
Magic: The Gathering 
Interstate '76 
iM1A2 Abrams 
Theme Hospital 
... and many more! 
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rated in o 
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Complete playing guides 
for Diablo, Red Alert, 
Discworld II, Obsidian, 











Hardware · 

123 The Hard Stuff 
As we welcome our new, full-time technical editor 

this month, PC Gamer's revamped hardware sec

tion goes from strength to 

strength. This issue we cut 

through the hype to bring 

you the full story on DVD

ROM, and have a slew of 

reviews of everything from 

the latest cutting-edge 

gaming system to joysticks, 

sound cards, and 3D accel

erators, plus our ever

helpful Tech O&A page. 

Scoops 

30 Imperialism 
SSI transports you 

back to the nine

teenth century for an 

elaborate game of 

trade, war, politics, 

diplomacy, and 

empire building. 

36 Meat Puppet 

40 NHL Powerplay '98 
Virgin's dream to 

wrestle the hockey 

crown from EA 

Sports' NHL '97 

could well come true 

with this latest 

update of its cool 

simulation. 

With isometric death that 

makes the carnage in 

Syndicate look like kinder

garten class, Playmates' 

latest could be the most 

objectionable PC game 

yet. No wonder we like 

the look of it! 



Reviews 

3DO Games: Decathlon 

80 The Arrival 

82 Die Hard Trilogy 

Fallen Haven 

76 Interstate '76 · .. .. ·· 

The Last Express 

iM1A2 Abrams 

86 Magic: The Gathering 

96 Mutant Penguins 

SCARAB 

94 Star Command: Revolution 

Stargunner 

90 T-MEK 

Test Drive Off-Road 

Theme Hospital 

Departments 

46 Eyewitness 
All the news from Microsoft's 
Gamestock '97 event, plus the latest 
from Bullfrog and the Tomb Raider 
team. Meanwhile, special wargame cor
respondent William R. Trotter reports 
from the front lines. 

138 Extended Play T. Liam McDonald 

This month, Tom casts his eye over a 
revolutionary commercial level-builder 
for Quake, along with the latest official 
(and not-so official) mission packs for 
id's masterly blaster. 

143 The Leaming Game Heidi E. H. Aycock 

Instead of scouring the latest software, 
Heidi goes online to check out educational 
and parenting resources on the Web. 

149 Multi-Play Jason Bates 

With Mplayer now available free and 
more dedicated free gaming sites pop
ping up, Jason asks the question: who 
will pay to play online? 

ISO Alternate Lives Michael WoK 

Our Mike waxes lyrical about the psy
chology of RPGs, and gets lost in 
Interplay's unsung gaming great, Realms 
of the Haunting. 

053 The Desktop General William R. Trotter 

A revolutionary new piece of war soft
ware is changing the way Air Force 
recruits learn about resource manage
ment and decision-making. The General 
explains all. 

l!i4 Sim Column Scott WoK 

Scott gets to fly a real helicopter for 
once, and finds himself sneaking inside 
the high-tech cockpit of a real-life 
Comanche attack chopper. 

158 Strategy Central 
More multi-player strategies for Red 
Alert, plus complete solutions for 
Discworld II and Obsidian, and Diab/o 
hints straight from the developers! 

175 Letters 
These are the pages you write, which is 
why we like them so much. 

181 Reviews Index 
Every game we've reviewed and rated 
during the past six months is here, in 
one simple at-a-glance guide. 

216 Next Issue 
Just check this page out and see if you 
can believe what you find there. 
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OW that lllllllllrS ftnally ..... 
we've discovered IOlll8 inter9st• 
ing new things about our friend, 
Coconut Monkey- despite his 
thick, fibrous ex18rlor, he can 
actually get Mmbmnacll After 
hanging out on his Island Ps
aclse, drinking mai-tais and 
soaking up some rays, he's man
aged to tum himself a dark, 

angry shade of red. We told him to put on 
some sunscreen, but he just kept saying 
•1 have no need for your SPF 100. And 
how would I put it on7 I have no hanctsl• 

So while Coconut Monkey rolls him
self in a pool of aloe vera gel, we'll tum to 
the great demos we have lined up on this 
month's CD. Bullfrog's Theme Hospital 
will keep you laughing while you're busy 
healing patients, and if you're looking for 
some driving excitement, check out 
Activision's super-cool Interstate 761 

Entering Paradise 
Your exploration begins with a panoramic 
view of Coconut Monkey's Island. You can 
move the mouse around the screen to 
scroll left or right. When your mouse 
scrolls over an area that contains informa
tion, it will turn into an arrow. Just click 
on the highlighted site to enter. 

There are also control buttons on the 
bottom of the screen that will take you 
directly to any one of the many usable 
sites. The control buttons can be clicked 
on to enter and exit each site. 

Ouick Start for The CD 
1. Insert the CD. 
2. From the Windows RUN option 

(found under the File Menu in Win
dows 3.1 or Start Menu under Win
dows 95) type X:START31.EXE or 
X:START95.EXE, depending on your 
version of Windows (where X is the 
letter of your CD-ROM drive). 

3. This will run The CD. 

I\ ....,. Online 

~ 1461hPlac•S.E. 

Bdtwt WA 98007 
Ttch~l20&)M4-43Q 
a5:IDl5M-Ol11 
a....•1Sl•mtl 



\XCARDEMO 
\PODDEMO 
\PODMMX 
\BANZANNSTALL 
\FPSGOLF 
\LYMDEMO 
\SCARDEMO 
\OUTLAWS 
\WARDEMO 
\FBPRO97 
\KKNDDEMO 
\MDDEMO 
\AOL 
\PALACE 
\PATCHES 

oom 2WADs \DOOM2 
akeBSPs \QUAKE 

\DUKE3D 
\C&C 
\WAR2 

Free Demos! 
Newsstand buyers now have the choice 
of purchasing either the CD-ROM Edi
tion of PC Gamer for S7 .99, or PC Gamer 
without a CD-ROM for $3.99. H you pur
chase the edition without a disc, you 
can still get free game demos because 
all PC Gamer readers have the opportu
nity to get demos and other goodies in 
a couple of different ways: 

1. You can download demos and check 
out PC Garnet's new look at our World 
Wide Web site at www.pcgamer.com on 
the Internet. Our Web site also features 
a special Strategy Plus section, links to 
other hot Web pages, and gaming news. 

2. You can call our Customer Service 
department at (415) 468-2500 (between 
the hours of 9 a.m. and 5 p.m. PST) to 
have The CD mailed to you for only 
$7 .95 shipping and handling. 

Disc Editors' Note 
The realm of DOS commands can be 
tricky, so for our DOS demos, we've 
added a menu system that will install 
them for you. Simply switch to the root of 
the CD-ROM drive, and type "MENU." It's 
as simple as that. H you have any other 
suggestions, drop us a line at: PC Gamer 
CD Editors, 150 North Hill Dr., Brisbane, 
CA 94005 or cdhelp@pcgamer.com. 

SETUP.EXE 10 
KRONDORZ.EXE 13 
SETUP.EXE 13 DOS 
SETUP.EXE 15 WIN95 
SETUP.EXE 15 WIN95 
SETUP.EXE 15 WIN95 
SETUP.EXE 17 WIN95 
MARBNODX.EXE 17 WIN95 
SETUP.EXE 20 WIN95 
OUTDEMO.EXE 20 Wlt\195 
WARDEMOP.EXE 22 DOS 
SETUP.EXE 22 WIN95 
SETUP.EXE 22 DOS 
SETUP.EXE 24 DOS 
SETUP.EXE 24 WIN3.1 
PAL-201.EXE 24 WIN3.1 
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I 
n an alternate 1976, highway vigilantes 
are the last hope for human freedom. In 
Interstate 76, you take on the role of 
Groove Champion, a man who's out to 

avenge the death of his sister Jade. In 
command of a sleek Picard Piranha armed 

Company: Electronic Arts 
Tech Support: (415) 572-2787 
Release Date : Available Now 
Category: Simulation 
Required: 486DX2/66; 8MB RAM, 40MB hard-drive 
space; VLB or PCI SVGA video, Mouse 

Install: \HDSPDEMD\SETUP.EXE 

I 
t's time to roll up your sleeves and get 
into some hospital action! Starting 
from scratch, it's up to you to build a 
thriving new business of healing. Keep 

your patients happy with drink machines. 
short lines, comfortable chairs to sit in, 
and nice plants. Keep your doctors happy 
by outfitting their offices with nice furni
ture, providing a staff room, and keeping 
them from working too hard. 

Bullfrog's new simulation will chal
lenge your management abilities, and 

the wacky, off-the-wall 
humor will keep you 

to the hilt with mini-guns and rocket 
launchers, your task is to stop the evil 
Antonio Malochio from destroying the last 
of America's oil reserves. You'll fight auto
mercenaries and police officers during the 
quest, so get used to having gunfire all 
around you. 

laughing. Wait 'til you 
see a poor patient with a 
case of the dreaded 
Bloaty Head! 

To play the game, 
you might want to take a 
look at the README.TXT 
file in the \HOSPDEMO 
directory on The CD. It 
contains some basic 
clues about gameplay 
and some helpful tips on 
how to succeed in your 
new business. When you 
start playing, the tutorial will guide you 
through placing some of the more impor
tant offices and tell you how to hire new 
employees to take care of your invest
ments. Pay attention to what the advisor 
in the corner says during play - you 
could miss something important! 

When you begin playing, you'll 

Take a look at the control box so you 
can pilot your vehicle to victory. You can 
also use the joystick to control your car -
the stick will accelerate, brake, and steer; 
button one will fire your selected weapon, 
and button two will cycle through your 
weapons. The default view puts you 
behind the wheel of your car, but if you 
press F2, you'll get an arcade view from 
outside your car - we find this view to be 
the most effective when dealing with the 
enemy. Also, make use of the Z key to pull 
the emergency brake. It's a great way to 
make sudden turns when you've got 
someone hot on your tail. 

Although multi-player action isn't 
supported in the demo, the full version 
allows as many as eight players to battle it 
out over a local area network (LAN), 
modem, or through an Internet connec
tion. The demo contains two missions 
from the full version. 

have some time to set things up before 
patients start finding their way in. Take 
advantage of that time to create a couple 
of GP offices, a ward, a pharmacy, and a 
staff room, and add a fire extinguisher, 
plants, and drink machines. Make sure 
you hire some receptionists to work 
behind the reception desks, and defi
nitely invest in a scanner and a cardio
vascular machine. A bathroom wouldn't 
hurt, either. Once you think you're ready, 
click on the hand near the timer to open 
your doors to the public. You have one 
year to cure 20 patients, and the time 
you take to set up your hospital means 
less time to cure patients once they start 
coming in. 





THE CARMAGEDDON XV5.* 
520 HORSES UNDER THE HOOD. 

EVEN MORE PEDE:S I RIANS ON TOP. 

Some race for glory. Some for money. Then 
there are those who drive for the sheer ecstasy 
of crunching bones against their bumper. 

Introducing Carmageddon .The racing game that 
separates the men from the grease spots on the 
road. Drive whatever you want, wherever you want, 
over whoever you want. You make the rules. Your 
motto? Just kill baby. 

. 
Pa.ivER-ASSl=D 4-WHEEL D BRAKES, FOR 

MANEUVER/NG THROUGH PILE-UPS • •• DR CAUSING THEM. 

CAHMAGEDDON. 
THE RACING GAME FOR THE CHEMICALLY IMBALANCED. 

COMING SOON ON PC AND MAC Cl>ROM 

C1997 and trademark SCi. All rights reserved. lnte,play is the trademar1< of Interplay Productions. All rights reserved. Exclusively published and distributed by lnte,play Productions. 
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Company. Bethesda Softworl<s 
Tech Support: (301) 963-2002 
Release Date. Available Now 
Category: Racing 
Required 486DX2/66, 16MB RAM; 20MB hard
drive space, SVGA 

Install. \XCARDEMD\SETUP EXE 

W
e've seen the XnGine in several 
products from Bethesda, from Ter
minator: Future Shock to Dagger
fall to SkyNET. Now, its latest 

incarnation is in a racing game - and 

gamer.t:buge POPUlatfty, anif al 
awards. Based on Feist's Riftwer Saga, 
the .iory spens the world of MidkeJrtia, 
and involves everything from new loyal.; 
ties, mysterious oracles, and painful 
betrayal to underground adventure and 
more sub-quests than you can shake a 
spell-staff at. And now Sierra is giving it 
away-free! 

The game will install in either DOS 
or Windows. Since it requires about 
600K of free conventional memory, 
though, you'll probably be better off 

playing through pure DOS mode 
(although some fiddling might 
get it to work under Windows 
95). Also, check the documenta
tion to see how to play the 
game. You'll need to understand 
the basics of attacking, camping, 
and inventory management if 
you hope to succeed. Sierra's 
not going to provide any techni
cal support for this, though, so if 
you end up having any prob
lems, there are a couple of trou
ble-shooting guides that come 
with it. They're available under 
the Sierra menu when you 
install the game under Windows. 

oh, what a racing game it is! 
The more important keyboard com

mands are listed in the control box. You 
can use the keyboard, but a joystick or 
steering wheel will give you better con
trol. The demo contains two tracks, and 
you can try a variety of racing options 
on them, such as performing a quick
race, a championship race, or just a 
practice session that sends you around 
the track a few times. 

When you start the demo, be sure 
to pick the first car in the list. It's a cus
tom-made PC Gamer car, and you'll 
even have Coconut Monkey as a copilot! 
You can modify your car, right down to 
the paint job for it. The full version con
tains ten race tracks, eight-player net
work play, and redbook audio for your 
driving pleasure. 
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processor 1s starting 
ves in the PC gaming com
UbiSoft's POD is one of 

s to take advantage of the 
n set. Flying by at 640x480 

're not likely to 
e such a pretty 

rcade racing game 
nytime soon. 

However, if you 
n't have an MMX 
ip, don't despair. 
e game still looks 
autiful on a nor-
al Pentium 
achine, as long as 
u have the horse
wer to run it. The 

Company: Grolier lntcract,vc 
Tech Support · (203) 796-2536 
Release Date Available Now 
Category . Act1on/Arcadc 
Required. Windows 95. Pent1111n 90. 8MB RAM. 
7MB hard -dnve space, SVGA w/1 MB RAM 

Install \BANZANNSTALL\ SETUP EXE 

P
oor Banzai. He went and got 
himself trapped in an exterminator's 
house, and now he needs to 
find his way out. The demo • 

for this intriguing action game 
introduces you to the strange, yet 
compelling world of Banzai Bug. 
You'll fly around a garage in 
search of food while avoiding the 
deadly traps of the exterminator, 
then make your way though more 
traps in the air vents to find 
Sluggo, the bug you need to talk 
to in order to plan your escape. 
Poolio will lead you to him - a 
friendly insect waiting for you to 
sate your hunger in the garage. 

Use the keyboard to control 
Banzai as you explore the garage 
and make your way through the 
air ducts. The spacebar fires a 

tracks and two cars to sample, and each 
is stunning. 

Control your car with the arrow 
keys - the up key accelerates, the down 
key brakes, and the side arrow keys 
steer. If you want to change gears, press 
A to upshift, and Z to downshift. That's 
all there is to itl The full version of POD 
includes 16 tracks, 8 cars, and the ability 
to connect directly to the Internet to 
download new tracks, new cars, and 
compare your high scores with those of 
other racers across the world! 

INSTALLATION NOTE: The POD demo 
comes in two versions - one for the 
MMX chip and one for a normal Pen
tium. Make sure you install the correct 
one, or the program may not run cor
rectly. The MMX version is in the \POD
MMX directory, and the other is in the 
\PODDEMO directory. 

spitball at your enemies; at close range, 
it lets you punch or zap an enemy. Use 
the arrow keys steer, and press Shift to 
fly forward. By holding down the F key 
and pressing the arrow keys, you'll slide 
in the direction of the key you press. For 
even more information on how to play 
this rather unique game, consult the 
TROUBLESHOOT.TXT file located in the 
\BANZAI\INSTALL directory on The CD. 





he Front Page Sports name has 
always represented some of the most 
popular sports simulations in PC 
gaming. FPS: Golf should be no dif

ferent. In the demo, you can play the 
sixth, seventh, and eighth holes of the 
Pete Dye Golf Club. The course is located 
in West Virginia, and could very well be 
one of the best courses in the country. 

FPS: Golf contains many options you 
can mess with to get your golf game 
down pat, but it's remarkably easy to play. 
To line up a shot, simply click and hold 
the two arrows pointing to the left and 
right underneath the golfer, then move 
the mouse to line up the arrow. To hit the 
ball, click and hold the mouse button over 
the figure of the golfer. Move the mouse 
down to start your backswing, and then 
move the mouse forward quickly to strike 
the ball. By moving the mouse slightly to 
the left or right while swinging forward, 
you can make minute adjustments to you 
aim - be careful, though, or you'll end up 
with a nasty hook or slice. 

If the mouse-controlled TrueSwing 
mode isn't your cup of tea, you can 
always revert to the more traditional 
three-click method of play (click once to 
start swinging, again to determine 
power, and a third time to determine 
aim). To play with the Tri-click player, 
you have to start a new game, and select 
him as the player to use. 

In the full version of the game, you 
can play remotely with as many as eight 
players over a network, or Sierra's own 
free Internet gaming system. You can 
also save your best shots to replay to 
your friends and family, and even 
change the golfer's outfit! 

·········••-------------------------

Company: SegaSoh 
Tech Support: (888) 734-2763 
Release Date· Available Now 
Category: Puzzle 
Required. Win 95; Pentium 60, 8MB RAM, 6MB 

hard-drive space; SVGA with 2MB RAM; Mouse 
Install· \L YMDEMO\MARBNODX EXE 

I 
f you've played Tetris to death and 
you're looking for another mind-bend
ingly addictive puzzle game, Sega
Soft's got your number. Lose Your 

Marbles will take over your thoughts, 
and you'll dream about those colorful 
spheres falling from the heavens when 
you sleep at night. 

The basic premise is simple; line 
up three or more of the same color 
marbles in the yellow rectangle in the 
center of the screen to make them dis
appear. Move the flashing highlight 
box from side to side through the rect
angle with the left and right arrow 
keys, and raise and lower the selected 
column with the up and down arrow 
keys. Pressing the spacebar will rotate 
the marbles in the yellow rectangle one 
marble to the right. 

Next to your playing field, you ' ll 

see a colored marble with a number 
underneath it. As you match marbles of 
that color, the number will rise, telling 
you how many marbles you'll drop on 
your opponent's side if you can line up 
five marbles in the rectangle. Fill the 
other guy's play area with marbles, and 
you win the level. 

It may sound easy, but it's not. For 
more tips on how to play the game, 
select Help from the main menu for a 
quick tutorial. 

Keep you pile of marbles low while giving the 
opposing player plenty of them. 







it's up to you to 
fight through the 
swarms of bad 
guys to get her 
back safely. 

The controls 
are pretty standard 
for a first-person 
shooter. The arrow 
keys move your 
forward, back, and 
turn. You fire you 
current weapon 
with the Crtl key, 
and you hold 
down the Shift key 
to run. Strafe by 
holding down the 
Alt key and pressing either the left or 
right arrow. This game has a twist, how
ever - each of the weapons has a sec
ondary function. To activate it, press Z. 
Also, you'll have to reload your weapons 
- do this by pressing R. 

During your adventures, you'll 
come across handy items you can use 
later. To scroll through your inventory, 
use the bracket keys (I and ]), and press 
Enter to use the selected item. You 

Take a look at the list of control keys 
to see what commands will lead you to vic
tory. To win a mission, you have to either 
kill the enemy robots three times each or 
take control of the city by generating 
power. Your power comes from towers 

that you call down 
from your supply 
ship by pressing 
the T key - get 
your power total to 
more than 50 per
cent, and a timer 
will start ticking 
down from five 

access the automap by pressing the Tab 
key, and if you 're exploring a dark corri
dor, try pressing L to ignite your lamp. If 
a closed door bars your way, press 
Space to open it. 

The full version contains even more 
levels to play, and several more 
weapons to use (including a gatling 
gun). You ' ll also be able to play multi
player games over a local area network, 
modem, or serial connection. 

•• • • • 
minutes. If you manage to keep control of 
the city for that amount of time, you win. 

There's a lot of strategy behind this 
game; while you're trying to get your 
towers set up, the computer opponents 
strive for the same goal. You 'l l need to 
watch out for their towers and make 
sure your own power output exceeds 
theirs. Your color is gold - the side of 
Ra. The enemy, Osiris, is blue - to see 
where you stand in relation to the bad 
guys, keep an eye on the graphic depic
tion of power generation on the map at 
the right. Meanwhile, you can call for 
various modules to outfit your robot -
such as Rapid Fire or Stealth mode - by 
pressing the letter corresponding to the 
module you want. To activate a module, 
press the number key that matches the 
number shown next to the module's 
name. To repair your damaged robot, 
call for a sarcophagus (S). It will take 15 
seconds to completely repair the robot. 

Take a look at 
the online help for a 
more comprehensive 
guide to the abilities 
of your robot and 
strategies you need to 
use. The demo con
tains three missions 
that take place in 
Aswan. Also, you can 
play two-player multi-

'"'=:J==II player games - the 
'-- full version will let as 

many as six fighters 
battle it out for domi
nance of the ancient 
Egyptian cities. 



HEAVY MITAl COOL JAZZ 

Whatever your taste, we've got a game for you. 

No two people have exactly the same taste. So we've 
loaded enough variety into our Only for Pentium®, Only 
for Windows™ 95 game lineup to make everyone happy. 

Does flying around in a turbocharged spaceship 
blowing away insurgents sound like your idea of a 
relaxing Saturday afternoon? Give Fire Fight a try. ullzz 

Jllc~ 
Crave the high-speed action and brilliant graphics of 'cl.bbit ;;J 

the best arcade games? You're gonna love Jazz Jackrabbit 2. 

Waiting patiently for the next wave in first-person, 
3-D action games? Your wait will end with Unreal. 

Like to use some strategy before you obliterate 
your enemies? 7th Legion lets you do both. 

Prefer a little humor and attitude with your 
adventure? Corly's Adventure will give you plenty. 

Does 20th century life seem a bit dull to you? Return 
to the Age of Wonders for some real excitement. 

Whatever your taste, we've got a game for you. 

For more information, visit us at www.epicgames.com. 



Company: Interactive Magic 
Tech Support. (919) 461-0948 
Release Date: Available Now 
Category: Strategy 
Required. 486DX2/66; 16MB RAM; 35MB hard
drive space; SVGA; Mouse 

Install . \WARDEMO\WARDEMOP.EXE 

t's the 21st century, and corporations 
are now run by powerful military men 
who know how to use force to keep the 
balance sheet out of the red. You are 

one of those soldiers, and the CEO of your 
own company. Research and design new 
military units, send them on campaigns, 
and earn money for your growing corpo
ration. The strategy is real-time and the 
rewards are strictly monetary. 

Although the demo will only run in 
DOS mode, I-Magic says the final game 
will also run under Windows 95. To get 
started, first explore your office a bit. You 
can check stock quotes (disabled in the 
demo, but in the full game, playing the 
market is a good way to earn a bit of extra 
cash), and take a look at the units you 
have available. When you're ready, click 
on the screen above your desk to see a 
list of missions. 

This one works a bit differently from 
Command & Conquer-to build a new 
structure, you need to call in the 
resources, which get air-dropped where 
you want them. Then you have to send an 
Engineer to turn the pile of material into a 
structure. The first structure you build 
should be an In-Vitro Tank, so you can 
start cranking out more Engineers to build 
more units. Once you build a Nanite Man
ufacturing Facility, you can start putting 
together units like tanks and hum-vees. 
During this stage of the game, you don't 
have to worry about the enemy. Create 
the forces you want to use in battle, then 
leave the HQ generation stage and go 
back to the mission map. There, you can 
assign units to various task forces and 
send them to designated targets. Be sure 
to read the README.TXT file located in 
the \WARDEMO directory copied to your 
hard drive. You ' ll find valuable bits of 
information, including the best way to 
start a campaign and how to build up 
your forces and ready them for battle. 

ierra's Front Page Sports Football 
simulations have long been among 
the top-selling sports games for the 
PC, with tons of stats, exciting 

arcade action, and all the options an 
armchair coach could hope for. FPS: 
Football Pro '97 is the latest in the line, 
adding sharp 640x480 graphics and tons 
of detail. 

For the nitty-gritty on how play 
FPS: Football Pro '97, check the compre
hensive online help. The demo limits 
you to one five-minute "quarter: and 
scoring in that time is no mean feat. You 
decide how much control you have over 
the players, from throwing the passes to 
simply calling the plays. The game 
works best with a gamepad, but if you're 
using the keyboard, the cursor keys on 
your numeric keypad will direct your 

or some mu -p 
area network, mode 
ion. Put that togethe 
om the 1997 footbal 
ootball Pro '97 folio , 
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Company. Electronic Arts 
Tech Support: (415) 572-2787 
Release Date· Available Now 
Category: Strategy 
Required: 486DX2/66; 8MB RAM; 14MB hard-drive 
space; SVGA, Mouse 

Install: \KKNDDEMO\SETUP.EXE 

I 
n the grand tradition of WarCraft II 
and Command & Conquer comes 
Electronic Art's offering, Krush, Kill, 'N 
Destroy, or KKND. The game is filled 

to overflowing with the stuff that makes 
real-time strategy great. 

The demo has one level of pure, 
violent mayhem - just 
build units and attack the 
enemy. If you're played 
real-time strategy games 
before (and at this point, 
who hasn't?), you'll be 
right at home here -
select a unit with the left 
mouse button (or by 
holding the button down 
to draw a box around 
multiple units), and 
either move to a spot or 
attack an enemy unit by 
clicking again. To clear a 
selection, click the right 
mouse button, and in 

those moments when you know gunfire 
has just broken out on the other side of 
the map, hold down the right button and 
move the mouse for a quick-scroll. 

To build units, use the menu on the 
right-hand side of the screen. Hold the 
mouse pointer over each button for a 
second or two to see a short description 
of its function. In order to continue 
building, you'll have to have oil, so build 
mobile derricks and move them out to 
the spots of oil scattered over the map. 
Then make a Power Station to receive 
shipments of the oil and convert it to 
resource units. 

The full 
version of 
KKND contains 
full-motion 
video cut
scenes describ
ing the war 
between two 
factions, and 
support for as 
many as six 
players compet
ing over a local 
area network, or 
two over a 
modem/serial 
connection. 
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he simple goal of Maxis' new puzzle 
game may lead you to believe it's 
easy - but give it a try, and you'll 
see that "simple" and "easy" don't 

always go hand in hand. In Marble Drop, 
all you have to do is drop some marbles 
into a mechanical contraption, making 
sure each colored marble finds its way 
to the appropriate colored resting spot. 
Of course, when you throw in freezers, 
cannons, and teleporters (just to name a 
few of the gizmos in this game), things 
get a bit more difficult. 

If you enjoy puzzle games, you' ll 
feel the hook grab you as soon as you 
start playing this one. It's hard to stop. 
The demo contains five puzzles, all 
named after recent hurricanes. If you 
miss getting a marble where it belongs, 
the marble is destroyed. Since your col 
lection carries over to the next puzzle, if 
you lose too many of any one color, you 
might not have the ability to finish the 
next puzzle. For a description of what 
various components of the puzzles do, 
check out the onl ine help. You' ll also 
find some strategy and tips in there to 
help you out if things get frustrating . 

H 
ow would you like to go to a place 
where you can talk to other fans 
about your favorite topic: Computer 
games? Where everyone you 

meet has something in common - the 
love for games that make you think, 
games that make your pulse race and 
your fingers sweat, and games that take 
you on extended vacations to other 
worlds? Well, now that place is as close 
as your computer. PC Gamer's Chat 
Spot uses The Palace lnc.'s chat soft
ware to give online conversationalists 
the chance to meet, talk, and discuss 
their favorite subject. 

To use The Palace software, you 
need to have a SLIP or PPP Internet con
nection, usually achieved through an 
Internet service provider (ISP). Install the 
software, and when it starts up for the 
first time, simply input the address of PC 
Gamer's Chat Spot in the box where it 
asks for the Palace Server Address. That 
address is palace.pcgamer.com. You 
shouldn't have to touch the Port number 
- the default of 9998 is correct. 

The PC Gamer Chat Spot is a part 
of the Imagine Games Network Palace. 
That means not only can you talk to the 
readers PC Gamer, but also to readers 
of our sister magazines, Ultra Game 

Type this into the connection box, and you' re 
on your way to online conversations galore. 

Players, Next Generation, and web sites 
that are part of the Imagine Games Net
work - N64.COM, Saturn World, and 
PSX Power. 

As time goes on, we'll improve and 
expand our Chat Spot to serve you, so 
visit early, visit often, and keep an eye 
on PC Gamer Online (www.pcgamer. 
com) for news of conferences with 
renowned industry figures, PC Gamer 
editors, and even meetings to coordinate 
online games against PCG staffers! 
Swing on by - you never know who 
you'll meet! 

-------------------------••········· 

Tech Support: (800) 872-3338 
Required. 486; 4MB RAM, 6MB hard-drive space; 
VGA, Windows 3.1 or higher 

Install: \AOL\SETUP.EXE 

A
merica Online, the fastest-growing 
online service in the world, has moved 
over to a new payment system. A flat 
rate of $19.95 per month will grant 

you unlimited time to access the Internet, 
play games, download files, and more. 

With the new version 3.0 software, 
you have ca n use the world-renow ned 
Netscape Navigator to browse th rough 
those web pages, and fi le dow nloads are 
as simple as a mouse cl ick. Whether 
you're checking out the " Baywatch" 
home page, sending E-mai l, playing 
online games, or fo llowing up on some 



Be cool and in control as you challenge 

car-crushing tourneys and rallies for the checkered flag, repel 
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of Hell," take to the sky in a 737, or face relentless space combat 
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EXCLUSIVE! BEHIND-THE- SCEN ES OF THE HOTTEST GAMES 

■ ■ 

World conquest with an SSI flare 

Use your diplomatic 

skills to build and 

expand your realm 

in the great age of 

empires and robber 

barons in a conquest 

game with style. 

-T. Liam McDonald 

m-pe'ri-al-ism, n, the policy 
and practice of forming and 
maintaining an empire; in 
modern times, it is charac
terized by a struggle for the 
control of raw materials and 
world markets, the subjuga
tion and control of territo
ries, the establishment of 
colonies, etc. 

Up until now, few Civilization-style 
conquer-the-world games have not had 
any connection to the real world and the 
history of empire-building. Imperialism 
tries something different: a empire
building game that evokes the flavor of 
Manifest Destiny and the expansion of 
the British Empire. Though maps are 
random and there are no historical lim
its or characters, it tries to capture a 
more "realistic" feel for what imperialis
tic expansion and conquest was like at 
its peak in the nineteenth century. 

Trade was the most prominent 
motivator for expansion: the hunger for 
raw materials and new markets drove 
countries outward. Products and their 
value made an empire. Diplomacy was a 
complex set of interactions between 

trade, war, peace, neutrality, and 
alliances. War, when it came, could 
drastically change the course of a coun
try' s fortunes for better or worse 
depending on effective diplomacy and 
judicious aggression. 

With Imperialism, the folks at Frog 
City are trying to recreate the world of 
the 1800s in which empires and for
tunes rose and fell. "Imperialism is not 
designed as a pure conquest game," 



says designer Bill Spieth. "Although 
most players will be forced to fight at 
some point in the game, it is possible to 
win Imperialism with defensive military 
strategy coupled with aggressive diplo
macy. The minor nations in this world 
favor great powers that don't attack 
them and that supply much needed 
manufactured goods. Eventually these 
nations will join a 'friendly' empire as a 
colony if only to protect themselves 
from more hostile great powers. Such a 
colony contributes just as much toward 
victory as do conquered lands." 

Development and balance is the 
core of Imperialism. You begin in a 
world divided into regions, with seven 
super powers each claiming a region 
and neutral states occupying the rest. 
Rather than building many cities, you 
build one in your starting province and 
expand and develop it. This city houses 
your major elements of production, 
which can be improved over time to be 
more efficient. 

Turning resources into goods, or 
trading those resources for capital, is 

"The elements of trade 
and diplomacy become 
as critical to the players 

as war and economic 
development always are 

in a strategy game:' 

- BILL SPIETH, 
GAME DESIGNER 

-------·········· 
central to the game. Several units are 
available to help develop regions: 
prospectors search for mineral 
deposits, miners mine them, engineers 

build railroads and rail
heads, and so on. Goods can 
be bought or sold with a bid 

0 

SCOOP! 

screen that lets you sell to the highest 
bidder, or offer a price to another 
player to buy materials you need. As a 
financial model, it's one of the more 
complex ever attempted in a game 
like this, and its implementation looks 
quite promising. 

Diplomacy is almost as complex, 
with various interactions - ranging 
from declarations of war to offers of 
pacts, alliances, and even a place in the 
empire available for all players. As 
Spieth points out, it all fits together. 
"The elements of trade and diplomacy 
become as critical to the players as war 
and economic development always are 
in a strategy game, " he says. "To 
achieve this goal, world trade is com
petitive - players cannot rely on buy
ing what they need or selling what they 
have. Instead, to guarantee access to 
foreign resources and markets, players 
must build relationships with other 
nations by bribing leaders, offering 
trade subsidies, establishing embassies, 
and signing non-aggression pacts or 
alliances. Eventually, successful players 

can create reliable supplies 
of critical resources like coal 
and iron - but to get 
enough to feed their facto
ries and mills, they need 
diplomacy and trade as well 
as home-based industries." 

One goal was to avoid 
over-emphasis on research 
and technological advance
ment. "Players can invest in 
new technology," Spieth 
says, "but the primary chal
lenge lies in building an 
industrial base that takes full 
advantage of new technolo
gies, not in being the only 
great power that knows how 
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"Although Imperialism is a strategy game, not a simulation, 
we intend that the results and successful strategies make 

sense in a world modeled on the nineteenth century:' 
- BILL SPIETH, GAME DESIGNER 

---------·············· 

to produce a breech loading 
rifle. Although Imperialism 
is a strategy game, not a 
simulation, we intend that 
the results and successful 
strategies make sense in a 
world modeled on the nine
teenth century." 

Another element is 
shaping up to increase 
Imperialism's fun-factor: an 
optional tactical combat 
mode. You didn't thirik all 
that talk about trade and 
diplomacy meant there 
wasn't some good old-fash
ioned conquest involved, did 
you? Each player starts with 
a small army and can 
expand it as they see fit. 
With new technology come 

C>edge offers 
7 units of Timber 

@ $107 I unir. 

Purchase [I] units 
I NofflOreoff•rsofTI,,.._r 

new units, but you will primarily be 
dealing with infantry, cavalry, and 
artillery. Grouped together, an army 
can cross into neighboring territory 
and initiate the battle. This can be 
played out automatically, or if you want 
to take a chance for better results, with 
more units saved at the end or the best 
possible use of only a few units, you can 
fight it out in a turn-based miniature
like battle. 

In these encounters, players take 
turns moving based on an initiative sys
tem that calculates experience, unit 
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type, and leader quality. An individual 
regiment moves and fires, then the next 
unit goes, and that unit may be friend 
or enemy. Regiments can choose to 
reserve fire for their turn, which will 
allow them to automatically shoot dur
ing the enemy unit's turn if one of their 
units comes in range. 

There is a basic morale system that 
allows for retreats and surrenders, and 
a general can even rally broken troops 
on the battlefield. "The strategies stem 
from the abilities of the various types of 
regiments," Spieth says. "For example, 

light cavalry (hussars) are fast, have 
high initiative, and resist damage effec
tively. This makes them ideal for draw
ing the opportunity fire of entrenched 
enemies allowing heavier units to 
approach the enemy lines. Regular and 
grenadier infantry units fight especially 
well when entrenched but cannot with
stand heavy firing while their slow 
speed makes attacks risky. 

"The best strategies change as tech
nology alters the battlefield," he contin
ues. "At the beginning of the game, the 
charge of heavy cavalry is often the most 
effective attack. By the close of the cen
tury such an attack is suicidal." 

There's a lot to like in the early 
version of Imperialism, from its distinc
tive old-world look to its complex and 
well-integrated gameplay. For a game 
that pulls together a lot of elements, it's 
surprisingly playable and accessible: 
there is detail, but it's not overwhelm
ing, and the interface let's you deal with 
all elements - production, trade, con
struction, military - in an orderly fash
ion. "Imperialism is a big game w ith a 
lot going on," says Frog City chief 
Rachel Bernstein. "As a programmer 
and manager, the challenge is to always 
be paring it down, keeping it focused . 
Although it's challenging to make a 
game like this, it's very satisfying, 
because it's a game we enjoy playing." 

As producer Carl Norman points 
out, "The focus of the game is at a much 
finer scale than we've seen in previous 
games in this genre. Personally, I like 
the way the game provides me the 
opportunity to use a combination of 
economic, diplomatic, and military 
actions to decide the fate of my nation. 
The game can throw some interesting 
curves; while I might plan on being a 
great military power, I may end up 
being more successful as a steel baron 
or an industrialist. You might start out 
thinking you' ll be the next Napoleon, 
only to find out you're a haberdasher!" 
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Declare all-out war with the Lords of 
the Reahn TM II Siege Pack. Now you 
can concentrate on just fighting - this is 
pure combat. Lead your armies into 50 
new battle arenas which will test the 
mettle of the most seasoned war lord. 

Enemy hosts await you for head-to-head 
combat on the Internet. Plus, new castles, 
battle maps and scenarios are ready to 
take you to the next level - putting you 
one bloodstained step closer to the 
English throne. 

Battle friends 
and foes on the 

Internet. 

Discover 20 
New Countries 

to conquer. 

Choose to clash swords in the open 
field or lay siege to new castles with 

your customized army . 

Create your own challenging battle
fields - dare players from around the 
world to play on your "home turf. " 

Coming this fall! Lords of Magic™ 
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Seige upon 10 new 
Castle Designs. 

Repel invaders 
with new Burning 
Pitch. 
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SCOOP! 
Your first look at ... 

Newcomer Kronos 

Digital Entertainment 

enters the gaming 

fray with one of the 

nastiest, most violent, 

hardcore 2D shooters 

you'll ever see. 

- Colin Williamson 

, PC GAMER June 1997 

hen it comes to 
sheer visual 
style, few com
panies can 
even begin to 
approach 
Kronos Digital 
Entertainment. 
Having earned 
an impressive 

backlog of film and television rendering 
credits, they've pulled out all the artistic 
stops to bring us Meat Puppet, which 
may turn out to be the most bad-assed, 
hardcore 2D shooter ever. 

Meat Puppet takes place in the year 
2026, twenty years after "the Big One" 
takes out most Pacific-rim nations. A 
handful of mega-corporations rise 
from the ashes of civilization, taking 
advantage of the needy and manipulat
ing their way into power, and outfitting 
humanity with neural implants. Toying 
with genetic engineering, the corpora
tions (also known as "embassies") bring 
to life a cyberpunkish nightmare 
cityscape of mechanized freaks and 
genetic creations. 

With the continued growth of 
aggressive female protagonists in com
puter games, it' s not surprising that 
Kronos has created Lotos, Meat Puppet's 
patented Girl with a Big Gun. "Lotos is a 
very angry young woman, and she's 
going to make everyone pay for it," 
explains Meat Puppet producer David 
Sears . "She insults her partner, destroys 
other people's property, and is sort of a 
'Lady of the Evening,' if you will." 
Paying homage to such films as La 
Femme Nikita and Ghost in the Shell, 
Meat Puppet's twisting plotline revolves 

around the Puppet Master, a malevolent 
being with the ability to transform inno
cent civilians like Lotos into unlikely 
assassins. And with a half-dozen com
pany higher-ups marked for death, it 
looks like Lotos is going to have a long 
night ahead of her. Accompanying our 
feminine commando is Dumaine, the 
faceless yet strangely compassionate 
liaison to the Puppet Master, who has to 
work closely with Lotos in order to 
dodge their unavoidable extermination 
at the end of the night. 

The control is reportedly an easy
to-pick-up deal, with a few "surprises" 
and other features tossed in for good 
measure. "We started off with a 
Crusader-driven keyboard interface," 
says Sears, "but unlike Crusader, our 
character can fire in a 360-degree 
globe." Lotos will need the ability to 
shoot in three dimensions, since critters 
will be hopping around, clinging to the 
ceiling, and dropping in from above. 
Beside the keyboard, there's also a 
more Diablo-style, mouse-driven inter
face, so people can take their pick. 
Sears also reports that there will be a 
few platform-game elements thrown 
into the mix, so be sure to polish up on 
those jumping skills. 

Given a futuristic world where 
machines and man are combined, 
Kronos's artists have done a remarkable 
job bringing the nightmarish inferno of 
future Los Angeles to life. Meat 
Puppet's lovingly repulsive cast includes 
just about every combination of organic 
matter and mechanical monstrosity you 
could wish for - from heat-packing 
punks to mech-driving foetuses floating 
in embryonic goo. One of the nastier 
foes that Lotos will be pitted against is 
the Multiple Metaform - a genetically
engineered horror that sprouts limbs as 



needed, and is appropriately nicknamed 
"death in a sausage skin." 

One of the universal problems 
among Crusader-style games is a com
mon graphical feel to all of the levels, 
and a general sterility due to a single 
tileset. Kronos is avoiding this by using 
tons of graphics - over a year's worth 
of artistic work - and by cramming as 
many graphics as possible into the PC's 
extended memory. Meat Puppet's 
engine may also break a few speed 
records - "It's kind of like the old SR-
71 Blackbird - every time you wanted 
to break a new speed record, they'd 
take it up and trounce the Russians," 
says Sears, laughing. "We've had tests 
where there are over 200 characters 
running around, each with an indepen
dent AI script - and it was not slowing 
down. We're braking the engine at 15 
frames per second, which is more than 
enough to get smooth scrolling and 

keep all of our characters moving 
smoothly." And with Kronos' track 
record in producing computer anima
tion for films such as Batman Returns, 
the 25 minutes of cutscenes will be of 
what Sears calls, "disgustingly high 
quality," setting plenty of new stan
dards in the process. 

The amount of humor contained in 
Meat Puppet may also surprise you. 
"We started out trying to make a really 
serious game, but we freaked out after 
three or four months, and started to 
make things silly - all the character 
reactions to weapons are pretty funny," 
says Sears. Though it may be difficult to 
imagine a chucklesome response to 
being set on fire or plugged full of 
micro-rockets, Kronos has crammed an 
unexpected amount of personality into 
each weapon hit. 

Those over-the-top character 
designs may manage to offend the 

The 3D model of 
the beautiful yet 
deadly Lotos 
beers much in 
common with 
the original con
cept sketch 
done with pencil 
and paper. 

SCOOP! 

squeamish, though not as much as 
some of the original ideas that were 
given the axe. Artist Max Chapman 
explains: "We sat there in a room and 
felt that all the ideas we had were get
ting shot down. I mean, come on - we 
have to kill something in this!" After a 
few character designs that met disap
proval, and a battle to keep the blood 
the color red, Chapman finally devised 
the "Toddler Brigadier," a large-headed 
sprite wielding a surgical knife, and the 
"Child Crusader," a six-year old with a 
surgical saw. The response has not 
been positive from the easily offended. 
"Everybody's always commenting on 
'toddlers this, toddlers that, you guys 
are like the antichrist, you're killing 
kids! "' says Chapman. It looks like Meat 
Puppet is already spawning a tad of 
controversy - there are already rumors 
that several big-name stores won't be 
carrying the product, primarily due to 
the game's penchant for whacking cute 
little urchins with flame-throwers. 

In any case, Meat Puppet looks like 
violent fun for everyone. The game 
should run optimally on a P100 with 16 
megs of ram, a double-speed CD ROM 
drive, and a 2-meg video card. The 
release date of June 17th seems just 
about etched in stone - so until then, 
get that flame-thrower ready. The tod-
dlers will be waiting for you... l!CG 
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SCOOP! 
Your first look at... 

Powerplay gets 3D and aims directly at EA's mighty NHL series! 

-----------••······································ 
Radical Entertainment 

and Virgin team up to 

unleash a hockey game 

and then some - against 

the award-winning sports 

games from EA. 

- Mike Salmon 

, 1 PC 6HHER June 1997 

ast year, Radical and 
Virgin joined forces to 
make their first 
hockey game, and 
while the sprite-based 
graphics looked dated, 
the smooth gameplay 
and superior Al was 
impressive. Now, after 
another year of work, 

NHL Powerplay '98 has given the game 
a face lift and is ready to explode onto 
the scene. 

