.Cs. including
the Hyperion
speed  demon,

and the mega
Dragon

on the biood of
dragons 10 sus-
tain his povers).
$16

'ADED  FORGOT-
TEN  REALMS
VOLO'S GUIDE TO
THE DALELANDS'
Behold Ihe

by the
valking,

cller.  $13

Chaobum’s col

able card-gama

of authentic
altian

“* ‘CHAMPIONS
oy

FATPALY

-

¥

AT

A
T
V"

s
]

L RA AR AL

DELUXE  Super
RPG & HEROD

graphics & lay-
oi, rules correc-
tions, comy
index and
m hardbound
hinding are what
i5 [featured i
Champions De-
lwee Edifion. $42

‘CHANGLING: THE
DREAMING' The
gates of Arcadia,
the original par-
atce, are closed
to us. Only the
3 cities of humani-
>ty ramain.
@ Without  any
avarenass of our
frug nature, hu-
8 mankind crushes
us beneath s
banal heel. 821

HEAVY GEAR' A
complele easy 1o
use. yet realistic
RPG  system

ich uses the

ssic s sided
die to resoive con-

factical syslam
that can either ba
played on its

of infeact smo-

'MECHWARRIOR'
There's an ald
saying that
claims a mech
is only as good
as the warrior
viho pilols il
This  second
edition  brings
changes  and
lechnological
advances of the
Batllelech uni-
verse lolife. $13

'AD&D PLAYERS
OPTION: SPELLS
& MAGIC' Within
these pages you
will find new
spells and profi-
clancies of wiz-
ards and priests,
plus further rules
an spell research
antl magical item
creation  and
much more! $18

VAMPIRE:  THE
DARK AGES Takes
¢ you to:the nights
betare the
Camarilla, when
king truly had rea-
500 to be alraid of
tha dark. The
Kindred of this
bygone age- ride
= Ihedukaslords &
play their games
with the heads ol
Europe.  $24

‘DOCTOR  WHO
STARTER DECK
Taken from the
Doctor Who TV.
senies, the cards
have stunning
computer
enhanced
images ol (he
Doctors,  the
Daleks. the
Cybermen, the
Master, and Time
Machines. 88

" "WARHAMMER
FANTASY®
s Encounter fasci-
nating and dan-
gerous  people,
mysterious
events, and tesi-
Iying  monslers.
. Over one 100
careers, 130 skills,
a combat system
and 7 types of
magic with over
150 speits!  $19

‘ROBOTECH™ The
Robotech APG
series will qo
beyond  simply
emulating the TV.
shove.  You vdll
be able to create
the Intervening
9 years between
the destruction
% of the SDF-1
<+ and 2 and the
% launching of the
SDF-3. $N