Gone are the small sprites of last 
year and in their place is a clean and 
smooth 3D engine. The polygonal players 
feature beautifully texture-mapped uni
forms (name and number included) and 
animation that has no equal in the sports 
arena. Hockey equipment company Bauer 
has been signed on as a partner and 
therefore has its name all over the game 
- the player's pants, sticks, gloves, and 
helmets all come with an official Bauer 
logo. And the graphics are so sharp that 
you can actually read the tiny Bauer logo 
on their skates in the replay. Besides that, 
all of the player textures have added shad
ing, so that the players look even better. 

One member of the development team 
was actually stolen from EA, where he 
did most of the textures on NHL '97. 

One of the strongest points in 
Powerplay is the amazing animations, 
which includes a plethora of completely 
new sequences. Some of the smooth 
motions in the game include dropping to 
the knees to block a shot, stacking the 
pads, getting wacked in the head by the 
puck, a fake shot, hooking, and a whole 
new batch of checking animations. Not 



only do the players sprawl on the ice after 
a hit, but depending on the velocity, 
angle, and power of the hit, the player 
will react differently. Occasionally the 
tougher players will merely stumble while 
maintaining possession of the puck. 
These new moves aren't just for looks, 
either. Each of them changes the way the 
game is played. Fake shots can bring 
defenders to their knees, making it easier 
to skate by for the goal. The new hook 
maneuver allows you to tie up a player 
from behind, but press too hard, and 
you11 get called for the penalty. And the 
variety of check animations means that 
speed isn't the only key to a good team. 

Instead of bringing in an NHL 
superstar for a couple of hours of 
motion-capture, Radical opted to hire 
minor league hockey players. And with
out the egos, the developers were able 
to spend time to get the motions just 
right. Therefore, you'll see plenty of 
great animations in Powerplay '98 of 
players getting pounded and falling flat 
on their face. In order to get the most 
accurate motion-data, the developers 
did the motion-capture on ice with pads 
on. Instead of using the traditional 
reflective balls, Radical went with a dif
ferent method of motion-capture using 
cords. According to the games producer 
Aron Drayer, "It's a much more effective 
way of capturing motion, especially on 
ice." To the gamer, it doesn't really mat
ter who or how the motions are cap-

y, the unifonn texture is added. Each 
player has a patch on thair jersey for name 

and number, which is the final addition. 

■ The looks of Powerplay '98 are now equal to 
EA's NHL '97, but according to the developers, 

the key difference is the improved Al. 

tured as long as the game looks great, 
and Powerplay '98 certainly does that. 

The developers didn't stop there. 
Instead, they are working on completely 
upgrading every aspect of the game. One 
of the strongest points in Powerplay was 
the sharp AI, but once again, the develop
ers wanted more. So this time, the goalies 
will watch the puck go around the ice and, 
when the situation is right, they will come 
out of the net to cut down the angle, or 
even dig a puck out of the corner on a 
power play. Some other key additions 
have been added to the checking. Now, 
when your player is knocked into a stum
ble, you can attempt to pass the puck, 
although the accuracy isn't as good. The 
deep strategy of last year has added 
options for power plays and penalty 
killing for a total of 12 different strategy 
settings. Other new features include cre
ate player, trading, fighting, and an all
star game compiled from user stats. 

All of this, and Powerplay '98 is still 
running at over 30 frames per second. 
Last year, PC players got the raw end of 
the deal. While the console versions of 
Powerplay were in beautiful 3D, the PC 
version was still sprites. This year, the PC 
gets the high-res graphics, which out
shine anything the consoles can offer. 

The game fully supports 3D accelera
tor cards and MMX, which allow for a 
faster frame-rate and smoother play. 
What's even more amazing is that no mat
ter what size your computer is, Powerplay 
'98 has a game for you. If you're running 
on a P100 or higher, then the 3D good
ness is yours, but for those with slower 
machines, a special 2D version of the 
game is available to play as well. When 
asked how Powerplay '98 could compete 
with NHL '97, Aron Drayer had this to 
say: "Our AI was better last year and will 
be again this year. The players react and 
play with real NHL strategy. And now, 
with the graphics enhancements, we will 
look just as good if not better." 

The inclusion of LAN and modem
to-modem play should make Powerplay 
'98 a great multi-player experience. 
What's even more interesting is that 
Powerplay will use 2 to 8 buttons on com
patible game pads to give the player 
much more control than the 2 buttons of 
NHL '97. Even though the game is only 
about 65 percent finished, it already looks 
and plays in the same league as EA's 
champion product, and when it's finished, 
we could very well have a new player to 
hold Lord Stanley's Cup high. 1!CG 
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Microsoft gets serious about games 

W
ell it wasn't Wood
stock, and bell-bottoms 
and love beads were 

noticeably absent, but Microsoft's 
first ever Editor's Day for the gam
ing press did prove a memorable 
experience beneath the cloudy 
skies of Redmond, Washington. 

Microsoft has been publish
ing games for a while, but this 
year marks its first serious push 
into an industry long-dominated 
by small, game-oriented publish
ers. While there's no danger of 
Microsoft dominating the games 
field the way it does operating 
systems, the Microsoft Games 
Team has put together a solid 
lineup of titles that many compa
nies would be proud to have. 

Last year's PC Gamer 
Warga me of the Year returns in a 
sequel, as Close Combat 2 checks 
in with a new setting (Operation 
Market Garden) and new 16-bit 
graphics. The campaign element 
has been totally revamped as well, 
with a new point allocation system 
that lets you choose the units you'll 
be taking into the next engage
ment, instead of drawing from a 
random lot. Look for it this winter. 

Also new is Age of Empires, 
a strategy game that combines 
elements of Civilization with War
Craft II. It's an empire-building 
game, beginning in the Stone 
Ages but moving on to the 
medieval period. But what sets 
Age of Empires apart from a game 
like Civilization is that everything is 

happening in real-time. Developed 
by Ensemble Studios, the game 
should be out this summer or fall. 

Bill Gates steps up to the 
plate in Microsoft Baseball 3D, a 
graphics-rich baseball sim sport
ing full 16-bit color, 3D polygon 
players, real ball physics, and the 
full range of Major League Base
ball parks and players. It's too 
early to tell whether it belongs in 
the arcade camp or if it will please 
the stats and sims crowd, but the 
game is shaping up to be a looker. 

Rounding out this year's 
offerings are Microsoft Fighter 
Ace, an online game, and two 
action games, Critical Depth and 
The Condemned. And of course, 
they've signed up Chris Roberts of 
Wing Commanderfame (see the 
May '97 Eyewitness section of PC 
Gamer for full details), though Dig
ital Anvil won't have anything to 
show until next year. But perhaps 
some of the most interesting stuff 

we saw at Gamestock was .. . well, 
we can't write about that just yet, 
so stay tuned I 

Get into the Zone 
Microsoft is also getting into the 
online gaming market with the 
Internet Gaming Zone, a web
based online service for gamers 
that will go head-to-head with 
TEN, Mplayer, and Engage. The 
Zone offers free multi-player 
matchmaking for owners of 
Microsoft games like Monster 
Truck Madness or Close Combat, 
as well as free play with such tra
ditional parlor games as bridge, 
chess, and backgammon. Hasbro 
Interactive is also partnering with 
Microsoft, bringing its line of 
boardgame CD-R□Ms like Monop
oly and Battleship to the Zone. 

Another component of the 
Zone will be pay-to-play, online 
only games such as Microsoft 
Fighter Ace. Fighter Ace is an 

on line flight sim that will support 
up to 100 players in an arena, 
making it the first "massively 
multi-player" game that Microsoft 
has ever produced. With Fighter 
Ace, Microsoft is going after the 
same market as the successful 
Air Warrior and War Birds. Watch 
your six, Wild Bill ! 

The online partnership 
between Microsoft and DWANGO 
is also of note. The Zone will 
function as a web-based front 
end for DWANGO, the nation
wide network of dial-up servers 
that offers fast gameplay for such 
speed-intensive games as Quake, 
Doom, and Duke Nukem 3D. With 
the new partnership, DWANGO 
will be rolling out some 40 new 
servers across the country, and 
with more people finding out 
about DWANGO through 
Microsoft's Zone, DWANGO may 
finally become a major player in 
multi-player gaming. 



-----------------------••········· 
Pax lmperia Update 
Space game shaping up 

Since being sold by Blizzard to THQ, Pax 
lmperia 2 has gone through a name 
change (it's now Pax lmperia: Eminent 

Domain) and a thorough overhaul in terms of 
art and gameplay. The new game is shaping 
up to be quite a good space strategy game. 

"In a lot of ways, I consider it to be a 
new game," says Andrew Sispoidis, president 
of Heliotrope Studios, the game's developer. 
Where Blizzard has a philosophy of what Sis
poidis calls "strategy lite;" by working with 
THG, Heliotrope has the opportunity to create 
the mother of all space strategy games once 
and for all, going head to head with Master of 
Orion and the rest of the space strategy pack. 

"We're fans of their game," Sispoidis 
says of Master of Orion, but he thinks Eminent 
Domain will best it. "It's a deeper game - it 
has incredible depth for the hard-core gamer." 

Some of the depth Sispoidis talks of is 
already evident in the game. There are a host 
of options in four different spheres of empire 

management: economics, diplomacy, espi
onage, and military action. Like SimCity, the 
game runs continuously, though you can slow 
or pause the game while you plot your next 
move. Combat happens in a strategy arena, 
with units blazing away in real-time action a la 
WarCraft II. 

Multi-player games will support up to 16 
players on both LAN and the Internet. They 
want to get the game out to as many on line 
services as possible, so look for it on Mplayer, 
Engage, TEN, and other gaming networks. 

The star map itself is 2D and can support 
up to 80 stars, though Sispoidis says that 
RAM's the limit, and if enough players demand 
it, they may include an option to let the game 
run as many star systems as your memory can 
handle. Each star can have up to ten planets 
around it. 

Eminent Domain is tentatively set for an 
August release. 

·········••-----------------------
EA Invests in Accol di 
Multi-year affiliate label deal made 

E
lectronic Arts has made an investment 
in Accolade, buying about 15-20 per
cent of the company. This is a multi

year, affiliate label deal that gives EA exclu
sive distribution rights to Accolade titles. 

Accolade CED Jim Barnett thinks it's a 
good deal for Accolade. "For us, it's partnering 
with the strongest company in the industry," says 
Barnett, noting that EA is the industry's number 
one distributor and that this partnership gives 
Accolade more money to grow its own business. 

Although there is some overlap in the 
two company's titles, particularly with their 
sports games, the deal shouldn't affect the 
development of Accolade titles. "We're very 

comfortable that they have the adequate 
incentive to sell our titles as well as their 
own," says Barnett. EA Sports won't get to 
look at Hardball design documents, for exam
ple. "They get the box copy and they ship it for 
us, basically," says Bill Linn, PR manager for 
Accolade. "We remain autonomous." 

Accolade is also making future plans, 
with a slew of new projects in the works. Work 
on the fourth Star Control has just begun, and 
Jack Nicklaus 5 is also under development. 
Test Drive 4 and a Deadlock sequel are also 
in the works. In other EA news, the com-
pany recently started work on its Redwood 
City, CA headquarters. 
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Connections '97 
Military pros meet wargame designers 

Af 
axwell Air Force Base, 
Montgomery, Ala
bama; 2/26/97: The 

entrance to the Air Force 
Wargaming Institute looks like a 
set from a techno-thriller movie. 
Lots of chrome; a front desk 
manned by two "blue beret" 
guards, illuminated like tropical 
fish by the glow of innumerable 
monitor screens; armored doors; 
steel turnstile so tight that nobody 
carrying anything larger than a 
briefcase can possibly enter or 
leave; surveillance cameras all 
over the place; and a couple of 
no-nonsense signs declaring: 
"NO PERSONAL COMPUTERS 
ALLOWED BEYOND THIS POINT! " 

Tonight, however, the place 
has a festive air. It's crowded 
with delegates to Connections 
'97, the annual get-together of 
armed forces professionals, 
Department of Defense special
ists, wargame designers, review
ers, authors, and assorted grog
nards of every stripe. Civilians 
don't ordinarily get to see much 
of the AFWI facility, and indeed 
many of the building's 22 rooms 
are off limits even tonight. But 
this is "Demo Night," so there's 
plenty to see. 

In the main conference 
room, the Air Force is demon
strating one of its latest and 
hottest wargame systems, called 
ACES (Air Force Command Exer
cise System). Tonight's feature: 
"Operation Dragon," an incredibly 
detailed simulation of a hypotheti
cal near-future war in Korea . The 
system can handle as many as 
600 players; now that's computing 
power. Four command modes are 
modeled in the game: air, land, 
sea, and intel ligence, and while 
the main thrust of the sim is oper
ational, it can go down to the tac
tical level, far enough to permit 
the user to design strike pack
ages for each air and naval unit 
on the map. 

This is a monsterwargame, 
with hundreds of units displayed 
on a huge screen, but it's all 
made manageable by a solid 
graphical interface no more com
plicated than that found in most 

commercial games. 
Down the hal l is a fascinat

ing product (developed by BTG, 
Inc. ) called Sensor Combat: 
Bosnia. In this sim, the object is 
not to win a combat victory, but to 
keep the lid on a dangerous trou
ble spot by deploying high-tech 
resources to provide operational 
security, reliable intell igence, and 
"deception." That last area is par
t icularly interesting, since it mod
els what the mil itary call "The 
CNN Fa ctor" - i.e., situation-sen
sitive manipulation of med ia cov
erage to further the overall goal of 
the operation. There's something 
naggingly familiar about the map 
display, too. That's beca use it's an 
upgraded version of the Empire II 
engine! Only this game looks to be 
a lot more interesting .... 

Further down the hall are Lt. 
Scott Barnett an d Sgt. Dan Sny
der from the Marine Corps Mod
eling and Simulations Command. 
They're demonstrating a polished 
version of Marine Doom and pre
viewing a new tactical combat 
game, based on the Quake 
engine, ca lled Battlesite Zero. 
While Marine Doom is download
able and has prove n enormously 
popular, the new game will be a 
full-fledged commerc ial product, 
and it promises to be hot. 

A Star-studded Cast 
Remember the fu ror that erupted 
when the news got out that the 
Pentagon had shipped ten thou
sand body-bags to Saudi Ara bia 
during the build-up fo r Desert 

Storm? That was because, 
in wargame after war
game, Coalition ground 
forces suffered approxi
mately that number of 
deaths in simulated cam
paigns against the Iraqi 
Army. But when the cam
paign was over, the actua l 
number of KIAs was only a 
hundred or so. Sounds like 
those expert wargamers 
were pretty dumb, huh? 

Not so, says Col. 
John Warden (ret.), one of 
the men who conceived 
and planned the air cam

paign against Saddam's legions. 
The simulations were sound, 
since they were all based on 
models of a conventional tank
vs.-tank slugging match against a 
well-fortified enemy. They were 
also based on models of a "ser
ia l" air offensive - that is, sorties 
against Target A unti l it was neu
tralized, followed by sorties 
against Target B until it was clob
bered, and so forth. 

Instead, Col. Warden con
ceived and sold to General 
Schwarzkopf a plan for a "paral
lel " air campaign: a massive, all
at-once assault on every major 
strategic target in Iraq, designed 
to decapitate Saddam's command 
and control structure, blind his 
radar, paralyze his air force. Such 
a bold, revolutionary strategy sim
ply could not be simulated - the 
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An Interview with Larry Bond 
Larry Bond, one of the finest 

writers in the techno-thriller 
genre, is also the inventor of the 
Harpoon miniatures system and 
had considerable input into the 
PC games based on it. His 
knowledge of military technology 
is unsurpassed. 

More to the point, Bond is 
a passionate gamer. He stays 
current with every development 
in the wargaming field, both con
sumer-oriented and Pentagon
level, and is a regular visitor to 
each Connections conference. 
He is also a Nice Guy, as he 
demonstrated by taking time out 
from his hectic schedule to grant 
an interview to PCG. 

When did you invent Harpoon? 
In 1979, when I was still in the 
Navy. I had a friend who was 
publishing adventure games; he 
agreed to take a look at what I'd 
done, and when he did, he 
offered to publish it. The first edi
tion came out in 1980: one rule 
book, ten dollars, and it did very 
well. It won the H.G. Wells Award 

computer models didn't exist. 
Col. Warden's fascinating 

behind-the-scenes lecture kicked 
off Connections '97. Begun in 1993, 
the Connections get-togethers, co
hosted by the Air Command and 
Staff College and the College of 
Aerospace Doctrine, Research, and 
Education, are designed "to pro
mote the mutual exchange of ideas 
between commercial wargame 
developers and air power strate
gists, educators, and historians." 

Interest in the event has 
grown exponentially in the past 
couple of years. In 1996, for 
example, only eight software 
companies demonstrated their 
wares; this year, the number 
was 25. The number of delegates 
now hovers around 100 and rep
resents a remarkable cross-sec
tion of the gaming industry, the 
armed services, and D.O.D. con
tractors. Speakers include noted 
historian John Prados, game
reviewers as opinionated and 
witty as Richard Berg and M. 
Evan Brooks, and legendary game 
designer James Dunnigan. 

While the interface between 
consumer wargaming and the 
professional military is still new, 
it's taken hold enough that a cer-

a year later. It 
was a very simple 
process, com
pared to all the 
rigamarole you 
have to go 
through today in 

order to bring a game to market 

And now you're working on a 
new and improved computer 
version of Harpoon? 
Yes, indeed, and I hope it will be 
"the ultimate" version. There's a 
tremendous installed base for 
the previous versions - a veri
table "Harpoon Community" -
and I hope this version will rope 
them all together and get them 
marching in the same direction. 
I'm tied in to a number of bulletin 
boards where Harpoon fans dis
cuss and dissect and make sug
gestions, and some of those 
ideas are very good. I want to 
incorporate the best ones when
ever I can. A lot of effort is going 
into improvements in the Al. 
Remember, the first version was 
designed for the 286- now we 

tain consensus has emerged. 
Among the main points that most 
speakers agreed on: 

• Warga me-based training is 
considerably less expensive than 
any other kind; 

• It has zero environmental 
impact; 

• It is secure from "over
head observation" - i.e., 
unfriendly satellite scrutiny; 

• It has gained credibility 
with Congress; 

• It confirms the doctrine that 
"the best time to train a good major 
general is when that soldier is 21." 

Lt. General Redden, CO of 
the Air University, is obviously 
one of the enlightened: "While 
the primary mission of the U.S. 
military has not changed - to 
defend the nation and its vital 

have a tremendously greater 
amount of processing power to 
work with, which enables us to 
do so much more to make the 
game realistic and detailed, and 
hopefully even more fun to play. 

There's a game based on The 
Enemy Within available at 
http!l:pathfinder.com!twep!gam 
es!emmy_within). How much 
input did you have on that? 
A fair amount, but it's basically a 
promotional tool tied into the 
release of the Warner Books 
paperback edition - it's not a full
scale PC game. In fact, it's really a 
high-falutin' card game, not a role
playing adventure or a strategy 
epic. Within those limits, though, 
it's fast and fun and certainly true 
to the spirit of the novel. 

You have one foot in literature 
and the other in gaming. Do the 
two interests reinforce each other? 
Reinforce, absolutely. I guess 

Continued on page 51: 
See Bond 

interests - the environment 
has," Gen. Redden says. "The 
threat-base is no longer what 
it was during the Cold War. 
We need not merely compe
tent warriors, but brilliant 
ones. PC technology can 
make the crucial difference. 
Wargame training saves time, 
money, and, ultimately, lives." 

James Dunnigan's talk is 
one of the highlights of Day 

Two. This, after all, is a man 
who's designed more than one 
hundredwargames, board and 
computer-based, and who's writ
ten some of the sharpest, wittiest 
books ever penned about modern 
military affairs (including A Quick 
and Dirty Guide to War) . Dunni
gan speaks brilliantly on the sub
ject of "Pushing the Envelope: 
Innovation in Wargame Design." 

Aphorisms roll from the 
stage: "History does not repeat 
itself, but it sure as hell para
phrases." "Artificial intelligence 
improvement is really marginal -
most gamers like mediocre Al, 
because they can beat them!" 
"Innovative game design involves 
a little bit of risk-taking and whole 
lot of screwing around." 

The audience laps it up. 

EYEWITNESS 
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Tomb id r 
Duo Quits ... 

... but they won't end up at Shiny 

/ 

n this business, devel
oper turnover 1s pretty 
commonplace, and 

when you're part of a 
successful project, your mar
ket value skyrockets. Case in 
point: the recent controversy 
with the Tomb Raiderteam. 

Toby Gard, the man 
responsible for Tomb 
Raider 's original concept and 
the game's lead artist, along 
with Tomb Raider lead pro
grammer Paul Douglas, both 
quit Core Design last March, 
but where they'll end up is 
anyone's guess. 

The original plan was 
for Gard and Douglas to join 
Dave Perry's company Shiny 

Entertainment 
out in Los Ange
les, but things 

.....___.,,..,. didn't quite turn 
out that way. 
Perry had been 

talking to the 
two, and based 
on the strength 
of these infor

mal talks, 

Inter
net 

and announced that the two 
were joining his company. 
But as soon as Perry made 
his announcement, other 
publishers swooped in and 
began offering the Tomb 
Raider duo even sweeter 
offers - deals Perry says he 
couldn't match. "They offered 
them their own company," 
Perry says. "I wasn't about to 
do that." 

At press time, Gard and 
Douglas were both in negoti
ations with various publishers 
and couldn't be reached for 
comment. For1 his part, Perry 
says he has le,arned his les
son - he won't be making 
any more announcements 
until the deal is done. 

In the meantime, Core 
Design's managing director 
Jeremy Smith is confident 
that Gard and Douglas' 
departure will not affect 
Core's current key project, 
Tomb Raider 2, since the two 
weren't involved in the pro
ject. "They had obviously 
decided that they were going 
to leave shortly after Tomb 
Raider, so they deliberately 
spaced themselves from 
Tomb 2," says Smith. 

........... ........... .. ... .. ....................................... 

Bond 
Continued from page 49 

I'm the only mainstream 
author who has gaming as 
his background. And not 
just the fun kind of gaming 
either: I've done wargame 
analysis for the Navy, and 
consulting work for vari
ous other D.O.D. agencies. 
My writing pays the rent, 
but gaming is still my pas
sion. After all, my novels 
are themselves simula
tions of conflicts that 
might happen in the real 
world. Gaming helps me 
get down in the weeds and 
see the patterns; it 

enables me to structure 
plausible rules for the situ
ations that I write about. 

Just one final question 
before we head to the bar: 

From your mouth to God's 
ear! It has a better chance 
than Cauldron, Vortex, or 
Red Phoenix, because the 
sheer scope of those 
books makes a movie pro
hibitive. My God, you'd 
have to rent the Red Army! 
Come to think of it, these 
days you probably could 
rent the Red Army - they 
need the cash. 
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Wilbur Joins Epic 
The "biz guy'' is back 

T
he original "biz guy" 
is back: former id 
Software supremo 

Jay Wilbur has joined Epic 
MegaGames in a senior 
business role. 

One of the founders of 
id Software, Wilbur quit the 
industry about nine months 
ago so he could spend more 
time with his family. "Coming 
out of id, it was twenty-eight 
hours a day, nine days a 
week; really just nonstop, 
balls-to-the-wall," Wilbur 
says. "That was really cool, 
since we had a lot of suc
cess, and there's a bunch of 
guys up there still banging it 
out, but I have a wife and 

kids, and I 
wanted to 
devote more 
time to them." 

So part 
of his arrange
ment with 
Epic is that he 
will get to stay 
in Texas with 
his family, 
working much 
more regular 

hours. "When I started 
talking to the Epic guys, I 
made it very clear that I'd 
love to come on, but I wasn't 
about to go back into that 
treadmill," says Wilbur. 
"And they agreed." 

Another reason Wilbur 
picked Epic was the compa
ny's solid lineup of games for 
1997. "They've got some 
really kick-ass games on the 
way, including Unreal, 7th 
Legion and a bunch of other 
titles," says Wilbur. "That 
certainly was a driving fac
tor." According to Wilbur, 
who's been playing a recent 
build of Unreal, the game is 
officially scheduled for Sep
tember. "But you know how 
those things work - as soon 
as it's finished," he says. 

Now that he's at Epic, 
he'll take a different title 
than 'biz guy,' his old job title 
at id. Instead, he's chosen 
'Imperial Advisor.' "We'll 
see how many other compa
nies have 'Imperial Advisors' 

IAIIOllltNt i/1 
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M ichael Abrash, 

one of id Soft
ware's top program
mers, is leaving id Soft
ware to return to 
Microsoft. Abrash's 
departure is only the lat
est in a long string of 
departures - over the 
last six to nine months, 
key personnel such as 
John Romero, Jay 
Wilbur, Mike Wilson, 
and others have left for 
other companies. 
Abrash said that he and 
his wife are looking for 
somewhere permanent 
to settle down, and did 
not like Dallas. Abrash 
was originally lulled 
away from Microsoft by 
John Carmack to work 
on Quake. Abrash will 
return to Microsoft to 
work on natural lan
guage parsing. 

"This is the only 
time anyone has ever 
left id that we aren't bet
ter off without," says 
id's John Carmack. 

in the course of the next 
year," says Wilbur. 

And though he's no 
longer with id, he's still 
friendly with his old crew. 
"They knew I just couldn't 
deal with the time it was tak
ing to get the job done," 
says Wilbur. "They all under
stood, and I go up there 
every now and then. We 
remain pretty good friends." 
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Peter Gabriel in Eden 
Musician takes on CD-ROM game 

British art rocker Peter 
Gabriel hosted a party to 
introduce his new multime

dia title: EVE This was the only time 
the founding member of Genesis 
was available to discuss the pro· 
ject, prior to going to an extended 
period of isolation to write lyrics for 
a new album. The project, a collab
oration between Gabriel, Real 
World Multimedia, and Starwave, 
has occupied Gabriel's attention for 
the last two years, and is his first 
foray into the CD-ROM industry 
since the ground-breaking Xplora 1. 
At the party, Tibetan singer 
Yungchen Lhamo offered two 
songs in her native language, and 
fellow musicians Lou Reed and 
Laurie Anderson were on hand to 
wish Gabriel well. 

Unlike many celebrities 
involved in multimedia, Gabriel 
actually worked extensively on the 
design of EVE and is quite techni
cally literate, not only contributing 
music, but also choosing artists 
and overseeing the entire produc
tion. In the game, the player guides 
"Adam" (Gabriel) through four dif
ferent worlds based on the songs 
"Come Talk to Me," "Shaking the 
Tree," "In Your Eyes," and "Pas
sion." A modern artist was 
assigned to create each section, 
with Nils-Udo, Yayoi Kusama, Cathy 
de Monchaux, and the late Helen 
Chadwick helping to evoke a world 
that evolves from mud, through 
nature, industrial wastelands, post
nuclear waste, and into a final 
Eden-like state. You can explore 
the world and click through differ
ent elements of the environment to 
get different video clips and move 
forward in the game. 

Several members of the gam
ing press were able to sit down 
with Gabriel to discuss EVE(the 
name stands for a variety of things, 
but primarily "Evolutionary Virtual 
Environment") and his views on 
multimedia and technology. 

What kind of role did you have 
in the creation of EVE? 
One of the reasons I think a lot of 
music CD-RO Ms haven't worked is 
that the musicians haven't really 
spent a lot of time on the project. 
For me, this is pretty important. I 
spent many months working on it, 

spending a lot of time with the dif
ferent artists. That was very 
important because they had never 
worked with computers before. 
I'm not very satisfied with a lot the 
visual concepts in some of the 
existing musical CD-RO Ms or vir
tual environments. These artists 
we used have real history in their 
own work and integrity. They've 
work a certain way for years, and 
they've created something that 
can make it visceral and sensual, 
which were the aims. 

We started this about two 
years ago, so it was hard to pre
dict where technology was going 
to be and how much was going to 
be in the consumer's hand by the 
time we finished, so it was sort of 
getting shaped as we went along. 
The dilemma, of course, is 
whether to design for the better 
machines that are more capable 
or the ones that are in more 
homes. So you try to pitch it 
somewhere down the middle. 

"A lot can be done 
Do you see a role 
for the Internet in 
your projects? 
There are some 
Internet possibili· 
ties with EVE in 
terms of exchang
ing samples and 
developing infor
mation, but it's not 
designed to take 
advantage of it I 
think some ofthe 

through playing 

games. You can do 

more forbidden 

things and explore 

that about yourself: 

the dark side." 

- Peter Gabriel 

What limits are 
there to multime
dia as a medium? 
The same limits 
most people have: 
memory, speed, 
power. They've got 
new chips coming 
out that are much 
faster, and once 
they become the 
standard, it's going 
to be a different ------• • • • • • • • best things will 
world altogether. At that point 
we'll be able to really design expe
riences, and while there are good 
things out at the moment, it's very 
much a "junior" world compared 
to the one we actually live in. In 
life, you try to learn from what you 
experience, and you hope to gain 
a little knowledge and, hopefully, a 
little wisdom. Through the experi
ences artists can create, you get 
to accelerate that process. We 
have enormous amounts of oppor
tunities to change ourselves and 
the environment we live in, and the 
whole setup for experience design 
.is only just beginning. 

supply the bulk of information on 
CD-ROM and DVD, and then varia
tions will come down the 'net. 
That's the smart way to go and 
what we'd like to work towards 
that, and EVE is only partly in 
response to that. 

Some artists don't want to do 
it [use the 'net], but as long as you 
have some pathway that is acces
sible, and people want to experi
ence the road you've designed 
for them, that's fine. I think it's a 
lot more interesting to create 

Continued on page 56: 
See Peter Gabriel 
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M wsBriefs 
GT Joins Starfleet 
GT Interactive has signed a 
broad-based, multi-property co
publishing deal with Simon & 
Schuster. Simon & Schuster has 
control of a large number of pop
ular creative properties, including 
the Star Trek license. With the 
new agreement, the first few 
titles that GT will develop will 
make use of the "Deep Space 
Nine" license. 

Red Alert Packs Pulled 
Successful games have always 
had trouble with add-on packs, but 
Westwood has managed to get at 
least one off the shelves. Head 
Games has agreed to take DEF
CON 3, an disk of add-on levels for 
Red Alert, off the market, in accor
dance with Westwood Studios' 
wishes. As part of the agreement, 
Head Games will provide West
wood with figures on how many 
copies of DEFCON 3were sold. 

lnscape Bought Out 
Graphix Zone, a publisher of enter-

ta inment and interactive music, 
has bought out lnscape, the maker 
of such games as Bad Day on the 
Midway and The Dark Eye. 
Graphix Zone will retain the brand 
name lnscape, using it as an 
imprint on future game releases. 

Customer Service Online? 
The Internet may even be chang
ing how companies do customer 
service on their products. Spec
trum HoloByte has tapped Ser
viceSoft, an online customer ser
vice center, to provide product 
support for its retail games. Spec
trum HoloByte customers will be 
able to go to the Interactive Help 
Desk online instead of being put 
on hold on a tech support call . 

Broderbund Plus TalonSoft 
Broderbund will now be distribut
ing TalonSoft's line of computer 
wargames instead of Empire 
Interactive, beginning with Battle
ground 6: Napoleon in Russia, 
followed by Battleground 7: 
Bull Run. In other TalonSoft news, 

the company has signed 
SSI' s Age of Rifles developer 
Norm Kroger to develop a 
new game, The Operational 
Art of War, due out in the 
spring of 1998. 

Correction 
There's one correction we 
need to make from our Sierra 
feature in the April 1997 
issue. The screen shot at the 
bottom of page 90 is from X
Fighters, not Pro Pilot. 

·······"··································································································································································•·U••····················• •••••••••• 

Continued from page 54 

environments with insight for peo
ple to explore on their own. 

Do you play many games? 
I don't spend a lot of time doing 
games myself. My multimedia 
department educates me on what's 
out there, so I don't have a series of 
titles I like or don't like. I think 
what's important is the aesthetic. 
Some of the stuff which started as 
sci-ti shoot-'em-ups is evolving into 
more psychological, physical, nat
ural, and spiritual areas, which 
interest me a lot I think there's 
more of a feminine side coming out 

of a technology which started out as 
a sort of thrusting male provenance. 
I'm sure there's going to be plenty of 
that around, but there are more 
interesting things to do as well. 

If there were no technology llin
its, is there a dream project you 
would like to do? 
I would love to do this Experience 
Path project, which has been a fan
tasy for me for about eight years. 
What we wanted to do was work 
with the most interesting minds in 
different fields - whether it was 
fi lm, music, philosophy, psychology 
- designing experiences in a con
vincing way that people could be 
really active in and challenge them-

have a chance to evaluate who 
you are and what you might do. 

Apparently a lot of dis
turbed kids elected to go to 

'-''-""'"'"'"·,, counseling having gone through 

selves, as they do in life. There's a 
project we looked into with a psy
chologist named Roger Gould. He 
had created a text-based program 
-which he's looking to expand -
which is primarily for urban kids, 
which would allow them to look at 
all sorts of things that they might do 
in their life. A sort of life modeling 
program: you get to see the conse
quences before you do it, and also 

the program, where before they 
never would have. I think we all 
need things like that to look at 

ourselves and our relationships 
and how we function. A lot of that 
stuff can be done through playing 
games. You don't have to censor 
yourself. You can do more forbid
den things, and explore that about 
yourself: the dark side. Learn 
where it takes you. Get through a 
wide range of choices, so maybe 
you make better choices with 
your real life and relationships. 
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S 
ince the earliest days of computer 
gaming, there have been few gen
res as alluring or enduring as the 
graphic adventure. Just mention the 
names of classics like lnfocom's 
Zork, LucasArts' The Secret of Mon

key Island, or Sierra's King's Quest series to a 
veteran gamer, and you may just see them gaze 
off into the distance as they reminisce about their 
favorite adventures, caught up in nostalgia for 
the days when undiscovered worlds, inventive 
puzzles, and sharp wit were just a few keystrokes 
or mouse-clicks away. 

While adventure games have always been 
some of the richest sources of interactive enter
tainment, giving many of today's top developers 
their start, traditional adventures seem to have 
gone by the wayside in recent years, with few pub
lishers willing to undertake the time-intensive task 
of creating a compelling story and interesting char
acters. But now that the Diab/a and WarCraft cre
ators at Blizzard Entertainment have thrown their 
weighty hats into the adventure-game ring, we may 
soon see a reversal of the genre's fortune. We went 
straight to the source for the latest on this unex
pected move and uncovered Blizzard's master plan 
for the future of WarCraft 

Blizzard's quest for artistic perfection is evident in 
the lush artwork and backdrops used in the game. 

~~~~~~~~] 

THE SANE CHOICE 

As we made our way to Blizzard Entertainment's 
offices, there was little doubt in anyone's mind 
that the company that brought us two of the most 
acclaimed real-time strategy games has been at 
the top of its form lately. Even after a series of 
delays that led to doubts about Diab/a and 
battle.net, Blizzard stuck to its guns, releasing the 
game only when it was truly finished, and was 
met with success and widespread praise for an 
exciting product supported by a well-conceived, 
free multi-player service. 

Still, when we first got word of Bliuard's 
newest project, WarCraft Adventures: Lord of the 
Clans, we wondered if the company had gone 
quite mad - or at least mistakenly 
replaced the Roman numeral Ill with 
"Adventure." The nextWarCraft 
game wouldn't be WarCraft /In We 
were stunned. 

So you can imagine our 
pleasant surprise when, upon 
arrival, we found that the folks at 
Blizzard are not only sane, they 
may actually be developing a the 
cure for the adventure genre's 
current doldrums with a dramatic, 
humorous, and entirely new jour
ney to the familiar land of Azeroth. 

As we were introduced to the story, 
characters, and influences that drive the 
adventure game, it became clear that 
the idea behind WarCraft Adventures 
isn't so far-fetched. Throughout the War-

The dramatic opening sequence sets the stage for WarCraft Ad-ventures, as lost Clans struggle in captivity on Azeroth. 

wa.~~~"7f~.~:m.,~~~W€'~ 
Craft family of strategy games and expansion 
packs, there's always been a vast and diverse 
world of fantasy, intrigue, and betrayal simmering 
beneath the constant battles and resource man
agement. WarCraft Adventures merely brings those 
background elements to the fore; once freed from 
the confines of scrolling mission texts and victory 
cut-scenes, the rich story line of the WarCraft uni
verse proves to be more than sufficient basis for an 
exciting adventure. 

While the move to adventure gaming might 
seem strange to fans hungry for another WarCraft 
real-time strategy game, Blizzard Executive Pro
ducer Bill Roper explains that the drive for new 
products comes from within the company's own 
tight-knit core of gamers, not from external pres
sures. And as Bliuard proved with Diab/a, those 
gamers are capable of making waves in a genre 
that other publishers might ignore. 

"Right now there's a lot oftalk within the 
company about feeding our demons," Roper says. 
"We don't want to just make real-time strategy 
games or be known as a real-time strategy com
pany. We're all eclectic gamers, and we want to 

constantly develop the 
games that really tap into 
who we are." 

adventure takes 
shape, richly detailed 
characters from the 
WarCraft universe 
are brought to life. 

"If you looked at role playing games a year 
ago, they were stagnant," he says. "There weren't 
many publishers doing them, and the few that were 
released just weren't breaking new ground. As a 
result, everyone claimed RPGs were dead, but they 
were dead only because developers weren't doing 
enough with them, and people got bored and 
moved on to something else. 

"When Condor brought Diab/oto us, it was 
such a natural and obvious conceptthat we all 
thought 'This will kick butt. This will be cool.' 
Because it addressed us as gamers and brought 
something fresh to the table." 

Roper says the same sort of intuitive spark 
flashed when the idea of an adventure game was 
presented to them. 

"When Capitol Multimedia (a division of 
Davidson - the company that owns Blizzard) 

came to us and presented us with the idea for an 
adventure game based in the WarCraft universe," 
he says, "it seemed a very natural course to take. 
The idea of expanding on the WarCraft brand with 
the depth of an adventure game just seemed a per
fect fit for who we are.'' 

OF AN ADVENTURE 

Despite the success Blizzard has had with the 
advanced techniques used to create the look and 



Throughout the course of the game, Thrall's quest to unite the clans takes him to some familiar places in the War
Craft universe. Here he must investigate the inside of a DeathKnight temple. 
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feel of games like WarCraft II and Diab/a, Blizzard 
has decided to forgo the latest bells and whistles 
and take a very traditional approach to the graphics 
and game play of WarCraft Adventures. 

"We're not necessarily looking to make the 
next great innovation in adventure game interfaces 
or rewrite the book on how adventure games are 
done," Roper says. "There are some very defined 
standards, and people expect an adventure game to 
work a certain way, so our main goal is to tap into 
all the elements that make adventure games enjoy
able in the first place - and 
that's basically a fantastic 
story and sense of humor. 

"Graphically, we 
wanted to go with the hand-drawn 
2D look, as opposed to the 3D-ren
dered stuff, because 2D art really 
captures the WarCraft feel," he 
says. "The characters for WarCraft 
//were rendered 3D models, but 
then we had artists hand-draw over 
top of the models so we could give 
them a very animated, almost car
toonish look. We want to try and 
maintain a consistent look and feel 
through both the adventure and strat
egy games while having that artwork 
be just as gorgeous as possible." 

The huge task of producing 
the mass amounts of high-quality 
art needed for the adventure game 
falls to a group of animators located 

in St. Petersburg, Russia. As we pored over a 
mountain of production sketches, painted cell art, 
and character drawings, it became obvious that 
WarCraft's trademark look and feel was in safe 
hands, making the transition from top-down strat
egy game to 2D adventure with surprising ease. 
Still, Roper says communicating the WarCraft 
vision to an outsider isn't easy. 

"The thing that's tough when you're dealing 
with a third party, whether it's one artist doing just 
one thing or a hundred doing a number of things, is 
communicating ideas that are possibly new to 
them," Roper says. "As we're working with the 
group of animators in Russia, art will come in for 
approval or changes, and there are times when we 
have to say, 'This doesn't look right', or 'Change this 
to look like this.' 

"Part of the difficulty is that we're very anal 
retentive about our products," he says. "Within the 
company there's a very focused and universal 
understanding of the WarCraft universe, the char
acters, the story lines, the look and feel of all these 
intimate details- and as we're working with the 
animators and Capitol, it can be a real challenge 
sharing that vision. But we're definitely pleased 

with the results." 

The story begins shortly after 
the end of the WarCraft /l's 
expansion pack, Beyond the 
Dark Portal. A group of ores 

has 
become 

trapped in the 
human realm of 

Azeroth, with no hope of 

By drawing on the 
diverse characters used 
in the W arCraft strategy 
titles, Blizzard hopes to 
reinvigorate the adven-

ture game genre. 

Gts-m.~:;.-r~ 

returning to the Horde. As the human council on 
Azeroth comes to terms with the loss of its own 
forces to the realm of Draenor, the humans decide 
these ores won't be slaughtered; they'll be detained 
on reservations as long as they stay out of trouble. 
In the course of the game, you'll interact with these 
captive ores as you attempt to reunite the frag
mented clans. 

Blizzard's Chris Medsen explains that open
ing up the world of the ores means a chance to 
show another side of the brutish race - and 
weave a compelling story in the bargain. 

"The thinking behind the story is that most of 
what we've seen of the ore characters in the previ
ous WarCraft games was pretty much along the 
lines of 'Oh, they're just mindless savages'," Med
sen says. "Butthroughoutthe course of the game, 
we can get into the ores' back story, where we get 
to see that they're also a very honorable, tight-knit 
group. As the story progresses, you'll realize that 
we're not really focusing too much on ore vs. 
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Elements from the WarCraft universe, like this Death 
Knight temple, are used in WarCraft Adventures. 
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human conflict; it's a much darker conflict, as 
treacherous ores are selling their buddies out for 
favor among the humans." 

To give the player a starting point within the 
game that doesn't require an intimate knowledge of 
ore lore or previous experience with the WarCraft 
games, the story of the lead character has been 
carefully crafted to appeal to novices as well as 
veterans and novices alike. 

"The player character for the adventure is 
Thrall," says Roper. "He's an Ore from a long-lost 
wolf-rider clan, raised by a human soldier named 
Lieutenant Blackmoor, who found him on a battle
field. Since he's been raised by humans, he doesn't 
know much of the ore history or background. 
We've done that to give the player a fresh start with 
the universe; they're basically on a journey of dis
covery with Thrall as they begin interacting with 
other characters. We wanted to make a title that 
would allow you to jump right in and become 
immersed in this world, and if you're familiar with 
the strategy games, you're going to be 
engaged as well. 

"In the beginning, Thrall basi
cally has no free will, no control 
over his destiny," Roper says. 
"He's ordered by Black
moor to fight a troll, 
because Blackmoor 
wants to prove to some 
visiting generals that he 
has complete control 
over this ore. As Thrall 
enters the arena, Black
moor orders him to just 
sit there and take a 
pounding from the troll 
until Blackmoor tells him 
he can fight. Once Black
moor orders him to fight, he 
of course makes short work 
of the troll, and when he's 
obviously won, Blackmoor 
orders Thrall to kill the troll. 
That's when Thrall decides 

rival Ores - Rend and Maim 
over the fate of the Ho 

he's had enough, that to kill the troll wouldn't be 
honorable, because the troll is completely out
matched. So Thrall's sense of honor erupts, and he 
attacks Blackmoor - only to be thrown into a dun
geon for assaulting a human. 

"That's where you start the game. Thrall is 
an accomplished warrior and an accomplished 
magic-user, and over the course of the game 
you'll have to become the embodiment of every
thing that is orcish." 

As Thrall begins to explore the world of Aze
roth's ores, he'll encounter a broken and frag
mented society that's become bitter and compla
cent. Once-proud clans like the fearsome Shattered 

Hand have taken a turn for the worse in the 
time away from the Horde. 

Featured in the WarCraft II expan
sion pack, the Shattered Hand held honor 
above all else, and proved their loyalty by 
cutting off their left hands and replacing 
them with weapons. Now confined to 
the reservation, the members of the 
Shattered Hand Clan have sold all 
their weapons to buy a pacifying elixir 

known as black ale. 
While the story elements 

Using a group of ani
mators in St Peters

burg, Russia, Blizzard 
is recreating the 

W arCraft feel the old 
fashioned way- one 

character at a time. 

Blizzard decided to develop its latest game as a 
traditional graphic adventure. 

~l'-~iz~.1~~&-;l~~$;.-a 
paint a grim view of ore life, Chris Medsen says the 
game's not all gloom-and-doom. 

"A lot of the issues we deal with in the game 
are very intense," he says. "There's betrayal, 
there's the issue of the ores being confined to what 
are basically internment camps, and issues of slav
ery - we knew if we maintained that tone, it would 
simply be too dark and gritty, so there's a lot of 
humor. It's not a bleak look at how terrible things 
have become for the ores." 

One recurring source of humor comes in the 
form of an ongoing dwarf and goblin rivalry as each 
race attempts to outdo the other's technology, with 
Thrall invariably caught in the middle. Roper 
describes one situation where Thrall must actually 
impersonate a dwarf. 

"Since Thrall is an accomplished magic-user 
as well as an accomplished warrior, Thrall has to 
change himself into a Dwarf and go into a Dwarven 



camp so he can spy on them for the Goblins," he 
says. "There's this Dwarf maiden that has the hots 
for him - it's very funny." 

And as Thrall makes his way out of one 
predicament or another, those familiar with the 
characters from the strategy games will find them
selves rubbing shoulders with some of Azeroth and 
Draenor's more infamous characters. Roper says 
that part of the reason for incorporating all of these 
familiar characters has been response from the 
fans of the strategy games. 

"We get constant E-mails and letters from 
people who've read the manuals and loved the 
story," Roper says, "and they'll say Wow, this is 
more like an RPG or an adventure game.' They 
always have questions about what happened to 
certain characters or what's the real story behind 
the end ofthe expansion pack. This is our chance 
to tell them." 

SE'ITING THE STAGE 

FOR WarCraft III 
Considering the high production values and tradi
tional approach guiding the creation of WarCraft 
Adventures, it looks like Blizzard's first entry into 
the adventure game genre will be a memorable 
one. But as our meeting with Blizzard drew to a 

KiiiioG 'IHRALL 

adventure games, we love the 
WarCraft universe we've 
worked hard to create, and we 
thought it would be a lot of fun 
to bring the characters out in a 
new light 

"But we also know that 
we want to continue to have a 
presence within the real-time 
strategy genre after the 
release of StarCraft, and War

,..,__ Craft Adventures allows us to 
set the stage for WarCraft Ill," 
he says. "We don't have a 
release date -we don't even 
have a year- but WarCraft Ill 
will happen. We already have 
an idea of where we want the Lush backgrowtds have to be aeated as Bl.iuard moves the W arCraft uni-

verse from top-<lownst:rategygameto20adventure. next str~tegy g_ame to start, 
_ _ _ _ _ __ - - _ .. _ _ - _ _ - _ - and we II definitely be devel-

~ ..::.:-.,..::_.-~-..;.~"....,: ..;-....,~ <':..,;...::_-._~ <".;,.~,;,.~ --:..,;...::_:-,;,.,~-.,:..~.:~ oping those ideas over time. 
close, the inevitable question ofWarCraft's real- "lfwe were a purely commercial-driven 
time strategy future still hung in the air. company, we'd probably be on WarCraftX/by now, 

We pressed Blizzard for information - any but I think those concerns always need to be tern-
information - on WarCraft Ill, and were assured pered and driven by a consistent vision that can 
that Blizzard isn't about to let WarCraft's influence address our desires as well. The adventure game is 
fade from the real-time strategy arena. one of those desires." 

"There's two things we want to do with the Fair enough, as far as we're concerned. Bliz-
adventure game," Roper says. "The first, of course, zard's desires haven't been wrong so far. 
is to do something different with the brand. We love 
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A movement is brewing. 
And with its birth, the PowerVR 
architecture begins the awesome 
struggle against conventional _.--
3D; and against the techno
bourgeoisie who attempt to 
enslave the gamer masses. These 
il&iiJli;-pv\:aac-swe technologists are 
turning their machines of pro
paganda against GAMERS, ·desper
ately trying to make them 
believe that their ·-- - ... '· . 
3D performance is good enough. 

Well, it is not! This 
naked, sJ,m¼eas exploitation 
of gamers has gone on far too 
long. Rise up! For we have 
created the ultimate instrument 
of change: the PowerVR technol
ogy. And we declare that the 
true console game experience on 
the PC will be our domain. 
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. t question reality , 
Now is the time . o t·onal 3D graphics is 

The age of conven i . d 
1 

Withering, decaying an 
coming to a c ose, 
exhausting itself. . technology has 

An incredible 

emerged f rom the ruins, 

PowerVR™ is more than a new 3D solution. It is a hammer, 
ready to smash the stale PC game experience, 

Garners, hoist up your joystick, Rage against the 
stagnant sensory experience, Unite around this new 3D 
realit•y . You will be the first group of garners in hist or~ 
to transcend the bleakness of the existing 3D experience, 

We are pouring gasoline on the fires 
of creation. 

Free yourself from the t 
th 

· . , . yranny of 
eir inferior 3D . ______ experience. 

Intense 3D graphics is not a gift. 
a birthright, 

The world's leading computer makers 
are building a PowerVR future. Nore are 
quickly joining the hlovement. You'll know 
the y 're one of us if they flash the PowerVR 
Ready sign. 

Namco, Sega Entertainment, Kalisto, Vic 
Tokai and others are bringing forth the most 
awesomely intoxicating games. 

Accelerated, Enhanced and 
Extreme certifications demon
strate support. 

This is the dawn of high res 
and high frame rates. · · 

Buy PowerVR Ready Systems. \ 
Buy PowerVR Ready add-in cards: l 
These are the machines that 

---d■r■i:-ve the ~l~tion, ,.,.J 

Revolt against hardwir'.re 
PowerVR Ready sign. that doesn't carry 

(1-800-366-9782) 

www.powervr.com 
The Ueo Realitarian Movement has begun. 

- --~ r 

NEC 
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REVIEINS 
YOUR ULTIMATE GUIDE TO NEW GAME RELEASES 

Meet Joel~ The sharpened stick welcomes another lost soul to the PCG family 

his month we'd like to 
welcome Joel Durham to 
the PC Gamer team as he 
assumes the reins of our 
new hardware section -
The Hard Stuff - and a 

coveted role as PCG's technical editor. 
With a brain the size of an engine block 
and an irrepressible love for all 
things electronic, Joel's role is to 
delve inside the mysterious 
magic going on inside our PCs 
and demystify the jargon for 
real-world consumption. Within 
moments of his arrival, he had 
already proven his worth by 
showing Gary that a mouse is not 
an intercom and monitors work bet-
ter when they're plugged in. 

So when we wanted to learn more 
about Joel's outlook on computers, gam
ing, and life as a Rochester, N.Y. refugee, 
we knew there was only one place to turn 
- the fabled PC Gamer sharpened stick. 

PCG: Hello, Joel! Welcome aboard! How 
does it feel to be part of our happy crew? 
JOEL: It's been really fun so far. Say, is 
that a sharpened stick? 

PCG: Er, no. 
JOEL: It sure looks like one. I may be 
from New York, but I do know what a 
sharpened stick looks like. Is that the 

Hardware Requirements 

same one you used on Jason? 

PCG: No this one's different. See, it's 
almost brand-new .. .. Hey! You can't have 
it.. .it, er, belongs to the company. 
JOEL: What's it for? 

PCG: No, we only use it to poke ... 
you know ... stuff. 
JOEL: You're not poking any
thing now. 

PCG: Ha! Just wait. Hey! What's 
that behind you? 

JOEL: This is ridiculous. You want to 
distract me so you can poke me. How long 
do I have to suffer through this charade? 

PCG: You and that big brain of yours are 
ruining the fun. Now hold still, and let's 
do this. You look over there, and we11 
poke you. Just remember to say "Ow!" 
JOEL: Okay. Um, wow! 

PCG: Not "Wow!" "Ow!" You know, like 
it hurts. Try and capture the moment. 
.JOEL: (Stares blankly at the wall) The 
company really pays for those things? 

PCG: You think you're real smart, don't 
you, city-boy? 

With each PC Gamer review, you'll find two very important pieces of information: the game's 
minimum hardware requirements and the hardware configurations we recommend as the 
least you'll need to really enjoy the game. While a game will run on the minimum system the 
manufacturer specifies, it might not run all that well. Because ofthis, we test each game on 
several systems so we can bring you a more realistic assessment of what you'll really need. 
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Interstate '7 
I Category: Action 

I Developer: Activision 

Publisher: Activision, 11601 Wilshire Blvd., 
Suite 1000, Los Angeles, 
CA 90025 (310) 473-9200 

Required We Recommend 
Windows 95; 4x CD
ROM drive; Pentium 

90; 16MB RAM; 
80MB HD space; 

14.4Kbps modem, or 
Internet provider for 

multi-play 

Pentium 166; 32MB 
RAM; 110MB hard
drive space; 
Joystick or steeri ng 
controller; 28.BKbps 
or faster modem 

f you've ever bought a copy of 
Road & Track or Motor Trend - or 
even flipped through them at the 
newsstand - you're on your way 
to loving Activision's Interstate 76. 
If you're the least bit nostalgic for 
the 1970s, you're halfway home. 
And if you like a good, original 
action game, you're already there. 

Interstate 76 certainly isn't the 
first driving-and-shooting game to 
grace the PC, but it may well have 
the most original premise of the 
year. Set in an alternate-history in 

which the 1970s gas crisis has sent the 
world to hell in a handbasket, 176 tells 
the story of a group of vigilantes 
who arm their cars and take 
to the highway to 
dispense justice. 

PC GAMER June 1997 

Adivision takes us to an 

alternate 1976 vvhere vigi

lantes keep the streets clean. 

The 1970s setting pro
vides a perfect excuse 
to roll out some good, 
old-fashioned muscle 
cars. If you'd rather 
drive a 1971 Mustang 
Mach V than a brand
new BMW Z3, you'll 
drool over the Detroit 
steel on display in 176. 

You'll also drool 
over the many ways 
you can customize your 
car. 176 offers four dif
ferent engines, four 
suspensions, four types 
of brakes, and four 
wheel sizes; 24 
weapons (including 
machine guns, smart 
missiles, flamethrow
ers, and mine-drop
pers); and nine special 
items (ranging from curb feelers to 
radar jammers). You can even tailor the 
amount of armor on each side of your 
car to suit your fighting style. 

Best of all, the changes you make 
have a very noticeable effect on your 

car's performance. Salvage a big
block, 432 cubic-inch V8 and coil
over shocks from your fallen ene
mies, and your car will accelerate 
and hug the road much better than 

it did with its stock suspension and 

..... ... ~ ... ... ................... 
a 111t u1a1;1fa._ .. ............ ,.,. ..... ,......,, 
,--.-...... 

.._, ·:rut. .. 
• _. C Callr ................. ............... 

six-cylinder mill. Gradually turning your 
car into a serious hotrod is even more 
satisfying than adding new weapons 
and defenses. 

176's physics model goes a long 
way toward creating a convincing sense 
of driving that hotrod; your car's front
end rises under quick acceleration and 
dips under heavy braking, and the body 
"rolls" from side to side as the suspen
sion flexes in hard turns and lane 
changes. It's not painstakingly realistic, 
but it's utterly believable in the context 
of the game. 

The graphics are convincing, too 
- beautifully texture-mapped and 
shaded, and available in resolutions 
ranging from 320x200 to 1,024x768. Of 
course, you ' ll need a very stout machine 
- at least a 166MHz Pentium with 
32MB of RAM - to run 176 at 640x480 
with all the details maxed out. The 

·1 .._....,,..._ .... ,......, a.....,.. .. 7 -- ..... ---,-ts,-w ........ lk .... lli1I• --·--· 
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iew for his buddy. 

lower resolutions don't look nearly as little tacked-on. 
good, and for higher resolutions, you're Activision isn't charg-
looking at a Pentium Pro. Fortunately, ing a penny for online 
the game provides a wide array of action over its three 
options for trading graphic detail for a dedicated Internet 
little more smoothness. So the game is servers, but the multi-
playable on the 16MB Pentium 90 player element 
Activision lists as a minimum - but I could've been handled 
wouldn't recommend it. better. The biggest 

Still, if you've got a P120 or P133, flaw is that there are 
you'll find it's worth turning those detail no restrictions on the 
options down. The game won't look kind of car and 
quite as good as the screen-shots on the weapons you can 
box, but it's not the graphics that make bring into a death-
176 a winner - it's the gameplay. The match. Naturally, 

The flamethrower is devastating at short range. This Gremlin-lookalike is about 
to go up in smoke. 

fierce turning-fights in the desert; the everyone loads up 
,__ _______________________ ,.., ............ .. 

thrill of evading the bad-guys with a with the hottest radar-guided missiles, 
daring high-speed jump, "Dukes of and victory becomes less a matter of skill 
Hazzard" -style; the sheer joy of f1ring and finesse than a matter of being the 
up your Napalm Hose and melting a first to target the enemy and fire. The fact 
buddy's car into slag ----------, that there's no chat feature 
over the Internet - available while setting up a 
these things are game makes it hard to 
worth a little graph- coordinate with other 
ics tweaking. players and set ground-

Of course, rules that could overcome 
there's no such the lack of restrictions. 
thing as a perfect Activision says these prob-
game, and 176 isn't !ems will be addressed in a 
without its short- future patch, but at the 
comings. In the sin- moment the 176 team is 
gle-player game, working on fixing a few 
some of the 30 mis- bugs that have cropped up 
sions are extremely since the game's release. (I 
tough, leading to The game's cut-scenes are randered ran into a couple of these 
some serious frus- in styl ized 30 that blends perfectly myself; conflicts with the 
tration as you play a with gameplay. Diamond Monster 3D and 
mission over and .................. the Sound Blaster A WE 64 
over until you get it right. That wouldn't Gold on the main test machine caused an 
be so bad if many of the missions were occasional crash until I updated the dri-
not long, drawn-out affairs. A shame, vers for those cards.) 
since some of the hardest missions have Finally, a very small nit to pick: 
two distinct phases and could easily Most of the voice-acting is commend-
have been turned into two missions - able; the guy who plays Taurus is espe-
with an all-important chance to save the cially good, sounding uncannily like 
game in between. Samuel Jackson in Pulp Fiction. But the 

And while the multi-player support choice of John DeLancie to play the vii-
generally works very well, it still feels a lain was a definite wrong turn. Antonio 

Malochio is a dark, mustachioed, pin
striped figure of evil, in the tradition of 
1970s TV bad-guys - and while 
DeLancie was perfectly cast as the 
prima-donna demigod Q on "Star 
Trek," his high, peevish voice isn't 
nearly menacing enough to do 
Malochio justice. 

But there are an awful lot of games 
out there that wish they had as few 
problems as Interstate '76 - and most 
of them aren't as much fun. If you like 
action and you're looking for a break 
from giant robots and mutant space 
marines, dust off those bell-bottoms 
and check out 176. 

- Dan Bennett 
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!Category: Graphic Adventure 

I Developer: Enteraktion, Inc. 

Publisher: Live Interactive, 15400 Sher
man Way, P.O. Box 10124, Van 
Nuys, CA 91410 (818) 988-5060 

Required We Recommend 
Windows 95, Quad

speed CD-ROM 
drive; Pentium; 

8MB RAM;4MB 
hard-drive space; 
DirectX supported 
video card; Mouse 

Pentium 90; 16MB 
RAM; Supported 

sound card 

irst of all, relax - The Arrival 
is not another lame attempt 
to translate a popular movie 
into an Exciting Interactive 
Experience! Well, not exactly. 
The game actually takes place 
ten years after the events in 
the movie, with those floppy
headed aliens taking another 
stab at converting our atmos
phere into one more hos
pitable for themselves. You, 
on the other hand, are lan
guishing in a prison cell in a 

nearby solar system, having been cap
tured after stumbling across one of their 
bases in the New Mexico desert. 
Naturally, Earth's only hope of averting 
disaster is your timely escape and return 
to warn them. 

The Arrival is Live Entertainment 

-----------------------••·········· Stop watching the skies and start watching 

your back in this CD-ROM sequel to the 

critically acclaimed movie. ························------------------
and Enteraktion's forced most of the 
first foray into com- aliens to evacuate 
puter games, and I the station, so 
was prepared for a you're relatively free 
valiant but unsatisfy- to experiment and 
ing effort, along the explore, your 
lines of Piranha's appearance altered 
Majestic. But unlike by the "curtain of 
other games of alien light" effect from 
exploration (Alien the movie (back-
Virus, Robot City, ward-bending knees 
Chaos Continuum) and all). You' ll need 
The Arrival is not just ■■--.I to collect objects 
another static screen and solve puzzles 
pixel hunt. You glide (using familiar, 
smoothly from one zle, you gain access to an alien wall safe. mouse-driven inter-
location to another, ------------ ······· ·········· face icons) to gain 
with the ability to pan 360 degrees hori- access to some parts of the station, not 
zontally and 60 degrees vertically at most to mention three satellite Outstations, 
stopping points. The high resolution a Moon Base Mining Colony, and the 
graphics and animations are eerily beau- var ious shuttles needed to reach them 
tiful, and there's always some little flash (and home!). 
of nuance to catch your eye - blinking Unfortunately, these puzzles are the 
lights, discharges of steam, busy robots, weakest element of the game. Those not 
etc. Once past the first few cliched involving retrieval and use of appropri-
scenes, where everything you need to ate (and far-flung) objects serve as sim-
escape your cell and spring into action is plistic security devices - tests of mem-
conveniently close at hand, I found ory, object manipulation, sound, color 
myself awed by the spectacular detail of and light (a la The 7th Guest or The 
the alien installation and the effective Daedalus Encounter) - and seem to indi-
way that glimpses of its entirety through cate that the invaders are more con-
windows and open structures reveal its cerned with entertainment than seriously 
imposing scale. safeguarding their secrets. 

A malfunctioning reactor has Although timed and untimed modes 
are available, the three hour limit in 
timed mode (with saves available) is 
really only there for those who need an 
artificially induced crisis to perform their 
best. You'll definitely want to take advan
tage of the untimed mode to get familiar 
with things first. 

If mind-wracking puzzles aren't 
high on your priority list, The Arrival's 
spectacular graphics, wall-to-wall digital 
sound, non-linear path, and multiple end
ings will provide many hours of intrigu
ing exploration. Turn off the lights, crank 
the subwoofer, and go for it. 

-Scott Wolf 

■ A little more colorful than most of the alien installation, the recycling center carries components 
vital for your return to earth. 
'-----------------------------·················· 

PC GRMER June 1997 



Duda,,at1 , pr-h-ate dick at1d f,amil~ mat1 , is <>t1ce a.9ait1 

d<>wtl <>ti his luck, hal-it1.9 lost hoth his show at1d his 

f,amil~. Help .9uide <>ur f,aY<>rite duck-detecti\'e 

thr<>u.9h this <>ff-heat, r.11"1~ ad\'et1ture 

it1 order t<> .9et his life hack! 

• !t1teract witti characters from 

tt,e popular s~Nttcated telel-isi<>l"I 

show like Comfed, Eemice, Ajax, 

Charles at1d '1amh<>, at1d l<it1.9 Chicket1. 

• featuri t1.9 tt,e \'<>ices <>f ltm Cur~, Nat1~ 
Tral-is, Dweez:il Zappa, at1d ~re.9.9 Eer.9er. 

• '1<>re tt,at1 10,000 frames of awesome 

hat1d draWl"I at1imati<>t1. 

• Sol\'e puzzles, a\'<>id traps, at1d explore <>\'er 

4-0 !ocati<>l"IS at1d 80 d"tfferet1t scet1es. 

I 
http/ /www.p!a~matest<>~S.c<>m 

OuckmonT"" and © 1997 Paramount P"tctures. All rights reserved. Software 
creoled by lllusioos Goo,;ng Company. Art and des;gn © 1997 l'loymo1e, 
lnterodive Entertoinment Inc. PIE is a registered trodemork of Playmates 
lnteroctive Entertainment lnc. All rights reserved. 
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REVIEWS 

I Category: Arcade 

I Developer: Probe Entertainment 

Publisher: Fox Interactive, P.O. Box 900, 
Beverly Hills, CA 90213 
(310) 369-5369 

Required We Recommend 

Windows 95; 
Double-speed 
CD-ROM drive; 

Pentium 120; 16 MB 
RAM; 11 MB hard

drive space; 
Sound ca rd 

8-speed CD-ROM 
drive; Pentium 166; 

3D accelerator 
card 

ith the checkered history 
of movie-licensed games 
littered with the corpses 
of celluloid-to-software 
failures, Fox lnteractive's 
Die Hard Trilogy is a rare 
creature, indeed. The 
phenomenally popular 
films have survived the 
translation quite well, 
resulting in three differ
ent and exciting games 
that let you play NYPD's 
John Mcclane doing 

what he does best: throwing a monkey 
wrench into evildoers' plans and crack
ing wise the whole time. 

Die Hard starts off in the parking 
garage of Nakatomi Plaza with a small 
army of Eurotrash terrorists out for 
your blood and plenty more on the 23 

•••••••••••• 
What do you say when the NVPD•s John 

McClane comes crashing onto your PC? 

•awelcome to the party. pal! .. 

························------------------
levels above you. Playing from an over
the-shoulder perspective (like Fade to 
Black), you move McClane through the 
maze of hallways and offices using a 
tiny radar map to locate bad guys, 
hostages, and power-ups. 

You're barefoot and armed with 
only a 9mm pistol, but there are plenty of 
upgrades available if you know where to 
look (MP5A3, grenades, a SPAS shot
gun, and a Alexander Godunov's exotic 
Steyr AUG rifle, to name a few). 
McClane's moves are pretty simple - he 
can move in four directions, jump, side
step, and roll. If you don't like the default 
controls by either keyboard, mouse, or 
joystick, you can 
redefine them to 
your liking (as you 
can in each game). 

in addition to weapon upgrades, you can 
also pick up a second pistol for two
fisted action, and you only have to click 
once to reload. 

Die Hard With a Vengeance finds 
you tearing through the streets of New 
York in a Yellow Cab pursuing bomb
laden vehicles and stationary devices 
set to detonate at any minute. Although 
other cars become available, they all 
handle pretty poorly - a fact that 
should have rendered the experience an 
exercise in frustration, and yet I enjoyed 
the hell out of it. This is no safe, sanc
tioned racing event - it's a white
knuckle Quarantine-style rampage over 

the majesty of 
x. a foam rubber 
• looks more like 

real estate teeming 
with traffic and pedes
trians. The final chase 
scene, requiring you 
to drive over small 
explosive charges to 
launch into the air 
and ram Simon's 
escaping helicopter, is 
positively inspired. 

The games can be 
played in any order, 
and each one faithfully 
captures the feel of the 
movie it's based on, 
with appropriate 
music, sound effects, 

Die Harder 
takes place in the 
terminals, tunnels, 
runways, grounds 
and airspace of 
Dulles Inter
national Airport. 
It's a virtual clone 
of Sega's Virtua 
Squad, but overall, 
it's a much better 
effort, not to men
tion longer and a 
lot tougher. Here, '------------····· ··· ········ ·· and dialog by a decent 

Bruce Willis sound-a-like - any one of 
them could have been released alone 
and done quite well . While graphic 
detail, game speed, and control 
response are heavily dependent on your 
system (a 3D accelerator card is highly 
recommended), configuration options 
are flexible enough for anyone with the 
minimum specs to find an acceptable 
level of each. 

The Die Hard Trilogy does have 
its flaws, but there is a lot of gaming 
bang for the buck here. Yippie-ki-yay, 
monkeyfunkers! 

Ho, ho, ho, now I have a machine gun! Considerate level bosses hang around huge red signs for easy holi
day ID in Die Hard. 
'--------------------------- ----- ·················· 
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REVIEWS 

I Category: Strategy ------------------------••·········· The popular collectible card game has finally 

I Developer: MicroProse made the transition to the computer. and 

Publisher: Spectrum HoloByte, 2490 Magic fans will be pleased. 
Mariner Square Loop, Ala-
meda, CA 94501 (510) 522-1164 ························ 

Required We Recommend 
Windows 95; Quad- Pentium 120 or 

higher; Supported 
sound card 

speed CD-ROM 
drive; 486DX4/100; 
16MB RAM; 90MB 
hard-drive spa ce; 

SVGA; Mouse 

hen Wizards of the Coast 
published its Magic: The 
Gathering card game in 
1993, it created a frenzy 
over the deceptively sim
ple playing cards with 
pretty pictures and 
obscure symbols. Players 
did everything they could 
to get their hands on 
newer, better cards to 
add to their decks, mak
ing themselves tougher 
and tougher to beat. 

Now the folks at MicroProse have 
translated the game to the PC, and 
they've done a pretty good job. 

The computer game contains all the 
cards from the fourth edition of the card 
game, plus 12 unique, computer-only 
cards that form the Astral Set. Each of 
these cards has several functions, one of 
which is chosen at random by the com
puter (the Prismatic Dragon card, for 
instance, changes to a random color dur
ing its controller's upkeep). It's a good 
example of MicroProse's efforts to make 
its version of Magic: The Gathering more 
than just a direct translation of the card 
game, since the Astral cards could only 
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Altar th1S6 words t/J1 magioiin 
dr,w a ring qlf his f/ng,r, and 
put it on on, of Atldlf"m's. 
sayinv: ·1t is a taisman against 
al evil st1 bng as you ob,y me. 
- Tb, Arabian Nights • .A!nior 
C/ilssiostnns. 

The deck builder lets you create your dream deck from all the cards in the game. The game comes 
with all the cards of the Fourth Edition set, as well as some computer-only Astral set cards. 

work in a computer simulation. 
The game offers several ways to 

play: You can take on the computer in a 
direct duel, in which you select your 
deck and the computer's, then p lay a 
straight game of Magic starting with 20 
life points. Or you can start the adven
ture portion of the game, journeying 
through the land of Shandalar in a 
quest to save the world from a master 
villain. You can also enter the Deck 
Builder, where you can put together a 

deck of your own design. There's also a 
multimedia tutorial that does a decent, 
if simplistic, job of explaining the basics 
of the game. 

1n a game this complex, though, 
there's no substitute for a good manual. 
Weighing in at about 210 pages, 
Micr.oProse's manual is nearly exhaus
tive enough to explain not only how to 
play the computer version of Magic, but 
how to play the card game as well . The 
card game itself is only covered in 



cocatrices take out the computer Al. It 
• be overkill, but it sure feels good! 
---------········· ········· 
l pages, but there' s still more 

· n you'll find in the little instruc
k that comes with a starter deck 
; cards. · 

, . J computer opponent is no 
vhen it comes to playing the 

't may not threaten tournament 
ch , lli ions, but the average player will 
fin j plenty of challenge. And with four 
difficulty settings to choose from, you 
can determine if the computer will make 
a few mistakes during play, or if it will 
always take advantage of any edge it 
has over you. 

The weakest part of the game is the 
adventure option. In it, you become a 
fledgling spell-caster, the last person 
standing between Shandalar's freedom 

nd dominance by an all-powerful wiz
ard intent on overthrowing the beautiful 
land. The story is epic, but the actual 
gameplay isn't nearly as impressive. You 
travel across the land via an overhead 
map. Heroes of Might & Magic-style. You 
can visit towns, fight creatures that wan
der the countryside, and perform vari
ous quests. Guild Lords, representing 
the various colors in a game of Magic, 
gain power by conquering cities and 
using them as a mana "tap." Once a 
Guild Lord taps enough cities, he'll cast 
the Spell of Dominion, and the game's 
over. It's your job to make sure that 
doesn't happen, while creating taps of 
your own to increase your power. Along 
the way, you'll run into creatures wan-

ns and cities, you'll find food, clues, 
.:irds. Go on a quest, and you might be 
rded with a mana tap of your own. 

- - ---------·················· 

======-- MicroProse made with this 

The overhead map will lead you though the five basic land
scapes of Shandalar in your quest to stop Arzakon. 

one was to release it with
out multi-player support. 
Sure, they promise a patch 
later on, but Magic has 
always been a social game, 
and the challenge of 
another human opponent 
simply can't be replaced by 
artificial intelligence, no 
matter how good it is . And 
the game probably could've 
used another pass through 
MicroProse's testing 
department; right out of the 
box, Magic crashed several 
times - twice just as I was 
about to beat a particularly 
difficult opponent. There's 
nothing more frustrating 
than tapping enough mana 

~--------- - ------- ········ ······ ···· to sizzle the last several 
dering the countryside, you' ll gain 
amulets you can trade for cards, and 
you' ll win cards in battle. 

There are dungeons that contain a 
variety of treasures, and World Magics 
you can use while traveling (these spells 
do things like destroying the nearest 
creature, so you don't have to duel if you 
aren't up to it). But most of the game is 
just walking from oint to point in the 
map and fighting duel after duel after 
duel. Eventually, you need to face down 
each of the five Guild Lords, then fight 
the usual Evil Wizard, Arzakon. 

It's a sensible approach to making 
an adventure game out of Magic. But the 
constant duels can be a bit tiresome in 
the adventure format, where you're 
expecting the story to develop. 

The hardware requirements are 
pretty steep; you' ll need at least a 
Pentium 120 to get decent performance. 
And even then, if you have a lot of cards 
on the table, the computer AI can take a 
while to figure out its next move. 

But probably the biggest mistake 

points out of an opponent with a 
Fireball, then having the game freeze 
just as you cast the spell. 

Still, MicroProse's M agic: The 
Gathering does a great job of bringing 
the card game to the PC. It'll be of inter
est to Magic fans who can't always find 
human opponents to duel, and it's a nice 
introduction for gamers curious about 
all the fuss that surrounded the card 
game a couple of years ago. 

-Michael Wolf 
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Ever fire live 
Ever use a crowb n old coot? 

Ever hack down a bu ood ol' boys with a 
Ever hit the bro d . power saw gone haywire? 
~~fer Park with aa side of a tornado-wrecked 

' 4 Casul/ Pistol? 
Ever launch TNT at 

pig•stealin' aliens 
and turd minions ... 

" (yep, I said 
turd minions") 

and watch 'em fry'' ' .. ' "'e C ¥.. Avo;/o.f. fo " 
Y'all Will Now! "Pc,[)os 

©1997 Xatrix Interactive Design. All rights reserved. Redneck Rampage and Interplay are trademarks of Interplay Productions. 
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Gin•u•wine redneck 
dialogue and humor 

14 levels of 30 SVGA graphics featuring mortuaries, 
trailer parks, chicken processing plants 
and tons more fighting locations 

10 brutal weapons including crowbars, dynamite, double-barrel 
shotguns, ripsaws, and an alien arm gun 
(yank the tendon to fire!) 

Gas up with pork rinds, whiskey, and beer a-plenty 

8 player multi-player, death-match action and modem play 

Rockabilly soundtrack featuring Mojo Nixon, The Beat 
Farmers, The Reverend Horton Heat, and Cement Pond 

AR rights reserved. Interplay is the sole publisher and distributor. All other trademarks and copyrights are property of their respective owners. 
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REVIEWS 

T-MEH 
I Category: Arcade 

I Developer: Bits Corporation 

Publisher: WizardWorks Software, 2300 
Berkshire Lane No., Plymouth, 
MN 55441 (612) 559-5301 

Required We Recommend 
Double-speed 

CD-ROM drive; 
486DX4 100; 8MB 
RAM; 8MB hard

drive space; Super 
VGA; DOS 5.0 

Quad-speed 
CD-ROM drive; 

Pentium 90; 16MB 
RAM; Supported 

sound card; 
Joystick 

tari's old coin-op game 
Battlezone was quite a hit 
back in its day. Even the 
Army wanted a piece of that 
tank sim action, and commis
sioned Atari to make a spe
cial training version, Military 
Battlezone. Apparently Atari 
decided to try and squeeze 
the last remaining bits of life 
out of ole Battlezone, 
because that's exactly what 
T-MEK is. Originally devel
oped for the arcades by 

Atari Games, T-MEK is nothing more 
than an updated Battlezone. 

You are a warrior peon in the dis
tant Lacertan System, a system of six 
planets ruled by the Predator-look-a-like 
Nazrac, and his five underlings. To get 
anywhere in Nazrac's police state, you 
must prove yourself worthy by battling 
it out in the T-MEK tournaments -
competitions between highly mobile 
tank-like hovercrafts, the MEKs, held on 
each of the six environmentally unpleas
ant planets. The winner of each tourna
ment must face each successively 
harder Warlord ruler of each planet 
until he or she faces Nazrac on his 

----------------------- ~•·· ····· ··· The box says T-MEK is a ••smash Arcade 

Hit,,.•• but the only smashing you•11 experience 

is your head into the wall for buying it. 

························--------------------
home planet of Etramel. 

Once you get past the mildly
interesting premise, however, the 
actual gameplay is far less exciting. 
It's pretty standard first-person 
.shooter fare, with none of the sim 
elements that made games like 
Mechwarrior so great. Choose from 
six MEKs, varying in weapon 
power, shield strength, and speed, 
and take it to the arena. Power-ups 
are granted when you successfully 
kill another MEK, and you can refill 
your special weapon capacity by 
driving under the beam of a Reload 
Platform - not so much a platform, 
per se, but actually a hovering plane. 
Go figure . 

The arenas themselves are woe
fully barren, occupied only by a few 
monoliths or poles to obscure your 
view. Combat view is extremely limited, 
as you can only see a hundred yards or 
so in front of you, due to the degree of 
pop up (your cross-hairs will lock onto 
a target long before it actually pops into 
view). Given the low amount of objects 
on the screen at any given time, it's 
staggering at how pixelated the images 
can become close-up. Even in high 
detail mode, the enemy MEKs look 
more like piles of shattered stained 
glass than anything resembling a futur
istic tank. 

However, T-MEK isn't all bad. The 
game is surprisingly fast and smooth -
so fast, in fact, it takes a little getting used 
to the thrust. These are hovercrafts, and 
not tanks, after all. And while the game
play may not be the most original ever 
conceived, it is fairly solid once you can 
actually find an enemy. The special 
weapons, from Shockbolt to Acid Drone, 

are effective, although it 
would be nice if each 
MEK had a variety of 
weapons to choose from. 
As it is, you spend most 
of your time just mind
lessly shooting. There's 
no conservation neces
sary either, as the Reload 
Platforms are easily 
located, which throws any 
strategy out the window. 

The game features 
two modes of play, 
Arcade and Extreme, 
which vary only in that 
Arcade is a straight port 

Different vehicles are provided for each 
round. yet you'll find that it doesn't matter 
what you're driving during actual gameplay. 
'------------·················· 

new sound effects. The amount of dif
ference between the two is almost neg
ligible, which makes you wonder why 
they even bothered with the Arcade 
mode to begin with. 

It's one thing to pump a couple of 
bucks into an arcade machine for a lim
ited, albeit exciting, gameplay experi
ence. It's another thing, however, to 
drop fifty bucks on a really limited 
game. And you don't even gefto sit in 
the big, cool arcade housing. 

- Adam Douglas 

Even though it was an arcade powerhouse, T-MEK·s bland graph- from the coin-op version, 
ics and ho-hum gameplay leave the PC version feeling flat. ~nd Ex_treme has extra 

..._ _ ________________ ................... mterm1ttent levels and 



Stargunner 
I Category: Arcade / a good deal of blasting to 
_ _ do. There are four main 
::=/ =================~, episodes to choose from, 
Developer: Apogee . each comprised of a 

::===================================::: series of stages. Before 
Publisher: Apogee, P.O. Box 496419, each stage, you outfit 

Garland, TX 75049 your ship with a wide 
(800) APOGEE1 variety of blasters, 

.__ _ ____________ ___ __, bombs, and other unique 
------------------

Required . We Recommend features. Of course, all of 
these improvements cost 

Double-speed 4x CD drive; Pentium money, which you obtain 
CD-ROM drive; 486; 90+; 16MB RAM; by blowing stuff up. The 
8MB RAM; DOS 5.0 Speed compensat- further you progress, the 

or later ing joystick card more powerful the equip-
.__ ________ ..__ _ ______ __, ment you can afford. The 

REVIEWS 

lot can be said for simple arcade 
blast-away-with-your-bad-ass
spaceship amusement. The 
relentless twitch of the trigger 
finger and constant demand on 
your reflexes can prove to be an 
enjoyable diversion. And when a 
game provides good, crisp 
graphics, smooth gameplay, and 

backgrounds for each 
episode are all unique, and, 
along with the more than 70 
different enemies, help to keep 
things fresh. And that's 

One entire episode is sea-based. As in all the other episodes, you 
scroll from left to right, killing as you go along. Those are either 
really big piranha, or you've got one tiny ship. 

a variety of foes to devastate, it makes it 
all the more fun. 

That's what Apogee brings us with 
Stargunner. There's nothing fancy here. 
It's a simple side-scrolling shoot-'em-up 
with, as the name implies, a starship 
blasting away at everything. And there's 

important, as all shooters become repet
itive after a while. 

Though this type of game has been 
done before - many times -
Stargunner's take on the arcade side
scroller is a good one, although it is 
pretty tough to beat, even on the easy 
setting .. So if you're in the mood for 
some challenging arcade fun, you can't 
go wrong with this one. There's currently 
a shareware version available which can 
be downloaded at the www.apogee1. 
comlcataloglstargunnerl web site. 

- Joseph Novicki 
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REVIEWS 

tar ommand: Revolution 
I Category: Real-time strategy 

I Developer: Metropolis 

Publisher: GT Interactive, 16 East 40th 
St., New York, NY 10016 
(800) 434-2637 

Required We Recommend 
Double-speed 
CD-ROM drive; 

486DX/66; 16MB 
RAM; DOS 5.0 or 

higher; 1 MB VRAM; 
50MB hard-drive 

space 

Quad-speed 
CD-ROM drive; 

Pentium; Supported 
sound card 

tar Command: Revolution is 
the latest combatant to enter 
the real-time strategy fray, 
but it emerges from the strife 
a little worse for wear. 
Though the game has some 
unique elements and some 
interesting units, there's not 
enough here to make anyone 
stop playing Red Alert any
time soon. 

Campaign play is fairly 
advanced, with multiple 
paths to take once you 

advance beyond the start. Your accumu
lated resources will transfer between 
the scenarios, though your fleet of war
ships will not. While it makes sense, it 
does lead to some tedium, since before 
you move on to the next scenario, 