FanTasY RPG [l FANTASY Rc [l FanTASY RPG [l FANTASYRPG [l HorrORRPG QM  SciFiRPG [ SCi-FIRPG [ SUPER HERO RPG
ADED ZND EDITION RULES ADED DARK SUN ARS MAGICA HARRMASTER CALL OF CTHULKU CONSPIRACY X ROBOTECH CHAMPIONS
ADED Core Rules CD 858 City by the Silt Sea 520 Adventures Value Pack §12 Character Profiles Pad 58 Arkham Unveiled 516 Conspiracy X 520 Invid Invasion m Alien Enemies 510
Dungeon Master Guide $16 Dark Sun Campaign 525 Ars Magica 3rd Edition 519 GM's Guide 516 Call of Cthuthy $18 GM Sereen 813 Mecha Southern Gross  §7 Champinns 22
Monstrous Manual 520 Psionic Artifacts 517 House of Hermes 515 HarnPlayer $15 Cthulhy Live 515 CYBERPUNK 2020 ADV ROF Manual 7 Champions Dix §42
Flayers Handbook 320 ‘Wanderer's Chronicle  $17 Medieval Handbook 516 Piayers Guide $16 Encyclopdia Cthylhiana 510 Media Junky 1: Take 1 $9 REF Field Gulds 13 Demons Rula LT
AD&D ACCESSORIES AD&D FR ACCESSORIES Mistridge 510 Spell Tomes EA $6 Lt Astet 518 Night Clty Stories 513 Robotech 0 High Tech Ensmies 811
Book of Anifacts s Dirow of the Undardark $13 Mythic Europa 515 MERP 2 CHANGELING Streatlighting s10 Sentinels 14 Mutant Fite Sourcebook 11
Castlg Sites &1 Faiths & Avatars $18 Mythic Places &9 Arcessory Pack £14 Autumn Praple n Cyberpunk 2020 517 Tha Zentaedi 57 Zodiac Conspiracy 510
Casties Guide 13 Heroes' Lorehook $17 CASTLE FALKENSTEIN Minas Tirith £21 Changeling i’ Corp. Report 2020 V.3 39 Zentraedi Breakout 59 DARK CHAMFIONS
Chronomancer s Netherit Empire o Mage $25 Book of Sigils 814 Souther Gondor £25 Nobles: Shining Host 812 Dark Metropolis 515 SHADOWRUN Dark Champions 517
Gouniry Sites M The Soven Sistars $13 Castie Falkenstein $19 Wizards Companion 810 Player's Guide 819 Land of the Free 515 Aztlan $15 Justice, Not Law §13
Encyclopedia Magica 20 Volo's Guide Dalelands $13 Comme |l Faut $12 PENDRAGON Players Kil §10 Night City Sourcebogk $15 Grimeire 2nd Ed. s13 Underworld Enemies 11
I, Tyrant £15 Warriors & Priests 518 DICE POLY MEGATUBES Land of Giznls 518 CHILL When Gravity Fails 512 Paranormal Animals ~ $11 VILLAINS & ViGILANTES
Priest Spell Gards 817 Wizards & Rogues  §13 DOpague St 53 Pagan Shores 514 Acoessory Pack 512 GURPS SCI-FI Primg Runners R1L] Daredevils Bonus Pack 512
Shaman i ADED FR ADVENTURES Pearlescent Sel 36 Pendragon 4ih ed, §19 Chill 516 Aligns §14 Shadowrun 2nd B, $20 Villians & Vigiantes §
Treasure Tales 0 HNight Below 825 Transparent Sel 55 Savage Mountains 514 Companion 512 Atomic Horror 314 Seattle Sourceboagk $13 V&V Boxed Set 513
Wizard Spell Cards 817 Ruins of Zhentil Keep 521 Twinkle Set S6 ROLEMASTER Voodoo Sourcebook  $12 Cyberpunk 514 1 513 Warld Boaus Pack 53
‘Wizard Spell Condm 1 521 Undermin Trilogy 3 56 DICE SPECIALTY DICE Alchemy Companion  $15 MAGE War Against the Chiorr $14 Spra apg 513
Warld Builder's Guide $17  Vilhon Reach $14 Critical Die $1 AscaneCompanion  $15  Tradition Books $10 HEAVY GEAR Sprawd SitesOna  S11 CARD GAMES
ADED ADVENTURES ADSD FR BOXED SETS Fumble Dia $ Gamamasters Guide  $16 Ascention’s Right Hand $13 Badlands Sourcebook 517 Tir Na Nog $15
A Hero's Tale i City of Splendars 520 Hit Location Die K Piayers Guide 510 Ghantry Book 515 Fiald Guldes EA 513 Virtual Realities 20 815 Magic: Mirage 80 £
Dragan Mountain 425 Eiminster's Ecolagies 520 Weapon Die 51 Sea Law £16 Mape 20d Ed 521 GM Starter Kit 525 Threats 515 le Earth Wizard 5D 59
Eyz of Doom 56 Forgotten Rlms Cmpgn §25 DRAGONLANCE FIFTH AGE War Law Mass Combat §22 Mage Tarot Deck 521 Heavy Gear 525 STAH WARS Mythos SO 57
Eye to Eye L] Ruins of Myth Drannor $17 Dragoatance Fifth Age 321 RUNZOQUEST Technocracy Ieration X 510 Taclical Air Support 17 Classic Campaigns 513 Magic Alliances 52
Gales of Firestrm Peak $17 Ruins of Undermin 2 521 Heroes of Steel 315 Apple Lang 510 VAMPHE Technical Manual 515 ryde 525 Magie lca Age BP 2
ADAD AUDID Spellbound in Realms 521 Last Tower W Gloranthan Bestiary %3 Clan Books EA s10 Terea Nova Sourcebook 518 Companton  $13 Magic lca Age SD 57
Hail the Heroes §13 ADAD PLANESCAPE EARTHDAWN Gods of Glorantha 513 Hunters Hunted s10 Macrnss 2 uides EA $13
Joshuan's Almanac 511 Campaign Sefting 525 Barsaive Campaign  $21 Lords of Terror 512 Siorytelizr's Handhook 515 Macross 2 i Imparial Entanglements $13
Karamedoos 525 Guide to Astral Plane 513 Creatures of Barsanen 515 River of Cranles 87 Tha Dark Ages 524 Sourcehook 1 9 Kathol Rift 516
Night of the Vampire  $13 Helibound: Blood War 521 Earthdawn Companian 515 Runz0uast &th Ed £19 Vampire 2nd Ed £24 Spacecraft & Deck Plans $9 res Rules 515 Bubblgum Crigis 36
Red Steed Campaign  $25 0n Hallowed Ground ~ §21 Eanhdawn £25 SKYREALMS OF JORUNE Vampire Players Guide $19 Mechwarrior Trk Police 516
ADAD BIRTHRIGHT Planewatker s Handbook§17 Magic: Mystic Secrets  $15 Schotan Pack g4 Werewoll Living Legends 510 s
Domain Sourcebooks EAST Uncaged: Faces of Sigil $17 GURPS Skyrealms of Jorune  $17 Auxis Mundi Book Spinits$15 Mechwarrior 2nd B4, $13 b s34
Birthright Campgn Set $25 ADAD PLAYER ACCESSORES Bestiary 514 Sobayid Atlas 515 Tnbebooks EA $10 Methwarrior Gmpanion $12 TRAVELLER Lodoss War S16
Havens of the Greal Bay$17 Complete Elves 515 Compendiym 18 WARHAMMER FANTASY Freak Legions 512 RIFTS Aliens Archi, 518 Macross 2 £
Legends of Hero-Kings $17 Complete Humanoids  $15 Fantasy 2nd Ed 515 Apocrypha Now! s11 Flayer's Guide 515 Index: Vol 1 418 Central Supply Catalog $18 Oh My Goddess 12
- Naval Battle System  $10 Complete Ninja 515 Gobling £18 Doamstanzs #1 S18 Project Twillght £ Julcer Up Rising L31) First Survey 518 Project Ako 524
vord of Rowle 51 Player Packs EA 816 Magic 2nd Ed 14 The Enemy Within ¥ 1 8§11 Storytebier's Handbook 315 Murcenaries 314 Starships 318 Hobotech 512
" The Book ol Magecraht $17 Spelts & Magic 519 Rulebook 20 Wartimr Fantasy 2nd 519 Werewoll (20d Ed) 524 Rifts 521 Traveller S22 Slayers 515

will include a 6 month subscription o Computer Games Strategy Plus magazine, for which $6 of the order cost will be allocated.

Chirreln Roaddor Sorvien 407

*SHIPPING: Priotity Mail in US $2 per order, 2 Day Alr $4 per order, Worldwide alrmal $6 per item. Handling $2 per shipment. Hardware orders may require additional shipping charges. Call for detalls. Visa, MC and Discover accept- *
 ed. Checks held 4 weeks. Money Ordars under $200 same as cash, COD $8. Dafectives replaced with same product. Most items shipped same day. Shipping times may vary, Price / avallabllity may change. All sales final. Each US order =




lnterplay Games and
1 Year Subscrlptlon to CGW

« [ntel 200 Mhz Pentiums

Descent [I™ s
‘Great visceral, frantic ; L | . = 32 MB EDO RAM
fun that's full 3-D" e ;

CGW, Rated 8/96 _ =4 ] = Diamond 3D Game

Shattered L e S Accelerator PCI Card
Stﬁ&lTM T : ; : - = ATl 3D Rage Graphic

“Lighting and motion effects

are first rate . . . you can jump
into this gameimmediately” i 1 i S i
CGW, Hands On 8/96 . e i % * 3.2 Gigabyte Hard Drives

Accelerator On Board

Descent Ik © 1695 Parafax Software, Al rights reserved. Descenl and Inferplay - +

Arm tndomards of Imerplay Productions, All nights reserved L P - = R A =
Shattored Steok © 1906 BiWars Com. A1 fghts reserved. Shaftered Steel and i * NEC Multispin CD-ROM Drive
Intorplay are trademarks of Interphey Productions. Al rights reservd,

3 Waxs to Win

1. Look for the PowerPlayers Sweepstakes at the NEC PowerPlayer DemoDays at CompUSA.
2. Go to http://www.interplay.com or http://www.zd.com/gaming, www.nec.com, or www.gowebway.com on the world wide web.
3. Enter Right Now! Return this Official Entry form to:
Virtual Arcade Sweepstakes, P.0. Box 9007, Farmingdale, NY 11735

Name_ B
Address

City State Zip

E-Mail Address Phone Number

17 8N SmTioD

No purchass
B ﬂ‘-_‘ﬂurl'«i

kel eond
TS KNS,



ORDER
NOW! 800'273'791 0
PO BOX 14 DEPT 10780 HANCOCK, VT 05748 INT’L 802-767-3033 FAX 802-767-3382 SOURCE 10780

ADULTS ONLY

*SHIPPING: Priority Mail in US $2 per order, 2 Day Alr $4 per order. Mall to Canada, PR, Hi, AK, AP, FPO $4 per order. Worldwide airmall $6 per item. Handling $2 per shipment. Hardware orders may require additional
shipping charges. Visa, MC and Discover accepted. Price/availabliity may chanpe. All sales linal. Call for detalls. Each US order will Include a & month subscription to Computer Games Slrategy Plus magazine, for
which $6 of the order cost will be allocated. Checks held 4 weeks. Money Drders under $200 same as cash. COD $8. Defectives replaced with same product. Most items shipped same day. Shipping times may vary.

'CYBER PHOTOG-
RAPHER' After
entering the
MacDaddy cyber-
studio  choose
fram 3 differenl
models. Choose
lighting, camera
lens, music and
stan on ynur nnolugraphic adventure snapping
a roll of 36 exposure film. When yau finish
choosing your favorite pictures print oul a cal-
andar, birthday card or Christmas card! CD $49

'NET EROTIQUE'
The future of sex
is here! Hitch a
ride on the infor-
mation  super
highway to
Europe: with one
goal in  mind.
Video dialing for
new Sexcapades with: the. most gorgeous
women ever to travel aver the hot wire. Log.on
and experience the lust and possibility this
medium can provide. CD$24

‘VIRTUAL SEX
B HEOE0NTEE
Imagine being
transportad to
a myslerious
island and
having  nearly
infinite possi-

. ! bilities as you
create your own visual fantasy by con-
trolling cameras that are capluring
avery intense moment of highly
charged erotic sex. CD $44

TOKYO NYMPHS®
Totally hot Aslan
women are the
stars in this super
action packed sex
fest. All around
you thesa sex
starved, hungry
and passionate
women will fight for, tease and pleasa their
shared boyfriend. The ultimale voyeuristic
feast, Watch them in awe as they give new
meaning lo the word “insatiable”. CD $16

~ B FATALE FEMME FATALE
RN EATALS  on Wivoows:
g O\ =% Bulldyour dream

girl with Femme
Fatale! A hat
adult  jigsaw!

. E Features include,
a long, fantaliz-

it ing ALL NUDE
{ull motion strip-tease video. Also 250 hot 24
bit images of 62 pirls used with included
puzzle. Load/save game, BMP. PCX, GIF, TIF,
DIB, TGA, WAV audio and more. CD $24

[

‘PRIVATE
INVESTIGATOR'
Over 15 levels
of unique full
motion windows
arcade  action
will test your
toughness as a

== Pl Here you
have tu fight off martial arts experts,
enraged slamdunkers and deranged old
ladies in wheel chairs. But the HARDEST
part Is sahslytng tha huukars*

21996 C‘ll["aﬁLIl!; 1m

CD§49. |

INTERACTIVE

AssTrolds $40
Bustar Chomy 345
Casting Couch $389
Club 21 $35
Club Caterina $29
Club Cyberlesque 329
Crystal Fantasy 529
Cyber Photographr $34
CyberStrip Poker $36
CyberXperience  $40

Designor Bodies  $29
Desktop Voyeur 1 339
Dirty Tricks $46

Diva X Rebecca $38
Dream Machine 2 548
Fantasy After Dark $35
Fun House 539
Girlfriend Tracy ~ $39
Heldl's House  $36
Hot Slols 537
Interact Symre Bt 2549
Intimate Journey  $24
Intimate Possblls  $39
Island Girl Resort $39
Japan Interactive  $44
Latex 344
Mystik Mistress 536
Nightwatch Int 3 $46
Oulpost 69 40
Passion Poker $29
Penthouse IA 6§52
Pleasure Zones  $33

Poker Party $45
Porn Mania 529
Parno Paker B4

Private Investiglr $49
Privaite Plsr Park 2 849
Private Prison 544
Scissors N' Stones $29
Sex TV 538
Sorority Sex Kitin - $42
Space Sirens 2§20
Spy Club $32
Strip Fighter $40
Strip Poker Pro. $24
Strip Poker Pro 2 336

Strip Tease 24
Time Warp 545
VCA 6-Pack 345
VCA's Sex $29

Vampira's Kiss $36
Venus Playhouse $35
Virtual Golden Eye 544
Virtual Sex 2 539
Virtual Sex Shoot 44
Virtual Valerle 2 $36

Virtual Victar §42
Virtually Yours 2 $39
MOTION

101 Orient Delts 2 $19
Adventure Kid 22

Anal Aslan 2 £25
Asia X s27
Aslan Heat 524

Asian Paradise 339
Bacchus Six Pack $45

MOTION

Bangkok Nights ~ $24

'Big Busl Babes  $28

Casting Call 2 $36
Deep Thri Grls 4Pk§52
Demaon School $22
Dirty Debutnt 6 Pk $44
Fantascenas 539
Fanlasy Lileslyle 2 $18
Flesh for Fantasy $24
Ghostly Desires  $44
Girls Doin’ Girls 2 526
Glimpses Interacty $19