you're likely to spend a long time 
scooping up every last resource to make 
sure you'll have enough for the next 
scenario - a time-consuming process. 
It's as if in WarCraft II, long after all the 

------------------------••·········· A real-time strategy game set in space, 

Star Conunand: Revolution never quite 

kicks into hyperdrive. 

Ores were dead, you had to go 
ahead and chop down every tree 
and empty out all the mines just so 
you' ll have plenty of resources for 
the next map. 

One of Star Command's touted 
features is the fact that you can play 
any of the four different races as 
you progress through the game. 
Once you've researched all your 
technologies from one race, you 
automatically begin to learn tech
nologies from other races. You'll be 
able to build their units and build
ings, giving you access to every unit 
in the game. 

While this allows you to build a , The large, ponderous units of Star Command move 
mixed force, it does mean that you' ll pretty slowly. 
have a lot of overlap and wasted '--------------··················· 
resources building the many bases and 
structures required for a multi-racial 
army. It also means that in effect, there 
aren't really four different races in the 
game, but one big race with four differ
ent building paths and a lot of repeated 
units. It just seems like you're doing a 
lot of extra work just to get the one 
good unit in the game you need. You 
also need to scoop up five different 
kinds of resources. 

There are a handful of intriguing 
units specific to each race, such as the 
Terran's #Switcher," which lets you 
switch its location with any of your 
other units on the board. This is pretty 
handy, particularly with the otherwise 
immobile missile launchers. However, it 
does lend itself to some more sluggish 

play, as the best 
tactic seems to be 
to build up a huge 
wall of ships, mis
sile platforms, 
and carriers, then 
lure the enemy 
ships a few at a 
time with scouts, 
then slowly move 
forward again. So 
unlike WarCraft 11 
or Red Alert, 
there never seems 
to be a sense of 
urgency or imme
diacy - that feel
ing that you have 
to build as fast as 
you can to hold 
off the onslaught. 

And while 

ally plays on a 20 surface covered with 
asteroids and nebulas that function 
more like barriers than interstellar 
objects. For all practical purposes, the 
game has a less interesting and less var
ied environment than Red Alert or 
WarCraft 11, since it lacks the equivalent 
of water. 

The graphics for the space back
drop are also pretty bland, hardly vary
ing between the levels. The units them
selves are also large and blocky, on the 
scale of the largest of the WarCratt 11 
units, but without the character. The 
different race's ships all look relatively 
similar - large, non-aerodynamic blobs 
that slowly move through the crowded 
battlefield. And the bipedal units are 
vague and out of focus, hardly as 
detailed as similarly-sized units found in 
Red Alert. 

Let's face it: WarCraft ll and Red 
Alert are tough acts to follow, and Star 
Command just isn 't up to par. Real-time 
strategy fanatics might want to pick this 
one up or one of the other "interim" 
games, but the rest of us are probably 
better off waiting for StarCraft or C&C II. 

-Jason Bates 

ostensibly set in 
Star Command: Revolution is a real-time strategy game set in the depths of space, Star 

interstellar space. . .................. Command actu-
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REVIEWS 

I Category: Puzzle/Arcade 

I Developer: Sunrise Games Ltd. 

Publisher: GameTek, Three Harbour Dr., 
Suite 110, Sausalito, CA 94965 
(800) GAMETEK 

Required We Recommend 
Double-speed 
CD-ROM drive; 

486DX/2 66; 8MB 
RAM; 20MB hard

drive space; Mouse 

Pentium 90; 16MB 
RAM; Supported 

sound card 

he plot has all of the bells and 
whistles of an Ed Wood flick 
and all his originality to boot. 
It begins with radio and tele
vision transmissions from 
Earth bouncing around the 
universe for decades before 
finally arriving in the galaxy 
of "Bleurgggh." This dingy 
part of the cosmos is home to 
an evil race of aliens who 
become inspired to conquer 
the Earth after being con
vinced by the transmissions 

that the planet is ripe for conquest. 
Unfortunately for the slimy green aliens, 
their plan gets off to a rocky start after 
the last transmission they receive, a 
wildlife show, convinces them that pen
guins are the dominant species here. So, 
the outer-space nimrods take the form of 
the kings of the frozen tundra and 
launch their attack. 

As the attack begins, the player's 
job is to guide his or her character, 
either Rodney or Bernard, through 
increasingly more difficult levels in an 
effort to thwart the mutants' attack. The 
focus of each level is the Doomscale -
a basic weight-scale that determines 
whether the planet lives or dies. The 
mutant penguins win the level if they 
are able to get more soldiers to the 
scale and tip it in their favor. The player 
wins if his or her character is able to 

Lose a level, and the last thing you will see 
is a mutant sinking his teeth into you. 
L-----------................ .. 

Cute characters and a twisted plot are 

combined to create a seductively addictive 

puzzle romp - but this game has faults, too. 
........ .. .. ........... . ___________________ _ 

Doomscale. Keep the mutants from it, and 
you might just tip the game in your favor. 

lead the good penguins to the scale and 
tip it in the Earth's favor. 

To help in the fight, players can find 
various weapons on each level including 
bats, frying pans, and the super club. 
Whack a mutant with a weapon such as 
the frying pan, and the evil penguin will 
release several power-ups that can be 
collected and used to improve your char
acter's weapons. The improvement of 
the weapons is critical as an endless 
stream of marching mutants on most 
levels offers little hope for the player to 
be successful unless he or she is armed 
to the teeth. 

Knowing how to use the weapons 
though is not enough. Players must 
develop a strategy for each level or even 
the strongest attacks will fall under the 
marching webbed feet of the aliens. 
Clearly, the game aims to capitalize on 
the style of play that was introduced in 

Lemmings, and while the characters are 
cute, there is one problem with the game. 

When running under DOS mode in 
Windows 95, the computer repeatedly 
accesses the CD-ROM and freezes play. 
This might be more forgivable if the com
puter running the program was not up to 
the task. But this is a game with graphics 
that are straight from a Super Nintendo 
cartridge and hardly taxing for any mod
ern machine. Only sloppy programming 
can be to blame for this problem. The 
game does run smoothly if the machine 
is rebooted in DOS and then launched. 

With graphics that are adorable 
and garneplay that is surprisingly 
engaging, Mutant Penguins is a nice 
diversion that reignites warm memories 
of Lemmings. While it pales in compari
son to that classic, Penguins carries a 
street price of just over $20, and for that 
amount, Mutant Penguins is a fairly 
solid catch. 









REVIEWS 

iMlR2 Rbrams 
I Category: Simulation 

I Developer: Charybd is Entertainment 

Required We Recommend 
Windows 95; 
Quad-speed 

CD-ROM drive; 
486DX2/66; 16MB 
RAM; Super VGA 

video; Mouse 

Pentium 90 or 
higher; Joystick; 
Supported sound 

card 

hen MicroProse released 
M1 Taruc Platoon in 1989, 
it was an immediate and 
enduring success. Tanks 
sirns have come and gone 
(mostly gone) since then, 
but none has quite mea
sured up to that classic ... 
until now. 

Under the direction 
of Taruc Platoon designer 
Arnold Hendrick, 
Interactive Magic's new 
iM1A2 Abrams finally 

gives us a follow-up that is every bit the 
heir to the Taruc Platoon throne. 

In 1989, of course, the Abrams was 
an untested vehicle, and it had plenty of 
Congressional critics: it was too complex 
and would break down under combat 
stress; it guzzled gas and would catch fire 
too easily; it was too expensive compared 
to its Warsaw Pact opponents, etc. Then 
came the Gulf War, in which the Abrams 
delivered such sensational performance 
that it is now regarded as the finest Main 
Battle Tank in the world. 

The M1A2 is the latest model to see 
service, and it's significantly improved 
over the original tank: better armor, a 
more powerful gun, "smart'' ammunition, 
advanced computer systems. All of these 
developments are faithfully modeled in 
this simulation, but the interface has been 
streamlined so that, even with all the new 
gadgets, it's actually a lot easier to play 
than Tank Platoon. 

While everything can be controlled 
with a mouse, you'll probably want to use 
a combination of joystick, mouse, and 
keyboard. I know that sounds compli
cated - and, at first, it is a bit daunting -
but in practice it all works very smoothly. 

For basic familiarization, there's the 
traditional Quickstart mission that lets 
you jump right in against a horde of 
incompetent Iraqi tanks and start blowing 
things up. Next comes a long and varied 
list of single missions, most of them 
playable in an hour or less. For the ulti-
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- ------- ------ ---------•• 
After a long wait,, •"The Best Tank 

Sim Ever•• finally gets a challenger -

Use maximum zoom on the MFD map to fine
tune your tanks' positions. 
~----------······· ······ ····· 

mate challenge, of course, you need to 
create a persona for the personnel files 
and try one of the extended campaigns. 

These are waged in near-future cri
sis spots: Iraq, Bosnia, and the Ukraine. 
The Iraq-Kuwait campaign is best for 
gaining experience - the terrain is flat 
and the enemy not very bright. Bosnia 
offers an intermediate level of difficulty, 
with its mountainous landscape and bet
ter-equipped Serb opponents; Ukraine is 
the toughest - this is where you'll face 
the most up-to-date weapons, including 
the top secret T-95. 

You can play campaigns either as a 
lieutenant (commanding a single platoon 
of tanks and receiving your orders from 

on high), or as a captain, commanding a 
full company, including supporting 
armor, air assets, and artillery. Playing at 
the captain level is certainly the greater 
challenge, so it's best to play as a platoon 
leader until you have a grasp on the tac
tics and technology. 

One new Abrams feature you'll need 
to master is the Commander's Indepen
dent Thermal Viewer (CITV), a coffee-can 
shaped cupola on the left side of the turret. 
Actually, its a turret-with-a-turret that 
rotates independently and allows the com
mander to search out and designate new 
targets for the gunner to engage. No other 
tank is known to have this feature, and it 
gives you a big edge, especially at night. 

Veteran players ofMicroProse's M1 
Taruc Platoon will be right at home with 
the interface; new players will probably 
find it a bit overwhelming at first. Besides 
using the mouse or joystick to scan for 
enemies, you'll need to skip back and 
forth from numerous pull-up menus 
grouped along the bottom of the screen 
(where you issue movement, formation, 
and viewpoint orders), and regularly 
check the situation map on the main 
MFD. Well, this is a state-of-the-art tank, 
not a T-34, so you can't expect to become 
fluent in these tasks right away. But have 
faith: the interface is actually as tight and 
logical as it could be, consistent with the 
desired level of realism, and after a few 



missions, you'll do the right thing at the 
right time, automatically. 

Your computer-controlled crew 
members are pretty sharp, so it's quite 
possible to fight and win a major engage
ment without ever taking over the guns. 
Of course, there are times when you'll 
want to take over the gun, if only for the 
visceral thrill of putting a sabot round on 
an enemy tank yourself. Just remember to 
re-issue a "Fire At Will" order when you 
decide to leave the gunner's station, or 
the computer will not resume control. 

How about the action? It's hot. 
Against a background of vivid sound 
effects (including radio transmissions that 
provide vital updates on the situation), 
you see bursting shells, damaging hits, 
and total brew-ups. There are hundreds 
of gratifying visual treats embedded in 
the game: observing a distant artillery 
strike from the open hatch, seeing enemy 
infantry bail out of a burning BMP, tur
rets flying into the air from direct hits, 
buildings and bunkers catching fire when 
you hose them down with the comman
der's machine gun, etc. 

If there's a drawback, it's an aes
thetic one: many engagements take place 
at such long ranges that, even through the 
magnified gunner's sight, you simply 
don't see all much detail. In this regard, 

it's analogous to modern 
aerial warfare: unless the 
designer "cheats" by giv
ing you a close-up of 
your target being hit, all 
you see is a missile trail 
and a tiny flash. I-Magic 
could have included a 
window to show you all 
the mayhem, but did not, 
apparently feeling that it 
would compromise the standard of real
ism. What you see in this sim is what you 
would see if you were there, which means 
that ob erving some of the coolest special 
effects is more or less a matter of chance. 

Take the matter of the new STAFF 
ammo (a top-attack round that's still 
experimental): I would dearly love to see 
what happens when one of these babies 
detonates over a column of BMPs, but so 
far, in 30 or so hours of play, I haven't, 
although my gunner and I have fired a lot 
of them. Still, such graphic blandishments 
are really incidental, compared to the 
level of realism. 

I-Magic thoughtfully offers 11 pages 
of configuration options, all thoroughly 
explained in the excellent 200-page man
ual, which enable you to tweak the 
graphical elements for maximum perfor
mance on your PC Without full texturing 

and shading turned on (better have a 
hefty CPU if you want the full show), the 
terrain tends toward the generic; this is 
no problem in the desert or Ukraine sce
narios (where everything is pretty flat and 
generic anyhow), but it does pose prob
lems in Bosnia's mountains, where enemy 
tanks often seem to appear magically 
against high, flat, backgrounds. 

The presentation of some displays 
and menu screens is pretty rough, too. 
For some reason, I-Magic opted to use 
typewriter-style text throughout, and 
there are places where it's jammed 
together and hard to read. Graphics cer
tainly aren't the most important element 
of a game like this, but a little more atten
tion to detail would've given the game 
less of an unfinished feel. 

On the up-side, 3D-object graphics 
are rock-solid: detailed tanks, snappy 
explosions, clean aircraft models, furi
ously burning wrecks. We're a long 
way from Tank Platoon's big, clunky 
polygons and spewing-triangle explo
sions here! 

So, then: is this, as I-Magic claims, 
"the best tank simulation in the world"? 
Well, if you're looking for the total 
"gestalt" of fighting a modern armor 
engagement (rather than a glorified arcade 
shoot-'em-up), I think it is. It's a mature, 
seasoned design that gives you a very 
plausible idea of what the real thing must 
be like, and the campaigns, in particular, 
provide plenty of raw, wargaming drama. 

The more I played, the more respect 
I gained for I-Magic's achievement; this 
program is going to stay on my hard 
drive for a long time to come. If you loved 
Tank Platoon, you need not hesitate to 
invest in this sequel. If you' re not familiar 
with that game, but have any interest in 
the subject of modern warfare, there's 
not another product on the market that 
quite measures up to iM1A2 Abrams. 

- William R. Trotter 
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Theme Hospital 
I Category: Business simulation 

I Developer: Bullfrog Productions 

Publisher: Electronic Arts, 1450 Fashion 
Island Blvd., San Mateo, 
CA 94404 (415) 571-7171 

Required We Recommend 

Double-speed 
CD-ROM drive; 

486DX2/66; 8MB 
RAM; 1MB SVGA 
video card; 25MB 
hard-drive space 

Pentium 133; 16MB 
RAM; 55MB hard

drive space; 
Sound Blaster 

AWE32 

e don 't see nearly enough 
dip-n-twiddle games -
those curiously immersive 
"software toys" where it's 
possible to become utterly 
absorbed in a little (or not 
so little) world of your 
own design and making. 
Maxis' classic SimCity 
opened the door to this 
new way of gaming, but 
it's arguable that it wasn't 
really a game - although 
your city could go to ruin 

if not run properly, there weren 't any 
victory or failure conditions as such. 
Bullfrog followed Maxis' lead and upped 
the ante with Theme Park, the first game 
in its Designer Series collection, which 
charged players to design and build an 
amusement park, then - and here's the 
hard part - operate it profitably. 
Everything from the layout of the roller
coaster to how much salt to put on the 
French fries was under the player's con-

-----------------------••·········· This sequel to Theme Park takes a light-hearted 

look at the wortd of healthcare - and Ws sure 

to give you plenty of headaches and fun. 
... ... ... ............... _________________ _ 

trol, and so dense -.....---...,,......., patients are paying 
were the underlying you for their treat-
mechanics that even ment, it won't be 
the seemingly small- long before you're 
est decision could either flat broke or 
blossom into a very grovelling to the 
big deal indeed. bank manager for a 

The sequel loan (which he'll 
Theme Hospital fol- gladly give you, at 
lows very similar lines, exorbitant interest). 
although surprisingly, There are all 
the new setting, which kind of domino 
you'd imagine to be effects at work - if 
much more sterile you push your staff 
than the non-stop fun Adding luxuries like video games and pool too hard, for instance 
of a theme park, actu- tables in the staff rooms will help keep your (they need to rest in 
ally allows for greater doctors and nurses happy. the staff room from 
comedy thanks to ~ ----- ----_ .......... ........ time to time, but you 
Bullfrog's cute handling of the subject. As can decide how often that's allowed), the 
in Theme Park, it's all about money - the quality of their work diminishes, patients 
bottom line is ultimately all that matters to start dying, and your reputation suffers. 
the Ministry of Health, who will happily lf patients have to wait too long to see a 
reward you with big salaries and bigger doctor, they'll leave and go to another 
challenges if you turn a tidy profit, and just hospital (there are several other com-
as happily fire your ass if your hospital puter-run hospitals you're constantly 
doesn't bring in the bucks. competing against). If your treatments 

It's up to you to build your hospital are too expensive, less people will come 
from the ground up, starting with an to be cured - it's a constant balancing 
empty isometric floorplan into which you act of everything from large issues like 
purchase and place diagnosis rooms, what cures to research, what equipment 
treatment rooms, and other facilities. You to buy, and how much time to spend 
need to plan your design efficiently, to training your doctors, to how often to 
minimize inconvenience for your patients water the plants, and where best to put 
(or perhaps we should call them cus- down seating in the corridors. 
tamers) and keep them happy. Then you This all sounds terribly deep, com-
need to employ staff - doctors to do the plex and ... well, a bit dull, and indeed it 
diagnosing and curing, nurses to run the would be if it wasn't for the humorous 
wards and dispense medicines, recep- slant Bullfrog has put on everything. 

~~T --.~ =-:--:;~-;:::!!'~~====il tionists to handle the flow This is in no small part due to the graph-
of incoming patients, and ics, which are in wonderfully drawn 
handymen to keep the SVGA, and create a lavish cartoon world 
place clean, water the which, at times, is just great fun to sit 
plants, and maintain hos- back and watch as patients and staff go 
pital equipment. On top of about their business. And while you'll 
all that, there's no end of use computer scanners, x-rays and oper-
incidentals to keep in ating theaters, you don't have to tackle 
mind - radiators to heat morbid, real-life diseases - all the afflic-
the hospital, plants to 
make the place look nice, 
benches so waiting 
patients don't have to 
stand, drinks machines so 
they don't get thirsty, 
bathrooms so they don't... 
well, you know. 
Everything comes at a 
cost, and the key to the 
game is maintaining the 
delicate financial balance 
between your incomings 

Clicking on a character will give you a readout of what he or she is up to - this and. outgoing~ - if Y?u're 
doctor's chart shows how happy, tired, and able he is, and lists special skills. paying more m salaries 
L---------------------................ ... and maintenance than 

Handymen are cheap to employ but essential to 
keeping a hospital clean and running efficiently. 
~--- --------················· 



Plenty of amusing cutscenes sprinkled 
throughout tha game will keep you giggling. 
~-----------·········"•"'' ' 

tions are amusingly surreal, as is the 
equipment you need to buy to cure them. 
Bloaty Head, for example, is cured by 
pricking the inflated cranium so it pops, 
then re-pressuring the head to its origi
nal size with an inflation machine. In the 
Slack Tongue Clinic, patients are cured 
by having their tongue run through a 
mangle, and those with King Syndrome 
(you can't miss them, they look like bad 
Elvis impersonators) are all better after a 
consultation with a psychiatrist. These 
new conditions are introduced as you 
progress through the game into bigger 
and more complex hospitals, and it gives 
great incentive to progress - just to see 
what cooky diseases the game will chal
lenge you with next. 

There's much, much more to Theme 
Hospital than I have room to go into 
here - VIP visits, epidemic alerts, earth
quakes (yes, earthquakes), autopsies, 
drug research ... the number of things 
requiring your attention is mind-bog
gling, and it can get quite daunting, even 
overwhelming at times - but, hey, 
you're running a hospital here, not a 
popsicle stand, and no one said it would 
be easy. It's easy to get bogged-down in 
micro-management, and the constant 
process of placing plants and radiators 
can become laborious, but all these tiny 
elements add up to one very big picture. 
As anyone who's played SimCity or 
Theme Park knows, making everything 
come together and having a success on 
your hands is immensely satisfying. 
Keeping your hospital on track, attend
ing to problems, expanding and turning 
a profit is a process that it's all-too easy 

to get hopelessly absorbed in- it's one 
of those games where the time just flies 
by, and suddenly it's 3a.m. and you're 
still playing. Theme Hospital's setting, 
style and intense micro-management will 
not be to everybody's taste, but for most 
of us, I suspect, this will come as a real 
breath of fresh air - this is a genuine 
original, and if you're looking for a 
change from the usual routine of adven
turing, roleplaying, and flying, while at 
the same time just good old-fashioned 
fun, this is a terrific bet. 

- Gaiy Whitta 
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The Last Express 
I Category: Adventure 

I Developer: Smoking Car Productions 

Publisher: Broderbund Software, P.O. 
Box 6121, Novato, CA 94948 
(415) 382-4400 

Required We Recommend 

4X CD -ROM drive; 
Pentium 60; DOS 

6.0 or higher; 8MB 
RAM; 35MB HD 

space; Super VGA; 
SoundBlaster com
patible sound ca rd 

Pentium 100; 16MB 
RAM 

he Orient Express ... these 
words conjure a powerful 
symbol of European culture 
at its most elegant. Since 
1883 (with interruptions for 
two wars, of course), this 
Paris-to-Istanbul express 
train has stood for leisure 
travel at its most luxurious. Is 
there anyone who would not 
jump at the chance to ride 
these rails? 

Taking fuJJ advantage of 
the train's mythology, 

designer Jordan Mechner (whose Prince 
of Persia set a new standard for sophisti
cation in the arcade action genre on the 
PC and Macintosh) has pulled out au the 
stops to create a big, rich, engrossing 
adventure set in July, 1914, on the eve of 
the cataclysm that was World War One. 

The player assumes the role of a 
young American doctor named Robert 
Cath, who boards the train in Paris to 
keep an appointment with his best 
friend, Tyler Whitney. Cath is a kind of 
Hemingway hero: a wounded idealist 
who views the world with a cynical 
detachment that masks his real commit
ment to honor and decency. His speech 
is concise, his powers of observation 
keen, his demeanor very private, yet, 
when the chips are down, he is also a 
man capable of deci
sive action. 

This grand adventure brings 

to life an age of eleganc~ 

and dangerous intrigue. 

The Orient Express has become a cultural icon in novels, films, and now, PC games. It's still a first
class ride, but the elegance is a little faded now. .__ ___________________________ ............... .. . 

laying the body on the fold-away bed, 
then opening the compartment window 
and simply dumping poor Whitney's 
remains out into the night. Then you 
must locate a clean jacket (hanging 
beside the window) and exchange it for 
your own blood-stained clothing. 

If you do this successfully, the con
ductor will knock (but not come in) and 
inform you that August Schmidt - a 
wealthy German arms manufacturer -
is waiting for you in the dining car. This 
is an adventure game, of course, so you 

need to search 
Whitney's compart
ment thoroughly 
before venturing 
forth to meet Herr 
Schmidt. 

In the dining 
car, and in the corri
dors leading to it, 
you' ll have your first 
encounters with a 
colorful cast of inter
active characters: 

provides excellent cover for her real 
occupation as a spy; the Obolenskys (an 
elderly Russian aristocrat and his 
charming 17-year-old daughter); Alexei 
(a Russian anarchist who spends his 
spare time either reading political tracts 
or making bombs); Kronos (a mysteri
ous and grotesquely rich art collector 
who r ides in his own private carriage); 
Mahmud, a eunuch in charge of an 
eight-woman harem; and a quartet of 
sinister Serbian revolutionaries who are 
plotting to take over the train once it 
reaches the Balkans. 

As soon as Cath 
boards the train, he 
locates Whitney's 
compartment and 
enters it, only to find 
his friend dead on 
the floor in a pool of 
blood. This game 
does not beat around 
the bush: as soon as 
you find Whitney's 
body, you have to get 
rid of it (before the 
conductor enters). 
You do this by first 

Balkan nationalists doing their thing -
those Serbs are such impetuous fellows! 

Anna, a lovely 
young Austrian 
woman whose fame 
as a concert violinist 

It's typical of this game's depth that 
this varied and volatile mix of characters 
all talk and act like real passengers on a 
real train, at least when you're not fur
thering the plot with specific dialogs: 
they take their meals at the proper times, 
converse with their fellow passengers, 
argue amongst themselves, etc. The illu
sion of reality is enhanced by solid voice
acting and authentic fore ign accents 
throughout. And I have never seen a bet
ter use of rotoscoped animation than 
what is on display here: characters move 
and gesture fluidly, and each has very 
individual mannerisms. 

The overall graphic style is quite ,.._ ___________ .... .. .... .... .. . 
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When Milos attacks you with a knife, dodge his thrusts twice, then click on his upper body- if 
you hit just the right spot, you'll disarm him, after which the two of you can have a civilized chat. 
'--------------------------------·················· 

breathtaking . Mechner and company 
have gone for an authentic Art Nouveau 
look - hand-drawn ink outlines filled in 
with flat washes of color, very much 
along the lines of Toulouse Latrec and 
Alphonse Mocha. And the 3D rendered 
backgrounds vividly convey the splen
dor of the real Orient Express' appoint
ments: gleaming teak, polished brass, 
supple leathers, Moorish-pattern fab
rics, and stained glass. The entire 
ambiance is recreated so faithfully that 
you expect to see Hercule Poirot on his 
way to the salon car! 

Given the character-mix and the 
political turmoil of Europe at this time, 
you would expect a complex plot, filled 
with intrigues and treachery, and you 
get it: you need to purloin documents, 
eavesdrop on fellow passengers, locate 
and trade objects, read journals and 
telegrams, break into locked compart
ments, track down an important 
Faberge egg, disarm a bomb, and take 
control of a runaway train - and, oh, 
yes, you'll also have to survive the odd 
knife-attack, too. 

Puzzles and conundrums abound, 
and they are mostly of a fairly high order 
of difficulty. Some players may find them 
too hard (in this regard, I'd rate the 
game right up there with Rama) . Several 

times during the game, for example, 
you'll have to climb out through your 
compartment window and either spy on 
other passengers or break into their 
rooms - but exactly when you need to 
do this is not always apparent from the 
context. You also need to steal some 
documents from a magazine the conduc
tor is reading, but you can only do that 
when he's gone, and you can only see 
the magazine when you're very close to 
his vacant chair - it's very easy to walk 
right past it. 1n a sense, the game's very 
richness of texture sometimes works 
against you: you' ll enjoy the ambiance so 
much, you' ll forget to look for clues. 

Most ly, the interface is a standard 
arrow-and-hand affair, and quite 
smooth. One problematic feature, how
ever, is the game's unique and curious 
save-game system. Instead of clicking on 
a slot and typing in a brief description of 
your save, you must exit the game and 
click on a big Faberge egg, which then 
changes color. To access a past save, 
you have to remember whether you 
saved as "blue game" or "red game" or 
"purple game". This struck me as need
lessly confusing, although one does get 
used to it eventually. 

While The Last Express may be 
exceptionally difficult, it is also exception
ally beautiful and immersive. For many 
gamers, that's an appealing trade-off. 

- William R. Trotter 
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REVIEWS 

Test Drive Road 
I Category: Racing 

I Developer: Elite 

Publisher: Accolade, 5300 Stevens Creek 
Blvd., Suite 500, San Jose, 
CA 95129 (800) 245-7744 

Required We Recommend 
Double-speed 
CD-ROM drive; 

Pentium 90; 16MB 
RAM 

Quad-speed 
CD-ROM drive; 

Pentium 166; 16MB 
RAM; Supported 

sound card; 
Gamepad or 

joystick 

ack when I was a boy, we 
didn't have your fancy racers 
like The Need for Speed -
we played something called 
Test Drive on our Apple Ils 
and Commodore 64s - and 
darn it, it was good enough 
for us. Test Drive, a driving 
sirn pioneer, had none-too
appealing graphics, but it 
was fun, with its high-speed 
chases against the cops while 
dodging pesky oncoming 
traffic. Fortunately, Test 

Drive's numerous sequels have managed 
to stay pretty solid - at least until now. 

The latest title to carry the sacred 
Test Drive moniker is Off Road, a bumpy 
racing sirn where the selection of vehi
cles consists of jeeps and other all
terrain, mud-slingin' trucks, including 
the Hummer, Jeep Wrangler, Land 
Rover Defender 90, and the Chevy Z21 . 
The ten tracks are surfaced with dirt, 
mud, and snow, so the forces of traction 
won't be on your side. 

Off Road's racing options are the 
standard fare - you can practice a track 
an infinite number of times, or compele 
in a tournament, where victory unlocks 
extra tracks and more vehicles. With an 
abundance of tracks and trucks (which 
most other racers seem to lack), how 
could Off Road be so bad? 

Don't expect to · catch phat air" as in 
Monster Truck Madness - Off Road's 
trucks are finnly rooted to the ground. .__ ___________ ............... .. 
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------------------------••·········· Accolade's latest Test Drive swerves 

off the pavement and in to a deep pit of 

muddy mediocrity. 

~ You'll discover plenty of bumps and icy surprises in the "Winter Wonderland" track. 

For starters, the control and physics 
model are way off. Even though the 
tracks are littered witl1 steep inclines and 
plenty of drop-offs, the trucks seem to 
"stick" to the ground as if the forces of 
gravity have tripled - I catch more air 
hitting speed bumps at fifteen miJes an 
hour in my Ford Tempo. Don't be expect
ing any M onster Truck Madness-s tyle 
graceful leaps or midair rr,ayhem. 
Likewise, the control is skewed. While 
you expect the terrain to be uncoopera
tive, the trucks shouldn' t swerve and slide 
w1conu·ollably like Hot Wheels on ice. 

Another big problem 011 Hoad runs 
into is the u·ack design, which is 
appallingly dull. There are bas ically two 
u·ack conditions - muddy o sno1Ay. A 
typical race consists of having to pass 
through a half-dozen checkpoints, mos t 
of which are grouped closely together, 
giving you little oppo Lunity to branch off 
the track and fir,d a quicker route. The 
obstacles you11 encounter on Lhe track 
manage to be repetitive and pixelicious, 
and uffer- from tl1e curs of pop -in . 
Tra k, trees, and 0U1er blunt Lruck-stop
ping objects magical ly appear in front of 
you at the lasl possible second, providing 
instant and uru1eeded challenges. I ime 
and again, you'll roar down whal appears 
to be a long straight-away, and U1e11 pile 
head-on into a metal barrie thal wasn't 
there a few ;;c:conds &go. ½'hee! 

Ifyo' thir.k that SVG A mode can 
redeem ome o Ol'fRoad's ugliness, think 
again . High-res mode reduces the frame 
rate Lo a slug -like crawl, and I get the 
itchy feeling that the 8-bit Test Drives ran 

smoolher. Even with all the detail turned 
off, the results are less than pleasing . 

Though you may get a few kicks out 
of the obnoxious thrash -rock soundtrack 
by lovable rock band Gravity Kills, you'll 
be ready to strangle the doofus of an 
announcer who exclaims "We're jam
min ' now! " every ten seconds. Off Road 
is semi -redeemed by including !PX and 
modem multi -player support along with 
a semi-playable split-screen mode - but 
finding someone else who could actually 
enjoy playing this would be a mite tricky. 

Off Road has to make you wonder 
why Accolade is so nonchalantly tossing 
about the Test Drive name. Just ask any 
computer game old-timer - the real Test 
Drive is about flying down long tracks in 
exotic cars while avoiding traffic and out
running cops - not slogging around 
through a barely playable, pixelated mess. 
Hopefully, the next Test Drive will move 
back to solid pavement. Until then, save 
your money for a real Jeep Wrangler. 

- Colin Willamson 
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a en aven 
I
r-- ----------------~ -------------------- ------•••••••••••• 
Category: Strategy 

. Our French friends from north of the 

I Developer: Micomeq 
. border give us a decent. low-cal science-
Publisher: Interactive Magic, P.O. Box 

3491, Research Triangle Park, fiction wargame. 
NC 27709 (919) 461-0722 

.... .................... _________________ _ 
Required We Recommend 

Double-speed 
CD-ROM drive; 

486/33; 8MB RAM; 
25MB hard-drive 

space 

Pentium 100; 
16MB RAM 

province at a time to attack, then 
launch a drop ship to that region 
with forces. Certain provinces have 
specific bonuses for their conquest, 
such as a new unit or a number of 
resource points, and come complete 
with guerrilla forces ready to fight 
on your side. These special 
provinces also have specific goals, 
like destroying a rocket launcher or 

~--------~--------~ a research facility. 

a/Jen Haven is a surprising 
game in many ways. It came 
out of nowhere (French 
Canada, to be precise) to be 
picked up by Interactive 
Magic. It borrows heavily 
from other games, yet still 
maintains its own distinct 
look and feel. And for a 
"small" and uncomplicated 
game, it is surprisingly 
engaging and enjoyable. 

Fallen Haven is strate
gic/tactical turn -based sci 

ence-fiction wargame. You can play 
from either the invading alien Tauran 
side or the rebel human side, always 
starting at opposite ends of the map, 
with neutrals in the middle. The goal is 
to conquer neutral territories and then 
conquer the enemy, with a second cam
paign option that puts a thinly-stretched 
enemy in control of the entire planet 
and you in charge of a single province. 

From a screen reminiscent of the 
original Syndicate, you pick one 

During the strategic turn, you can 
zoom into each province in a city dis
play that shows troops, roads, and 
buildings. Cities can be expanded with 
new structures that generate more 
resource points (such as mines), faster 
research, and combat units. Research 
allocation is done with slider bars, and 
results in bonuses such as better armor, 
firepower, and movement. 

There are nine units on each side 
(aircraft, armor, and infantry) with 
fairly distinct differences: humans are 
fast with long-range weapons and light 
armor, while Taurans tend to be slower 
and more powerful. It's a good match
up that allows diverse play from both 
sides. The limited number of units is a 
disappointment in a game like this, 
however, and keep things from getting 
really interesting. 

Combat itself is fast and easy to 
handle: units move in phases, and can 
choose to allocate their action points for 
movement or firing weapons multiple 
times. Each has a choice of using a 
heavy weapon (usually powerful but 
shorter range and requiring more 

action points) or a 
light weapon (the 
opposite). Or they 
can save action 
points for "over 
watch" mode, which 
will use them for 
automatic defensive 
fire during the 
opposing turn. The 
weapon mix leads to 
various tactics: a 
squad can lob a 
mortar shell over a 
wall, or move out 
and try to attack 
with their beam 

===~==;;:=;=; i weapon. 
The one prob-

lem we have with 
____ ...._ _ __.....__ .... this system is the 

A Tauran tank fires its heavy weapon on a human AFV. Combat is fast high expendability 
and fairly easy to control. of units, which is .__ _____ ____ _ _ _ ________ .................. almost akin to a 

A missile attack gets through the defenses of a human 
city located in the frozen wastelands of the north. 

Command & Conquer-style game. A sin
gle hit can take out some units, and th is · 
plays poorly in a phased system. Since 
you can't call in reinforcements or fix 
damaged units, this can lead to some 
frustrating replays as you prepare just 
the right drop-ship mix for the miss ion. 
There is also too much reliance on gun 
turrets in city layout: you attack more 
turrets than you do units, and it wears 
your forces . Battles seem to be chan
neled to a single approach by these tur
rets and by city layout, rather than 
allowing a variety of tactics. 

Fallen Haven is trying for a 
stripped down, faster paced X-COM 
feel. The result is a good success that 
has a high compulsive-play factor . Lack 
of multi-player will seriously hurt its. 
lifespan, though a sequel (not an add-on 
or patch) is planned with multi-player. 
If some elements of design are a little 
clumsy or if the AI seems to be dozing, 
it's not a serious problem, just one that 
keeps Fallen Haven from being the suc
cess it should be. 

- T. Liam McDonald 
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ARAU 
I Category: Action 

I Developer: Electronic Arts 

Publisher: Electronic Arts, P.O. Box 7578, 
San Mateo, CA 94403-7578 
(415) 571 -7171 

Required We Recommend 
Windows 95; 
Quad-speed 

CD-ROM drive; 
16MB RAM; 

DirectX compatible 
video card 

Pentium 166; 16MB 
RAM; Supported 

sound card; 
Modem 

ow, here's an interesting set
up: throughout Ancient 
Egypt, it seems that aliens 
have been deploying invisi
ble robots. Only visible to 
"animals without souls," 
these mech-clad extraterres
trials are sent to battle over 
the souls of the city inhabi
tants. You control the robots 
of Ra, who must crush the 
robots of Osiris in order to 
free "the Souls of the 
Ancients." Bet ya didn't read 

that in the history books. 
Equipped with this month's goofi

est plot, SCARAB attempts to mix the 
first-person shooter action of Powers/ave 
with the strategic play of Mech warrior 2, 
and even adds a touch of resource man
agement. You command three styles of 
mechs, modeled after the Egyptian gods 
Anubis, Sekhmet, and Horus, each with 
their different strengths and weaknesses. 
To win against Osiris' collection of 
robots, you can either nuke them three 
times in a row, or you can strategically 
position "Towers of Ra," monuments 

------------------------ ••· ········· In this strategy-style first-person shooter, 

get ready to go head-to-head with evil robots 

who want to get Egyptian on your ass. ........................ _________________ _ 
that allocate the collective power 
of human worship. If you correctly 
place enough of these towers, a 
clock begins to count down, and if 
you're still alive by the time it 
reaches zero, you win the mission. 

As you play from a first-per
son, Doom-style perspective, you' re 
assisted by a ship that flies over
head and drops goodies onto the 
battlefield at your request. Smoke 
bombs, mortars, x-ray vision, and 
plenty of other weapons are avail
able - but be sure to snatch them 
up before your opponent does, 
since equipment add-ons are usable 
by both warring factions. Floating ankhs 
also populate the wargrounds. These can 
grant you healing, or can set off a stupen
dous explosion if hit with weapon fire . 

The control is a mixed bag; you're 
better off with a keyboard and mouse 
than the recommended joystick control. 
One detestable blunder involves the pin
point firing scheme - when you aim 
high on the screen, there's a jerky, dis
orienting shift as the view realigns itself 
a few inches up. Another minor annoy
ance is the inability to pinpoint fire when 
moving - you' re only able to fire 
straight forward when on the run. 

The scenery that your mechs com
pete on are empty Egyptian-style cities, 
with futuristic floating walkways and 
hydraulic lifts. Unfortunately, SCARAB 
has disappointingly sterile visuals, with 
the Egyptian architecture consisting of 
simple geometric shapes covered with 
undeniably pixelated textures. Some of 
the special effects look extremely cheesy 
- smoke is depicted as flat gray circles, 

and your laser blasts look 
like they were taken out of 
Battlezone. On the other 
hand, the robots them
selves are nicely animated 
(especially when their 
arms are blown off), and 
there's a neat shield effect 
whenever a hit registers. 

As a single-player 
game, SCARAB has a list
less feel. The challenge of 
competing against a single 
faceless computer oppo
nent isn't very fulfilling -
especially since we all 

1----11----111 started playing multi-player 
1----11----111 Doom a few years ago. 

Many of the simple one-

An Osiris mech meets a fiery doom - but 
still has two lives to go. ~----------................ .. 

between the two players, and makes 
SCARAB feel like a waiting game. What 
saves SCARAB from mediocrity, however, 
is the multi-player capabilities; support for 
play over the Mplayer network is included 
right out of the box, and competing 
against humans is infinitely more fun . 

SCARAB isn't a terrible game -
it's just that others have done the same 
thing much better. And when it comes 
to gamers' dollars, mediocre just doesn't 
cut it. If you're hungry for a new game 
to try out on Mplayer, you may want to 
take a look at SCARAB - just don't 
expect to get much mileage out of the 
single-player mode. 

~GAMER 
Internet 

play is good fun; an 
ol<ay title for fans of 
Powers/ave and 
Mechwarrior 2. 

- Colin Williamson 

FINAL VERDICT 

Ifill 
Poor graphics; you have to admit that 

Powers/ave and Meehl did it much better. 

This peculiar whatchamahoozit will rally the life spirit of the invis- on-one, slow-paced death
ible humans all around you. We know, it doesn't make any sense. matches can go for min-.__ _________________ .... .. .. ... .. ..... utes without visual contact 

Unless you·re extremely des
perate for a different style of Deathmatch, skip it. 
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Take sl 5 oll any Electronic Arts, Nova Logic, Accolade 
or Bullfrog product over s35 with this coupon 

Offer valid 5/15 to 6/30/97. To receive $15 certificate you must mail this coupon along with your 
register receipt showing purchase of your PC Game title at any Babbage's or Software, Etc. store. 
In order to qualify for the $15 certificate the product purchased must be $35 or above. Coupon and 
receipt must be received by July 31 , 1997. Upon receipt, you can redeem certificate to receive $15 
toward the purchase of any PC game product priced at $35 or above at any Babbage's or Software 
Etc. store. Allow 4-6 weeks for delivery of certificate. Limit 1 coupon per customer. No photocopies of 
coupon or receipt accepted. Mail this coupon and your register receipt to : 

Name 

Address 

City I State I Zip 

Babbage's Etc. Marketing Department 
2250 William D. Tate Avenue 
Grapevine, TX 76051 so f tware@ Babbage·s 
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ames: Decathlon ,.,QM 
I Category: Arcade 

I Developer: Studio 3DO 

Publisher: Studio 3DO, 600 Galveston Dr., 
Redwood City, CA 94063 
(800) 336-3506 

Required We Recommend 

Windows 95; 
Double-speed 
CD-ROM drive; 
486DX66; 8MB 

RAM; 8MB hard
drive space; Mouse 

Quad-speed 
CD-ROM drive; 

Pentium 90; 16MB 
RAM; 48MB hard

drive space; 
Joystick or 
gamepad 

hen I was a kid, a new 
game arrived at the local 
arcade that required a lit
tle more physical prowess 
than most. Track And 
Field was all the rage for 
a few months because 
your character's perfor
mance was determined by 
how fast you could 
repeatedly press two but
tons in rapid succession. 
At last, a game that 
required physical 

prowess, at least in your fingers. 
However, the smarter kids soon learned 
they could beat the other guy by balanc
ing a pencil on one finger and striking 
the other end to hit both buttons, thus 
creating a cheat to run faster. Ingenious. 

Well, not much has changed in the 

----------------------- ••· ········· If repeatedly pressing two buttons for min-

utes at a time is your thing, Decathlon may 

be the track game you've been waiting for. 
.. .. .. .......... .. ... .. . _______________ _ 

world of virtual track and field. 3DO 
Games: Decathlon is, for all its graphic 
advancements over the old arcade game, 
really just a modern version of Track And 
Field. You've got 10 events to compete in, 
from the relatively easy 100-meter dash 
to the finger-cramping excess of the 
1500-meter run, from the difficult-to-time 
shot put to the easy-as-pie high jump. 
Every event you remember from high 
school track is here. That being said, 
though, that's about all that's here. For 
all its motion-captured polygonal charac
ters and talk of a "sophisticated model of 
human bio-mechanics," 3DO Games: 
Decathlon is fairly dry and uninspired. 

You start by picking a player from 
a group of eight athletes, each rated on 
strength, stamina, and speed. As no one 
athlete can be gifted in all three areas, 
you can expect your athlete to do well 
in some events and not so well in oth
ers. Your player's attributes are then 
combined into his (and we do mean 
'his,' as there are no female contestants) 
potential. During an event, as you com
pete your potential drops, eventually to 
be replaced with a yellow fatigue bar. 
As your fatigue grows, your player's 
performance drops. It's an interesting 
idea, although when actually playing 
the game, neither potential nor fatigue 
seems to have any bearing on your per
formance. That's all down to 

Motion-captured contestants and nicely ren
dered backdrops make Decathlon a treat to 
watch, but the repetitive gameplay and lim
ited controls knock the wind out of this track 
and field derby. 

L_ __________ .. .. .. .......... .. 

button mashing. It's this fur ious pound
ing of buttons that's Decathlon' s biggest 
drawback. Aside from the obvious 
drawbacks (finger cramps), and the not 
so obvious (keyboard or joypad wear), 
it 's just not all that fun . 

However, Decathlon does have its 
redeeming qualities. The polygonal play
ers look great, although they do look a 
little like clones of each other. The 
motion-captured players, who move like 
actual athletes, do add a much-needed 
touch of realism to the game. And, in a 
touch of muted brilliance, 3DO has 
made D ecathlon 8-player networkable 
(although you will need two copies of 
the game fo r more than 5 people to 
play). This is far more enjoyable than 
playing against 7 AI players. 

Ultimately, however, 3DO Games: 
Decathlon suffers in its sterile presenta
tion. There's no excitement here; no thrill 
of victory, no (dare I say it) agony of 
defeat . Sure, the players look and move 
great, but it needs more. It's still just 
polygons moving on a flat background. 
And that's no enough to justify two 
cramped fingers and a broken keyboard. 

- Adam Douglas 

Top performance in your chosen event relies solely on your ability to tap your controller buttons in 
rapid succession - here, you're hurling your javelin with button-mashing precision. ,.._ ___________________________ ................ .. 
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Available at retailers or call 1-800-874-4607 
Command & Conquer is a registered trademark of, and Command & Conquer Red Alert and Counterstrike 
ore trademarks of, Westwood Studios, Inc. © 1997 Westwood Studios, Inc. All rights reserved . 
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SYSTEMS • PERIPHERALS • CONTROLLERS 

As a serious PC gamer, you know your hardware. 

And you'll always crave the latest, the biggest, the loudest, . 

and the fastest. We're talking about ... 

.. -,_.• elcome to the second edition of 
The Hard Stuff, dedicated to 
keeping you and your PC ready 
to tackle anything the gaming 
world assaults you with. I'm the 
new Technical Editor of PC 
Gamer, Joel Durham Jr. -

which basically means that, as the new guy, I 
get a newer, faster computer than the rest of 
the staff, and everybody hates me for it 

Before we swan-dive into the section, let 
me bore you with a little bit about my back
ground. I'm one of those people - perhaps you 
know one, maybe you are one - who spend 
more time with their computers in pieces than 
with it actually assembled and working. Since I 
keep all of my financial records, phone numbers, 
and other personal information on my computer, 
having it stripped down to components most of 
the time makes it difficult for me to pay bills, call 
friends, etc. Trust me, credit card companies do 
not take kindly to excuses like, "Well, I can't 
write any checks until I get this video accelera
tor installed." 

So I had to get a job which would let me 
deal with my passion for field-stripping a PC 
without getting into trouble. My love of all 
things technical led me to a job as a computer 
service technician, which was great- except 
that it didn't involve games. I was having a hard 
time keeping my mind on servicing some boring 
office equipment while debating whether to 
spend my paycheck on Jetfighter Ill or save up 