Hot Wired $26
Immaorial Desire. 325
Insatiable $24
Justine §39

Kinky Debulante 2 332
La Blue Girl 3 $22
La Blue Girl 4 §22

Lap Dancer $25
Legends of Porn 2 $19
Love Bites $26
Mask $18

Menage A Trois  $26
Mrphing Babes V1 §$29
Mystigue Orient 2524
Matural Instinet  ~ $18
New Machine 6 Pk $42
Night at Drive-in' $19
Mookie All Nations $16
Mova Collection 3§24
Naova Collaction 4° $19
Nova Collection 5 $19
MNovel Desires £33
On@ Ning Hundred $19
Only the Very Best $26
Criental Action 526
Oriental Diaries  $29
Oriental Syndrome $22
Oriental X-Press  $22
Pink Lady Dieclive $24
Platinum Six Pack $42
Private Colleclion 348
Private Moments  $19
Pulting All Bhnd 2 524
Racquelle in Wild 324
Red Hot Pink $19
Romsofl Six Pack $38
Romsoft Six PK 2 $39
Romsolt Three Pck$25
Samural Pervert 840
Savannah Supersirs24
Secret Garden 2 $19
Sex 2 524
Sex Games 524
Saxy Six Pack £44
Seymore Six Pack $38
Southern Beautis 2532
Sushl BarGirls 529
Sweal Juices 316
Tokyo Nightlife  $48
Tokyo Nymphs 316
Toys Not Boys $29
Twin Angels 2 328
Ultimate Teasers  $20
Ultimate Tokyo §29
Virgins Vol 3 539
Wager of Love $25

STILLS

Adult Image Librry $12
Adull Falate 2 322
Adult Pict Libr4  $19
Amatr Photo Gallry§12
Asian Pearls 2 28
Bankek Beauties
Busty Babes 4 239
Celebrity Nudes $25
Domin-A-Trix $19
Elite Collge Girls 2 $24
Erolic Playground3$22
Latin Lust $29
Nova Collection 2 $24
Oriental Stars $32
Tabloid Beauties $26
VCA Photo Disk  §22
Visions of Erotica 528

GAY
Beef 1 $25
Bike Bang 20
Boylriends $20
Boys Next Door  $20
Boys of Paris $17
Cruising Ground  $20
David $20
Dildo Kings $18
DynaStuds $36
Home Boys 2 $24
Manhunt 318
Manpower $24

Men In Motion $32
Men In Uniform . 38
Prime Beef $24

ANIME

Adventure Kid 524
Angel of Darkness 524
Demn Beast Invsn $24

Dragan Knight 328
Dragon Pink $24
Elven Bride 524
F3 524

Guy: Dbl Target 330
La Blue Glirl 1-6ea%$24
La Blue Grl Gilt Bx 98
Magical Twilight 24

New Angel $24

Twin Daolls 1 327

Urotskdji 4 $24
VIDEOS

800 Fantasy Line $15
Cousin Betty $12
F.and Lolsoflt  $15
Innocence Lost ~ $15
Lesbian Nymphos $15
My First Time $15
New Babysitter 315
Party Stripper $i2

Pink Lagoon 315
Sex Symbol 315
Snowballing 512
The Clinic $12
Young Lust 516

Buy 2 Adult Titles From the List Below and
get the One of Equal or Lesser Value FREE!
Amateur Photo Gallery, Crystal Fantasies, Tabloid
Beauties, Phone Sex, Net Erotique, Swingers Worldwide,
Sexy Sports Trivia, Glamor Girls & Eruption.
Request must be made at time of purchase. Quantities limited. Offer sub-
|ect to change or cancellation at any time. Effective Oct 15 - Nov 30 1996.

Circle Reader Service #196

‘FANTASCENES'
Create countless
personal visual
fantasies  Wwith
five of the most
beautitul women
in" the world!
You control Lhe
capabilities in
this ~ dise.  of
explicit,  pas-
sionate  erotl-
cism.  CD§3g

‘CRYSTAL FAN-
TASY' Venture
through the
cave of lust and
find the secret
crystal. Interact
with the sexlest
young jewels of

== the MacDaddy
harem. Take snapshots of the girls and
play with them in your own private portfo-
lio. Six highly interactive, three dimen-
‘sional gorgeous bahes! CD 29

“ALL NIGHT
LONG' Qver: a
thousand all
original’  never
hefora published
images. Al foll
screen, all full
w color, all differ-
' cant Images.
Beautiful wuman and couples Bnuagmg in
explicit sex captured on the sets of over 50

- adult motion pictures. Viewer with thumbnail

menu and slide show feature!

“who quetiestaryour

$38 "
e, D0 Y0

“ ') Kriow how to get
e to the Avalon

D $16

‘DIVA X:REBECCA"
After dropping off
your friend at the air-
port, you chance
upon a lost beaty

- Agency?”, Sheasksina sex:.rchh accent. Being the

gentleman you are, you kindly offer her a ride to her
destination. Her eyes éngage in silent conversation
with yours. From there - the adventure begins! GD $38

= GLAMOUR GIRLS
ﬁ 210 of the most
-1 beautiful  women

with firm, _tight
bodies, exposing
themselves 1o you,
an this amazing
GD. 200 Jull screen
Incredible pictures
of the most beautiful girls in some of the most
desirable poses. Over 40 erctic videos of girs
readly and wailing to reveal their luscious bodies

for your eyes only. cD$18
“PORNMANIA

g v W
.._j

Your remote con-
trol guides you
through the world
of adult entertain-
ment. To succeed,
you must unlock
saveral doors by

v - mastering adult
games such as Memnr}r or Maze. Escape from
the maze ta reveal the eratic picture under it
Features aver 40 differant puzzles and over 30
different animated Pomliis scenes. GD$28

COW1D5AY




Download the Shareuare-
www-mindscape.com
Or see your retailer.

,," '“r -—fﬂ, n"\"‘ :‘"f E::srg..__‘-\_l._.