for an MMX motherboard. 

My dreams came true when I stumbled 
upon an opening at PC Gamer. Now I get to mess 
with cool hardware and play games all day, and 
get paid for it! (Editor's Note: The new ones 
always say cute things like that before we've bro
ken their spirits.) Unfortunately, now both my 
computer at home and at work are perpetually 
reduced to piles of circuit boards - I had to 
reassemble my machine just to write this. 

But enough about me-it's time to hit 
The Hard Stuff! 

• • • • • • • • • 

PC GANER June 1997 



Cf) 

s 
w 

> 
w 
a: 
(L 

• 
Cf) 

s 
w 
z 
• 

Cf) 

0 
z 
w 
a: 
I-

• 
CJ) 

s 
w 

> 
w 
a: 
(L 

• 
Cf) 

s 
w 
z 
• 

Cf) 

0 
z 
w 
a: 
I-

• 
CJ) 

s 
w 

> 
w 
a: 
(L 

• 
CJ) 

s 
w 
z 

HARD STUFF 

■ 

■ 

CD-ROM 
On Steroids 

■ The future of optical media has arrived 

hen you first heard 
about DVD, you may 
have experienced 
the same reaction 
that we did: having 
just invested in 12x 

_,_.._.. CD-ROM drives that 
suddenly threatened to become 
obsolete, we fell to our knees and 
wept for the better part of a day. 
But we're feeling better now, 
thanks, and we're ready to 
embrace DVD. So is the gaming 
industry- and with good reason. 

In case you're just waking up 
from a long coma, DVD is the new 
optical media standard poised to 
replace CD-ROM. DVD once stood 
for Digital Video Disc, and later 
Digital Versatile Disc - and now 
nobody really cares what it stands 
for, because they're all excited 
about what it has to offer. The first 
DVDs will hold anywhere from 
4.7GB to 17GB -yes, that's giga
bytes- of data. That alone is 
enough to give a 650MB CD-ROM 
a case of capacity envy. 

That's not all. First-genera
tion DVD-ROM equipment will be 
able to transfer data at more than 
1300 kilobytes per second, faster 
than all but the quickest CD-ROM 
drives. And double-speed DVDs 

will follow, possibly as 
soon as the end of this 
year. After that, the 

Creative Labs offers a DVD 
upgrade kit for just under S500. 

sky's the limit. Unfortunately, first 
generation DVD-ROM drives pale 
in comparison to current CD-ROM 
drives in terms of access time: 
DVDs average a rate of 270 mil
liseconds, while the average CO
RO M's access time is currently 
under 200ms. This, however, is the 
only area in which DVD-RO Ms fall 
short, and that's likely to change 
by the time the new technology 
catches on. 

How can they suddenly fit all 
that stuff on a platter the size of a 
CD-ROM? The answer is simpler 
than you might imagine. DVDs use 
a laser with a narrower wave
length than that used by CD
ROMs, so a DVD drive is able to 
read physically smaller data. 
Smaller data means it can be 
packed more densely on its stor
age medium. A single-sided, sin
gle-density DVD (remember those 
terms from the early years of 
floppy disks?) will hold 4.7GB of 
data. Double sided, double density 
DVDs can pack 17GB of info, but 
you'll have to flip the discs once in 
a while - still preferable to 
switching between multiple CDs. 

Needless to say, game 
companies are poised to leap 
at the new capabilities. 
Through DVD, developers will 
have the ability to produce 
full-motion video that plays as 
crisply and clearly as televi
sion. And, more importantly, 
with the amount of data that 
DVD-ROM can hold, game
play may one day be mea
sured in days, not hours. 

Michael Sack, market
ing director of Westwood 
Studios (the makers of 
Command & Conquer and 
Red Alert,, expresses excite
ment about the new medium. 

"It offers 
a lot of func
tionality we 
don't have with 
current tech
nology," Sack 
says. "We're looking forward to 
embracing it." 

Westwood is planning to 
offer its popular Command & and 
Conquer games on DVD, complete 
with enhanced cut-scenes, in the 
near future. While Westwood 
doesn't have any current plans 
for games written expressly for 
DVD, Sack says DVD will eventu
ally become the standard. "As 
the DVD market matures," Sack 
says, "it will become the predomi
nant platform." 

Chris Kukshtel, product mar
keting manager of Creative Labs, 
agrees. "DVD will eventually 
eclipse CD-ROM," he says. "As 
more titles come out for DVD, 
you'll see the transition." 

The multimedia hardware 
powerhouse unleashed its Creative 
PC-DVD upgrade kit in March, at 
the unexpectedly low introductory 
price of $499. Late last year, DVD 
upgrades were expected to debut 
at more than $600 . 

DVD technology is not con
fined to computers. The DVD 
Consortium, the infamous, bicker
ing task force comprised of repre
sentatives from Toshiba, Sony, 
Philips, and other technology-ori
ented companies, developed a set 
of standards for the little discs that 
encompasses audio and video as 
well as PC applications. The new 
discs are expected to replace 
laserdiscs, audio CDs, and -
when recordable DVD is intro
duced - videotape. Video DVDs 
can hold as many as eight different 
audio tracks, so movies on DVD 

can be enjoyed in different lan
guages on the same disc - or 
supplemented with narration from 
a film's cast and crew, as with 
some laserdiscs. Up to nine differ
ent camera angles can be simulta
neously compiled onto one disc, so 
you may one day be able to watch 
a film from your choice of several 
different perspectives. DVD audio 
will support Dolby Digital, or AC-3, 
so sound will be brought to you in 
full digital surround. 

What will it take to bring 
DVD to your computer? The 
Creative PC-DVD's system require
ments are surprisingly lenient a 
Pentium 133 with 16MB RAM, 
Windows 95, a SoundBlaster 16 or 
compatible sound card, a Super 
VGA video card, and a free PCI 
slot will be sufficient. The upgrade 
kit includes a combination 
MPEG/Dolby Digital decoder PCI 
card. A typical DVD-ROM drive will 
connect to your JOE bus, just like a 
CD-ROM drive. DVD-ROM drives 
will read every current and fore
seen form of DVD, including audio 
and video DVDs, just as current 
CD-ROM drives play audio CDs. 

DVD is just on the verge of 
sweeping the entertainment indus
try. Just think of it you could 
watch Bull Durham in a window 
while you do your taxes. And, best 
of all, DVD technology is backward 
compatible with every form of CD 
that exists today- except CD-R 
and Photo CD - which means 
you won't have to replace all your 
favorite CD-ROM games. 



Visual Computin 
■ Intel announces new paradigm 

D 
ntel has announced a sweep
ing initiative to change the 
computer industry over the 
next several years. Under the 

blanket name "Visual Computing," 
the plan is intended to blur the dis
tinction between high-end work
stations and consumer-level PCs. 

"Our activities to align indus
try efforts will ensure the rapid 
adoption of open, standards-based 
solutions by providing the building 
blocks necessary to deliver this on 
Intel-based platforms," says Craig 
R. Barrett, Intel's chief executive 
officer. "The initiative represents 
an exciting opportunity for industry 
participants to deliver new prod
ucts and technologies." 

Through Visual Computing, 
Intel says, performance of desktop 
computers will increase tenfold 
over the next three years. The key 
goal is to improve the video and 30 
graphic performance available on 
lower-end computers. 

Through new strategic part-

nerships and the 
increased power 
of the upcoming 
Pentium 11, 
Advanced Graphics 
Port (AGP) video 
technology, and 
Universal Serial Bus 
(USB) standards, Intel 
hopes to bring the capabil
ities of the high-end pro
prietary workstations into 
the price range of PCs -
and to give powerful, professional 
software the capability to run well 
on Intel platforms. 

The Pentium 11, known during 
development as Klamath, is the 
next generation CPU, combining 
the Pentium Pro with the relatively 
new MMX multimedia processing 
technology. AGP is a high-speed 
video bus designed to transfer 
data between the CPU and video 
hardware at speeds at least twice 
as fast as current PCI technology. 
Intel already has plans for faster 

AGP standards than 
those of equipment 
currently being devel
oped. 

USB technol
ogy is designed to 
simplify adding 
peripherals by 

allowing all types of 
components - joysticks, 
keyboards, mice, drives 
-to be added to a single, 
high-speed, external port. 
USB products are to be 
plug-and-play compatible. 

What does it all 
mean to gamers? Theoretically, it 
means better gaming. Titles pro
duced years from now that use all 
of this new technology could make 
the amazing 30-accelerated 
games of today look like Pong. 

The new technologies should 
begin emerging later this year. 
We're already seeing new comput
ers shipping with USB ports, and 
USB peripherals are trickling into 
the market as you read this. AGP is 
set to make an appearance by 
year's end. Stay tuned. 

--------------------------- ••·········· 
Win 95's Evolution Continues 
■ Microsoft bulks up 
DirectX 

m 
evelopers of Windows 95 
games may soon have to 
go back to school; 
Microsoft is finishing up 

development of the latest version 
of their Windows 95 API, DirectX. 
A DirectX 5.0 beta became avail
able to software developers in 
early April. 

An API (Application 
Program Interface) is a simplified 
set of instructions built right into 
an operating system, which 
allows software programs to 
access hardware without the 
need for full-blown drivers for 
every device. The inclusion of 
DirectX is a key factor in 
Windows 95's success as a gam
ing platform (especially as com
pared to Windows 3.1 - unless 

you consider Hearts to be the 
high point of computer gaming). 
According to Microsoft, Direct)( 
has been heartily embraced by 
the gaming development commu
nity since Windows 95's release, 
with 250 DirectX games shipping 
in the 1996 holiday season alone. 

DirectX 5.0 is intended to 
bring more functionality to the 
Win 95 API. New enhancements 
to be integrated reflect the 
trends of the hardware industry. 
They include: 

Support for Intel's MMX and 
AG P (Advanced Graphics 
Port) 

Better Direct3D, including sup
port for advanced 30 hard
ware functions like anti-alias
ing, anisotropic filtering, 
z-buffering, and fog 

Support for force-feedback 
joysticks 

Multiple monitor support 
MPEG-1 and MPEG-2 codec 

support 

DirectX 5.0 will also have 
increased appeal for multimedia 
producers. The new architecture 
will incorporate Internet publish
ing capabilities like streaming 
animation, video, and audio. This 
eliminates the need to download 
an entire multimedia file before 
viewing it on a web site. 
Developers will also be able to 
attach animation and behavior to 
media objects, like those silly . 
animated link icons you see all 
over the Web. 

DirectX 5.0 should be avail
able sometime in June of this 
year. As with previous versions 
of DirectX, it will ship with games 
that require it and will be set up 
when the game is installed to 
your PC. 

HARD STUFF 
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Visit us at www.diamondmm.com/monstersound for a chance to win a Monster Sound 3D sound card! 

. Monster 
Sound" 
?r,.,.e 31' Monster Sound is a trademark of Diamond Multimedia Systems, Incorporated, 2880 Junction Avenue, San Jose, California 95134. All 

other trademarks are the property of their respective owners. C1997 Diamond Multimedia Systems, Incorporated. All rights reserved. 
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S2 Multimedia HPM-4060 
Company: Diamond Audio Technology 

www.diamondaudio.com 

Phone: (310) 582-1121 

Prices: S449.99 

····•• ----------

W 
ou've probably never heard of the S2 
Multimedia division of Diamond Audio 
Technology, but that name is becoming 
hard to ignore in the high-end speaker 

market. At a street price of around $380, 
Diamond's HPM-4060 speaker system is on the 
expensive side, but it provides a host of fea 
tures and excellent sound quality. 

The system centers on a 30-watt, 6" sub
woofer in a case that's built like an M-1 
Abrams. Another 15 watts goes out to 
each of two satellite speakers, each 
housing a 1/2" tweeter and a 

The S2 Multimedia HPM-
4060 combines power and 
accuracy with features 
other high-end speaker 
systems lacl< -

C 

4" midrange driver. Those wattage ratings 
follow the traditional RMS standard used 
in the hi-Ii audio industry, so what you see 
is what you get. (Many multimedia speak
ers are rated for "peak music power out
put" - a basically meaningless system 
that results in inflated numbers and 
explains why your "40-watt" PC speakers 

aren't as loud as your 20-watt boom box.) 
That's plenty of power for any gaming 

application; you'll probably find yourself keep
ing the volume control at or below the halfway 
mark - which leaves plenty of headroom. DI 
the multimedia speaker systems we've heard, 
only the $700 Bose Acoustimass and $350 
Cambridge MicroWorks can top this one for 
sheer output and accuracy. 

And the HPM-4060 has some features 
those speakers lack. The subwoofer unit allows 

for all kinds of inputs, with two pairs of 
RCA jacks and two 1/8" stereo 
jacks. A control module that can be 

mounted in a 5 1/4" drive 
bay puts volume, bass, 
treble, and balance 
controls at your fin
gertips. Push-buttons 
control mute, input 

Cambridge MicroWorks 
Company: Cambridge SoundWorks 

www.hifi.com 

Phone: (800) 367-4434 

Prices: $349.99 

····•• ----------
ambridge SoundWorks' line of multime
dia speakers is still one of the leading 
wonders of the computer world; only 
legendary designer Henry Kloss and a 

handful of engineeers know exactly how 
Cambridge gets such huge sound out of such 
simple, compact speaker systems. To the rest 
of us, it's a mystery akin to magic - and the 
MicroWorks system is good juju, indeed. 

The MicroWorks is big brother to the 
SoundWorks system we reviewed last year 
(Peripheral Visions, September 1996), with 
considerably more power (67 watts totall and 
a larger subwoofer. The result is a much big
ger sound that retains all the clarity and pre
cision that characterize the SoundWorks. 

The two satellite speakers house 3" 
long-throw drivers in attractive 4" cubes that 

should fit just about anywhere (they 
come with their own angled stands for 
desktop placement, plus hardware that 
lets you mount them on the wall). 
They're driven at 12 watts each by a 
three-channel amp; the remaining 43 
watts go to a 6 1/2" woofer mounted in a 
ported, wooden cabinet (no lifeless 

plastic for this subwoofer). 
Looking at the tiny satellites and the big 

subwoofer, you won't be surprised that the 
MicroWorks reproduces highs and lows 
accurately. What's stunning is how well it 
does with everything in between. The 
MicroWorks' response is as flat and accu
rate as that of speaker systems costing twice 
as much. It really has to be heard to be 
believed - and even then you may find your
self looking for the big speakers hiding 
behind the curtain. 

The simplicity of these speakers may be 
off-putting to gamers who've grown accus
tomed to cheaper speakers encrusted with 
all manner of gimmicks and gewgaws. The 
MicroWorks has no built-in stereo expander; 
it doesn't even have tone controls (although 
a gain knob on the subwoofer lets you tailor 
bass response). But its quality more than 

select, and loudness (a boost in high and low 
frequencies that improves clarity at low vol
ume), as well as "3DSP," a stereo expander. 

Besides its price, which may be prohibi
tive for many gamers, the S2 system has only a 
couple of drawbacks. While the stereo expan
sion creates a wider, more clearly defined 
sound field, it adds a noticeable amount of 
noise, or hiss. And there's occasionally a little 
crackle or pop when the system comes up out 
of its power-saving standby mode. 

Small complaints, really, when you take 
into account the system's solid construction, 
rich features, and sound quality. It's an expen
sive speaker system, but this is definitely a 
case of getting what you pay for. 

those fea
tures. This is a 
true audiophile sys
tem for gamers who 
want PC speakers that sound as good (or 
better) than their home stereos. 

PC GHHER June 1997 

m 

• 
:a 
m 

< 
m 

• 
:a 
m 

< 
m 

• 
:a 
m 

< 
m 

• 
:a 
m 

< 
m 

• 
:a 
m 

< 
m 

• 
:a 
m 

< 
m 



w 

> 
w 
a: 

• 
(/) 

s 
w 

> 
w 
a: 

• 
(/) 

s 
w 

> 
w 
a: 

• 
(/) 

s 
w 

> 
w 
a: 

• 
(/) 

s 
w 

> 
w 
a: 

• 
(/) 

s 
w 

> 
w 
a: 

• 
(/) 

s 
w 

> 
w 
a: 

Ultimate 3D model 644 
Company: Techworks 

www.techwrks.com 

Phone: (800) 688-7466 (TO ORDER) 

Prices: S99.95 (4MB REVIEWED, 
INTRODUCTORY PRICE) 

S129.95 (AFTER JUNE 6) 

····•• ----------

T 
he most notable attribute of the 
Techworks ultimate 30 line is the price: 
Utilizing the Cirrus Logic Laguna30 
chipset, a 2MB Ultimate 30 card retails 

as low as $79.95. The 4MB version reviewed is 
under a hundred dollars, but only until June 6. 

Video mode support is fairly standard, 
achieving 16.7 million colors all the way to 1024 
x 768 pixels, with a maximum resolution of 1600 
x 1200 at 256 colors. Output becomes a bit fuzzy 
at resolutions higher than 800 x 600, however . 
At first, we thought this might be a technical 
problem with the card we were given to test, 
but the glitch persisted even after having 
receiving a second card from the manufacturer 
and testing both in multiple machines. 

For benchmarking, we used a 
Pentium 200 MMX machine with 
32MB of RAM. The Direct 
30 benchmarking tool 
included with Microsoft's 
Windows 95 Software Developer's 
Kit showed an average fill rate of 3.1 
million pixels per second, an excellent poly
gon rate of 379.44 thousa nd pixels per sec
ond, and .94 thousand intersections per sec
ond. Performan ce in Di rect30 accelerated 
games such as Monster Truck Madness and 
HyperBlade was satisfactory. 

20 performance was solid, but not 
exceptional. In the non-accelerated version 
of Quake, the card provided average frame 
rates of 44.9 frames per second at 320 x 200, 
11.68 FPS at 640 x 480, and an a choppy 6.73 
FPS at 800 x 600. 

The saving grace for a mediocre product 
can often be the bundled softwa re. 
Unfortunately, at the time this article was writ
ten, TechWorks was still in negotiation with 
game developers. Dale Smith, the company's 
Marketing Communications Specialist, was 
unable to disclose what games may be 
included with Ultimate 30 cards, or even when 
they would become available. The cards ship-

ping at press time include a coupon 
redeemable for three unspecified games. 
The TechWorks Ultimate 30 video 

accelerator line is cheap, but not necessarily 
a bargain. 30 accelerators with the newest 
chipsets from S3, Rendition and 3Dfx are 
poised to hit the market, so it may be worth
while to save your dollars for one of those 
bad boys. If you absolutely must have a low
cost, middle-of-the-road 30 card (and you 
already have Direct30 games to use it with), 
then an Ultimate 30 may be for you - but 
buy it before the price goes up. 

··········•• --------------------------------------
Wingman Extreme Digital 

Company: Logitech 
www.log1tech.com 

Phone: (510) 795-8500 

Prices: $49.95 

····•• ----------

n ogitech is well known by gamers for its 
exceptional line of joysticks, and the new 
Wingman Extreme Digital carries on 
those high standards. Able to perform in 

digital and analog modes, the stick works well 
in both Windows 95 and DOS. If you're familiar 
with Logitech's Wingman Extreme, you'll 
already be accustomed to the feel of the WED. 
The grip fits an average-sized hand as if it were 
custom-molded just for you; the buttons are in 
all the right places; and the stick just looks like 
a sculpted work of art. 

The WED features four buttons and a hat 
switch on the stick, with two additional buttons 
and a throttle slider set into the base. All of the 
buttons are programmable in Windows 95 
through a Control Panel icon. In DDS mode, 
WED is analog-only; like the original Wingman 
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Extreme, it emulates 
a Thrustmaster FCS, 
so the throttle isn't 
supported. 

f1III 

ta inly doesn't look like it was torn 
out of the cockpit of an F-15; if a 
realistic look and feel is more 
important to you than comfort and 
response, you'll want to look else
where. We found the WED to be 
just fine in sims both realistic 
(Microsoft Flight Simulator) and 
fanciful ( TIE Fighter). 

Installation 
was a breeze. The 
included software 
went in flawlessly, 
and we were in 
business within min
utes. Programming 
WED was effortless. 
Preprogrammed 

The Logitech Wingman Extreme Digital 
comes with an intmtuive, point-and
click programming interface. 

If you're looking for an all
around controller, consider the 
Wingman Extreme Digital. 

configurations were included for four games: 
Descent, Duke Nukem 30, Terra Nova, and 
Wing Commander IV. 

The handle's tension is perfect, with 
resistance light toward the center and increas
ing smoothly toward the extremes. In digital 
mode, response is instantaneous, bestowing 
the lucky gamer with extension-of-your-hand 
control. This makes WED a good choice for 
fast-reflex action games. Only one drawback: 
the base is a little too light While playing 
Interstate '76, the joystick actually lifted off the 
desk occasionally when the action got heavy. 

It's possible flight sim nuts will be put off 
by the WED's modern looks. The stick cer-

Logitech's entry into the digital 
joystick category is everything we've come 
to expect from them: well built, comfortable, 
and a joy to use. 
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HARD STUFF 

Falcon Mach V 
Company: Falcon Northwest 

www.falcon-nw.com 

Phone: (800) 258-6778 (TO ORDER) 

(541) 269-0696 (TECH SUPPORT) 

Prices: S3,495 (AS REVIEWED) 

ew computer manufacturers have 
embraced the gaming market as 
eagerly as Falcon Northwest. These 
guys have been custom-building 
machines specifically for gamers 
since the company was founded five 
years ago. 

Getting our Mach V system set up was 
no problem; the documentation is truly excep
tional. All of the books and software for 
installed components are included, but there 
are plenty of pleasant extras here. Everything 
comes in a sturdy three-ring binder personal
ized with the customer's name. All of the ser
ial numbers and specs for the components 
are conveniently recorded. Hardware config
urations are spelled out clearly, including the 
resources (IRQ's, 1/0 ports, etc.) used by 
expansion cards - which is especially help
ful since Falcon deals only in custom-built 
PCs (see sidebar). A Mach V includes a one
year warranty with a unique repair policy: 
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Playing ga111es is serious 

business for the 111akers of this 

no-holds-barred ga111ing powerhouse. 

························------------------

service, it does have an Overnight Service 
Policy: if a hardware problem develops that 
cannot be solved over the phone, the com
pany will have the system picked up by an 
overnight courier, fix it, and send it overnight 
back to the customer. 

The connectors on the back of the case 
are all clearly labeled, right down to the 
modem's COM port. The back of the case is 
well ventilated, and there's room inside for as 
many as four cooling fans. With a main fan 
that adjusts its speed to cope with tempera
ture changes in the machine's innards, this 
isn't a PC, it's a refrigerator! 

Which brings us to the guts: the roomy, 
mid-tower A TX case is quite accessible. The 
left side panel is held on with just two screws 
and slides off to reveal easy access to the 
internal components. Our system came with an 
ASUS ATX system board loaded with an MMX
capable 200MHz Pentium, 512K of level-two 
cache, and 32MB of 60ns EDD DRAM. 1/0 is 
onboard, featuring the usual assortment: two 
nine-pin serial ports, a parallel port, PS/2-style 
mouse and keyboard connectors, dual IDE con
nectors, and a floppy drive connector. Two of 
the four 72-pin SIMM sockets are occupied by 
16MB modules, so there's plenty of room left 
over to take the Mach V to 64MB or higher. The 
case and the system board work well together, 
with everything of importance easily reached 
by people with normal-sized fingers. There is 
also a USB controller and an IR port. 

Room for expansion is provided by three 
PCI slots, three ISA slots, and one shared slot 
Three five-inch drive bays, accessible from the 
front, are provided, along with four three-inch 
bays: two with front access and two internal. A 

3.1GB Western Digital Caviar EIDE hard drive 
occupies one of the internal three-inch bays, 
providing fast, ample storage. It's quick, bench
marking at 11.6 milliseconds access time and a 
transfer rate of 4.1 MB per second. 

The Toshiba 12x internal IDE CD-ROM, 
which clocked in with a 120ms seek time and 
nearly 1 .4MB per second average transfer 
rate, resides in the top five-inch bay, leaving 
two unoccupied. At the time of this writing, 
12x CD-ROM drives will not be available from 
Falcon Northwest-16x drives will be 
offered instead. A 1.44MB floppy drive lives 
in one of the front three-inch bays. 

There was some disappointment with the 
input devices included with this particular 
Mach V, but once again, everything you see 
reviewed here can be changed to meet your 
needs. The mouse is a serviceable but unspec
tacular Microsoft two-button model. The Focus 
104-key Windows 95 keyboard is a bit clunky, 
with a spacebar that bulges in the middle, pre
sumably in imitation of those funky ergonomic 
keyboards. This can be a problem: if you tend 
to rest your thumbs beneath the space bar, you 
may find yourself hitting it accidentally. 

For gaming, Falcon furnished a CH 
Combat Stick. This a great entry-level con
troller, comfortable and very sturdy; then again, 
this system isn't aimed at the entry-level com
puter gamer. Experienced PC jockeys who 
appreciate the power of this machine may 
want to trade up for a high-end stick - assum
ing they haven't got one already. 

Video acceleration is where the Falcon 
soars; occupying two PCI slots is a dynamic 
duo consisting of a Diamond Stealth 3D 2000 
with 4MB EDD RAM, and a Diamond Monster 
3D with the incredible 3Dfx Voodoo chipset. 

3Dfx-accelerated games 
r like Tomb Raider and 

GLQuake are simply breath
taking and play fluidly. 
GLQuake averaged 45 
frames per second at 
640x480 resolution! If the 
3D craze is your motivation 
for purchasing a new PC, 
look no further. 

2D and DOS perfor-

All of the ports are conve
niently labeled. 



mance was equally impressive. Duke Nukem 
30 ran at about 150 frames per second at 
320x200, 35 fps at 640x480, and a perfectly 
playable 23 fps at 800x600. Non-accelerated 
Quake clocked in at 45fps at 320x280, 21 .4fps at 
640x480, and 14.5 fps at 800x600. 

The Princeton Graphics Systems E070 
17'' monitor is a winner, with a crisp, expansive 
display. Its flat screen 
features a 15.8 inch, anti
glare coated surface. 
Maximum resolution is a 
sharp 1280x1024, non
interlaced at 65Mhz. 
Easy-to-use controls 
include adjustments for 
horizontal and vertical 
position and size, bright
ness, contrast, geometry, 
manualdegauss,and 
even manual color correction. It 
automatically synchs to differ
ent display modes, and it's fully 
plug-and-play compatible. 

For sound, Falcon went with a Creative 
Labs Sound Blaster 16 PNP. Surprisingly, 
Falcon doesn't offer higher-end Creative Labs 
equipment Kelt Reeves, President of Falcon 
Systems, explains that since digital sound has 
not changed significantly since the SB16 -
and the card is wavetable upgradable - a 
higher-end basic digital card was unnecessary. 
Reeves quite correctly points out that the 
wavetable quality offered by current Sound 
Blaster products can't match that of the 
Yamaha Waveforce XG daughterboard 
included with this system - this is a profes
sional-quality synthesizer that cranks out 
incredibly convincing MIDI music. The Mach V 

is one of the few ready-made systems out 
there that doesn't require you to replace a 
crappy sound card as soon as you get it. 

Signals are pumped through a set of 
Altec Lansing ACS55 speakers, with decent 
two-speaker surround sound and a subwoofer 
to bring that satisfying thump to the bass. 
They're small enough not to be intrusive, but 

they've got plenty of power. 
Falcon has chosen to include 

a CH Gamecard 3 Automatic game 
port card. This dedicated, high
speed game card automatically 
compensates for the speed of the 
CPU to ensure compatibility with 
all games. Unfortunately, Windows 
95 also detects the game port built 
into the Sound Blaster - even if 
it has been disabled - resulting 
in a conflict that can deny you the 

use of any joystick. Falcon technical support 
proved quick and helpful, however; this is 
a problem they frequently encounter, so 
one brief call and some fiddling with the Win 

95 Device Manager was sufficient to get the 
matter cleared up. A representative of Falcon 
has told us that the company has begun to 
include a written solution for that problem in 
the manual. 

Still, it's strange that Falcon chooses to 
use a dedicated game card; even on the fastest 
PCs, we've never run into problems with the 
Sound Blaster's built-in port If you choose to 
order a Mach V, you might consider having 
Falcon leave the CH card out of your custom 
configuration - it'll take little or nothing off the 
cost, but it may save you some headaches. 

The modem, a US Robotics Sportster 
Voice 28.8 Faxmodem with Personal Voice Mail 

(and the single component with the 
longest name), came with Quicklink 
Message Center, an easy to use ter
minal/fax/voice-mail program. While 
the software offered the conve
nience of multiple voice mailboxes, 
the sound quality of the voice mes
sages was not good enough to 
threaten to put your answering 
machine out of a job. 

The big hard drive came with 
Windows 95 preinstalled and fully 
configured. Drivers for all of the 
peripherals were set up and working 
right out of the box. Real-mode dri
vers were provided for everything 
and configured to load when the 
computer is rebooted into DOS 
mode, so finicky DOS games that 
don't like Windows 95 are only a 
couple of mouse clicks away. One 
oddity with the Win 95 configuration 
was that two mysterious 
"Unsupported devices" appeared in 

Win 95's Device Manager under Other 
Devices. Although this has no effect on the 
system's mighty performance, it is a bit of a 
curiosity. Reeves speculated that one of the 
devices is probably the USB port, which the 
current version of Windows 95 has no idea 
what to do with. 

Also included were several shareware 
benchmarking programs and tons of share
ware versions of popular first-person shooters, 
from Wolfenstein 30 to Quake and everything 
in between. The Diamond Monster 3D software 
package was also supplied, including 3D
accelerated versions of MechWarrior 2, 
HyperB/ade, Whiplash, and Descent II: 
Destination Quartzon. 

The Falcon system was tested with tons 
of other games, including Jetfighter Ill, 
Interstate '76, AH-640 Longbow, Rocket 
Jockey, Mato Racer GP, and more. Results 
were straightforward: this computer is capable 
of running any current game the way it was 
meant to be run. Its price is on the high side, 
but with its excellent components, solid cus
tomer service, and out-of-the-box ease of use, 
a Falcon Northwest Mach V system is well 
worth considering. 
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Apocalypse 50 
Company: Videologic 

www. video/ogic. com 

Phone: (800) 578-5644 

Prices: $299 (WITH 8MB) 

····•• ----------

D 
n a market inundated by 3D accelerators, 
it's hard to find one that allows for great 
2D as well as 3D performance. With some 
accelerators, you can keep your light

ning-fast 2D accelerator card and simply add 
3D performance on a separate board. But that 
takes up another valuable PCI slot in your 
machine, and considering the wide variety of 
hardware that's starting to demand those slots 
(such as Diamond's Monster Sound 3D sound 
card), it's real estate that could be used for 
future upgrades. VideoLogic, however, has 
come up with the Apocalypse 5D, one of the 
best solutions for the problem we've seen yet. 
The fiesty little video card company has taken 
its GrafixStar 600 128-bit video board (which 
uses Tseng Labs' very fast ET6000 2D chip) 
and combined it on one board with the latest 

AWE64 Gold 
Company: Creative Labs 

www.creaf.com 

Phone: (408) 428-6600 (TO ORDER) 

Prices: $249.99 (M.S.R.P.) 

····•• ----------

~ 
reative Labs' new top of the line sound 
card has a lot of interesting features -
and a few questionable ones. 

The AWE64 Gold gets its name from 
the fact that it's capable of playing 64 simulta
neous voices, or notes, of wavetable MIDI 
music -twice as many as the AWE32 and 
most other sound cards. That's a little decep
tive, though; read the fine print, and you'll find 
that 32 of those voices are software-based, pro
vided by a program called Creative WaveSynth. 
The WaveSynth sounds better than most soft
ware-based wavetable synthesizers, but it's 
prone to most of the same drawbacks: it takes 
up a big chunk of memory, it can chew up 10 to 
15 percent of your processor's power, and it 
only works under Windows. 

version of the PowerVR 3D accelerator -
the PCX2 (which also sells as a 3D-only 
add-in card). 

Rather than working directly with 
polygons, the PowerVR uses something 
called "infinite planes," which lets it do 
things like gorgeous real-time shadows 
and lighting - processes that would give 

other 3D cards fits. It also contains no Z
buffer; instead, it uses a process which only 
renders the pixels that will be visible on the 
screen. That prevents the card from calculat
ing, rendering, and shading pixels you'll never 
see, and thus cuts down on the time it takes to 
create a scene. In our Direct3D tests using 
Microsoft's Win 95 Software Developer's Kit 
on a Pentium 200MMX with 32MB of RAM, it 
returned a fill rate of 5.7 million pixels per sec
ond, a nice polygon rate of 387.86 thousand 
per second, and 1.34 thousand intersections 
per second. Its 2D performance was fairly 
impressive, too - the non-accelerated ver
sion of Quake gave us results of 50.6 frames 
per second at 320x200, 16.9 FPS at 640x480, 
and 11 .8 FPS at 800x600. 

The 8MB version of the Apocalypse 5D 
contains 4MB of MDRAM IMultibank Dynamic 
RAM) for the 2D frame buffer on the GrafixStar 

600 portion of the card, and 4MB of SD RAM 
(Synchronous Dynamic RAM) for texture 
memory on the PowerVR portion. For a slightly 
lower cost, you can get a 6MB version that 
has 2MB MD RAM for the frame buffer. Either 
way, the card ships with four accelerated 
games: Activision's Mech Warrior 2, Kalisto's 
U/tim@te Race, Psygnosis' Wipeout XL, and 
Capcom's Resident Evil. 

Creative·s AWE64 Gold offers loads of 
new features, but it's more than most 
gamers need - or care to pay for. 

Those drawbacks might not mean 
much to gamers, since no games currently 
exist that use more than 32 MIDI voices. So 
why lay out the extra money for an AWE64 
Gold? Depending on what you're looking 
for, the answer to that question may lie in 
the board's other extras. 

The Gold features 4MB of onboard 
RAM for storing customized wavetable 

instrument files, called "SoundFonts." That's 
a big improvement over the standard 
AWE64's 512K. More RAM means more 
detailed instrument samples - with the 4MB 
SoundFont file loaded, the Gold provides bet
ter MIDI sound than any previous Creative 
Labs board. 

The quality of the Gold's digital sound is 
improved, too, with lower harmonic distortion 
and noise than you'll find in other boards aimed 
at gamers. It also has full-duplex capability, 
which means it can record and play back digital 
sound simultaneously-that's handy for multi
track digital recording, and it also lets you 
speak and listen at the same time when using 
an Internet "telephone" program (like the 
Creative WebPhone, included). 

In addition to the WebPhone, the soft
ware bundle includes two games I Eradicator 

and Magic Carpet 
2); a powerful util
ity for editing 
SoundFonts; and Voyetra's MIDI 
Orchestrator Plus, a robust MIDI composer. 

Still, the AWE64 Gold will only be a bar
gain if your needs fall somewhere between 
those of the average gamer and the profes
sional musician. If you've already got a Sound 
Blaster 16 and you're just looking for improved 
MIDI music in games, you'll get better sound 
from a wavetable add-in card or daughterboard 
like the Yamaha SW60XG or Roland SC-10. And 
if you're really an audiophile, you'll probably 
want a professional-class sound card like those 
from Roland or Turtle Beach. 
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l The Windows 95-logo key can be a real problem in DOS games running under Windows - especially in 

i. Doom-style games like_ Duke Nukem 30 ....................................................... .. .. .............................................. .. 

Is there a way to disable the stupid 
Windows 95 key between the Ctrl 
and Alt keys on my keyboard? When 

I hit it accidentally while playing some DOS 
games through Win95, it causes a crash. 

- Richard Waters, via the Internet 

m The Win 95-logo key, which brings 
up your Start menu, can be quite a 
nuisance, especially in DOS games 

which utilize the classic Doom setup, with 
heavy use of the Crtl and Alt keys. Luckily, 
the thoughtful programmers at Microsoft 
have provided desperate gamers with a way 
to turn that pesky key off. The fix is one of the 
Windows 95 Kernel Power Toys, which can 
be downloaded from www.microsoft.com/ 
windows/download/doswinkey.BxB. It's a 
self-extracting file, and instructions for use 
can be accessed by double-clicking the 
included .inf file. 

tt1 I boughtanewcomputerwith 
Windows 95 pre-inslalled. I still own 
several DOS pmes that don't per

form well in Wm 95, and now, without OOS's 
Memmabr, I can't get enough free c:onwn
tional memory in DOS modetot'IID them 
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properly. How can I optimize memory in MS
DOS mode? 

- Mark Wallace, via the Internet 

A 
There are several ways you can get 
your games to run, Mark. While 
Windows 95 doesn't include 

Memmaker -the program DOS used to auto
matically optimize your memory configuration 
- it does provide the same memory manager 
that Memmaker uses. It's called EMM386, and 
you can invoke it by several different methods. 

The easiest is to use Notepad to edit 
your startup files, CONFIG.SYS and 
AUTOEXEC.BAT (it's a good idea to back 
these files up before altering them, just in 
case). Insert the following lines at the top of 
your CONFIG.SYS file: 

device=c:\windows\himem.sys 
device=c:\windows\emm386.exe 

Once you've done that, you'll be able to 
load any drivers and utilities in your startup 
files into high memory, freeing up precious 
base memory. Lines in the CONFIG.SYS file 
that load device drivers usually start with the 
word "device." Chance it to "devicehigh" to 

Our new tech editor, Joel, is eager 
toansweryourgaminghard
ware questions! Send 'em to 
jdurham@pcgamer.com. 

load that driver high. Similarly, in the 
AUTOEXEC.BAT file, lines loading terminate
and-stay-resident (TSR) programs may be 
preceded with "LH " to load them high. Be 
aware that some drivers and TSRs will not 
run in high memory and may cause errors 
when you attempt to load them there. When 
you 've finished altering the files, save them 
and restart your computer. As it boots, hit the 
FB key as soon as you see the words 
"Starting Windows 95" to invoke a startup 
menu. Select "Command Prompt Only" to try 
out your new configuration. 

Another way to tweak MS-DOS mode 
for gaming is to create shortcuts for each 
game, and specify DOS configurations for 
each one. This method was described in detail 
in the April 1997 Tim's Tech Shop column. 
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deuice• c : \ wi ndows\hit1H1. sys 
deuice• c : \ windo ws\eM386 . exe 

DEUICE• \DEU\ TAISATAP .SYS /D : MSCDIH /H: 1 
DEUICEhigh• C :\Wltl>OWS\COMHAtl>\AHSI . SYS 
FILES• 61 
8UFFERS•32 , 0 
STACKS• 9 , 256 
DOS• HICH , UHB 

DEU I CEhigh• C: \NOUSE\ ... USE. SYS 

[ You can still use good old EMM386 in Windows 
!_95 DOS _mode, _if you_know where_to find it. ........ 

I just got a new 2GB IDE hard drive 
to replace my outdated, 270MB 
one. I want to transfer Windows 95 

and all the data to my new drive without 
losing anything, but I don't have access to a 
network. Do I have to buy a tape drive? 

- Tom Mulet, Peoria, IL 

A 
Believe it or not, Windows 95 makes it 
much easier to clone a hard drive 
than you might think. Simply install the 

new drive as a slave to the old one, being sure 
to set it up properly in your computer's CMOS 
setup program. After you reboot, run FDISK (if 
you are not familiar with this program, you 
should find instructions in the documentation 
that came with the new drive) and fonnat it 
through Windows 95. Then, using Windows 
Explorer, simply drag all of the contents from 
your old drive and drop it onto the new one. 
The operating system will clone everything -
even the hidden and system files - to the new 
drive. Remove your obsolete hard drive, set the 
new one up as the boot drive, and reboot 







Live the 3D experience. This is no game. Our PCs are 
serious 3D graphics machines. The kind that make your eyeballs jitter with ecstasy. 

And our direct prices are really low. But the best part - these systems have the 
Intergraph name on them. A name that means graphics. 

Go ahead, compare our 3D PC prices with other manufacturers' PCs without 3D. 
You'll see. Buying Intergraph is like getting 3D for FREE. No Lie! 

So, live the 3D experience. Immerse yourself in the new and vivid universe of 3D. 
Let it caress your imagination and excite your soul. 

• 3D Graphics. Unbelievable at these prices! You get real 3D acceleration for 
Direct3D® apps, mind-blowing 3D games and multimedia. It's a world of 3D realism 
with correct textures, Gouraud 
shading, environment mapping 
- serious stuff. · 

• 3D Sound. Totally 3D. 
Our Ensoniq™ 3D sound card, 
mic and speakers deliver stereo 

It's where 
• you're going. 

We'll take 
you there. 

surround, wrap-around effects and wavetable synthesis, plunging you into a realm 
of 3D sight and sound. 

• Spedacular Video. Of course! Intergraph PCs give you MPEG and AVI 
compatibility, full-screen, smooth-motion video at 30 frames per second at resolu
tions up to 800 x 600. And you can scale, zoom and stretch in real time. 

This is it! The 3D PC you want. Got to have. 
And the 3D is FREE! Don't wait. Get it NOW. 
Get Intergraph. 

I NTErG?l\?H 
COMPUTER SYSTEMS 
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tool bar give you almost all 
you need: a screen for draw
ing, a crude 3D view of the 
environment as it takes shape, 
and a gallery window full of 
shapes and textures. 

The strength of DMM 
lies in the Walkthrough tech
nology, which lets you link a 
wide variety of ready-made 
3D shapes to make a continu
ous level. Slopes, rooms, 
objects, sprites (including all 
the original monsters), lifts, 
and a large selection of tex
tures are available in galleries 
and can simply be dragged 
right into the work-screen to 
become part of the level. Once 
3D objects are placed in the 
drawing window, you can 
view the evolving level map 

from top, front, or the side. 
Whole new shapes can 

be created from a basic shape 
gallery, meaning there's virtu
ally no limit to the size and 
shape of a given room or 
level, including multiple lev
els. A palette of light sources 
allows you to carefully light 
each level merely by placing 
the light source as an object. 
Objects can easily be 
assigned properties to turn 
them into lifts, traps, buttons, 
and other moving parts. As 
you're doing all this, you can 
see and even walk around the 
level in the 3D view, which is 
rudimentary but useful for 
design purposes. 

It's so easy, it's almost 
scary, and somehow it works 
its Virtus magic in the area of 
compiling levels as well, 
which takes far less time than 
with other editing utilities. 
There are a couple of draw
backs: The documentation is 
thin, and there's no online 

help - a major failing for 
a program this complex. 
Also, you need to use a 
separate tool, like the 
shareware MipMap, to 
import custom textures, 
and this is difficult and 
cumbersome. A native tex
ture-import mode is 
almost required. And, not 
surprisingly, DMM is also a 
memory monster. 

But when you can create 
a level and see it take shape as 
easily as you can with DMM, a 
few failings can easily be toler
ated. If Virtus manages to 
carry its 3D world-creating tal
ents over to other gaming 
realms (flight sims? RPGs?), 
there is no telling where cus
tom game creation can go. 

Level Thang 
Three Quake add-ons have 
already hit, and more are corn
ing as I write. They're not the 
kind of ground-breaking 
retooling of garneplay we 
might have hoped for, but 
they'll do in a pinch. 

The most unusual is a 
decidedly unauthorized prod
uct called Shrak, from 
Quantum Axcess, which bills 
itself as "the first total conver
sion of Quake." That is: a new 
game with new textures, lev
els, and maps built with the 
QuakeC technology. 

"Wait a minute," I hear 
you saying. "Is that legal?" 
Good question, and no one 
seems to be answering yet. id 
creates new products with its 
technology and also licenses 
that technology out for a 
profit. Why would they sit idly 
by and let a third party create 
something from which id will 
make no profit? All I can say 
is, if you want Shrak, get it 
while you can. 

Shrak is an interesting, if 
not altogether successful, 
product. The new levels and 
textures are often quite good 
and innovative. I found the 
tunnels, the use of water, and a 
very cool tram car solid addi
tions to the Quake universe. 
The ten new weapons also 
include a few great twists, 
some of them already familiar 
to Quake fans . There's a foe-to
friend converter, plastic explo
sives, an inflator dartgun that 
literally blows a subject up, 
and a grappling hook for 
reaching out-of-the-way 
places. A "utility belt" packed 
with neat things is found on 
several levels. 

The monsters are where 
Shrak fails, however. They're 
pretty hokey across the board, 
with an acid-spitting grub and 
a floating eyeball (a la Eye of 
the Beholder) the only decent 
additions. Okay, the scorpion's 



not bad, but the two-headed 
mutant is just too stupid for 
words. This, and mediocre 
new sounds, seriously weaken 
what could have been a nice 
enhancement. As it is, you get 
19 fairly well-designed levels 
with capture-the-flag and 
deathmatch games. It's a 
decent bet at $19.95. 

The first official id mis
sion pack isn't nearly as 
ambitious as Shrak, so it has 
less chance to fail. Scourge of 
Armagon, developed by 
Hipnotic for Activision, is a 
15-level, three-episode addi
tion that gives us some very 
cool new treats. But, greedy 
bastards that we are, we 
thought a few more would 
have been better. 

Armagon's level design 
is fabulous, with some huge 
rooms that open like puzzle
boxes as you watch, large 
vistas, great underwater lev
els, and a real labyrinth 
approach. This is solid stuff, 
full of invention and attention 
to detail, and far better than 
the original Quake levels. 
Still ... you see the same old, 
drab textures. Everything is a 
dismal brown and gray. 
Wouldn't a new mission disk 
be a good opportunity to 
spark up the palette a bit? 

The new stuff is damn 
fine, too, but only leaves you 
wanting more. The two mon
sters are great: there's a giant 

scorpion with nailguns for 
claws and a lethal sting, and 
little gremlins that can steal 
your weapons and turn them 
on you. Unlike the Shrak 
monsters, these are very cool. 
Some new weapons also add 
to the mix: The grenade 
launcher now doubles as a 
proximity mine launcher: 
these suckers stick to the wall 
or floor and detonate when 
something comes within 
range. The laser cannon is a 
neat little instrument that lets 
you bounce laser blasts off 
walls like a cue ball: Shambler 
in the corner pocket! Finally, 
Thor's War Hammer sends 
waves of electric force out 
along the ground, zapping 
anyone in range (that's right: 
there's finally a big hammer 
in Quake). 

A few new power-ups 
can also be found 
along the way: the 

Horn of Conjuring spawns a 
creature to fight at your side; 
the Empathy Shield divides 
damage between you and 
your attacker; and a wetsuit 
provides immunity to light
ning attacks. Overall, a solid 
addition to the Quake family. 
By the time you read this, 
Quake Mission Pack No. 2, 
The Dissolution of Eternity 
from Rogue Entertainment 
will also be out, featuring 
eight new monsters, several 
new weapons (including lava 
nails!), an anti-gravity belt, 
and capture-the-flag levels. 

And as if all that isn't 
enough 3D carnage in your 
face, you can always try a 
binge-and-purge package 
known as the id Anthology. id 
has gathered everything 
they've done (with the excep
tion of Heretic and Hexen), 
into one splashy, $120 pack
age. Oldies like Commander 

Keen (1 through 7), Rescue 
Rover (1 and 2), Hover Tank 
3D, Dangerous Dave, 
Catacombs 3D, Shadow 
Knights, Wolfenstein 3D, and 
Spear of Destiny, join mon
ster hits The Ultimate Doom, 
Doom II, Master Levels for 
Doom II, and Final Doom (all 
DOS, Win 95, and Mac ver
sions) and Quake. id sou
venirs include a "Book of id," 
a pewter demon, poster, 
comic book, collector's card, 
T-shirt, and a set of dog tags. 

Everyone else, from the 
Beatles to Roberta Williams, 
are repackaging their past for 
large profits and an easy ego
massage, so why not id? Well, 
maybe because "I Am the 
Walrus" has aged far better 
than Dangerous Dave. But, 
hey, don't fight it: happiness 
is a warm gun (and a Ferrari). 

PC GAMER June 1997 
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Parenting on the Web 

chances are 
you can tackle 
it on the web. 
I'm not saying 
you can solve 
it - but, then 
again, I'm not 
saying you 
can't. Take 

pox, for exam
ple. We've had 
an epidemic of 
alleged cases 
of chicken pox 
in my family, 
and I think 

we've made a few payments 
on our pediatrician's new 
sailboat trying to confirm or 
deny the allegations. So, this 
time, as I signed my check 
for nearly $40 - a steep fee 
for a diagnosis of rampant 
bug bites - I vowed to 
search the web for help. I 
headed for Lycos to search 
for sites that refer to chicken 
pox, and started my most 
satisfying web-trek so far. 

I stumbled on some cool 
sites for families; sites that 
offer loads of information on 
the physical, emotional, intel
lectual, and spiritual lives of 
children and parents. Best of 
all, while months ago I had 
found references to 
brochures, citations for arti
cles, and reviews of literature, 
I now found the text of these 
documents. I found images to 
back up the text, and many 
opportunities to offer feed
back, ask for more help, and 
share my own ideas. 

To learn more about par-

enting, explore these sites es
pecially designed for families. 

Fami-cology 

I found Chicken Pox clues at 
www.healthylives.com, along 
with detailed information on 
more than ten other diseases, 
including shingles, ulcers, 
migraines, and a few related 
directly to children: chicken 
pox, which is covered under 
shingles, and ear infections. 

The site comes from 
pharmaceutical company 
GlaxoWellcome, which pro
duces medicine for most, if 
not all, of the diseases dis
cussed on the site. But there's 
no blatant advertising of the 
company's products, and the 

information is extremely 
helpful to parents . 

The highlights of the site 
were the detailed, clear arti
cles on diseases as well as the 
pictures - not that I ever 
hope to see another picture 
of a person with shingles 
again. At least I've got a 
good visual idea of what 

r;.,-.,...--::-:--"7"--,;;,-::---------= chicken pox looks 
like, albeit in a 
lower resolution 
than reality. Also, 

, no parent should 
miss the article 
called Today's 
Children Face 
New Threats to 
Health. It's start
ling what havoc a 
little technology 

• and stress can 
" wreak on a child's 

life. Thank good
ness extended com
puter use isn't on 
the list of threats. 

~ 
At Healthylives, parents can find clear - and at 
times clinical - information on many health prob
lems, including chicken pox and ear infections. 

A Pub
lishing 
Point of 
View 
Take a look at 
how publishers 
of home-oriented 
magazines spin 
their words into 
strands of the 
web at 
www.home
arts.com. 
Produced by 
The Hearst 
Corporation, 
the site offers 
slicker articles 
than some other 
sites. But then, 

At Homearts, 1993 Poet Laureate Rita Dove joins Maurice 
Sendak, Chris Van Allsburg, and Captain Kangaroo to dis
cuss what makes for great children's literature. 

they have a big pool of slick articles to draw from. 
You'll find ex.perpts'-from 

Hearst's Redbook, Popular 
Mechanics, and Good House
keeping magazin,es. Infoi:ma
tion isn't lii:nited i:o parenting 
and health issues, either. 
You'll find waistline-develop
ment as well as child-devel
opment tips . . You'll find ,hints 
for home improvement and 
golf-stroke irnpi;ovement. 
And you' ll 'find a path to 
some pretty wild cyber
recreation at Planet Luncb. 

The highlight of the 
Homearts site was also the 
highlight ofmy whole adven
ture on tbe web this month. 
Head fo the pages on chil
dren's books, wbere I::Iome
arts is building a list of must
read children's books. To help 
tl;!em create this junior ver
sion of Western Canon, six 
children's book experts were 
asked to talk about what 
makes kiddie-lit great and to 
o;ffer sowe titles for tne list-

Maurice Sendak (Where 
the Wild Things Are, am.o.ng 
numerous· other wonderful 
boo.ks), Chris Van Allsburg 
(Jumanji and The Polar 
Express), 1993 Poet Laureate 
Rita Dove, and Captain Kan
garoo teach you, to think 
about books in ways that wUl 
help you make the best 
choices. Compare Captain 
Kangaroo's selections, wtuch 
teach values, to Chris Van 
Allsburg selections, which 
thrill children and ignite th,ei:r 
imaginations. These pages 
are a delight to read for the 
nostalgia they evoke and the 
ideas they inspi.J;e. 
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From Homearts, I 
surfed to www.par
entsplace.com, a less 

•mw.:.Mot! w.-.~ls-\o..-1,.._.,I 

~ lspri','llepedtowelcome· 

slick, more chatty site. 
Created by a mom-
and-dad team "who 
really want to stay 
home and parent," 
the site devotes its 

I Manic Moms 
. 

A Newsletter for Crazed Mothers 

pages to popular par
ent information. 
From chat rooms to 
bulletin boards, 

Click over to Parentsplace and find Manic 
Mom's list of the ten most wanted Mother's 
Day gifts, as well as an excellent interface to 
interesting forums. 

there's plenty of 
opportunities to share ideas. 
After exploring the bulletin 
boards as an interloper, I 
found that the content was 
interesting, the layout of the 
forums was easy to under
stand, and the scope of the 
topics was extensive. The 
site's creators believe actual 
parents are the best resource 
for parenting information, 
and they make that informa
tion easy to access. 

The highlight of Parents
place is the enormous collec
tion of online parenting litera
ture - full texts of brochures 
on child safety, developmental 
issues, disabilities, and so on. 
There's loads to learn, albeit 
not deep loads. Another high
light of the site is Don Elium's 
and Jeanne Elium's areas, 
Raising a Son and Raising a 
Daughter. Like Parentsplace 
creators, the Eliums are a 
mom-and-dad duo, and they 
happen to be experts on gen
der issues in child rearing. 
Check out their Q and A Col
umn by topic for reassurance 
that your boy's interest in guns 
is normal, and why. Other 
experts with Q and A columns 
include a preschool teacher, a 
single mother, and a dentist. 

Like Parentsplace, 
www.parentsoup.com is like a 
big coffee shop for moms and 
dads. I didn't find celebrities 
like the Eliums on this site, 
but I did find another large 
library of articles from such 
sources as the U.S. Consumer 
Product Safety Commission 
and the National Center for 
Learning Disabilities . 

I couldn't figure out who 
produces this site, but they 
should be commended for 
their sense of visual style as 
well as their interpersonal 
skills. They have created an 
attractive interface that ex
presses a sense of humor and 
fun, but it's a site that expects 
to be taken seriously. The com
bination of authoritative arti
cles and inviting forums cre
ates an appealing site. 

Besides the atmosphere 
of Parentsoup, the icebreakers 
were the highlights of this site. 
1n an effort to provoke lively 
debate, Parentsoup publishes 
"What Would You Do If ... " 
questions. The first day I vis
ited the site, the question was, 
on its surface, lighthearted: 
"Your child has prepared a 
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Is your chi Id ADD or just a little 
rambunctious? 0nty an expertwill know 
for certain. 

Tap into this informative site for 
inexpensive activities. advice on 
shopping garage sales and dozens of 
other shoestring-budgeting tips . 

Has the tax season come to your house? 
~ you feel like throttling the next person 
who asks you about your 1040,join in the 
ranting in the P1im Sere.am 
Dls.cus.slon Group. 

Of all the parenting sites I've seen, Parentsoup has the most attractive and inter
esting interface, and it's mixed up with some provocative conversations, too. 

Qplions D_iredD,y ll,lindow tjelp 

sumptuous breakfast in bed 
for you, and the main dish is a 
mudpie; you can tell this is 
important to your child. Do 
you chow down the delicacy 
or conjure up a reason not 
to?" A few days later, the 
question was more serious: 
"Would you let your teenager 
continue to socialize with a 
friend who experiments with 
drugs?" There are more facets 
to this discussion than you'll 
find on Gwyneth Paltrow's 
engagement ring. 

When You 
Need to Know 
For the official word on every
thing child-ish, tap in the 
address for the American 
Academy of Pediatrics. These 
are the folks who tell us 
whether our infants should 
sleep on their backs, their 
sides, or their stomachs. They 
tell us where to put our car 
seats and whether to vaccinate 
our kids against chicken pox. 
Chicken pox! That's how I got 
started on this web quest in 
the first place. 

At www.aap.org, you can 
find many of the kinds of arti
cles you'd find on any of the 
sites mentioned above. How
ever, www.aap.org is the 
horse's mouth in many cases, 
the source from which most 
other sites get their informa
tion on children's health. Bar
ring the article on cooties, the 
real highlight of this site is the 
section called Where We 
Stand. On these pages, you'll 
learn that healthy infants 
should sleep on their backs, 
that your young child should 
sit in the middle of the back 
seat, and that all kids should be 
vaccinated against chicken 
pox. The list of recommenda
tions is long and also covers 

__J 

circumcision, equal access to 
education for people with 
AIDS, and sex education. The 
AAP's positions are not always 
the only sane approach to 
every health issue, but they 
represent the mainstream 
(and, perhaps, the insurance 
companies') positions on many 
medical treatments. 

I learned that ear infections 
can be caused by cigarette 
smoke, but I didn't learn why. 
Although I believe this factoid, 
it underscores the point that 
some information, regardless 
of its source, may be influ
enced by politics and money as 
well as data and reason. 

Gender experts Don and 
Jeanne Elium convinced me 
that the problem with buying a 
toy gun is not the gun. The 
problem is the limits to imagi
native play. They suggest that 
parents build simpler toys that 
can - and probably will - be 
turned into guns, but that can 
also be turned into magic 
wands and golf clubs and tele
scopes and so on. 

Maurice Sendak, who has 
infinite confidence in the 
minds of children, taught me 
that Grimms' Fairy Tales were 
originally intended for adults, 
as a kind of catalog of folk 
tales. The brothers were horri
fied when they found out chil
dren were reading the grue
some yarns. Sendak explains 
why kids enjoyed the stories 
so much, though, and I got a 
good laugh out of it. 

Finally, I learned that I 
might as well vaccinate my 
kids against chicken pox, so I 
can put an end to my frequent 
trips to the pediatrician. 
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player's 
switch 
from 
hourly 
charges to 
a free ser
vice made 
some 
waves in 
the 
Internet 
gaming 
commu
nity, 
although 
perhaps 
not as 
much as 
Mplayer 
may have 
hoped. 

Quake clans and the battle.net 
faithful, for example, who 
don't need dedicated game 
services, couldn't care less. But 
Mplayer certainly got the 
attention of its main competi
tor, TEN, which was quick to 
point out the potential pitfalls 
of such a strategy: lower prof
its for game developers; less 
cash for exclusive content; and 
less money to plow into 
improving the infrastructure. 

Online gaming is a new 
business, and there's not a lot 
to compare it to. The only 
things that come close are 
the commercial web sites -
but here, we find virtually all 
commercial web pages offer 
free content, funded by 
advertising revenues. 

TEN might argue that 
commercial web sites are not a 
valid analogy, since they don't 
have the same compelling con
tent (i.e. the games). But how 
compelling can any content be 
if it's free elsewhere? Even a 

. game "exclusive" is unimpor
tant; you'd have to be the most 
fanatical of Duke Nukem 3D 
players to pay to play that 
game on TEN instead of play
ing a comparable game like 
Quake for free on Mplayer or 
elsewhere. And you could 
always play Duke via Kali, your 
modem, or even a local BBS. 

No one game has ever 
had the kind of market domi
nance that justifies the exclu
sive deal, and next year's hot 
new game is always around 
the corner: Unreal, Jedi 
Knight, Quake 2, Meta/Tek, 
Daikatana, (to name just a few 
in Duke's first-person shooter 

Will You Pa~ to Pia~? 
category). And however 
many tournaments, ladders, 
or other fluff-functions you 
add, they aren't worth paying 
an hourly rate on top of ISP 
charges. Even AOL, which 
has eight million customers 
compared to TEN's 25,000, 
saw the light and went with a 
flat rate plan. And how do 
you get around the fact that 
longtime Internet users are 
just not accustomed to pay
ing for content? 

Enter the Giant 
And then there's Microsoft 
and its online gaming service, 
the Internet Gaming Zone. The 
Redmond, WA, giant plans to 
offer free parlor games, like 

Spades and Bridge, free 
Internet matchmaking for 
Microsoft's retail games, and 
charge daily or monthly fees 
for premium, online-only 
games like Fighter Ace. And 
although they'll tell you other
wise, Microsoft developers 
should have the inside track 
on DirectX and Win 97, as well 
as the reputation and 
resources of the largest soft
ware company in the world. 
So how they set their pricing 
in this emerging market bears 
careful watching. 

Don't forget what hap
pened last year with web 
browsers: Netscape was rid
ing high with the success of 
Navigator until Microsoft's 
free Internet Explorer came 
along. It now has a 30 per
cent market share compared 
to Netscape's 70 percent -
and Netscape dare not start 
charging for its browser now. 
By offering a comparable 
browser for free, Microsoft 

killed a huge part of Net
scape's potential profits. 

So why should Microsoft 
take an interest in web brow
sers? For now, the browser is 
the key to web, and the web is 
where the money is on the 'net. 
Control the user's interface to 
the web, and you control how 
they access the web. Control 
their access, and you have a 
competitive advantage for your 
own applications - and your 
own online entertainment. 

The driving goal of 
Internet business is to make 
the medium as big, visible, and 
profitable as broadcasting. 
Plans carefully laid now will 
pay off in the future, when 
web-capable computers are as 
ubiquitous as televisions are 



~un Worship Gone nwr~ 
develop? Where will those 
online games take those 
who decide to spend their 
time in them? 

You know what would 
be great? When technology 
reaches the point where wire
less modems and decent lap
top computers are affordable 
by even the stingiest of com
puter gamers. Then we can 
all interact, play, and experi
ence life together while sit
ting in the great outdoors. 
Because, after all, that's what 
your characters are doing as 
they travel from place to 
place, aren't they? Why not 
join them? Besides, a little bit 
of a tan wouldn't hurt! 

(Postscript: A couple of 
days after I wrote the above, 

Sir-tech sent me a beta ver
sion of Realms of Arkania: 
Shadows Over Riva . I 
haven 't seen the sun since. 
Check our web site, 
www.pcgamer.com, for my 
early impressions of what 
looks to be a fantastic RPG 
for 1997.) 

Realms of 
the Haunting 
You know that wonderful 
feeling you get when you're 
so into a game that it seems 
to consume your every wak
ing thought? When you start 
playing at five o'clock in the 
evening, and before you 
know it your stomach is 
growling at two in the 
morning - so you grab a 
bag of chips and keep 
going? You know you really 
need to go to bed and 
get some rest for work the 
next day, but you simply 
have to see what's around 

rather surprising source -
Interplay Productions' Realms 
of the Haunting. 

I certainly didn't expect 
this game to have such 
appeal. But as I watched 
Todd play through it for his 
review (in the May 1997 
issue), I was amazed; every 
time I looked over Todd's 
shoulder, he was in an 
entirely new location, doing 
entirely new things. So I 
decided to give it a try, and 
was hooked from the start. 

Very much like the 
Ultima Underworld games or 
System Shock, the game is 
first-person with some action 
elements, but mostly it's puz
zle and story oriented. The 
full-motion video (FMV) gives 
it an epic feel, but what really 
grabbed me were the twists 
at various points in the story, 
and the great level of explo
ration . The game is huge! I 
can honestly say that the 
worst part about the game 
was the ending - but only 
because I was sad to see it go. 
If you're an adventure fan of 
any kind, I urge you to check 
this game out immediately! 

In my April 1997 column, I 
went into depth about 
CyberNation's new online 
RPG, Ethereal. However, I 
gave the wrong URL for their 
web site. But that doesn't 
matter anymore, because 
they changed it anyway. 
Currently, the correct address 
is www.cybernations.com. 
Log on and check out what 
could be one of the best 
online RPGs in development. 

IE!CG 
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THE T 
and the 

SCIENCE of 
CDLF 

d ntroducing the Links LS 1998 Edition. The 

forces of art and science have 

combined to produce a golf 

experience like never 

before. This new version 

of the Codie Award winning 

golf simulation is packed with 

over 25 new features! Here's just a few: 

Brace yourself for lighten ing-fast redraws. main 

view in a window capabili ty. and up to 8 additional 

"smart " camera views. 

Notice the new waving flags . birds, 
airplanes and other background 
animations with up to 8 of your 

friends over expanded 

Our course designers have given even 

more attention to detail including new 

water reflections, improved textures 

and enhanced sky backgrounds. 

internet p lay ! 

•••••• 

Phone Toll-Free 800 .800.4880 • Fax80 1. 359 .2968 
Website-http://www.AccessSoftware.com 
Available for the PC 

Product Information Number 80 



Dispatches from the Front 

casualty report 
floating 
around the 
Internet 
concerns the 
rumored 
demise of 
Arsenal's 
long-awaited 
Road to Mos
cow. Not so, 
says Arsenal 
CEO Jim 
Degoey. 'The 
product has 
slipped due to 
unforeseen 
design prob
lems, but we 
remain com
mitted to get

ting it out and doing it right." 
The company itself is in no 
immediate danger, Degoey 
says; its investors understand 
the problem and are hanging 
in there for the long haul. 
Other Arsenal products 
(Armor in Action and the 
naval sim Weapons Free) are 
proceeding as planned. "Are 
we going to survive?" says 
Degoey. "Damn right we are!" 

Hang in there, buddy. 

Hits the Web 
When Col. Rock Roszak (gotta 
love that name!) took over as 
head of Virginia Tech's Air 
Force ROTC program two and 
a half years ago, he sensed 
that something crucial was 
lacking in the cadet curricu
lum. The Army cadets got to 
run tactical exercises in the 
woods on weekends, and the 
Navy cadets got to practice 
their seamanship on a local 
lake, but the AFROTC kids 
simply didn't have enough 
"warrior stuff" to supplement 
their book-learning. 

A5 it happened, Roszak 
was at that time a beta-tester 
for the new mission disc to 
Avalon-Hill's Flight Com
mander 2 and was even con
ducting an E-mail campaign 
with the game's designer. He 
organized a squadron of 
cadets to play the game after 
duty hours, but although this 
gave the kids some tactical 
practice, it still didn't match 

the Colonel's vision of some
thing more comprehensive. 

"What I really wanted to 
create was a kind of 'Sim Air 
Force,"' Roszak says, "which 
would give the cadets experi
ence not just in combat tactics 
but in all the elements that go 
into creating a modern aerial 
force-structure. I drew up a 
plan, presented it to the 
administration, and they gave 
us their blessing - along with 
a few more computers." 

Thus was born Air War 
2000, a detailed and realistic 
simulation of all the factors that 
go into creating and maintain
ing a successful air force in 
today's world. Starting in the 
fall, Virginia Tech's AFROTC 
students are given 3,000 buy-

points (as used in the cam
paigns of Flight Commander 2) 
and told to create a fully capa
ble air force based on the 
planes available in 1970. Using 
Excel spreadsheets, Roszak 
feeds them information on 
what it costs to maintain air
craft on the ramp, manpower 
expenses, and estimates of how 
long it takes to create new air
craft, from drawing board to 
flight-line. The students also lay 
out an eight-year simulated 
program ofR & D, then ramp
up to production with their 
chosen types of aircraft. 

"To make things more 
realistic, the cadets have to 
come to me three times during 
the year with ten-year budgets, 
carrying them up to the target 
year of 2000," Roszak says. "I 
play the role of Congress and 
tweak their budgets, telling 
them what they can and can't 
have, so that they have to 
adjust their plans and specifi
cations just as real Air Force 

officers must." The cadets are 
also presented with investment 
opportunities, which can be 
allocated for such things as 
satellite recon, AWACS sup
port, or SAM batteries. 

In the simulated year 
1990, the Col. springs a "sur
prise conflict" on the cadets so 
they can see how well they're 
doing, again using the Flight 
Commander 2 engine. This 
enables them to see if they've 
allowed their force structure to 
become too heavy in air-to
ground assets and so forth . 

The climax of the year
long program comes with a full
scale simulated campaign over 
the fictional "Hokieland," com
plete with campaign maps, kill
tallies, and mock-up staffs. The 
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Getting Real 
Logic invited a bunch of media 
weasels (myself included) 
down to the Sikorsky 
Development Flight Center in 
West Palm Beach, Florida to 
see a "wheels up" test flight of 
RAH-66 Prototype No. 1. 
That's right - the genuine arti
cle. It's an amazing piece of 
machinery - powerful, agile, 
and quiet, with a radar signa
ture 400 times smaller than the 
Apache's. (Realism junkies take 
note: the Comanche is 
controlled by a 4-axis fly-by
wire control stick. There are no 
anti-torque pedals; twisting the 
cyclic controls the "Fantail," 
with vertical movement of the 
cyclic controlling collective.) 

While the Comanche 
flight was a treat, the real rea
son for the trip was to allow 

each and every one of us to 
get a true feel for rotary-wing 
flight by actually flying a Bell 
JetRanger. After a brief orien
tation on helicopter flight con
trols, pilot Randy "Rocky" 
Rowles took us each on an 
NOE (Nap of the Earth) tour 
of the Everglades, demon
strating Terrain Masking, 
Return-to-Target, and 
Autorotation techniques 
before setting down at a small 
airport and handing the con
trols over to us. 

One by one, we learned 
to use the anti-torque pedals, 
collective, and cyclic. Now, 
I've logged several thousand 
hours in helo simulations and 
thought I knew the ropes. But 
to finally be handed the reins 
like this, to feel the forces of 
gravity, movement, and 
delayed input response made 
me feel like I'd just emerged 
from a coma with a memory 

of flight training but no real 
experience. I was amazed at 
how little physical - and how 
much mental - effort was 
required to make the docile 
JetRanger behave. And 
Rowles was surprised at how 
easily gamers transitioned to 
the real thing. 

Back at the hotel, we sat 
down to fly Comanche 3 and 
apply our newfound knowl
edge to the game. I'll be 
damned if she didn't behave 
almost identically (military 
specs aside) to the one we'd 
flown only minutes ago. What 
better way to end the Realism 
Roundabout than to put you 
in the real thing before 
putting you in the simulation? 
It was a daring and dramatic 
move on NovaLogic's part, 
and I only wish it were possi
ble for all gamers to have the 
same experience. 

Of course, none of this 
would've mattered if Nova
Logic hadn't taken the time to 
get the flight model right, and 
with plenty of assistance from 
Boeing Sikorsky and the U.S. 
Army, you can bet they did. 

Don't get me wrong - an 
hour of stick time in a Jet
Ranger does not make me an 
authority, but it's an hour more 
than many other flight-sim 
"experts" have. Games like 
Longbow and Apache (not to 
mention Hind) are outstanding 
sims, especially if you like a 
heavy cockpit workload, but 
don't close access to your flight
sim setup until you've given 
Comanche 3 a try. l!CG 
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STRATEGY 
CENTRAL 

SOLUTIONS • TECHNIQUES • QUICK TIPS 

solutions? You want 
unstoppable strategies 
and tactics? You want it 

Diablo 

all? Then look no further, 
because PC Gamer's 
Strategy Central Crew 
brings the toughest games 
to their knees and gives 
you the breaks you need 
to become the Gaming 
Genius you know you are. 

The developers get you through Diablo"s rough spots. 
The levels and quests may be randomly generated, but you can always 
look forward to some tough tasks ahead of you when you start a new 
game of Blizzard's Diablo. Knowing how tough things can be, we went 
straight to the source - the people who created the game - to get 
some information and special tips on how to take care of the bad guys. 
Here's what they had to say. 

PC GRMER June 1997 

Write to us at: 

150 North Hill Dr., 
Brisbane, CA 94005 

or 
E-mail: 

peeceegee@aol.com 
www.pcgamer.com 
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····••-----------------------------------------------

Multi-Plaqer Red Alert. Part Two 
It's the definitive multi-player 
Red A/ertstrategy guide, again! 

Here it is, the conclusion to last 
month's monster of a strategy 
guide for Red Alert. This t ime we 
look at the big picture, covering 
some of the strategic overhead in 
multi-player mayhem, with treaties, 
alliances, and the end game. 

··············----------
Treaties 
Although you will sometimes run into 
games that are " No Tanyas" or "Ore 
Truck Treaties," particularly on the Internet 
gaming services where just getting 
enough players up and running can be a 
chore, in pure LAN/modem play, such 
pacts are a bit of a cop-out. It is your 
responsibility to fight off Tanyas and stake 
off enough territory for ore-mining. Tanyas 
are only dangerous to the unprepared, 
and no treaty should be necessary. Tank 
builders can usually build enough tanks to 
have one huge force to dominate the cen
tral ore fields, protecting their harvesters 
from harm. 

And as a worst-case defense against 
Tanyas, you can crank out enough tanks to 
play MAD (Mutually Assured Destruction) 
with a Tanya-loving enemy: if he wipes 
out your buildings with the wicked 
woman, you ' ll have enough tanks to roll 
down and take out his base, since he'll 
have spent all of his money on the Tech 
Center, APC, and Tanyas, whi le you've 
bought nothing but tanks, tanks, and more 
tanks. You may both lose, but maybe in 
the next game, he won't be so eager to 
send Tanyas on you, and will instead 
target some other, more inept patsy. 

Alliances 
Some games will begin 
with pre-determined 
allies: in such games, 
your job is to find your 
ally on the map as soon 
as possible, and coordi
nate first defenses, and 
then attacks. Many tar
gets cannot be taken out 
by one nuclear bomb, 
but two or more allies 
working in tandem with coordinated 
nuclear attacks one after the other can lay 
an enemy to waste. 

But if you' re playing every man for 
himself in a big map, you had better build 
up a mixed defensive capability: Scatter 
your power plants for surviving nuclear 
attacks, build lots of rockets and some 
anti-air defenses, and try to wall off the 
approaches to your base with concrete or 
lines of tanks to keep Tanya-filled APCs 
out. And if you 're playing "first one you 
meet is your ally," as we often do in four-
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to-eight player games, find the player Likewise, use your nukes and paratroops 
closest to you and make them your ally. as soon as they are ready, as you always 
That's one less flank to worry about. want to be maximizing production. If you 

Finally, if you 're going into a game have no idea where to drop paratroops, 
with pre-set partners, and you have reason drop them in or outside your own base for 
to believe that the map will let each side additional defense, as soon as they are 
build up a while before being tank- available - just don't get them in the way 
mobbed, it often pays to have one partner of your harvesters. Dropping paratroopers 
be the Soviets, the other the Allies. Crank over enemy anti-air is another good tactic, 
out an MCV apiece early, .---------,,.,.....----------, since it will tie up 
build Con Yards in each AA guns who will 
other's bases, and then then ignore a 
temporarily go to war as flight of choppers 
you each take the other's or jets. 
yard with engineers. This Taking out 
should allow each partner your enemy's 
to have access to the full map is a huge 
range of Soviet and Allied step towards vic-
units. Nothing can be more tory. Taking out 
pleasing than the twin an Allied Tech 
strength of Gap Generators Center or Radar 
and Tesla Coils. Dome will do the Swarms of helicopters are highly effective 

against the hapless ranks of computer troops. 
End-game 

In a closely fought network battle, the ore 
will often run out long before the battle is 
decided. Then the key to victory becomes 
crate recovery, and he who has the fastest 
units that can span the most territory will 
recover the most crates, get the most 
money, and probably win the game. This 
is why you build those fast jeeps and 
APCs. Also, when you find a bunch of 
infantry in a crate, scatter them around the 
map and hide them under trees. They will 
act as "Freedom Fighters" to distract the 
enemies and recover crates. 

During lulls in the fighting, you 
must constantly be scouring your terri
tory for new crates. The vigilant player 
will recoup four or five times as much 
money as the player who does not 
understand the value of crates and keeps 
his eyes nervously fixed on his base, 
worrying about Tanyas. And once most 
of the ore is gone, sell off all but one of 

your harvesters by 
moving them onto 
the Repair Bay 
and using the sell 
key. Keep the one 
remaining har
vester for 
scooping up the 
ore that will even
tually regenerate 
in the fields near 
your base. 

Knowing what is going on during a game 
of Red Alert is crucial to success. Always 
run the small map in your upper right in 
the max zoom out (click on the globe icon 
to do so), so you're seeing not only your 
units but also everyone else's. Build that 
radar dome ASAP so you get that map, 
and then the Tech Center, for the GPS 
satellite. If you're the Soviets, send your 
spy planes out to black areas of the maps 
as soon as they are available; never wait. 

trick, though if 
they have Gaps 

up, you won't be able to find them. 
Sacrifice a heavy tank if you have to -
send it into his base under the black 
shroud, with your mouse ready to drop 
the nuke on any targets of opportunity. 
Otherwise use the spy or paratroops. 

Beating Computer Opponents 

Red Alerts skirmish mode against Al 
players is an excellent way to get your feet 
wet for multi-player gaming, though keep 
in mind the computer players are pretty 
brainless and will never be as devious and 
unpredictable as a human rival. But what 
they will do is build up fast, ridiculously 
so, and attack you constantly. 

One good tactic to use against them 
is to build up air power quickly, form a 
strike team of six or more helicopters, and 
then take out their construction yard. Do it 
early enough, and the computer will have 
built up no air defense. Next take out his 
barracks to choke off his production of 
rocket men, and after that his base is 
pretty much yours for the picking. But he'll 
sell every building he's got and throw all 
his troops in one massive human wave 
against your base. To beat it, a Tanya or 
two can work wonders, as can a harvester 
targeted to run over the infantry. 

SimBase 

Occasionally you'll see a peculiar situation 
in Red Alert, something we've dubbed 
"SimBase." This is when two players, usu
ally newbies, move about the map so cau
tiously, retreating like blushing school girls 
each time they meet, that half an hour 
later each side has one gigantic base 
sprawling along half of the map with mas
sive, immobile armies reminiscent of a 
U.N. Peacekeeping force. 

If you find yourself in conflict with 
one of these tyros, a tough-talking Tanya 
or two dropped in some forgotten alley of 
their sprawling metropolis will usually 
snap them out of their timidity. 
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Oiscumrld II. Part Two 
It ain't over until the dead granny talks! 

Last issue, we got you up to about the halfway point in Psygnosis' epic 
graphic adventure - now we're proud to present the thrilling conclusion. 

··············-----------------------------

Return to the cart-wheel in the desert and 
talk to S.T. Ungulant to get the jingle. 
Return to Holy Wood and give the milk
maid, jingle, and snow-storms (gimmick) 
to Dibbler. Head past the trainer and into 
the make-up room (next to the piano). To 
get the glamorous pictures, head back to 
the trainer and take the camera. Now talk 
to him about imps. When the imp runs 
into the painting, use the boomerang on 
him and use him on the camera. Before 
leaving Holy Wood, go into the Castle on 
the set and look at the horse costume. 
Talk to the props dwarf about horse cos
tumes to find out what she wants in 
return. Leave Holy Wood and sail to the 
hill, talk to Bone Idle about jingles, and 
use the knife on Bone Idle to get the 
band. Return to the Shades and walk into 
Mrs Cake's shop again. Take the scissors 
and open the closet to get the ironing 
board. Now enter the mortuary and talk 
to Casanunda. Once he has left, talk to 
Granny Weatherwax about elves. 

Rincewind will need to dress up as a uni
corn to get into the Elven Kingdom. (You 
see where the horse costume comes into 
it now?), but you'll need to go to the 
Fool's Guild and pick up the hooter first. 
Sail to the Pyramid and take the pot 
(glue). Use the scissors on the mummy to 
get some bandage. Use the bandage on 
the wooden arm to make a fake mum
my's arm. 

OH NO, NOT DOBBIN AGAIN 
Travel to the Oasis and use the wooden 
arm on the rotten arm to steal it and 
double-click on it to remove the ring. 
Return to Holy Wood and use the ring on 

the dwarf. Now you need a back-end for 
the horse. Return to the UU dining hall. 
Use the glue on the hooter, then use the 
finished item on the horse costume to get 
a unicorn costume. Talk to the librarian 
about the unicorn costume. Go to the 
forest and use the unicorn costume on 
the librarian. Be sure that the unicorn cos
tume and the camera are being held in 
Rincewind's inventory as the luggage 
cannot come with you . Walk into the 
stone circle. Use the unicorn costume on 
Rincewind. Then use the camera on the 
Elf Queen. Run away. Return to Holy 
Wood and give the film to the make-up 
lady. Give the band to Dibbler. 

FURNITURE HIDES SECRET, PERHAPS? 
To get the stunt double, use the saw on 
the ironing board. Use the glue on the 
surf board and go surfing. In the cave, use 
the camera on the cave paintings. Return 
to the shades and use the death certificate 
on Reg Shoe's door (opposite the 
entrance to Mrs. Cake's shop and up the 
steps). Open the closet and talk to the 
black sheep about being a stunt double. 
Give the film of cave paintings to the 
sheep. After the screening of the film, take 
the reel from the projector and use it on 
the editing machine. Use the film of the 
Elf Queen on the editing machine, then 
use the doctored reel on the projector. 



····••-----------------------------------------------

ACT Ill : The Grim Rincewind 
Go into Death's house and enter the 
kitchen to talk to Albert before going 
upstairs to the study. Take the inkwell 
and pull the cord to summon Albert. 
While he is absent, return to the kitchen 
and take the sugar pot and the oily rag. 
Leave and take the curtains from the hall. 
Enter the stable and take the rope. Use 
the glue on the saddle and give the sugar 
to Binky. Double-click on the saddle, then 
ride Binky and enter Death's garden and 
use the ink on the pond. Use the curtain 
on the pond to get a black robe and 
return to the kitchen and show Albert the 
robe. Go upstairs to Susan's room and 
get the rabbit and the string. Use the 
rabbit, while in the inventory, to get the 
pyjamas and return to the garden to use 
the pyjamas on Rincewind. Use the 
matches on the oily rag and then the 
burning rag on the bee-hive. Double-click 
on the hive to get some wax, and then 
use the sugar-pot on the hive to get some 
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honey. Now use the wax on the string to 
make a candle. Look at the toy-cart and 
talk to Susan (on the swing) about it. 
Return to Death's house. Look under the 
doormat to get a key, then enter and take 
the scythe from the umbrella stand. 

PLAYING DEATH 
Show the scythe to Albert and open the 
oven door. Enter the Hall Of Records and 
take Rincewind's book. Use the key on the 
alcove and use the matches on the candle 
to light it. Enter the alcove and use the 
candle on the alcove. Take the single 
tablet, then return to the garden to give the 
book to Susan and then give her the tablet. 
Go to Death's field and use the scythe on 
the toy cart and then use the reaper 
machine on the corn. Tie the rope to the 
boomerang and use this on the chimney 
of Death's house. Climb up and use the 
chimney to imitate Death's booming voice. 
See Albert again before returning to the 
garden and get the gnome's fishing rod. 
Use the rod on the honey pot and then use 
that on the dots (ant souls) in the pit. 
Show the resulting item to Albert. 

ACT IV: Till Death Do Us Part 
At the bone stock, get the cork from 
Death's hat. Go to Djelibeybi and ask Uri 
Djeller about the Fountain of Youth . Go 
back to the camels and wait for the 
prospector to arrive. Click on his saddle
bags to get his canteen. Now put the 
rotten arm in his saddle bag so the vul
tures will follow him. Go to the Fountain 
of Youth and use the cork on it and then 
use the hour-glass on the sand to extend 
Death's life. 

EPILOGUE : Queen Kong 

Talk to Dibbler about bladders and then 
use the canteen on the bladders. Put 
them in Rincewind's inventory, look at 
the raven, then talk to Granny Weather
wax about Ravens. Finally, take her 
broom and use it on Rincewind for a 
well-earned feeling of warmth and satis
faction. The End. Da Daaah! 
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Obsidian 
When nanotechnology wreaks havoc, resort to our complete walkthrough. 
The search for Max is a long and tough one, and with unconventional 
puzzle log ic, you'll probably need some help. Try out these guides when 
things start to get rough . 

Introductory Realm: The Forest 
You begin the game standing in a forest 
clearing. Click around until you find the 
campsite and go into the tent. In one of 
the sleeping bags, you ' ll find a PDA. 
Turn on the power, and you'll learn of a 
global environmental crisis, Lilah and 
Max's role in the detoxification project, 
the use of nanotechnology, and the inex
plicable outcropping of black rock that 
appears to be growing. 

Check out everything in the PDA, 
including the films, the dreams, the 
Obsidian growth log, and the speeches. 
Once you've done everything you need 
to here, a blood curdling scream will 
lead you outside. Follow the sound and 
you'll come face-to-face with Obsidian's 
shiny surface. Literally. The reflection in 
the rock is Lilah's - you are she. You'll 
also notice Max's cap on the ground, but 
as you do, Obsidian opens and you 
tumble forwards. In front of you are 
thousands of Nanobots, all building 
relentlessly, and, as you begin to draw 
away from them, the pattern they are 
forming solidifies. 

Dream Realm 1: The Bureau 

You find yourself in a room, but you 
seem to be half-way up the wall standing 
on a platform - it's an elevator. From 
here, you can see the bureau chief across 
from you. However, he can't extend the 
bridge to meet you, so you'll have to find 
your own way across. Push the elevator 
button to bring it down to floor level, 
move to the counter in front of you, and 
ring the bell. This is your first encounter 
with a vidbot. It's not very encouraging, 

but you are in a bureaucracy here. In the 
corner of the room, to your right as you 
stood in the elevator, is a red door. Go 
through it and check out the book to 
learn how to read the signs. 

Re-enter the main room and begin 
to go around the booths. The forth booth 
on the left is Bridge Repa ir, where the 
vidbot will tell you to retrieve a docu
ment filed under "Standard Damage" in 
the records room. 

To get to records, turn so the 
booths are behind you and the elevator 
is in front. You'll see the room goes off 
into the distance. Walk to the right of the 
elevator and start down the ramp. You' ll 
be re-oriented so that you are climbing 
down a ladder: if you look to the sides, 
you'll see books on shelves that drop 
horizontally to the floor below you when 
you move them. Walk to the end of the 
library and climb up another ladder to 
find yourself back in the room with the 
booths, but now you are parallel to the 
floor. Return to the elevator and push 
the button. 

You ' re in a records room where 
there are two com-
puters. Find the one 
with the " cloud ring " 
option for some 
insight into the filing 
system. Give the 
word mixer the 
words " standard 
damage" and it will 
come up with the 
word "tradesman." It 
is under this word 
that you will find 
your document filed. 

With the paper in 

your inventory, make your way to the 
Department of Pre-Approvals. Follow the 
red ramp onto the nexus, and, by clicking 
the lever, move around until the wall with 
the glass maze is behind you. Turn 
around and enter the maze. Use the pic
ture at left to navigate through the maze, 
feeding the colored keys into each gate- . 
lock and moving through the rooms in the 
following order: enter room 3, 6, 5, 8, 9, 6, 
9, 6, 9, 6, 9, 6, 9, 6, 5, 2, 1, 4, 1, 4, 7. In the 
final room, have your document stamped. 

Pre-approved, go back to the nexus 
and navigate to the room with the large 
waiting area . Go around behind the 
booth, and you'll find a clock consisting 
of the sun, moon, and earth . Set the 
dials with the sun two clicks clockwise, 
the moon two clicks counterclockwise, 
the earth one click counterclockwise, and 
start it up. 

Returning to the nexus, you ' ll meet 
the rebel. To talk to her more, turn the 
nexus bulb counterclockwise until it 
goes dark. As before, use the records 
computers to translate the rebel 's 
"orient militia" clue into "limitation," 
and find this in the files. The number 
you pull up, 934, is the code for the 
phone you'll now find on the mural wall 
of the nexus. Enter the number and posi
tion the sliders: left at the bottom; center 
in the middle of the lower half; right in 
the center of the chief's office. Now you 
can call the chief to have him open the 
secret door for you. 

Go through, and you'll see a bal
ancing rock. Rock it so that its base is 
facing you and return to the main room. 
You are on the Executive face, but in the 
wrong orientation. Go to your right and 
you can climb the booths like a ladder. 
Keep climbing to the railing, then over 
the vidbot and onto the Atlas Statue. 
From here, you can cross the bridge to 
the chief. 

For an unexplained reason, meet
ing with the chief allows you to see into 
Max's mind. You' ll experience his spider 
dream, which becomes a vehicle 
through which you enter the next realm 
of the game. 

Dream Realm 2: The Spider 

You won't be able to move the grate to 
get to Max underneath, due to the 
immense metal spider leg that's holding 
it down. Approach one of the pillars of 
wooden scaffolding that is holding the 
spider up: you'll find you can walk into it 
and climb up through the center. Each of 
the sets of scaffolding will take you up to 
one of four different puzzle worlds: fire, 
air, metal, and oil. 

The fire 
puzzle is a test for 
eye-hand coordi
nation. There's 
no trick to it. Just 
watch the order 
of the lightning 
strikes and adjust 
the tree branches 
until they both 
meet the posts 
below the 
branches at the 
same moment. 



Time the branches by clicking on one 
and holding it, then release the button to 
start its movement again. Each correctly 
timed branch creates a musical note. 

The tornado on the horizon tells 
you you're facing the air puzzle. Look 
around, and you'll find what looks like a 
bowling ball in a pipe. Click on the ball , 
and you'll find a game board. Place 
markers in all the perimeter spaces 
leaving an open space in the middle. 
Then go back to the ball-gun, and shoot 
directly into the center of the tornado. 

To complete the metal puzzle, you 
need to navigate your way to the chem
istry room. It's to the right, past the con
veyor belt. Take the top left test tube and 
pour it into the beaker. Add to it the 
forth test tube from the third row and 
press the mix button. Take the beaker 
out to the chemical bath at the conveyor 
belt and push the belt's start button. 

As you enter the oi I puzzle there is 
a number - 038-1 - in the sand. Go to 
the dowser on the roof of the building, 
enter the numbers, and push the button. 
Go back down on to the sand, pass the 
canyon and out to the ocean. You need 
to coordinate the movement of the 
waves by clicking on the squares to 
nudge them into position. All nine 
squares of ocean need to be absolutely 
synchronized. Once they are, a block of 
the ocean will rise up, revealing a pat
tern. Go back to the building, and you'll 
see that pattern through the window 
next to a door with a similar design. 
Shift the design around until the two 
match. Go to the contour map and track 
down the area where you just 
"removed" the piece of ocean. This will 
give you the coordinates 133 and 5. 
Enter this number into the dowser and 
push the button. 

After completing each of these puz
zles, you will find yourself facing a star 
map in the cosmology room. You will 
have a relevant image to place into the 
slots on the console: fire goes into the 
torch slot; air goes beneath the wind
sock; metal goes under the anvil; and oil 
slips under the oil can. As a final step, 
connect the stars to form a spider 
image, and you're on your way to the 
next realm. 
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Dream Realm 3: Bismuth 

Throughout this realm you, have a com
panion, Bismuth. Follow him through the 
junkyard. You will find a small bird
shaped plane resting on the palm of a 
giant hand. Go inside: you'll need to 
repair it before it flies. In the engine 
room, at the back, is a small zoetrope. 
Rearrange the sequence of the bird pic
tures until they create a seamless flight, 
and your plane will be ready for take off. 
Go up front and take the pilot's seat. 

Choose one of the three planets on 
the destination map - you are unable to 
go to the frame in the sky at this point. 

In the Piazza, Bismuth plays 
a game of tag through the 
statues. You need to keep 
him in sight, with yourself 
to one side of him and 
removing the statue to the 
other side. Herd him this 
way until you trap him in 
corner between you and an 
empty space: you win. 

On Statue, you'll 
find a printing press that 
produces canvas for 
Bismuth to paint on. He 
needs a blank canvas, so go 
to the press and take a look 
at the sheets at the back. 
Move the shapes you see 
there until you 've hidden 
them all. Click the projector 
button and listen before you 
go back to the plane. 

There is a giant spider 

in the middle of the Church of the 
Machine. Climb up into it and look over 
the controls. Program the spider to go 
down each hall and return to the central 
altar. In the top right corner are the but
tons that enable you to change the 
arrows across the bottom. Set them up 
to read left, forward, back, forward, right, 
forward, left, left, left, right. Once the 
program has run through, head back to 
the altar, retrieve the chip, and return to 
the plane. 

Back in the plane, insert the chip 
into the space marked "Insert." Go to the 
pilot's seat, start the engine, and transfer 
the plane to machine control. Flip the D1 
switch on the control panel, as the voice 
commands say to do. From here, defy 
the commands. You are playing the 
same game you played on the Piazza, 
trying to trap a red light, your opponent, 
in the corner with an open switch casing 
to one side and your green light on the 
other. This programs the flight for a non
regulation destination - the Frame in 
the Sky, and the Conductor. 

The Finale - The Conductor 
Your first task here is to free Max. 
Follow the paths until you come to the 
unassembled bridge. He's on the other 
side. See the picture at left for a clue as 
to how the bridge fits together. You can 
nudge it into place fairly easily, as long 
as you move the pieces far out to the 
edges to alter their alignment. Once you 
go across, free Max by removing the 
chemical beaker from under his prison . 

Go back to Ceres. The lever that 
turns her over to human control is under 
a dome beside a set of 16 buttons. Half 
of the buttons are doubled-up, and every 
time you push one of them, the whole 
panel of buttons reorganizes itself. 
Watch carefully. You need to push only 
the eight single buttons, not the doubles. 
It's trial and error, but with patience, and 
maybe a friend to watch one side of the 
panel for you, you ' ll do it. 

The final puzzle - whether to termi
nate Ceres or let her continue on her quest 
for an environmentally clean and human
free world - doesn't have a right or wrong 
answer. That one is entirely up to you. 
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Readers· Requests 
Help me Strategy Central, you're my only hope! 

Stuck in Stargunner? Befuddled by Blood? Cowering from Quake? Never 
fear, the elusive, underpaid gaming gurus who inhabit the musty vaults 
of Strategy Central have scribbled down all the answers on tiny little 
scrolls, which they guarded with their very lives, and now give to you. 

Realms of the Haunting 
This is so frustrating! I've managed to 
get near the end of Realms of the 
Haunting, but two puzzles are holding 
me back. They're both in the same place, 
where there are eight puzzles in a circle. 
The first one has five hands on a wall, 
and each hand moves some walls, and 
the other is a room where fireballs shoot 
at me whenever I walk over some plat
forms. What do I do to get past these 
crazy puzzles? 

- Roy Shilden, Arroyo Grande, CA 

The puzzles you 're facing are some of 
the more difficult the game has to offer. 
However, a little bit of patience will see 
you a long way toward your goal. First 
of all, for the one with the five panels on 
the wall, you might want to try re
loading your game just before you start 
touching them. Then, press the top right 
panel, then the bottom far left panel. 
That will open up a path to the panel 
inside the glowing walls. 

The fireball room is a bit trickier. 
First of all, try not to step on the panels 
that cause the fireballs to shoot. Jump 
over them at the corners, and you 
shouldn't have too much trouble. You'll 
notice some mirrors moving back and 
forth, some of them protected by a force 
field. There are four of them, and one is 
not protected. Shoot and break the 
unprotected one to bring down the field 
on one of the other three. Shoot the next 
unprotected one to bring down the 
shield on one of the last two, and so on. 
Once you break all four mirrors, the 
lights will go out, and you can go into 
the alcove directly across from the 
entrance. Jump up on to the pedestal in 
the corner to lower it, and it will bring 
down the force field on the dial in the 
other room. 

The trick to getting out of this area 
is getting all of the dials in all eight 

rooms to show the red light at the 
bottom. Once you accomplish that, the 
fires protecting the gate will go out, and 
after you kill the pyromaniac that comes 
after you, you can continue on your way. 

Blood 
Help! I've been playing the Blood der11:o 
on your CD, and I just can't get very far. 
If you have any cheat codes, please E~ 
mail them to me so I can finish this darn 
game and get on with my work. 

- Josh Greenberg, via the Internet 

For shame Josh! You should know by 
now that the wizened gurus who run 
Strategy Central couldn't possibly send 
E-mail answers to every reader who 
writes in! But we've answered your 
humble plea for help with a whole slew 
of cheat codes (at right) for the action
packed game of Blood. 

Stargunner 
I have an excellent cheat for a new 
game, Stargunner, by GT Interactive. 
When you enter the supply store, select 
the most expensive engine you can 
afford. (Sorry, this will not work on 
weapons). Click on the buy button, and 
while the engine is installing, click on 
the undo button. You will still get the 
engine, but you will also get all of your 
money back. 

- Lionel D. Hibbs, Slidell, LA 

That's a great tip Lionel, but we sure wish 