-~ NECRODOME" is real-fime, 30, - Head-to-head and tuupzrahve =
~ fuluristic moforized mauhem. Drive plag via modem and petwork has -
- 3 powerful, armored vehicle bﬂslﬂng never been easier. Eluar up;logon.
with mega-weapons. Win or die i i and head oul for-more: gut wrenc
-'.-';30 extrerne!u daunﬁng arenas ing acrion than uuu can handlel

Enuperaﬁve plad lets Iwn

nglh!ng Ihar muvesl If your ricle,
gefs ihrashed, dort give up
= 1un for your life, cnmmandeer :
i 'anmther vehicle or cunﬁnue the - Sy
"_,baﬂlennfauﬂ HINDSBAPE

U, -,-lmnu Mlndmlga Ing, All ﬂ'uﬂ: e is a dils Im and Naer of Mindscapn, inc. !h‘lnﬂum Iulrmmart ar Microsolt Corparation. FlayStation
" and the Hnﬁh on Im: ane lmlmarh nl Bum r.nwuler Emmlnmm. l[u:. MI utterlrudmm I\'il lhn prunnn! ﬂ tlelrwetl!va holders. Ca)l 1-800-771:3772 l'ur Information on Game Ratinps.

,
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omputer game programs have grown so massive and the
number of hardware configurations has hecome so huge
that incompatibilities and glitches are frustratingly common.

PATCHES

Software fixes, or “patches,” for buggy programs have become
a necessary evil, and will be until we reach the golden age of
standardized platforms and hug-free programs.

Advanced Tactical Fighters
V1.14: A general update filled
with many additions and changes,
such as weapons performance,
radar enhancements, joystick sup-
port, etc.

AH-64D Longbow V.1.08F
Updates game to version 1.08.
Includes many fixes, updales and
new features, including updated
flight dynamics, easier hovering
and autorotation, and new
rolor/engine sound.

Back To Baghdad Update: A
general fix file.

Battleground: Gettysburg
V1.21: A massive update file with
numerous fixes.

Battleground: Waterloo
V1.02: Updale has several fixes,
including correcting PBEM replies
and other random crashes.

Chaos Overlords V1.1: A gen-
eral update that fixes some bugs
and makes some interface changes
such as a new Search Siles panel.

Civilization II V2.41: A mas-
sive upgrade that revises every
prior version of Civ Il to 2.41.

Conguest Of The New World
V1.10: A general update, with the
major addition of Play-By-E-Mail.

Descent IT V1.1: A general
updale file with many fixes. To
install, unzip the “d2ptch11.zip" to
gel the “d2ptch11.exe,” and then
run the EXE file, which will install
the paich for you.

EF2000 Midlife Upgrade
V2.02: A patch that balances the
campaign, with improved Al for
both the enemy and your wingman.
Run the “palchel.exe” file lo use.

Fighter Duel V1.92: A gen-
eral update that fixes many bugs
and includes additions such as
new aircrall and additional joy-
stick supporl.

Flight Simulator 5.0A
Update: Includes several hard-
ware and Al improvements includ-
ing improved flight equations
(including stall and spin models),
Sound Blaster/SB Pro/SB16
improvements, improved Joystick
response, and 320x200 256 color
VGA mode for faster performance.
Fixes the “Error 0039" problem
with Pentiums in VGA mode.

Heroes of Might and Magic
for Win95 V1.1: Fixes a few
problems in Heroes of Might and
Magic 1.0, including anomalies
with the cursor and in the Map
Editor.

IndyCar Racing II For
Windows 95 V1.01: A general
update file that includes fixes for
system crash while exiting and
modem play bugs. Copy this file
into your “c:\sierralicr2" directory,
run the "w95icr11.exe.” file, and run
the “patch.exe” command.

Quake V1.01: Updates the
fragfest exiravaganza lo version
1.01; improves the multiplayer code
for modems.

Steel Panthers V.1.2: Update
file fixes map editor, kills a few
bugs and improves Al.

SVGA Air Warrior V1.16b:
Fixes another bug in the macro
engine.

TacOps V1.04: General fix file,
See readme2.wri file after installa:
lion.

Top Gun: Fire At Will V1.1:
A general patch file thal fixes a few
problems. Examples are: various
crash problems, missile dodging is
easier, gun kills are harder lo get,
accurate fuel usage model, and a
KEY file for the Suncom F-15E joy-
stick. To install, run the “tgvitl.exe”
file in your Top Gun directory, and
then type “install” to install the
patches. Afterwards, type “clean” lo
gel rid of the unnecessary patch
files after installation.

Virtual Snooker V1.1: Fixes a
few bugs regarding modem play,
and also modifies the Windows
setup routine. Just unzip he
“snkr_us.zip" file in the directory
where Virtual Snooker was

» New Palches are
on disk.

installed, and let it overwrite the
necessary files.

Warcraft 2 V1.2: Updales ver-
sion 1.0 to 1.2. Includes
“war2kali.exe" for nelplay using
Kali, and the shareware version of
Kali. Also has IPX nelwark code
oplimized for befter performance;
fixes the Exorcism spell problem,
and also fixes the error thal occurs
when 255 or more PUD files are in
(hve war? directory. Just unzip the
“we2_12.zip" file, and run the
resulling EXE to install.

These patches can usually be
downloaded from the major on-
line networks (CompuServe, AOL,

ZDNet) and Computer Gaming
World's Web Site (http:/www
.zdnet.com/gaming) but can also
be obtained from individual soft:
ware publisher's websiles or
direct from the publisher with
proof of purchase.