buying engines was that easy in real life! 

Ouake 
I have a tip for the very awesome game 
Quake. You remember when you said 

STRATEGY 

there was no automap? Well, I was 
playing, and I found something like an 
automap. All you do is type the NOCLIP 
code in the console, run through a wall 
until you see gray, and then turn around. 
You use D and C to fly up and down as if 
you were in "fly" mode, and you use A 
and Z to look up and down at the level. 
When you're ready to start playing again, 
you just turn no clipping off using the 
NOCLIP cheat again, and you'll be back 
where you were before you looked at the 
level, as long as you aren't in any part of 
the level. This might not be good enough 
to get the esteemed "Tip of the Month" 
award, but I think it's pretty darn cool. 

- John Barefoot, Dunn, NC 

We think it's pretty cool too, John! 

Destruction Derb~ 2 
I must say, Destruction Derby 2 is one of 
the most difficult games I've played in a 
long time. After about two straight days 
of playing though, I was able to come up 
with a few tricks you can use to win in 
Wreckin' Racing (these tips got me to 
Division One). 

1. Preserve your car. It sounds 
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obvious, but you will often find 
yourself putting the goal 
of destroying your oppo
nents' cars above saving 
your own. Often, by 
then end of the race, 
most of the cars will be 
trashed and you can pick up 
a few points by placing in the 
top three - and all you have to 
do is limp through the track and 
avoid the wrecked cars. 

2. Go through the track backwards. 
This is the only way you are going 
to rack up enough points to 
advance to Division 1. The moment 
the race starts, pull off to the 
shoulder of the road and turn 
around. Then you can speed 
through the track going the wrong 
way and hit the leader at high 
speed (double points!). 
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When you do hit cars, try to hit 
them off-center. If you hit 

them directly in the front, 
you will take serious 
damage to your valuable 
engine section and will 

rarely rack up any points. If 
you hit a car in one of its four cor

ners, you will very likely send it into 
a spin and rack up serious pointage. 

5. Try to broadside slow-moving cars 
that are severely damaged and are 
moving slowly. Of course, hit the 
car towards the front or back, but 
not in the center. If you hit a car 
that is moving more slowly than 
you, you will rarely take any 
damage, but you will be able to 
send that car spinning. 

6. Pick a spot where cars come 
around a corner and you can easily 
ram them and set up camp. Just 
wait there and smash cars each 
time they come around. Sometimes 
you can block a narrow road by 
turning your car sideways. All the 
cars that pass by will plow into you 
and you may be able to accumulate 
points. Blocking roads is not always 
advisable, because it is possible 
that you will not lose any points 
and may, at the same time, lose a 
front wheel in the process. 

7. Drive in reverse. If you start to take 
damage in the front portion of your 
vehicle (or even before then), start 
driving in reverse. It's far better to 
take damage on your rear bumper 
than on your front one. You can 
live without a wheel, but not 
without an engine. 

8. Don't attack large packs of cars. 
Your points are awarded by the 
amount of spin induced. If you get 
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a car spinning, but it crashes into 
another car and stops, you won't 
get any points for your efforts 
(but you will, more than likely, get 
damaged) . 

9. Learn your tracks. Knowing when 
and where an opponent will turn a 
corner is essential in destroying his 
or her car. 

10. Be sure to save your game after a 
successful race! 

Hope this helps. I got scores over 
250 using these techniques. 

- Jon Wise, via AOL 

Thanks Jon, those are great tips - obvi
ously you've been in a few real-life der
bies too! Congratulations, you're our Tip 
O' the Month Club winner for June, so 
expect a box full of Gaming Goodness to 
be winging your way real soon! eca 
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LETTERS 

----------······························································································· 
□ t's June, the tradi

tional month of 

romance, vveddings, 

and hay fever. So 

vve thought vve might 

vvrite a love song to our 

readers, vvith classic 

June rhymes like 

"moon" and "spoon." 

And then vve thought, 

"Screvv it; it's too silly." 

Then vve thought, 

"Why not have our read

ers vvrite us a love 

song?" Just be sure to 

include the vvords "plas

modium," "mutchkin," 

and "vinegaroon." 

Let's Hear From You! 
Write to: 

PC Gamer Letters 
Imagine Publishing 
150 North Hill Dr., 

Brisbane, CA 94005 

or E-mail to: 
peeceegee@aol.com 
www.pcgamer.com 

································································································ ----------

Ouestioning the Codies 
I have just seen the winners of the 
Codies (the Software Publishers 
Association's annual awards), and I felt 
I had to respond. Best Adventure/RPG 
was Tomb Raider; Best Arcade/ Action 
Game was Rebel Assault II; Best 
Simulation was AD.AM. Practice 
Practical; Best Sports Game was Links 
LS; and the Best Strategy Game was 
Monty Python and the Quest for the 
Holy Grail. 

What buffoons picked these 
games?! Tomb Raider was good, but 
why was it in the adventure category? 
And Rebel Assault II ... need I even 
speak about this drivel? Their simula
tion pick isn' t even a game! Their 
sports pick might have been the only 
highlight. And, Monty Python, although 
one of my favorite movies, has no place 
alongside Heroes of Might and Magic II 
or Red Alert. 

I am utterly disgusted with these 
selections by the Software Publisher's 
Association. Who appointed these 
0 judgesn to vote on something they 

obviously know nothing about? 
- Lawrence Johnson, via the Internet 

We were baffled by the SPA 's gaming awards, 
too, Lawrence. The Codies web site (www. 
spa.org/codies/1997/ / contains a long list of the 
preliminary judges who participated, but out of 
more than 130 names, we recognized precious 
few who had anything to do with computer 
gaming. And it seems clear that those few didn't 
have much say in determining the gaming win
ners; regardless of your opinion of the games 
that won, it'd be hard for any gamer to argue 
that the Monty Python game belongs in the 
strategy category. We're actually a little disap
pointed; the Codies are so bizarre this year, 
they've taken attention away from the PC Gamer 
Awards. Half of the people who would normally 
be sticking us with spears over our choices are 
too busy poking fun at the SPA. 

Plaq Free or Die 
With regard to your article on online 
gaming, I think it was a waste of space. 
Why would anyone pay all that money 
to play those games? MPlayer, TEN, and 
all those expensive services are unneces-

sary. First of all, you can play all those 
games for free using the network or 
modem multi-player choices. Second of 
all, good games offer free multi-player 
over the Internet, like Quake, Red Alert, 
Diablo, etc. I have free unlimited multi
player gaming. If I want to play Quake 
with 15 other people in Australia and 
Japan, what do I do? I hop on my ISP 
and fire up Qspy! Want to play Red 
Alert or Command & Conquer? Hop on 
Westwood Chat for free and play a vir
tuously lag-free game! Want to play 
Diablo, go to battle. net for free! Want to 
play Doom II or Duke Nukem 3D? Get 
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on ire #dcdoom (an Internet realtime 
chat channel), where there are hundreds 
of gamers in your area code, and play 
them direct for free! 

I just wanted to let my fellow 
gamers know that there is no reason to 
pay 20 bucks a month for Internet 
access, then 20 more bones a month to 
play games that you bought for $50! Do 
all those services think gamers are rich? 
I don 't know about you guys, but once I 
buy the games, I have no more money 
to pay for the multi -player gaming at 
those places. I ain't Mr. Moneybags . I 
say screw Mplayer, TEN, Dwango, and 
support Westwood, Blizzard, id soft
ware, etc.! 

- Mark Gibson, via the Internet 

Well, you probably know by now that MP/ayer 
has started offering its service for free, Mark. 
Still say screw 'em? Seriously, free multi-player 
gaming is great, and companies that release 
games with built-in Internet support /as well as 
modem and network options) deserve a lot of 
credit. We think it's the wave of the future, and 
it'll be interesting to see what the pay-to-play 
services do to stay competitive. 

Bring on the Bombs 
Why is it that there seem to be no 
games that contain nuclear war? I'm 
not a sicko or anything, but I think that 
games based on the Cold War and the 
Communist/NATO "conflict" would be 
great! I understand that once the mis
siles fly, the game would basically be 
over. However, it seems to me that a 
great strategy/diplomacy game of deter
rence or limited nuclear war with nice 
little explosions could be a success if 
programmed right. It almost seems 
strange that such an influence on the 
world (nuclear war} is never mentioned 
in today's games. 

- Michael o_ Cameron, Madison 
Heights, Ml 

The specter of nuclear war has been strangely 
absent from PC gaming in recent years, unless 
you count those mini-nukes in Red Alert Chris 
Crawford's classic Balance of Power /1985) was 
a great game of global politics, but it depicted 
nuclear war realistically- as the result of a los
ing game. More recently, RAW Entertainment's 

, PC GRHEH June 1997 

Bravo Romeo Delta /1995) directly addressed 
nuclear war, challenging the player to manage a 
limited nuclear exchange without letting it spiral 
out of control. The graphics were crude, at best 
but the game easily ran on a 386. 

No Time for Real-Time 
Why can't companies design games that 
could be enjoyed either in real-time or 
tum -based mode? After getting home 
from a hectic workday, I would like 
nothing more than to sit down and 
spend an hour or so playing something 
that does not test how fast I could move 
the pointer around the screen or how 
fast I can click the mouse buttons. I 
have been collecting software like Steel 
Panthers, Master of Orion, X-COM and 
the like; recently, I played Lords of the 
Realm II, and though it was billed as 
having real-time battles, it does give me 
the option to 'skip' the battles and leave 
me with the results; I would have liked 
to play out the battles a la X-COM-style 
management. Now, Lucasftlm is coming 
out with Rebellion, and as much as I like 
the movies and the X -Wing and TIE 
Fighter space sims, I am hesitant to ven
ture into such a "real-time" game, trying 
to micro-manage not just a colony or 
planet but many star systems. "Real-

time" one-on-one in flight sims and 
first-person shooters is one thing, but 
when it's a whole battlefield or galaxy, I 
think it' s asking too much. 

Even in real life, the U.S. Army 
decided a few years back to keep their 
maneuvering tactical units small so junior 
officers have better control over situa
tions. With almost every company jump
ing onto the "real-time" bandwagon, the 
industry is leaving many of us wanting. 
How much more work would it be to 
have both real-time and turn-based pro
grammed into their games!? 

- Reynold Wong, via the Internet 

It's Just Wrong 
I love playing Diab/a on Blizzard's battle. 
net. But there is one problem: cheating. l 
think around half the people on battle.net 
are using cheat programs. Townkill lets 
people kill you in town, where you are 
unable to fight back. Diablo Trainer lets 
people copy items and can give them all 
the spells and change attributes and level. 
Autokill .exe is the worse of all - it Jets 
anyone just kill you with the push of a 
button. These cheats ruin the game for 
honest players like me. 

Blizzard came out with a patch 
which destroyed the cheats, but the 
people that p rogrammed the original 
cheats are starting to put newer ver
sions onto the Internet, and those stupid 
jerks are telling everyone on battle.net 
where to download them. I think cheat
ing makes the game lose all of it chal
lenge and fun . The best way to avoid 
cheating is joining a friendly guild 
where you can play games with guild 
members that you know will not cheat. 

- Jake Black, Northville, NY 

Jake, your experience in Diablo just goes to prove 
there are jerks everywhere; and the anonymity 
the Internet can provide makes it a real jerk-mag
net It's great that Blizzard was so quick to 
respond with a patch that disabled the first wave 
of cheat programs, but you've already hit on a 
better solution - just play the game with a few 
people you know and trust lock everyone else 
out and let the twits fall where they may. 





'PERFECT WEAPON' You are Blake Hunter, Earth Defense TITLE REUASE PRICE Tm, RELEASE PRICE Tm, RELEASE PftlCE Tm, REL.EAU Pf11CE 
Force's top agent. Finding yourself transported to a myste-

1943 Euro Air War 06/97 $44 Oarklight NOW $46 Heavy Gear 10/97 $49 Silent Hunter NOW $39 
rious and hostile world , you must fight and explore 5 dead-

688i Hunter Killer 06/97 $45 Descent Bundle NOW $26 Hind Helicopter NOW $44 Si~nt Hntr Patn 1-2ea NOW $15 
ly worlds to uncover the conspiracy that has selected you. 

American Softworks A.T.f. Gold NOW $46 Descnt 2:lnfnte Abyss NOW $48 Indy Car Racing 2 NOW $48 SimCopter W95 NOW $40 

Release Date: NOW PC CD $40 A 10 Tank Killr 2 W95 NOW $48 Destruction Derby 2 NOW $47 Indy Car Rcng 2 W95 NOW $48 Super EF 2000 W95 NOW $46 
ACS Navy Fightrs Gld NOW $34 Dreadnaught W95 09/97 $42 Jet Fighter3 NOW $49 Super Motocross 06/97 $33 
AH-640 Longbow Gld NOW $46 EanhSiege 2 W95 NOW $40 Korean Crisis NOW $34 TFX EF2000 NOW $29 
AH64 Flash Pnt Korea NOW $25 Earthsiege 3 11/97 $49 M1A2 Abrams W95 NOW $46 TFX: X-22 NOW $46 

'STAR TREK flE£T ACADEMY' Before Captain Kirk, ATF Nato Fighters NOW $22 Extreme Assault NOW $45 MechWarrior 2 W95 NOW $47 TNN Mtor Spns Hdcre NOW $42 

Commander Chekov and Captain Sulu were legends, Across Desert 1941 11/97 $48 F-22 Lightning 2 NOW $49 Mechwrrior Mercnries NOW $48 Team Apache 06/97 $44 

they were cadets at the most ce~brated school in the Across the Rhine NOW $29 f16 Fightng fa lcon 08197 $48 Microsoft FS 6 W95 NOW $53 Test Drive: Off Road NOW $42 

universe, the S1ar Fleet Academy. Test your ingenui1y, Air Cmb1 Nvy Firs 97 NOW $45 FA 18 Hornet 3 W95 NOW $45 Monstr Trek Mdnss NOW $40 The Condemned W95 NOW $48 

leadership and courage and determine rr you have what Air Comb! Pacific Gld NOW $34 Falcon 4.0 08197 $52 Muzzle Velocity NOW $48 The Darkening NOW $49 

rt takes to graduate 1st in your class. Air Warrior 2 W95 NOW $46 Falcon Gold NOW $29 Mwarrior 2 Battlepk NOW $48 Thunder Truck Rally 06/97 $45 

Interplay Apache NOW $19 fighter Duel 2 W95 08197 $39 Nascar Racing 2 NOW $43 ne Fightr Coll NOW $28 

Release Date: NOW PC CD $55 Archimedean Oynsty NOW $40 Flight Unlimited 2 06197 $44 Need for Speed 2 NOW $46 Trophy Bass 2 NOW $48 
Armored Fist 2 NOW $49 flight Unlimited NOW $19 Power fl NOW $42 VMX Racing W95 NOW $44 
Army Air Corps 42 11/97 $48 Flying Corp NOW $41 Rally Championship NOW $42 Wing Commander 4 NOW $38 

'STARCRAFT' Wasteful , short sighted and quarrelsome Battle of the Ironclads NOW $46 Flying Nightmares 2 06/97 $42 Red Baron 2 W95 06/97 $48 Wing Commander 5 08197 $55 

humans pillage world after world. Played in real time, you Big Red Racing W95 NOW $29 Flying Saucer 07/97 $46 SabrAce NOW $48 X·Car Exprmntl Ren NOW $44 

must gather your resources to accomplish your goals, Burning Road NOW $44 G·Norne NOW $37 Sand Warriors NOW $46 X-Fighters 09/97 $48 

either freedom or galactic domination. Comanche 3 NOW $49 Great Navar Battles 4 NOW $34 Ship of the Line W95 09/97 $44 x-wng ... T•f1JhbW95 NOW $52 

Blizzard Command Aces W95 NOW $25 Harrier 2020 08197 $45 Sierra Pro Pilot W95 07/97 $45 if-22 07/97 $49 

Release Date: 07/97 PC CD $46 COMPUTER GAMES: HARDWARE 
30 Spex NOW $79 CH Pro Throttle NOW $102 Msoft Sidwndr Pro Pd NOW $39 TM flight Control Sys NOW $59 

'THRUSTMASTER F-22 PRO' With a powder coated Alie ACS55 Spker Sys NOW $152 CH Throttle NOW $65 Sound Blaster 16 Val NOW $95 TM Game Card NOW $25 
metal base, glass filled ABS handle, metal gimbal mech- CH F16 Combatstick NOW $60 CH Virtual Pilot Pro NOW $75 Sound Blaster 32 PNP NOW $152 TM Pro Play Golf Sys NOW $499 
anism, and heavy gauge spring tension , the F-22 PRO CH F16 Fighterstick NOW $100 Gravis GrlP Controllr NOW $85 SoundBlaster64AWE NOW $179 TM Rudder Contr Sys NOW $98 
gives you the edge you need in advanced tactical CH Flight Stick Pro NOW $50 Gravis GrlP Pad 2 Pak NOW $24 Space Orb 360 NOW $75 TM Weapon Cont Sys NOW $88 
warfare. CH Force FX NOW $169 Gravis PC Game Pad NOW $19 TM Driving Contrl T2 NOW $108 TM Wiz Pinball Cntn NOW $32 

Thrustmaster CH Game Card 3 Auto NOW $26 Gravis PC Gmepd Pro NOW $27 TM f16 TOS NOW $108 Thrstmster Phazer Pd NOW $47 Release Date: NOW PC $128 CH Mach 3 Joystick NOW $25 Joyswitch NOW $39 TM F22 Pro NOW $128 Thrustmaster GP1 NOW $74 
CH PC Gamepad NOW $19 lgitch WingMn Wrrior NOW $85 TM FLC F16 System NOW $108 Thrustmastr Top Gun NOW $32 
CH Pro Pedals 

'THRUSTMASTER PHAZER PAD' is the first 
NOW $80 Master Pilot NOW $52 TM Flight Contr Pro NOW $99 Verbal Commander NOW $85 

gamepad of its kind to offer precise control and COMPUTER GAMES: 3D ACTION 
maximum performance, its also completely user Blood NOW $46 Final Doom NOW $46 Normandy 97 09/97 $36 Star Trek Genrtns 06/97 $48 
programmable with its press and hold interface! Chasm NOW $44 Firefight NOW $38 Perteet Weapon W95 NOW $42 Terra Nova NOW $23 Thrustmaster Crusader:No Regret NOW $34 Hexen W95 NOW $21 Prey 06/97 $50 The Fallen NOW $41 Release Date: NOW PC $47 Dark Forces NOW $30 Jungle Bots 09/97 $38 Quake NOW $53 Tomb Raider NOW $42 

Dark Frees 2 Jedi NOW $53 MOK NOW $44 Quake Mssn Pk 1-2ea NOW $29 Tomb Raider 2 09/97 $44 
Dark. Vengeance NOW $45 Marathon 2 NOW $44 Ruins NOW $48 Ultimate Doom W95 NOW $37 

'LANDS OF LORE II' You are Luther, cursed son of Doom 2 W95 NOW $28 Mayhem NOW $46 Shadow Warrior 08197 $49 Unreal 08197 $48 
the Sorceress of Darkness, exploring treacherous Ouckmn Lgend of Fall 06/97 $44 MindWarp NOW $42 Shrak for Quake NOW $29 Weekend Warrior NOW $44 
lands in search of ancient magic, a super power that Duke Nukem 30 Atmic NOW $46 Mortificator W95 NOW $44 SkyNET NOW $39 XS NOW $46 
will release you from your vile birthright. Duke Nukm 30 Pit Pk NOW $25 Necrodome W95 NOW $39 SlamScape W95 NOW $42 Zombieville NOW $41 

Virgin 
COMPUTER GAMES: SPORTS Release Date: NOW PC CD $48 

30 Ultra Mini Goll Now $42 Front Pg Baseball NOW $35 Links Pro 386 NOW S19 PBA Bowling 2 NOW $35 
APBA Pro Boxing Now $38 Gone Fishin' NOW $25 Lunar Golf NOW S44 PGA Tour 96 Sawgrss NOW $19 

'DARK RBGN' In the 27th century, the lmperium wi1tl control Aaron vs Ruth W95 Now $39 Grand Slam '97 W95 NOW $43 Madden Football 97 NOW $45 PGA Tr 96 Spnsh Bay NOW $19 

of precious water resources commands the fate of a 1,000 Adidas Power Soccer 07 /97 $32 Hardball 6 07/97 $42 NBA Hang Time W95 NOW $46 PGA Tour 96 Wntwrth NOW $19 

worlds. Played in real time, the Freedom Guard attempts to British Open Golf NOW $44 Hooves Thunder W95 NOW $35 NBA Live 97 NOW $45 PGA Tour 96 W95 NOW $37 
break the lmpenum's grip on the galaxy and the water supply. FIFA Soccer 97 NOW $45 HyperBlade NOW $40 NCAA Bball Final 4 97 NOW $44 Pro Golf 09/97 $42 

Activision Frnt Pge Sprts Skiing 09/97 $48 Jack Nicklaus Golf 97 NOW $42 NCAA Champ Bsk1bll NOW S38 Ten Pin Alley W95 NOW $40 

Release Date: NOW PC CD $48 Frn1 Pge Spts GIi Bod NOW $48 Legends FB 97 W95 NOW $43 NFL OB Club 98 09/97 $46 Total Control Football NOW $44 
Frn1 Pge Fbll 97 W95 NOW $48 Links LS NOW $46 NHL Hockey 97 NOW $46 Tripple Play 98 06/97 $48 
Front Page Golf W95 NOW $48 Links Pro 16 Val Hala NOW $19 Open Ice NOW $46 Wnd Cup GIi Dor Bch NOW $26 

'DESCENT TO UNOERMOUNTAIN' With a visit COMPUTER GAMES: ADVENTURE from a stranger from the future , many characters 
are now developing in the cracks and under the 10th Planet NOW $44 Blade Runner 10/97 $48 Fable NOW $45 Sign of the Sun 07/97 $34 
rocks of ancient caves. Move through an new 7th Guest 2 W95 06/97 $44 Byzantine 06/97 $46 Fighting Fantasy NOW $40 Star Trk. Str Flt Acad NOW $55 

world of 30 with 360 degree movement. Abe's Odysee 08/97 $42 Callahans Crstm Sain 06/97 $42 Gabriel Knight 2 NOW $40 Stars NOW $38 

Interplay Abuse NOW $23 Curty's Adventure 08197 $45 Interstate 76 W95 NOW $48 Surreal W95 08197 $42 

Release Date: NOW PC CD $46 Aden Quest W95 06/97 $43 Curse of Monkey Isle 07/97 $48 Leisure Suit Larry 7 NOW $48 The Last Express NOW $48 
Advntres on Lego Isle 06/97 $35 Dark Earth W95 NOW $46 Mys12 07/97 $52 The Trial 06/97 $44 
Albion NOW $39 Death Trap Dungeon 06/97 $44 Outlaws W95 NOW $48 TimeWarriors 06/97 $26 

"'Do you know how to get to the Avaon Amber Joumys Beynd NOW $44 Demon Isle 10/97 $48 Plague 07/97 $42 nmelapse Anc Civil NOW $46 

asks in a sexy French accent.You kindly offer her a Beavis Butthd Virt St NOW $31 Discworld 2 NOW $44 Redneck Rampage 08197 $48 Twinsen 's Odyssey 06/97 $46 

ti nation. Her eyes engage in si~nt conversation wi1tl Black Dahlia 06/97 $49 Ecstatica 2 NOW $47 Return to Krondor NOW $45 Zork: Grnd lnquisijor 10/97 $50 

there· the adventure begins' HINT BOOKS Pixis 
Release Date: NOW PC CD $38 AH640 Longbow NOW $18 Civilization 2 NOW $16 Heroes of M & M 2 NOW $16 Pandora Directive NOW $16 

Anvil of Dawn NOW $14 Crusader: No Regret NOW $18 Kings f ield 2 NOW $12 Rebellion 06/97 $16 
Best Action & Arcade NOW $19 Daggerfall Chronicles NOW $19 Land Lore 2 06/97 $16 Return to Zork NOW $12 

'CRYSTAL FANTASY' Venture through the cave of 
Best Adv & NOW $19 Dark Forces 2 06/97 $16 Legacy of Kain NOW $13 Star Control 3 NOW $16 
Best Sim Games NOW $19 Descent 2 NOW $18 Lighthouse NOW $16 Starcraft 07197 $16 

lust and find the secret crystal.Interact with the sex-
Best Strategy & War NOW $19 Diablo NOW $16 Magic the Gathering NOW $16 Tomb Raider NOW $10 

iest young jewels of the MacDaddy harem. Take Birthright NOW $19 Duke Nukem 30 Editr NOW $16 Master of Orion 2 NOW $16 Wanords 2 o~ Off Gd NOW $16 
snapshots of the girls and play with them in your 

Blood & Magic NOW $16 Dungeon Keeper 06/97 $13 Mech2 Mercenaries NOW $16 Wing Commander 4 NOW $18 
own private portfolio. 

MacDaddy C&C Red Alert NOW $16 Dungeon Master 2 NOW $16 MechWarrior 2 NOW $16 X-wing vs ne Fightr NOW $16 

Release Date: NOW PC CD $34 Caesar 2 NOW $16 Fade to Black NOW $18 Myst Official Secrets NOW $16 ZorkNemesis Unauth. NOW $13 

COMPUTER GAMES: ADULT 
'X-coM APOCAI. YPSE' You command the el rte 2069 Oneota! Sex Odys NOW $50 Crystal Fantasy NOW $34 Girlfriend Donna NOW $49 Porntris NOW $24 
X-COM troops as they investigate and repel an AssTroids NOW $40 Deep Thrt Gns 4Pk NOW $52 Heidi's House NOW $36 Romsoft Six Pack NOW $36 
alien invasion of Earth. You research and manu- Bacchus Six Pack NOW $45 Dirty Oebutnt 6 Pk NOW $44 Hot Leather 2 NOW $25 Sex With Jena NOW $49 
facture weapons, armor and vehicles. Destroy Bangkok Nights NOW $19 Diva X Rebecca NOW $38 Jade Palace NOW $19 Tabloid Beauties NOW $19 
the aliens before rt is too late. Bankok Beauties NOW $19 Domin-A-Trix 2 NOW $24 La Blue Gr1 Scrn Svr NOW $25 Thai Bondage NOW $26 

Microprose Beverly HI Call Gns NOW $15 Dream Machine 2 NOW $49 Latex NOW $44 Ultra Vixen NOW $49 
Release Date: NOW PC CD $45 Black Book NOW $34 OukeScrew'em NOW $46 Mystique Orient 2 NOW $24 Venus 5 NOW $20 

Busty Babes 4 NOW $39 Erotic Playground NOW $9 New Machine 6 Pk 2 NOW $44 Virtual Sex 2 NOW $39 
Casting Couch 08197 $39 Fantascenes Anal NOW $39 Nightwatch Int 3 NOW $46 Virtual Valerie 2 NOW $36 
Celebrity Nudes NOW $26 Ghostly Desires NOW $39 Outpost 69 NOW $40 Virtual Victor NOW $42 
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1830 RR/Rbbr Baron NOW $34 Conquered Kingdoms NOW $19 KKNO NOW $38 
7th Legion NOW $48 Conquest Earth NOW $44 Lords of the Realm 2 NOW $42 
Aden Magic NOW $39 Conquest New World NOW $34 M Gathrng Battlemage NOW $42 
Admiral Sea Battles NOW $41 Oark Earth Strtgy NOW $45 M.A.X. NOW $48 
Advancd Civilization NOW $39 Dark Reign Future Wr 06/97 $48 Machiavelli the Prince NOW $19 
Atterlife NOW $46 Oarklight Conflict NOW $42 Master of Magic NOW $41 
Age of Empires NOW $48 Deadlock NOW $27 Master of Orion NOW $19 
Age of Wonders 08197 $47 DestinyW95 NOW $45 Master of Orion 2 NOW $44 
Agents of Justice 07197 $48 Dominion NOW $44 Mechcommander 08197 $48 
Amphibius Assault 07197 $48 Dune 2 NOW $27 Mighty Machines W95 NOW $32 
Ares Rising 11197 $46 Dungeon Keeper 06/97 $46 Mission Force NOW $48 
Army Men 09/97 $46 Empror of Fadng Sns NOW $38 Morecraft NOW $12 
Ascendancy NOW $35 Empire 2 W95 NOW $24 New Horizons NOW $34 

Battlecruiser 3000 NOW $25 Empire Dix Mstr Ed NOW $19 New Order NOW $48 
Battles of Destiny NOW $12 Enemy Nations W95 NOW $44 Outpost 2 07197 $48 
Birthright W95 NOW $48 Evolution 06197 $40 Outpost NOW $19 
Blood & Magic NOW $46 Exploration NOW $40 Pax lmperia 2 W95 NOW $48 
Buccaneer 09/97 $46 Fallen Haven W95 NOW $47 Pirates Go1d NOW $19 
C & C RA Countr Sirk NOW $21 flight Commander 2 NOW $39 Populous 3 08197 $48 
C & C Red Alert W95 NOW $48 Fragile Allegiance NOW $46 Railroad Tycoon NOW $24 
Caesar2 NOW $48 Free Enterprise NOW $45 Reach for Stars 2 06/97 $48 
Capitalism Plus NOW $46 Front lines NOW $34 Rebellion W95 06197 $52 
Cave Wars NOW $39 Galactic Mirage W95 06/97 $41 Return Fire W95 NOW $37 
Celtic Tales NOW $34 Grandest fleet NOW $14 RiskW95 NOW $41 
Civilization 2 NOW $41 Heroes M&M 2 Exp Pk NOW $25 Romance 3 Kingdms 4 NOW $34 
Civilization 2 Seen NOW $26 Heroes M&M W95 NOW $29 Sentient NOW $33 
Civilization Network NOW $25 Heroes of M & M 2 NOW $35 Settlers 2 NOW $39 
Civilization NOW $19 History of World NOW $39 Settlers 2 Gold NOW $38 
Colonization NOW $25 Imperialism 09197 $34 Settlers 2 Missions NOW $12 
Comm Conq Co.rt Op NOW $22 lmperium Galactica NOW $34 Shadow of the Empror NOW $35 
Command & Conquer NOW $47 Into the Void NOW $44 Shattered Nations 08197 $46 
Command & Conqr 2 11197 $48 Jaggd Aline Odly Gme NOW $44 SimCity 2000 W95 Nt NOW $47 
Commnd & Cnqr W95 NOW $40 Jagged Alliance NOW $19 Simlsle NOW $35 
Conq of New Wrkl 0~ NOW $48 Jutland NOW $19 SimPark W95/W3 NOW $34 

COMPUTER GAMES: WAR 
Afrika Korps NOW $42 Battlegmd Waterloo NOW $32 Myth 06/97 $50 
Age of Ironclads 09197 $42 Blitzkrieg 06197 $39 Nam 07197 $42 
Age of Oars 10197 $42 Broken Alliance NOW $24 Napoleon in Russia 07197 $42 
Age ol Sail NOW $42 CincPac Midway NOW $19 Over the Reich NOW $39 
American Civil War NOW $45 Close Combat W95 NOW $38 Pacific General W95 07197 $45 
Battlegmd Gettysburg NOW $32 Custers l.as1 Commnd NOW $28 Panthers in Shadows NOW $42 
Battlegmd Antietam NOW $41 East Front 06/97 $42 Panzer General 2 09197 $42 
Battlegnd Bull Run NOW $42 Harpoon 2 Deluxe NOW $25 Panzerb1itz NOW $42 
Battlegrnd Mid East 07197 $42 Harpoon 97 W95 NOW $44 Perfect Geo 2 w/Scen NOW $30 
Battleground Shiloh NOW $30 Last Blitzkrieg NOW $41 R E Lee ON Gen W95 NOW $48 

BOARD GAMES 
ASL Mod Gung Ho NOW $38 Battlespace NOW $19 Empire ol Rising Sun NOW $41 
ASL Mod Jatkosota NOW $10 Battletech 4th Ed. NOW $19 Fast Food Franchise NOW $29 
ASL Mod Leatherneck NOW $9 Black Wednesday NOW $32 Federatn & Empre Dix NOW $38 
ASL Solo Rules NOW $29 Blackbeard NOW $27 Ferrocarriles Pampas NOW $17 
Advanced Civilization NOW $25 Britannia NOW $19 Feudal NOW $18 
Advanced Squad ldr NOW $38 Caesar Civil Wars NOW $38 Geronimo NOW $32 
Advanced Third Reich NOW $38 Car Wars Deluxe NOW $21 Gettysburg NOW $15 
Age of Renaissance NOW $42 Circus Maximus NOW $11 Go NOW $22 
Air Baron NOW $27 Civil War NOW $19 Grand Prix NOW $19 
Alamo NOW $15 Civilization NOW $29 Great War at Sea 1 NOW $32 
Ancient Empires NOW $29 Colonial Diplomacy NOW $42 Hannibal NOW $32 
Army Heartland NOW $36 Crisis Korea 1995 NOW $29 Harpoon Box Set NOW $41 
Axis & Allies NOW $33 Crisis Sinai 1973 NOW $25 Here Come the Rebels NOW $23 
A:ls & Allies Cntrl Pws NOW $30 0-Day NOW $16 History of the World NOW $27 
Axis & Allies Max Adv NOW $10 Damn the Torpedoes NOW $21 Hobbit Adventure NOW $29 

Tolf 
SimTower NOW 
SimTown NOW 
SimTunes NOW 
Simcity 3000 11197 
Sole Survivor NOW 
Space Bucks NOW 
Spaceward Ho! 4 W95 NOW 
Star Command NOW 
Star Control 3 NOW 
Star General NOW 
Star Legions NOW 
Star Nations 06/97 
StarcrattW95 07197 
Starship Troopers 06/97 
Steel Legions 08197 
Syndicate Plus NOW 
Syndicate Wars NOW 
Theme Hospital NOW 
Transpon Tycoon NOW 
Uprising 10/97 
Wages of War W95 NOW 
War Gods W95 NOW 
Warcraft2 NOW 
Warcraft 2 70 Levels NOW 
Warcratt 2 Add On NOW 
Warcraft3 10197 
Warf1mmr Shd Hm Rt NOW 
Warlords 2 Dix NOW 
Warlords 3 08197 
Warwind W95 NOW 
Wooden Ship Iron Mn NOW 
X·Com Apocalypse NOW 
X-Com Terr frm Deep NOW 
X-Com UFO Defense NOW 

Stalingrad NOW 
Steel Pnthrs 2 NOW 
TACOPS NOW 
Tank Resistance 2024 NOW 
Third Reich NOW 
Tigers on the Prowl 2 NOW 
VVictory Bundle NOW 
War College NOW 
Wargame CS3 Rifles NOW 
Zulu War NOW 

Pain Doctor NOW 
Rats NOW 
Rebels & Redcoats 1 NOW 
Robo Rally NOW 
Sherlock Holmes NOW 
SilentDeath Dix NOW 
Space Chess 30 NOW 
Space Hulk NOW 
Squad leader NOW 
Star fleet Battles NOW 
Star Wars Monopoty NOW 
StarTr1< 1st Conlct Brg NOW 
StarTr1< 1st Contct Fed NOW 
Third Reich NOW 

$31 
$33 

$28 
$46 
$48 
$29 
$24 
$40 
$28 
$43 
$9 

$46 
$46 
$46 
$42 
$15 
$46 
$42 
$24 
$48 
$29 
$28 
$37 
$19 
$20 
$47 
$28 
$41 
$42 
$43 
$39 
$45 
$29 
$19 

$39 
$43 
$44 
$39 
$39 
$42 
$28 
$22 
$42 
$29 

$25 
$24 
$25 
$33 
$20 
$42 
$35 
$50 
$23 
$25 
$40 
$13 
$13 
$19 
$13 

'FALLEN HAVEN' The planet New Haven was sup
pose to be a paradise, idyllic, peaceful new home for 
the colonists from Old Earth. But that was before 
wars broke out, the provinces turned against one 
another and before the aliens arrived. 
Interactive Magic 
Release Date: NOW PC CD $47 

'GREAT BAffiES OF ALEXANDER' The armies of 
ancient Greece are massed against you. You and 
your forces stand against seemingly insurmount
able odds. Defeat will drag you into obscurity, while 
victory will herald the beginning of the most spec
tacular military campaign in history. 
Interactive Magic 
Release Date: NOW PC CD $44 

'PANZER GENERAL II ' is played across four campaigns of 
linked scenarios. The Battle Editor allows you to edit the 
included scenarios to reflect YOUR version of history. Blast 
craters in the ground, destroy the terrain, light the ground 
on fire and more. 
SSI 
Release Date: 11/97 PC CD $42 

'X-WING vs_ TIE AGHTER'Jojn the heat of the 
battle between the Rebel Alliance and the 
Imperial Navy for the control of the galaxy, with 
stand alone games, all new missions, new space
craft and incredible in-flight graphics. 
LucasArts 
Release Date: NOW PC CD $52 

'NEED FOR SPEED II' Calving swaths of pavement from 
majestic Himalayan highways to twisting Yucatan roads, you 
are driving the most coveted vehicles ever to incinerate a radar 
gun. 
Electronic Arts 
Release Date: NOW PC CD $46 

'ARMORED FIST 2' Experience ground combat as 
the Army's newest tanks tear across 3D Voxel 
Space where the sense of realism and accuracy will 
not be duplicated. Sit in on live action mission brief
ings and actual footage of armored vehicles. 
Nova logic 
Release Date: NOW PC CD $49 

'SHIVERS II ' HaJVeSt of Souls. This time you find yourself 
stuck in Cyclone, the most bi2arre town south of the 48th 
parallel. You t,y not to worry to much about that feeling of 
paranoia, but somebody actually is stal~ng you. 
Sierra 
Release Date: NOW PC CD $48 

'BETRAYAL IN ANTARA' An Emperor faces a 
crumbling infrastructure where bribery, 
intrigue, nepotism, deceit and assassination 
run rampant. 
Sierra 
Release Date: NOW PC CD $48 

Axis & Allies Mid Est NOW $16 Days of Decision 2 NOW $42 
Axis & Ally WW2 NOW $38 Decathlon NOW $13 
Axis & AflyWW2Exp NOW $14 Decision in France NOW $15 

Ironclads NOW $32 
Ironclads Exp Set NOW $30 
Knightmare Chess NOW $13 

Uncle Hapys Train Gm NOW 
Victory in Normandy NOW 
WH Fantasy Magic NOW 
Wadjet NOW 

$11 
$35 
$50 

'THE THREE DAYS Of GETTYSBURG' This game gives a totally 
new look at the battle, a view that brings players even closer 
to the action , even more deeply into the decisions of the 

A,s & Ally WW2 Exp 2 NOW $21 Deluxe Diplomacy NOW $42 Merchant of Venus NOW $25 
A:ls & Ally WW2 Exp 3 NOW $37 Die Hanse NOW $55 Mystical Circle NOW $35 
8-17 NOW $18 Diplomacy NOW $19 Napoleon on Danube NOW $19 
Battles of Waterloo NOW $33 Dungeon NOW $16 Necromunda NOW $44 

ROLE PLAYING GAMES 
AO&D Core Rules NOW $54 Albedo NOW $18 GURPS Compndium II NOW $18 
AO&O Combat & Tacts NOW $17 Ars Magica 4th Ed NOW $26 GURPS Rulebook NOW $20 
AO&O OM Guide NOW $16 Bubblegum Crisis NOW $20 GURPS Warehouse 23 NOW $15 
AD&O Mansir Manual NOW $20 can of Cthulhu NOW $18 Heavy Gear NOW $25 
AO&O Players Handbk NOW $20 Conspiracy X NOW $20 lnNomihe NOW $25 
AD&O Skil~ & Powers NOW $17 Cyberpunk 2020 NOW $17 Macross 2 NOW $11 
AO&O Spel~ & Mag~ NOW $19 Earthdawn NOW $25 Mechwarrior NOW $13 
AD&D Pia er Pack NOW $16 Fadin Suns NOW $22 Mutation NOW $30 

COMPUTER GAMES: ROLE PLAYING 
Arena Deluxe NOW $47 Fallout NOW $53 Ravnlft 2 Sin Prop NOW $19 
Betrayal in Antara NOW $48 Knights Xentr PG13 NOW $34 Realms of the Hnting NOW $54 
Dark Project 11197 $49 Lands Lore Grdns Ost 08197 $48 Riflwar Legacy NOW $19 
Diablo NOW $37 Lands of Lore NOW $25 Rims Ark Shdow RMI NOW $45 
Die By the Sword NOW $48 Meridian 59 W95 NOW $19 Sacred Pools NOW $48 
Dungeon Master 2 NOW $25 Might & Magic VI 11197 $48 Serpent's Kiss 07197 $43 

Elder Scrolls 2 NOW $56 Of Light & Darkness NOW $48 StarTrkTNG Fnl Unty NOW $46 
FR Descent Undrmtn 06/97 $46 Ravenloft Strahd NOW $25 Stonekeep NOW $24 

Warhammer 40K NOW 
Warhammer Fantasy NOW 
Warhammer Quest NOW 
World in Flames Dix NOW 

Once Upon a Time NOW 
Rifts NOW 
Robotech NOW 
Shadowrun 2nd Ed. NOW 
StarWars Revised NOW 
Traveller NOW 
Vampire 2nd Ed. NOW 
Witchcraft NOW 

Terracide 08197 
Thunderscape NOW 
Ultima 7 Series NOW 
Ultima 8 Pagan NOW 
Ultima 9 Ascension 11197 
Ultima Online 06/97 
umma Undowtd 1 & 2 NOW 
Wizardry Gold W95 NOW 

$50 
$50 
$50 
$90 

$14 
$21 
$11 
$20 

$25 
$24 
$24 
$20 

$42 
$19 
$15 
$15 
$52 
$42 
$15 
$32 

most playable of all battle games. 
Avalon Hill 
Release Date: NOW BG $49 

'MAGIC THE GATHERING BOOSTER PAK' The 
majestic civilization within boast magical traditions 
dating back countless eons. Beneath the burning 
sun, what power can you draw from the potent 
forces. 
Wizards of the Coast 
Release Date: NOW CG $8 

'GURPS' The most flexible roleplaying system ever. You 
can adventure in any world you can imagine. All rules 
carefully organized and indexed and cross-referneced. 
You can create exactly the character you want to play. 
Steve Jackson Games 
Release Date: NOW RPG $20 

Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COO $8. Price, availability, offer subject to change at any time. Release schedules 
and shipping times are approximate, not Quaranteed, and subject to change at any time. Hardware orders may require additional shipping and handling charges. Defectives replaced with 
same product. All sales final. ca11 for details. Ship~ing and handli"J: charges calculated on a per order, per shipment, and per item basis. The Mper order" char~e is charged once per order 

r~~fu~e aan~J~~~:ri ~~~~~~i~.,8 fig ~~a;,~~e~"J:m~~ ~1~1:: ~~s'M8:~~tro;i::;i~~i~rrc:i; g~i:;~ed~~~r~;dww~ee •~1~:a~~~hipment we make to you. ach United States order will 
Per Order 
Per Shipment 

Standard Prioritx 
U.S. Mai1 U.S. Mail 

1tf.&" ~.llr 
$1.25 $1 .00 

Per Item .75 1.00 

o,,,,C>t,PS&B11s.1Nc. Product Information Number 112 

21m 
$2.00 
$3.00 

1.00 

Over Mail To Mail To 
N;t Canada The World 

/2 !{2°tlf ~nm .00 
$7.00 $2.00 $2.00 
2.00 2.00 .00 
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www.segasoft.com 

Winston is such a girl. 

Always opting for d;plomacy when he 

could just bombard h;s enemy from space 

with orbiting dreadnoughts. 

EMPEROR 
f 

Yeah . 

A big fat girl. 

A military strategy game in space. 

Battle for territory and fo rge strategic 

alliances to secure the crown. 
Epic storyline in the 

Fading Suns U nive rse. 

Ex plore new planets, research forbidden 

techno logies and control the growth o f an empire. 

For a free Windows '95 demo or to order Emperor direct, call 1.888.SegaSoft ~\;:,,,,tt: .. , ,~. 
, .. ,, ... , .. 1 

EJ'1'1)810rolileFaciig&ns, Fldlg&ns,inlhl FdlgSlnl.lrMneandilsdslro:dwaaers.logoslW'ldn'81cs&a ~Hoislic~ lnC. 1fS1 SegaSoftand Iha SegaSoftk)O).W lradEmVksolSegaSoft lnC.Ol'iliJ7 Al 11!11tsl'858N8d. V(jndows"'95 · : 
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T H E 

REVIEWS I N DEX 
t's back! Yes, it's time for the easy-to-use format. Want to knovv vvhat 
PC Gamer Revievvs Index, a semi- vve rated Diab/a or HyperB/ade? Want to 
annual round-up of every game knovv vvhat month your favorite game 
vve've revievved in the past six vvas covered so you can read the full 
months. You ' ll find the good, the revievv? Then look no further because 

bad, and the ugly all right here in an everything you need is right here. 

Tll~E ISSUE / PAGE CATEGORY PUBLISHER HIGHS ~ows BOTTOM LINE RATING EDITORS' CHOICE 
February 097 Pinball Sierra, 3380 146th Great graphics Only three tables; Whether you love 

p. 141 Simulation Place S.E. Suite effects. sounds, limited appeal pinball or not, es1-300, Bellevue, and gameplay. with the • creepy" this game will 
WA98007 theme. grab your atten-
(800) 757-7707 lion ... and keep it. 

March '97 Flight Simulation Activision, 11601 Detailed and Somewhat irk- An immersive but 
p. 160 Wilshire Blvd., frisky flight some controls; no very limited flight 681-Suite 1000, model; outstand- printed manual; sim that thrives in 

Los Angeles, ing sound; only 12 missions. the Windows 95 
CA 90025 smooth, simple environment. 
(310) 473-9200 graphics. 

May '97 Interactive Movie AnyRiver Ent., Lots of great Tedious, uninter- Think FMV 
p, 129 280 Utah Ave., comedy from Rob esting story; sucks? You'll 341-South San Schneider; fast- banal gameplay; think it again. 

Francisco, moving, lag-free frustrating repeti-
CA 94080 video. tion. 
(415) 742-7932 

February '97 Strategy Megamedia Great graphics, The manual needs A tight, clean, 
p, 164 Corp., 47381 intense action, to be translated unpretentious 001-Bayside Parkway, challenging see- into real English; little game that 

Fremont, narios. some awkward could become a 
CA 94539 design elements classic. 
(510) 623-1100 cause irritation. 
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Age of Sail 

-Agile Warrior 
F-111X 

~ 
Alien Incident 

Amber 

Amok 

Archimedean 
Dynasty 

Area 51 

Ashes to Ashes 

Assassin 2015 

Azrael's Tear 

Baku Baku 

-
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March '97 
p. 141 

May'97 
p. 116 

February ·97 
p. 129 

May '97 
p. 133 

May '97 
p. 125 

March '97 
p. 138 

February '97 
p. 167 

February '97 
p. 145 

January '97 
p. 236 

February ·97 
p. 160 

January '97 
p. 251 

Strategy 

Shooter 

Adventure 

Puule 

Shooter 

Action 

Action 

Action 

Action 

Adventure 

Puule 

TalonSoft, 
P.O. Box 632, 
Forest Hill, 
MO 21050-0632 
(410) 933-9191 

Virgin 
Interactive, 1861 
Fitch Ave., Irvine, 
CA 92614 
(800) 874-4607 

Gametek, 
2999 N.E. 191st 
St., Suite 500, 
Aventura, 
FL 33180 
(800) GAMETEK 

Changeling, 
2507 Albata Ave., 
Austin, TX 
78757-2102 
(512) 419-7085 

GT Interactive, 
16 East 40th St., 
New York, 
NY, 10016 
(212) 679-6850 

Blue Byte 
Software, 870 E. 
Higgins Rd., Suite 
143, Schaumburg, 
IL 60173 
(847) 995-9981 

GT Interactive, 
16 East 40th St., 
New York, 
NY 10016 
(800) 434-2637 

Corel Corp., 1600 
Carling Ave., 
Ottawa, Ont., 
Cananda K1Z8R7 
(800) 772-6735 

Huge number of 
scenarios; solid 
campaign mode; 
excellent battle
editor. 

Numerous mis
sions to accom
plish; lots of 
ammunition to 
play with. 

Colorful graphics, 
good writing, and 
a solid game at 
the core. 

A promising 
opening; nice 
rendered graph
ics. 

Fast, frenetic 
action; it runs 
from the CO! 

Great graphics; 
sophisticated 
combat engine; 
plenty of strategy; 
involving story 
line. 

Lots of enemies 
to kill. Loads of 
ammo, power
ups, and aliens. 

Attractive graph
ics, multiple 
vehicles, and 
interesting out
door environ
ments. 

lnscape, P.O. Box Adrienne 
251829, Los Barbeau's husky 
Angeles, 
CA 90025 
(800) 741-3043 

Mindscape, 
88 Rowland Way, 
Novato, CA 94945 
(415) 897-9900 

Sega Enter
tainment, P.O. 
Box 8097, 
Redwood City, 
CA 94063 (888) 
SE GA-SALES 

voice-overs are 
nicely done. 

Beautiful in high
res; interesting 
plot-line; well
developed char
acters. 

Nicely rendered 
animals; great 
two-player mode; 
extra strategy 
makes it stand 
out. 

Controlling big 
engagements too 
often means 
zooming out and 
missing some of 
the fun. 

Bland land
scapes; jerky 
control; targets 
difficult to find. 

Flaky sound 
drivers, some 
setup troubles, no 
in-game voice 
acting. 

Illogical puules; 
mostly static 
backgrounds; 
very small 
amount of game
play. 

Frustratingly dif
ficult; stingy 
password allot
ment; no mouse 
or joystick sup
port. 

May run slow on 
older machines, 
gameplay is fairly 
linear, and there 
are no multi
player options. 

Grainy graphics, 
sluggish pace, 
one-dimensional 
gameplay. 

Disorienting, 
confusing. 
Uninspired. 

The game is very 
short, not very 
challenging, and, 
aside from the 
cut-scenes, looks 
very dated. 

Runs poorly even 
on high-end 
machines; lots of 
hunting for yet 
another key. 

May be too 
"cute" for some; 
PC conversion 
loses a little. 

A sumptuous 
looking, smooth
playing recre
ation of a fasci
nating era. 

Even die-hard 
shooter fans will 
find this insipid 
and uninspired. 

Good choice for 
adventure gaming 
beginners; some
thing to take out 
for the whipper
snappers. 

Amberfalls more 
than a few steps 
short of achiev
ing its potential. 

Although it won't 
win any prizes, 
Amok is a decent, 
but somewhat 
dated and repeti
tious, shooter. 

This intriguing 
sub combat game 
will please 
action lovers 
everywhere. 

Unless you adored 
the arcade ver
sion and can over
look some glaring 
flaws, don't 
bother. 

There's no reason 
to recommend 
this. It's bland, 
confusing, and 
tiresome. 

Assassin seems 
to miss the point 
of what first-per
son shootin' fun 
is all about. 

A good graphic 
adventure with 
lots to explore, 
but you need a 
powerful PC. 

Despite its full
screen failings, 
Baku Baku is a 
puule game not 
to be missed. 







Panasonic It's a great 
Interactive, 4701 twist. attempt at making 551. Patrick Henry Dr., something fresh 
Ste. 1101. Santa control over the and funny, but it 
Clara, CA 95054 baldies, which is falls flat after the 
(408) 653-1898 very frustrating. first few levels. 

May '97 Action Grolier Interactive Lots of original- Flawed basic A promising title 
p.134 Inc., Sherman ity; good graphics design; often that didn't quite 561-Turnpike, and sound; cute frustrating to live up to its 

Danbury, touches through- play; technically potential. 
CT 06816 out game. spartan. 
(800) 356-5590 

Battlecruiser January ·97 Strategy Take2 The intro anima- Annoying bugs; Maybe Take 2 
3000AD p.208 Interactive, lion is very cool. crashes; features can still fix this 151. 1004 Ligonier St., don't work; inade- game. Until then, 

Latrobe, quate manual. ft don't buy it. 
PA 15650 wasn't finished 
(412) 472-2000 when it shipped. 

Battleship March '97 Strategy Hasbro Hey, it's Those cut-scenes A pretty good port 
p.110 Interactive, Battleship - won't go away; of a classic. 701. 50 Dunham Rd., with snauy cut- there's not option 

Beverly, scenes and great for tum-based 
MA 01915 multi-player sup- combat during the 
(617) 746-2903 port. scenario modes. 

Bedlam January '97 Action GT Interactive, Easy to control, No multi-player A reasonably 
p.225 16 East 40th St. • lots of explo- mode, question- workmanlike 681-New York, sions. able level design, effort with some 

NY 10016 tedious switch- drawbacks. 
(800) 434-2637 hunts, enemies 

too easy to kill. 

Blood & Magic March '97 Strategy Interplay, 16815 Lots of terrain Flat sound It's not just 
p. 118 Von Karman Ave .. variety, good effects, con- another 031. Irvine, CA 92714 graphics (for stantly clicking WarCraft; Blood 

(714) 553-6655 VGA). great sin- on basal golems. & Magic has 
gle-player game. some interesting, 

new ideas. 

Bug! January '97 Arcade Sega Enter- Cute characters; The game itseH is Unless you're a 
p. 259 tainment, P.O. solid control. incredibly dry and die-hard platform 441. Box 8097, uninspired. Not freak, stay away 

Redwood City, Sega's best title from Bug! 
CA 94063 (888) to choose to port 
SE GA-SALES over to the PC. 

Caddy Hack December '96 Miniature Gott Virgin Interactive The animations, Lousy ball Miniature golf 
p. 289 Simulation Entertainment, graphics, and physics, bad con- gone bad. The 291-18601 Fitch course design trols, and cheesy poorly executed 

Avenue, Irvine, are nicely done. horror theme. gameplay gives 
CA 92714 miniature golf 
(714) 833-8710 sims a bad debut. 

Callahan's May'97 Adventure Take 2 There are some There are some A traditional 
Crosstime Saloon p. 139 Interactive, genuinely funny genuinely adventure game 861-1004 Ligonier St., jokes. Gameplay unfunny jokes. with a good story, 

Latrobe, is just right not Some puules funny bits, and 
PA 15650 too easy or hard. were pointless. decent puules. 
(412) 474-2000 

Captain Quazar February '97 Arcade 30D, 600 ft' s easy to set up No fun, plenty of Half-hearted 
p. 141 Galveston Dr .• and start playing. annoying faults. arcade dross to 191. 

~ 
Redwood City, be avoided. 
CA 94063 
(800) 336-3506 

Case "'the Rea December '96 Graphic Electronic Arts, Great story; gor- Typical graphic A must-have for 
p. 282 Adventure 1450 Fashion geous graphics; adventure com- Sherlock Holmes 001. Island Blvd., good puules. plaints; jarring fans and anyone 

San Mateo, lapses in realism; who enjoys a 
CA 94404 snail-like pace good mystery. 
(415) 571 -7171 except on fast PCs. 

PC 6RMER June 1997 



TITLE ISSUE / PAGE CATEGORY PUBLISHER HIGHS LOWS BOTTOM LINE RATING EDITORS' CHOICE 

Cave Wars March '97 Strategy Avalon Hill, A novel concept, A lack of update Bare bones 
p. 162 4517 Hartford with a multi- screens, diplo- strategic gaming 751. Road, Baltimore, tiered world and macy, interac- with few frills; 

MD21214 bizarre subter- tion, custom fresh ideas but 
(4101254-9200 ranean milieu. options, tactical poor execution. 

combat. 

Circle of Blood January '97 Graphic Virgin Interactive Simple interface; Voice acting isn't It's entertaining, 
p.234 Adventure Ent., 19061 Fitch beautiful, crisp exactly profes- challenging, and 001. Ave., Irvine, graphics; chal- sional; some puz- worth playing, but 

CA 92614 lenging puules; zles require too it's not a graphic 
(8001874-4607 intriguing story much pixel- adventure that will 

line. hunting. blow you away. 

Clandestiny March '97 Puule Virgin Interactive Nice rendering, Cheesy anima- If tired puulers 
p. 157 Ent., 18061 Fitch and there's a hid- lion, bad dialog, ye buy, best give 301. Avenue, Irvine, den book with lame-o puules. it a try. If ye're 

CA 92714 some good nae inta it, ye'd 
(8001874-4607 Scottish recipes. best let it sit. 

Command& December '96 Real-time Virgin Interactive It's a follow-up to Some changes are Red Alert will be 
Conquer: Red Alert p. 238 Strategy Ent., 18061 Fitch one of the best cosmetic; Al hasn't liked by the 911. Avenue, Irvine, games of all time, improved much; legions of the 

CA 92714 and it's faithful to some missions faithful , and win 
(8001874-4607 the original. have too much new converts as 

"puzzle" element well. 

Connections December '96 Puule Discovery Channel James Burke and Not much game- Burke is enter-
p. 293 Multimedia, 7700 his collection of play; thin con- taining to watch, 591. Wisconsin Ave., videos; great nections; only but that doesn't 

Bethesda, graphics. five levels. necessarily make 
MD 20814 Connections a 
(3011986-1999 great game. 

Crystal Skull, The February '97 Adventure Maxis, 2121 N. A few okay puz- Mostly puules; Wanta Multi-
p.172 California Blvd., zles; some of the less-than-great media Aztec 331. Walnut Creek, acting is good for graphics. Adventure, try 

CA 94596-3572 its unintentional Inca. Want a good 
(8001336-2947 comedic value. adventure, get The 

Beast Within. 

CyberGladiators February '97 Fighting Sierra Online, Attractive graph- Minimal story- This is a real 
p.117 3380 146th Place ics; smooth ani- line or options; arcade-style 001. -

S.E. Suite 300, mations; intuitive uninspired, angu- fighter for the PC 
Bellevue, controls. lar characters. that's more than 
WA98007 capable of stand-
(8001757-7707 ing up to a fight . 

Oaggerfall December '96 Roleplaying Bethesda A huge world Bugs should have One of the more 

• 
p. 242 Softworks, 1370 with tons of dun- been smoked out realistic, involved, 901. Piccard Drive, geons, monsters, before release. and impressive 

Rockville, characters, Some generic RPGs out. A deli-
MD20850 spells. dungeons are nite must for any 

, 

(301 I 926-8300 boring to explore. RPG fan. 

Daytona USA February '97 Arcade Sega Enter- Realistic driving Choppy frame- Daytona USA is a 
p. 171 tainment, P.O. physics; smooth rate; limited num- solid, if limited, 671-Box 8097, graphics. her of cars and racing experi-

Redwood City, tracks; it could ence. 
CA 94063 (8881 have been done 
SE GA-SALES much better. 

December '96 Strategy Accolade, 5300 Deep, engrossing, Surly and This may well be 
p. 304 Stevens Creek and handsome, ungrateful the long-awaited 991. Blvd. Suite 500 it's one of the colonists get inheritor of the 

San Jose, best conquer-the- pissed off too Master of Orion 
CA 95129 planet strategy easily and too crown. 
(4081 985-1700 games in years. often. 

Deadly Tide· January '97 Action Microsoft, One Damn fine graph- Too bad it's still a The Waterworld 
p. 260 Microsoft Way, ics,asemi- cookie-cutter of gaming. 601-Redmond, playable 360- rail-shooter. Gets 

WA 98052-6399 degree shooting real boring, real 
(2061637-9308 mode, and cool fast. 

rendered bubbles. 
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You've faced off against the legends 
in PGA Tour: .. 

Teed-off on the toughest courses 
with Links LS: .. 

But you haven't played in a 
real championship until ... ~-
Only British Open Championship Golf™ puts you right in 

the middle of the action in golf's greatest championship. 

Compete as one of eight featured pros against a full 

field of top professionals. Get advice from the first-ever 

fully interactive caddie. See and hear the crowd react to 

your every shot. Get play-by-play announcing from ABC's™ 

Jim McKay, Battle Scotland 's infamous weather on photo

realistic 3D simulations of two of the world's most 

WWW.BRITOPEN.COM 

challenging courses -

The Old Course at St Andrews 

and Royal Troon . Any way you 

slice it (or hook itl, no other 

game gives you the sheer 

adrenaline rush of real 

championship play like British 

Open Championship Golf . 

• For a limited time owners of LinksLS)M PGA Tou~ 96 and Microsoft•M Golf can get a $10 rebate with 
the purchase of British Open Championship Golf. Offer lasts until June 30, 199Z See package for details. 

Available in major retail outlets or order direct 1·800·360·7455 