’Publisher Web Sites

Many of these patches are available directly from the publishers, al the
following siles:

Access: hitp:/lwww.accesssoftware.com

Accolade: hitp:/fwww.accolade.com

Activision: http:/fwww.activision.com

Apogee/3d Realms: hitp://www.apogeel.com
Bethesda: hitp:/iwww.bethsoft.com

Blizzard: http:/lwww.blizzard.com/tech.him

Bullfrog: http:/fwww.ea.com/bullirog.html

Domark: hitp:/lwww.domark.com

EA: hitp:/lwww.ea.com

Id Software: hitp://wwwidsoftware.com

Interactive Magic: hitp://wwwimagicgames.com/games.html
Interplay: hitp:/fwwwinterplay.com

Looking Glass: hitp:/lwww.vie.com/Igtiutilityhtml
LucasArts: hitp;llwwwlucasarts.com

‘MicroProse: http://www.microprose.com/mpsfiles.html
Microsoft: hitp://www.microsoft.com

iMindscape: hitp://www.mindscape.com

{New World Computing: hitp:/lwwwnweomputing.com
‘0cean: hitp:/lwww.ef2000.com:

Origin: htip://www.ea.com/origin.english/index.htm|
\Papyrus: hitp:/lwwwisierra.com

Philips: hilp:lispider.media.philips.com/medialgames
‘Sierra On-Line: htip:/iwww.sierra.com

iSpectrum HoloByte: hitp:(lwww.trek.microprose.com/shfiles.html
SSI: hitp:/www.ssionline.com

 Take 2t fhttp:/iwestol.com/~taketwolripperhtmi#patches
Virgin: htip:/fwwivie com/himl/viesupporthimi

N, e A A R O R B L e

NOVEMBER 1996 CcG



THE COMPUTER GAMING POLL e A MONTHLY SURVEY OF CGW SUBSCRIBERS

ach month, 2,000 CGW subscribers are selected at random to rate 100 computer games. The resulls of that poll are combined wilh the results of pre-
vious months fo yield & cumulative average for the best plays in gaming. If you receive a ballot please return it with your ratings so that other gamers
and game publishers can benefit from your experience.

TOP ACTION GAMES

~ TOP ADVENTURE GAMES

GAME COMPANY GAME COMPANY

“1  The Need For Speed SE EA 1 Pandora Directive Access
- 2 Duke Nukem 3D Apogee/FormGen 8.69 .2 Gabriel Knight 2 Sierra 8.34
3 Crusader: No Remorse EA/Origin 8.26 3 Spycraft Activision 8.00
4 Dark Forces LucasArts 7.90 ~ 4 Mission Critical Legend T
5  Doomll id Software 7.79 5 Zork Nemesis Activision 7.67
- 6 The Need For Speed EA 7.68 .6 Full Throttle LucasArts 7.48
7  Descent Il Interplay 7.61 7  TheDig LucasArts 7.38
8 Hexen id/Raven 7.55 '8 Phantasmagoria Sierra 7.37
9  EWJ 1&2: Whole Can 0’ Worms  Playmates 7.53 9 Under A Killing Moon Access 7.32
10 Magic Carpet 2 EA/Bullfrag 7.40 10 Riddle Of Master Lu Sanctuary Woods 7.24

{ULATION/SPACE COMBAT GAMES

COMPANY SCORE

- TOP CLASSIC/PUZZLE GAMES _
Wing Commander IV EA/Origin 8.68

GAME COMPANY

"1 You Don’t Know Jack Berkeley Systems el 1%

2 Incredible Toons Sierra ; 2 Grand Prix 2 MicroProse 8.47
3 Incredible Machine 2 Sierra 717 ~ 3 MechWarrior 2 Activision 8.43
4 Tritryst Virgin 6.86 4 AH-64 Longbow EA/Origin 8.30
5  Monopoly Virgin/Westwood 6.78 5  Wing Commander 3 EA/Origin 8.28
6  Connections Discovery 6.71 B EF2000 Ocean 8.14
7  Lemmings 3D Psygnosis 6.10 7 Silent Hunter Ss| 8.01
8  Lemmings Paintball Psygnosis 5.9 8  U.S. Marine Fighters EA 7.97
9  Gearheads Philips 5.36 9 Advanced Tactical Fighters EA 7.95
0  Treasure Quest Sirius Publishing 475 10 NASCAR Racing Sierra 7.77

~______TOP SPORTS GAMES

GAME COMPANY HY GAME

_TOP STRATEGY GAMES

COMPANY

1 NHL Hockey '36 EA Sports arCraft Il Expansion Disk Blizzard
2 FPS Foothall Pro 96 Sierra . WarCraft It Blizzard 9,02
3 NHL Powerplay Virgin 3 Civilization Il MicroProse 8.84
.4 NBALive '85 EA Sports ) /4, C&L: Covert Dperations Virgin/Westwood 8.62
5  FPS Baseball Pro '96 Sierra 7.62 5  Command & Conquer Virgin/Westwood 8.56
- 6 NBA Live '86 EA Sports 7.61 B Missionforce: Cyberstorm Siarra 8.28
7 Tony LaRussa 3 "96 Stormfront Studios 7.51 7 Heroes Of Might & Magic New World Computing 8,10
8 PGA Tour Golf 486 EA Sports 7.54 8 Master Of Magic MicroProse 8.09
9  FPS Foothall '35 Sierra 7.44 9  Jagged Alliance Sir-Tech 7.92
10 Hardball 5 Accolade 7.26 10 WarCraft Blizzard 7.75

~ TOP ROLE-PLAYING GAMES ~ TOP WARGAME

GAME

BAME COMPARY

#1  Might & Magic: Clouds Of Xeen New World Computing 1 Steel Panthers

©2° Anvil 0f Dawn New World Computing ~ 7.46 2 Panzer General Ssl
3  Stonekeep Interplay 7.21 3 Fit Commander 2: Mission Builder Avalon Hill 8.00
4 Ravenloft: Stone Prophet ss| 6.90 4 Battleground: Waterloo Talonsoft 7.85
5  Wolf Sanctuary Woods 6.21 _ 5 Battleground: Gettyshurg Talonsaft 7.44
( 6 Stalingrad Avalon Hill 7.28
7 7  Perfect General Il qaap 7.12
8 8  Close Combat Microsoft 71
(] 8  Flight Commander 2 Avalon Hill 7.06
0 10 Allied General Ssi 6.97
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TOP 100 GAMES

Combat, ST = Strateqy, WG = Wargame, AC = Action, SP = Sports, CP = Classic/Puzzle. Games ara retired after two years and become eligible for the Hall of Fame.

NOVEMBER 1996

GAME COMPANY TYPE  SCORE GAME COMPANY TYPE  SCORE
¥ 1 WarCraft Il Expansion Disk Blizzard SIERN9i09 51  CivNet MicroProse ST 7.53
e o o e S T R v R G Y EWJ 182; Whole Can 0° Worms  Playmates A 783
| 3 Clvilization Il MicroProse ST 8.84 U.S. Navy Fighters EA Sl 7.53
Yo 4 UpandoraDirective: T 0T Aeess ~ AD BJ6 'S8 Full Thrattle LucasArts AD 7.8
'k'_ 5  The Need For Speed SE Electronic Aris AC 8.73 | 55 X-Com: Terror From The Deep  MicroProse ST 7.47
6 DukeMukem3D Apogee/FormGen AC 869 56  Anil Of Dawn New World Computing. RP 7.46
ﬁ 7  Wing Commander IV EA/Origin Sl 8.66 | |57  Battleground: Gettyshurg TalonSoft WG  7.44
Fc 8 Steel Panthers S W6 865 FPS Foothall 85 Sierra P 7.44
| 9 C&C: Covert Operations Virgin/Westwood ST 8.62 59  Magic Carpet 2 EA/Bullfrog AC 7.40
10 Command & Conquer Virgin/Westwood ST 856 60  The Dig LucasArts AD  7.38
11 Grand Prix 2 MicroProse Sl 8.47 61 Phantasmagoria Sierra AD 7.37
12 MechWarrior 2 Activision Sl B.43 62  Warhammer Mindscape S[NNT:35
13 Gahriel Knight 2 Sierra AD 8.34 63 System Shock EA/Qrigin AC 7.32
14 Panzer General S5l We 831 1942 Pacific Air War Gold MicroProse Sl 7.32
| 15 AH-64D Longhow EA/Origin Sl 8.30 Under A Killing Moon Access AD 7.32
(16 Wing Commander 3 EA/Origin 8l 828 66 Flight Unlimited Looking Glass SlmssT31
Missionforce: Cyherstorm Sierra ST 8.28 67  Terra Hova: Strike Force Centauri  Looking Glass AC 7.29
18 Crusader: No Remorse EA/Origin AC 826 Virtual Pool Interplay SP 729
|19 EF 2000 Ocean Sl 8.14 Sim City CD-Rom Maxis ST 7.29
20 Heroes Of Might & Magic New World Computing ST 810 70  Stalingrad Avalon Hill WG 7.28
21 Master 0f Magic MicroProse ST 8.09 il Hyper 3D Pinball Virgin AC 7.27
'A'ZZ_ You Don't Know Jack Eerkeiey Systems CP 8.06 72 Hardhall 5 Accolade SP 7.26
23 Silent Hunter SSI Sl 8.01 73 U-Boat [I: Drumbeat Deadly Games Sl 7.25
24 Fit Comnder 2: Mission Builder  Avalon Hill WG 8.00 74  Riddle Of Master Lu Sanctuary Woods AD 7.24
Spycraft Activision AD  8.00 75  Stonekeep Interplay RR 721
26 U.S. Marine Fighters EA sl 7.97 Ripper Take 2 AD 721
27 Advanced Tactical Fighters EA Sl 7.95 11 Incredible Toons Sierra CP 7.18
ﬁ( NHL Hockey '96 EA Sports SP 7.5 78  Incredible Machine 2 Sierra CP 717
29  Jagged Alliance Sir-Tech ST 7.92 Aces Of The Deep Sierra Sl 7.17
30  Dark Forces LucasAris AC 7.90 80  Caesarll Sierra ST 7.15
31 Battleground: Waterloo TalonSoft WG 7.85 81 Heretic id/Raven AC 7.14
32  Doom Il id Software AC 7.79 82  Star Trek: TNG, Final Unity Spectrum HoloByte AD 7.12
33 FPS Foothall Pro '86 Slerra SP 7.78 Perfect General || QP WG 712
NHL Powerplay Virgin SP 7.78 84  Close Combat Microsoft We 7.1
35 NASCAR Racing Sierra Sl 7.77 F. Thomas “Big Hurt” Baseball  Acclaim SP 71
36  WarCraft Blizzard ST 7.75 86  Flight Commander 2 Avalon Hill WG  7.06
37 Mission Critical Legend AD 7.1 87 Relentless EA AD 7.02
38 Warlords Il Deluxe S8G ST 769 88  Rayman Ubi Soft AC 7.00
39  The Need For Speed EA AC 7.68 Back To Baghdad Military Simulalions sl 7.00
40  Zork Nemesis Activision AD 767 Fire Fight EA AC 7.00
b ¢ Might & Magic: Clouds Of Xeen New World Computing RP  7.67 91 Apache Interactive Magic Sl 6.97
42 NBA Live '95 EA Sports SP 7.63 92 Conquest Of The New World Interplay ST 6.97
43  FPS Baseball Pro '96 Slerra SP 7.62 Allied General S8l WG  6.97
44 NBA Live '96 EA Sports SP 7.61 94  Legends Of Kyranida 3 Virgin/Westwood AD 6.94
Descent Il Interplay AC 7.61 95 Earthsiege 2 Sierra Sl 6.91
46 Fantasy General SSl ST 7.59 96 Ravenloft: Stone Prophet S5l RP 6.90
47  Tony LaRussa 3 96 Stormfront Studios Sp 5T 97  Destruction Derby Psygnosis AC 6.88
48 Wings Of Glory Origin Sl 7.55 a8 Chronomaster Intracarp/Capstone AD 6.86
Hexen id/Raven AC 7.55 Magic Carpet EA/Bullfrog AC 6.86
50  PGA Tour Golf 4816 EA Sports SpP 7.54 Tritryst Virgin cp 6.86
e T e o R T S
Games on unnumbered lines have scores equal to the line above. ;\'= Top game of type. Red = New Game, AD = Adventure, RP = Role Playing, S| = Simulation/ Space




ifteen years ago |
was going crazy in
a ong-horse town
in British
Columbia, and
one of the few
things that kept
me going was
computer and video games. These
were Lhe days when an Apple was like
something out of Forbidden Planef,
and a labletop Asteroibs was Lhe Altar
of Infinile Quarter Sacrifice. Computer
games were just hilting the market in
plastic bags and stored on audio lape,
ASCIl characlers doubled as compul-
er graphics, and the firsl Star FLeer

game was worth hours of amusement.

It would be another couple of years
before | would see actual graphics on
anything olher than a cartridge game.

Now it's 15 years later, and I type
this on a Pentium 150 with more
memory than the mainframe we went
fo see on junior high school field trips.
Somelimes it seems like another
world, bul there's been a helluva lot
thal's gone on in belween, so here's a
list of my personal highs and lows.

THE BEST
1. Playing endless hours of PoLARIS,
a Missie Commann clone, on the first
Color TRS-80 at a buddy's house.
2. Getting my first computer, a
Commodore 64 with a real disk drive,
3. Playing MULE with some friends
and realizing that multiplayer is best.
4. Playing an overhead-view chop-

MARTIN CIRULIS

Its Been The
Best Of Times,
And The Worst |

per game for the C-64, and realizing
that arcade action could still be intri-
cale and interesting,

5. Blowing $200 for a 300-baud
modem for the C-64, and thinking
what an incredibly cool gadget it was.

6. Playing endless games of
IPeRIUM GaLacTium from SSI. A space
war experience that really hasn't been
equaled by an SF wargame since.

7. Selling the C-64 and looking in
awe upon the Atari ST | had gone
halfers on, with every penny | had.

8. Programming my version of Siag
FLEET BarTLes, and realizing just how
fast a 16:bil processor was.

9. Watching my girlfriend play
LeatHen Goppesses oF Prosos in
female mode and laughing my guls
out, little realizing it was one of the last
times game developers would give
women any credit,

10. Becoming addicted lo Rogu,
mapping out Duriceon MiasTer with the
help of another girlfriend, and endless
hours with my friends playing Empire,
watching the automated efficiency of
FredWorld, all on that old ST.

11. Discovering the incredible world
of Ar Warrior on GEnie.

12. Seeing WinG COMMANDER run-
ning in a software store and knowing
that | had lo have it. (A year and a half
[ater my wife and | spent every penny
to purchase our first IBM, a 386-33—
and Wing COMMANDER was 0Urs.)

13. My wife coercing me lo wrile a
nasty letter to CGW about Marms
Experimenma Fighter, and edilor Chris

Lombardi liking the style and inviting
me to review for the magazine.

14. Playing my first cooperalive net-
work game of Doowm,

15. Walching my five-year-old
daughter play Tor Starr CD on her
very own compuler, which is a thou-
sand limes more powerful than any-
thing | ever dreamed of 15 years ago.

» (€ After play-

ing MULE with
some friends,

| realized that
multiplayer was
the best. 7>

THE WORST

1. Spending countless hours load-
ing PoLarss into that color TRS-80
from a tape deck.

2. Realizing that Ihere was no way
on earth to network the CBM's in my
high school to create a mulli-crew
posilion space sim.

3. Wasting countless hours of my
life walching things load from Ihat C-
64 floppy drive, a process only slightly
faster than typing the code in yourself.

4. Upgrading to the ST and leaving
IvPERIUM GALAcTIUM behind forever,

5. Getting a $300 VISA bill for play-
ing Ak Warriog on GEnie.

6. Walching Atari screw over the ST,

7. Watching the ever-growing list of
extremely cool games coming out for
the IBM and accepting that they were
never going lo be translated o the ST.

8. Marms Expeamenial FiGHTER from
MicroProse.

9. Realizing | was going to have o
upgrade my 386-33 before | was even
finished paying it off, and that | would
get $25 for the old processor and
motherboard, if | were lucky.

10. Walching Sid Meier become a
design god as he produced one need-
lessly single-player strategy game after
another, forgelling whal made the
early strat games great and setling a
trend that has only recently bequn to
change.

1. Almost amything from Merit
Software.

12. QurposT from Sierra, after they
had ruined the game's polential by
overriding the designer's cool design,
which | had previewed the year before.

13. Watching a guy from another
game magazine get away with giv-
ing Ascenpancy a 92 percent review,
just as his Strategy Guide was
released.

14. Walching as one cool SF strale-
ay game after another is delayed or
canceled (Pax Imperia, MECH LORDS...).

15. Seeing 15 years of advance-
ment in computer gaming reduced to
endless, hopelessly adolescent blood:
n-gore ads, until you can't tell us from
the much-too-sugary-breakfast-cereal
carlridge gaming crowd %

Computer Gaming World (ISSN 0744-6667) is published monthly by Ziff-Davis Publishing Division, One Park Avenue, New York, NY 10016. Subscription rate is $27.97 for a one year subscrip-
tion (12 issues). Canada and all other countries add $11.00 for postage. Postmaster; Send address changes to Computer Gaming World, P.0. Box 57167, Boulder, CO 80322-7167. Canadian
GST registration number is 89371 0442 RT. Periodicals postage paid at New York, NY 10016 and additional mailing offices. Permit #672-910. Prinled in the U.S.A.
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Features
NO OTHER GAME HAS

| Mission objectives add
gameplay depth

Choice of
1st- or 3rd-person
player perspectives

Three distinct
characters for more
hours of gameplay

“Picture-in-picture”
views for maximum
action

Over 20 rippin’ weapons

Up to 8 players
in deathmaich and
cooperative play

BONUS:
Includes full level editor

Weapons
Spider Bomb
Fast, remote-controlled
and deadly, this

insectlike weapon can
give you the edge.

Launch this killer pack
of 4 missiles to
eradicate all enemies
in range.

L'l Buddy

An “overyour-shoulder”
safellite weopon
who serves, protects
and kills.

Rainbird
Don't let the the name
deceive you — this
nasty weapon spins
and spits out lethal
shots of laser bolts.

Plus over 15 other

weapons in your
lethal arsenal.

available at

y/ http://www.accolade.com
~#ON-LINE DEMOD AVAILABLE NDW!
look for it at your favorite gaming retailer.

e at

For Erailoator Hints 6 Tips, Call Aocolade Direct

1-900-454-HINT

8,98/ Minute- II you are under 18] p.ltlllﬂ et your ].'Il'alllt" permission before making this cell,

N A
Jod NI

& l-,ﬁﬁ:hcn:r.\r, Accolade and the Solo Plus logos e mﬂamnﬁ:tl:.p]#g'olldé. fne. © 1996 Accalade, Inc, All rights reserved. All

alhertrademarks are af thelr respective
awners. Actual screen shots may vary.

Call 1-800-245-7744 to order or for more information.
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1Y . The explosive sequel to Crusader: No Remorse'

1996 Action Game of the Year

o Compuler Games Stiateyy Plus
- Camputer Gaming World
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