~~~ 100 cambridge Parl< Drive, suite 300, camb<idge, MA 02140 

BRITISH OPEN 
CHA PION S HIP 

GET INTO THE OPEN 
O 1997 Looking Class Technologies, lnc. Licensor and the SOftware Product is distributed under the authorization of The Royal and Ancient Golf Club of St Andrews. The Old Course at St Andretvs and Raval Troon courses 
are used by permission of St Andrews Links Trust & Royal Troon Coif Club. The Open Championship Logo is used under license from ·The Championship Committee Merchandising Ltd." 
AU other trademarks and trade names are properties of their respective owners. All rights reserved. 

Product Information Number 220 
I 



TITLE ISSUE / PAGE CATEGORY PUBLISHER HIGHS LOWS BOTTOM LINE RATING EDITORS' CHOICE 

Death Rally February '97 Arcade GT Interactive, Beautiful graph- No race map; You can take 
p. 142 16 East 40th St., ics; fast racing merely average revenge on bad 041-New York, action; it's fun computer oppo- drivers in this fun 

NY 10016 playing dirty. nents. arcade racer 
(800) 434-2637 (without legal 

consequences). 

April '97 Action Viacom New Runs fast, looks Once you figure With a little more 
p.130 Media, 1515 good, and it can out how to care and attention 681-Broadway, be fun. exploit a glaring paid to gameplay, 

New York, design flaw, it's DeathDrome 
NY10036 far too easy. could have been 
(800) 469-2539 a lot better. 

Destiny January '97 Strategy Interactive Strategic level Tactical combat An admirable 
p. 242 Magic, P.O. Box play has great and 3D modes contender, but it 751-13491, Research detail and epic just don't work; won't replace 

Triangle Park, sweep. Discovery system Civilization in the 
NC 27709 is poorly hearts of many 
(919) 461-0722 explained. gamers. 

Destruction March '97 Arcade Psygnosis/Sony Sensational Hardware If you liked the 
Derby 2 p.124 Interactive, 919 E. graphics, bone- requirements are original, you'll 861-Hillsdale Blvd., breaking action; steep if you want love this sequel. 

2nd Floor, Foster about as subtle maximum perfor-
City, CA 94404 as a shower of mance. 
(800) 438-7794 anvils. 

Deus April '97 Adventure ReadySolt, 2221 lmmersive sound; Irritations still Interesting ideas 
p. 137 Yonge St. Suite two play modes; outweigh any are sabotaged by 501-400, Toronto, an improvement enjoyment you poor implementa-

Canada, M4S24B over its prede- might find. lion and dated 
(416) 322-7350 cessor. design. 

Devo's Adventures December '96 Puule lnscape, P.O. Box Lots of Devo It's too bad it's It's much better 
of the Smart Patrol p. 265 251829, Los influence, and held together by than the CDs from 571-Angeles, some pretty funny a lousy game. Oueensryche and 

CA 90025 moments. that thing known 
(800) 741-3043 as Prince, but that 

ain't saying much. 

Diablo March '97 Roleplaying Bliuard Beautiful Load times long RPG fans have 
p. 102 Entertainment, scenery; stream- for slow PCs; waited for this 901-P.O. Box 18077, lined interface; some quests are one for a long 

Irvine, CA, 92713 multi-player fairly linear; lim- time, and they 
(714) 953-7669 support. ited options with won't be disap-

ranged weapons. pointed. 

Discworld II April '97 Graphic Psygnosis, 919 Terrific anima- Too much Discworld fans 
p. 102 Adventure E. Hillsdale Blvd .. lion, great music, pointless dialog, will have fun, but 731-2nd Floor, Foster and a huge story working knowl- everyone else 

City, CA 94404 to work your way edge of Discworld will simply be 
(800) 438-7794 through. books required. confused. 

Dragonheart: April '97 Arcade Acclaim, One Them dragons Clumsy controls, It's pointless and 
Fire and Steel p. 113 Acclaim Plaza, are good eatin'. repetitive game- it has little to do 251-Glen Cove, play, and chunky with the movie. 

NY 11542-2777 graphics. A terri- Don't bother. 
(516) 759-7800 hie use of a good 

movie license. 

Drowned God February '97 Puule lnscape, P.O. Box Visually sumptu- Many familiar A fair twiddle-
p. 110 251829, Los ous and atrnos- and frustrating ware game that's 691-Angeles, pheric, with inter- puules, with undennined by 

CA 90025 esting conspirato- almost as many bugs and 
(800) 741 -3043 rial content. bugs and Ire- mediocre 

quent dead ends. gameplay. 

May '97 Strategy SegaSoft, Inc., It's epic in scale, Inadequate man- A lot of people 
p. 138 150 Shoreline Dr., atmospheric, and ual; stratospheric are going to love 751-Redwood City, full of eX1remely learning curve; this game; I didn't 

CA 94065 deep gameplay. solo play - but I respect it 
(415) 802-4400 becomes a real greatly. 

trudge. 
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Eradicator January·~ Action Accolade, 5300 PIP; new ene- A few bad It's a decent 
p.212 Stevens Creek mies to kill; a weapons; aggra- shoot-'em-up, but 701. Blvd .. Suite 500, few good vating levels; fradicatorneeded 

San Jose. weapons. repetitive, unin- to do more to take 
CA 95129 spired music. on Quake or Duke 
(800) 245-7744 on their home turf. 

Extreme Chess April'97 Chess Simon& Powerful chess Poor documenta- This is the chess 
p. 131 Schuster, 19840 engine; many tion; occasionally game for serious 911. Pioneer Ave .. classic games; awkward and chess players. It 

Torrance, strong analysis confusing inter- may help improve 
CA 90503 and annotation face; no Internet your game. 
(3101 793-0600 features. play. 

F-22 lightning II December '!16 Flight Simulation Novalogic Inc .. Beautiful graph- Too simplistic, F-22 is hardly the 
p. 246 6010 Moreau ics; easy to get and too easy, to realistic, detailed 701. Road, Suite 200, into; multi-player satisfy most hard- simulation Nova-

Calabasas, sessions require core air combat Logic claims it is, 
CA 91302 only one CD. fans. but there's still fun 
(818) 880-1997 to be had here. 

FIFA Soccer 97 March '97 Sports Simulation Electronic Arts, Authentic, fun, Players occa- FIFA 97 is a great 
p. 152 1450 Fashion gameplay; sionally behave leap forward for 001. Island Boulevard. exquisite presen- erratically; tour- PC soccer games, 

San Mateo, tation. nament modes and terrific enter-
CA 94404 could be better tainment in its 
(415) 571-7171 defined. own right. 

Flying Corps May'97 Flight Simulation Empire, 13220 Visually gor- Useless Win95 A flawed gem, 
p. 120 Wisteria Dr., Bay geous and full mode; screwy but a gem 901. N-2. German- game world. keyboard layout nonetheless. A 

town, MD 20874 Detailed flight and viewing wonderful sim 
(310) 916-9303 model; strong options; joystick with an authentic 

gameplay. problems. feel. 

Front Page Sports: April '97 Sports Simulation Sierra, 3380 The original Dubious multi- You'd be better 
Football Pro '97 p. 116 146thPlace S.E., design is there; player action; off with an ear- 6s1. Suite 300, you won't find a numerous bugs; lier DOS version 

Bellevue, better way to Windows screen of the game. 
WA 98007 make leagues clutter. DOS 
(800) 757-7707 and plays. hangovers. 

Full Tilt! 2 Pinball March ·97 Pinball Maxis,2121 Great graphics We wish it came No pinball addict 
p.149 Simulation North California and sound; many with five or six should miss Full 941. Blvd .. Suite 600, clever enhance- tables, instead Tilt Z! 

Walnut Creek, ments over the of three. 
CA 94596 original game. 
(8001 336-2947 

FX Fighter Turbo March '97 Fighting GTE Enter- It's more of the Inferior graphics; H you must have 
p. 105 tainment, 2035 same for FX little innovation; network play, you 471. Corte Del Nagai, Fighter fans; the and clumsy con- might as well get 

Suite 200, Carls- network play is a trols. this one. but there 
bad, CA 92009 plus. are plenty of bet-
(800) GTE-TODAY ter 30 fighters. 

G-Nome May '97 Action 7th Level, P.O. Pretty graphics; Choppy anima- G-Nome had the 
p.117 Box 832190, the ability to lion; sluggish goods to be a hit. 681-Richardson, eject and enter control; inade- but poor execu-

TX 75083-2190 enemy 'bots and quate manual. tion makes it a 
(8001 884-8863 buildings adds disappointment. 
Ext. 77 variety. 

Gender Wars December '!16 Squad Combat GT Interactive, A fun squad- Degrading to both This one should 
p. 281 16 East 40th St., based combat sexes, and some hold you over 'till 701. New York, game. weird screen Syndicate Wars 

NY 10016 flicker takes arrives in town. 
(8001434-2637 away from the 

enjoyment. 

Gene Wars December '96 Strategy Electronic Arts, Clean interface, Uninspired com- With more variety 
p. 285 1450 Fashion sharp graphics, bat and resource and less repeti- 611-Island Blvd., and moody sound management, lion, Gene Wars 

San Mateo, effects. lack of variety in could have been 
CA 94404 missions and unit something 
(4151571-7171 types. special. 
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Now everyone 
who plays wins 

a free six 
month 

magazine 
subscription!! 
You can't lose! 
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ENTER ME TODAY, HERE'S MY ENTRY FEE: 
□ ($3.00) Video Game Contest 
D ($3.00) Media Rig Contest 
D ($3.00) Computer Contest 
□ ($5.00) SPECIAL! Enter them all (SAVE $4.00) 

City State Zip 
~ SEND CASH, M.O., OR CHECK T8: 
~ PANDEMONIUM, P.O. BOX 26247 

MINNEAPOLIS, MN 55426-0247 
VOID WHERE PROHIBITED • ENTRY DEADLINE: POSTMARKED BY AUG. 23RD, 1997 • ENTRY FEE MUST BE INCLUDED 
Only one enny per person. You must be under 30 years old to win. Employees of Pandemonium, Inc. and ns suppliers are 
ineligible. Judges decisions are final. If judges are in error the sponso(s liabilny is limited to entry fees paid. Not responsible 
for lost or delayed mail. Open to residents of the U.S. and Canada. You can request Winners List and Official Rules by writing 
Pandemonium, Inc. 7104 Washington Ave. S., Eden Prairie, MN 55344. Merchandise names and models are trademarks of their 
respective companies who, along with this magazine, have no affiliation with this contest © 1~ Pandemonium, Inc. 



Tim ISSUE / PAGE CATEGORY PUBLISHER HIGHS LOWS BOTTOM LINE RATING EDITORS' CHOICE 
Gex April '97 Arcade Microsoft. One A few interesting So-so graphics; If Microsoft tells 

p. 141 Microsoft Way, additions to the not all that amus- you something's 591-Redmond, genre, and you ing. funny, run for 
WA 98052-6399 can turn off Gex's your life. I found 
(206) 882-8080 voice! more humor in 

Windows 95. 

May'97 Puule Panasonic Nicely done Really bad acting; If you've played 
p. 128 Interactive Media, watercolor-style tedious puules; Myst you don't 311-4701 Patrick graphics. complete lack of need to play it 

Henry Dr., Santa originality; one of again in San 
Clara, CA 95054 the worst endings Francisco. 
(408) 653-1898 in gaming history. 

Golden Nugget May '97 Casino Virgin Interactive Adam West! Pure Pitifully slow, Golden Nugget 
p. 132 Ent .. 18061 Fitch West! even on a fast PC; makes you appre- 101-

-
Avenue, Irvine, no instructions; ciate shareware 
CA 92714 bad controls; casino games. 
(800) 874-4607 poor recreation 

of casino games. 

Grid Runner March '97 Arcade Virgin Interactive Fast-paced Network play Grid Runner 
p. 144 Ent., 18061 Fitch action, good- would have been dares to be differ- 771-Avenue, Irvine, looking graphics. great. and the ent, and sue-

CA 92714 split-screen two- ceeds, but 
(800) 874-4607 player mode where's the 'net-

wears on the eyes. play? 

Hardline May '97 Action Virgin Interactive Video quality is Held together by Go watch a 
p.109 Ent., 18061 Fitch good; the graphic the worst arcade Troma movie 241-Avenue, Irvine, sex scene is sure sequences in instead. 

CA 92714 to tick off the recent memory. 
(800) 874-4607 busy-bodies in 

Washington. 

Harvester December '96 Adventure Merit Studios, A serviceable Outdated inter- Definitely not for 
p. 276 13707 Gamma Rd .. adventure with an face; unrelenting the squeamish. 021-Dallas, TX 75244, unflinching unpleasantness 

(214) 385-2353 approach; deliv- bound to offend 
ers the gory goods some. 
as promised. 

Hellbender December '96 Action Microsoft, Nice accelerated TVhasbeen We've seen this 
p. 268 1 Microsoft Way, graphics and, if through enough before, and it 661-Redmond, you enjoyed incarnations. really is time to 

WA 98052-6399 Tenninal Chunky graphics, move on ... 
(206) 637-9308 Velocity, here's subterranean play 

more of the same. equal frustration. 

Heroes of February '97 Strategy New World Avery well- The wait-your- If you enjoy strat-
Might & Magic II p. 138 Computing, designed strategy tum, multi-player egy games, you 911-P.O. Box 4302, game. Anything option for network simply must have 

Hollywood, this hard to stop and modem play is this one. 
CA 90078 playing has to be tedious without a 
(818) 889-5650 good. time limit imposed. 

Hind December '96 Flight Simulation Interactive A solid flight Dodgy joystick Just about every-
p.272 Magic, P.O. Box model with crisp calibration and thing a flight 901-13491, Research graphics and a support. hack could want 

Triangle Park, slew of gameplay Explosions still in a sim is here. 
NC 27709 options. chunky. Buy it. 
(919) 461-0722 

Hunter Hunted February '97 Action Sierra, 3380 146th h looks good, Addictive while it Impressive exam-
p. 155 Place S.E., Suite sounds great. and lasts, but it won't pie of 2D action 791-300, Bellevue, is easy to pick up last for long. The gaming, showing 

WA 98007 and play. two-player mode what the PC can 
(800) 757-7707 isn't so com- do in this genre. 

pelling. 

Huygen's April '97 Adventure Microforum, 1 Well-designed Some of the puz- A decent graphic 
Disclosure p. 153 Woodborough interface; some zles are of the adventure with a 601-Ave., Toronto, challenging puz- abstract, 7th handful of signifi-

Canada, M6M5A1 zles. Guest variety. cant flaws. 
(800) 465-2323 
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COMPANY PHONE# INTERNET AOORESS PAGE# PRODUCT INFO # 

7th Level 800 884-8863 www.7thlevel.com 55, 156-157, 114-115 377, 378, 376 
Access Software (800) 800-4880 www.accesssoftware.com 152 80 
Acclaim (516) 759-7900 www.acclaimnation.com 170 93 
Accolade (800) 245-7744 www.accolade.com C3, 4-5 82, 86 
Act Soft (800) 560-6234 210 87 
Action Software (800) 833-3494 215 89 
Activision (800 477-3650 www.activision.com 57-59, C2-1 91, 95 
AICS (800) 767-AICS www.aics.com 209 
Art Institute of Pittsbur h (800) 275-2470 www.aii.edu 207 96 
Babba es, Inc. 117 104 
Blizzard Entertainment (800 953-SNOW www.blizzard.com 16 101 
Blue B e Software (847) 995-9981 www.blueb e.com 51, 53 107, 107 
BMG Interactive (415) 330-0600 83-85 106 
Broderbund Software, Inc. www.broderbund.com 11 108 
CD-ROM Access (800) 959-5260 www.cdaccess.com 211 110 
Chi s & Bits (800) 699-4263 www.cdma .comic i-bin/order.cbi-home 178-179 112 
Com u Ex erts (704) 367-1090 213 111 
Creative Labs (800) 998-5227 www.creativelabs.com OBC 113 
C o Interactive Entertainment www.c a-interactive.fr 50 115 
DICE (515) 280-1144 www.dice.com 209 127 
Diamond Multimedia (800 380-0030 www.diamondmm.com 126 
Discove Communications Inc. www.discove .com 13, 15, 17 120, 121, 122 
Edutainment Grau (818) 338-5189 www.eted.com 210 137 
Eidos Interactive (415) 616-2022 www.eidosinteractive.com 135 131 
Electronic Arts (800) 245-4525 44-45 132 
EMC Marketin (412) 562-0143 209 133 
En a e Games Online (714) 930-1539 148 139 
E ic Me a Games (301) 468-6012 21 
Fu.itsu Interactive 47 140 
Game Doctor -VGA (402) 398-0110 212 167 
Gamer's Gold (605) 339-2060 211 163 
GT Interactive (800) 305-3390 WWW. 119-121 , 95, 6-7, 78-79 154, 162, 160, 166 
Interactive Ma ic (888) 746-2442 200, 155 188, 196 
Inter ra h Com uter S stems (800) 692-8089 199, 136-137 191 , 197 
Interplay (800) 969-GAME 26, 12, 151, 182, 198, 195, 

162, 145, 173, 88 189, 193, 199, 192 
Just CDs (714) 634-3823 · ustcd@·ustcds.com 210 200 
Lo itech, Inc. (800) 732-2990 www.lo itech.com 142 
Lookin Glass Technolo ies (800) 360-7 455 www.1 lass.com 188 220 
LucasArts Entertainment Com an www.lucasarts.com 38, 39 224, -
Matrox Gra hies Inc. (800) 362-9571 www.matrox.com 33 239 
Me amedia (800 MEGAMEDIA www.me amed.com 195 243 
MGM/UA Interactive www.machinehunter.com 132 244 
MicroProse (800) 695-GAME www.holob e.com/www.micro rose.com 74, 165, 64,207 316, 245, 246, -
Microsoft 24-25 
Mindsca e (415) 897-9900 110-111 247 
MPS Multimedia (888 CDROM-88 212 238 
Multiservice (913) 451-3400 210 240 
NEC Electronics, Inc. WWW. r.com 70-71, 196 253,-
New World Com utin (818) 889-5600 www.nwcom utin .com 14 251 
Ori in (800) 245-4525 WWW. om/ori in.html 23 262 
Pandemonium ods demonium.com 191 277 
Pia mates Interactive Entertainment (714) 428-2100 WWW. matesto s.com/ 81, 106-107, 18-19, 129 273, 279, 272, -
Ps nosis, Inc. (415) 655-5683 WWW. S nosis.com 42-43, 67 278, 275 
R & G Games (800) 525-4263 213 290 
Se a 60-61 315 
Se aSoft (415) 442-5000 www.se asoft.com 180 301 
Shi Sea Software (512)916-1196 www.shi sea.com 209 316 
Sierra On-Line (800) 757-7707 www.sierra.com 34-35, 183, 208 314,305,308 
Sirius Software (307) 237-0065 211 317 
SirTech Software (800) 447-1230 www.sir-tech.com 187 309 
Software Safari 713) 528-6670 www.softwaresafari .com 211 318 
Son Electronics 92-93 
SouthPeak Interactive www.south eak.com 102-103 311 
S acetec (800) JUK-N-JIVE www.s acetec.com 204 312 
S ortsline 212 300 
S uaresoft (714)438-1700 ·obs@s uaresoft.com 207 
SSI -Strate ic Simulations, Inc. (800) 601-7529 www.ss ionline.com 91 302 
Star ate Software (800) 560-5449 215 313 
S ncron s (888) 777-5600 www.s ncron s.com 52 306 
TalonSoft (800 221-6504 www.talonsoft.com 146, 147 325, 324 
UbiSoft (800) UBI-SOFT www.ubisoft.com 72-73 333 
United CD-ROM (800) United-4 www.unitedcdrom.com 203 334 
V Communications (800) 648-8266 www.v-com.com 174 357 
VideoLo ic, Inc. (800) 578-5644 www.videolo ic.com 166 351 
Virgin Interactive Entertainment (800) 87 4-4607 www.vie.com 97-99, 140-141, 28-29, 340, 350, 353, 

122, 184 341 , 342 
Wizard Works Grau (800) 229-2714 www.wizworks.com orwww. amewizards.com 169 361 
PC Gamer Customer Service (888) 446-2446 subscribe@ c amer.com 161 
Boot /888) 446-2446 subscribe@bootnet.com 177 
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HyperBlade February '97 Action Activision, Fast action, Odd controls, If you're willing to 
p. 120 11601 Wilshire smooth graphics, erratic artificial accept a few 701-Blvd., Suite 1000, and built-in 30 intelligence, and minor flaws, this 

Los Angeles, accelerator sup- disorienting envi- can make you a 
CA 90025 port. ronments. superstar in the 
(310) 473-9200 sport of the future. 

April '97 Arcade Acclaim, One Umm, I'm think- Poor graphics; Avoid this dog 
Manowar in p. 129 Acclaim Plaza, ing ... sluggish control; like it has rabies, 151-Heavy Metal Glen Cove, no Al to speak of; and don't say we 

NY 11542-2777 lack of innovation; didn't warn you. 
(516) 759-7800 outdated comic 

book license. 

Jetfighter Ill March '97 Flight Simulation Interplay, 16815 Great action; Fuzzy physics If you can forgive 

• 
p. 142 Von Karman Ave., impressive model, demand- the occasionally 001-Irvine, CA 92714 graphics, ing system unrealistic 

(800) 969-4263 controls. requirements. No action, you'll be 
multi-play. rewarded with a 

I 

thrilling sim. 

Jonny Guest Cover- January '97 Adventure/Puule Virgin Sound Excellent produc- Entirely too easy. The animations of 
Up At Roswell p. 240 and Vision, 122 S. tion value for ani- The puules are the "Jonny Quest" 601-Robertson Blvd., mation and very childish in universe aren't 

Los Angeles, sound. nature. enough to propel 
CA 90048 this breeze of an 
(310) 246-4666 adventure. 

Jumanji February '97 Arcade Philips Media, Sharp graphics; Too easy for There are better 
p. 145 10960 Wilshire no violence; kids skilled gamers; arcade games out 651-Blvd., Los may enjoy the nothing to keep there for kids and 

Angeles, movie tie-in. you coming back. adults. 
CA 90024 
(303) 739-4131 

Krush Kill May '97 Strategy Electronic Arts, Polished graph- Weak artificial Some of the 
'N Destroy p. 112 1450 Fashion ics, nice variety, intelligence. touches that made 82'-Island Blvd., decent multi- Extremely diffi- the originals great 

San Mateo, player options. cult missions. aren't here, but 
CA 94403 KKNOisstill 
(415) 513-7171 worth playing. 

Krazy Ivan April '97 Action Psygnosis, 919 Lots of weapons Easily finished in Krazy Ivan is a 
p. 154 East Hillsdale and power-ups; a few sittings; little too simplis- 601-Blvd .. Foster City, smooth game- occasionally tic; most PC 

CA 94404 play; multi- wonky controls. gamers will find 
(415) 655-5683 player. it a hollow expe-

rience. 

Leisure Suit Larry April '97 Graphic Sierra, P.O. Box Great graphics; Fairly high "been If you can handle 
in Love for Sail! p. 133 Adventure 85006, Bellevue, Al Lowe's there, done that" Adult Situations 041-WA 98007 skewed humor; factor; sometimes and Partial 

(206) 644-4343 the return of the the tongue-in- Nudity, this is a 
(optional) text- cheek humor is ship-shape win-
based interface. tiresome. ner. 

Lighthouse December '96 Puule Sierra, P.O. Box Interesting world Some frustrating A somewhat 
p. 290 3404, Salinas, and story, many puzzles, pixel flawed but over- 021-CA 93912 good puules hunting, occa- all entertaining 

(800) 757-7707 with different sionally awk- trip through a 
solutions. ward interface. parallel world. 

Lords of the February '97 Strategy Sierra Online, Excellent bal- More charts LORI/ is immense 
Realm II p. 148 3380 146th Place ance of strategic would help. Al is fun for both the 921-, S.E. Suite 300, and tactical play; sometimes either empire-builder 

Bellevue, fun combat; too easy or too and the medieval 
WA 98007 superb realm- hard. No custom combatant. 
(800) 757-7707 building. castles! 

M.A.X. April '97 Strategy Interplay, 16815 Great balance No Internet sup- This could end up 
p. 124 Von Karman Ave., among units and port; manual being the best 901-[ffi 

Irvine, CA 92606 structures; tough should have been turn-based strat-
(7141 553-6678 Al; multi-player better. egy game of 1997. 

options; loads of . 

replay value. 
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Crush is an 

exciting turn-based 

strategv sport game, of 

mayhem and carnage, set far into the 

future. Eight different alien life forms battle 

humans through labyrinth-like arenas, in a frantic search 

for the B.A.LL (Bionic Augmented Lower Life form). The 

first team to find the B.A.LL and reach the goal, wins! If your 

idea of fun is bone-crunching checks and raging battles for 

possession, then look no further, the season is open! 





TITLE ISSUE / PAGE CATEGORY PUBLISHER HIGHS LOWS BOTTOM LINE RATING EDITORS' CHOICE 
Madden NFL 97 January '97 Sports Simulation Electronic Arts, Excellent graph- Suspect Al; ques- There's a lot of 

p. 216 1450 Fashion ics and anima- tionable season fun to be had 741-Island Blvd., San tions; smooth simulation with Madden NFL 
Mateo, CA 94404 interface; more results; mediocre 97, but not a lot of 
{415) 571-7171 than 100 teams. commentary; realism. 

numerous quirks. 

Magic: The May '97 Action Acclaim It tries to capture It fails to achieve A terrible game. 
Gathering - p. 102 Entertainment. 1 the feel of play- its goal with any If you want a 301-BattleMage Acclaim Plaza, ing Magic: The sort of success. Magic: TGPC 

Glen Cove. Gathering real- game, wa it for 
NY 11542-2708 time. MicroProse's 
{516) 759-7900 version. 

Master of Orion II: March '97 Strategy MicroProse, 180 Endless replay The amount of A great update of 
Battle at Antares p. 134 Lakefront Orive, value, thanks to micromanaging a classic game, 861-Hunt Valley, randomly gener- required is even with the 

MD 21030-2245 ated universes almost over- micromanaging. 
{410) 771-1151 and gameplay whelming. 

variables. 

Maui Mallard April '97 Arcade Disney Smooth anima- Reliance on Ira- If you're nostal-
in Cold Shadow p. 113 Interactive, 500 tion and Disney's ditional platfonn gic for a mindless 621--

South Buena Vista attention to char- fonnula makes it action/platform 
St, Burbank, acter design. predictable. thrill, this is it, 
CA 91521 but there are bet-
{800) 426-3306 ter action games. 

MechWarrior II: December '96 Action Activision, 11601 New business New graphics If you liked 
Mercenaries p. 252 Wilshire Blvd., model, improved options mean Mech Warrior 2, 951-Suite 1000, graphics make steeper hardware you'll love 

Los Angeles. Meres even more requirements. Mercenaries. 
CA 90025 fun than Mech2. 
{310) 473-9200 

MegaRace 2 December '96 Arcade Mindscape, 88 Gorgeous graph- Dodgy controls; Where the original 
p. 254 Rowland Way, ics and big, long video seg- shined on the 651-Novato, CA 94945 branching tracks. ments; and track, MegaRace 

{415) 897-9900 underwhelming 2 merely putts 
sense of speed. along ala 

leisurely pace. 

Microsoft Golf 3.0 April '97 Sports Simulation Microsoft, One Easy multi-player The graphics If Internet compe-
p. 136 Microsoft Way, options for play- should've been tition is your thing, 651-Redmond, ing over the 'net. updated; the MS Goff delivers; 

WA 98052-6399 menu-driven if you're a die-
{206) 635-6100 interface is sorta hard duller, stick 

clunky. to Links LS. 

Microsoft Soccer March '97 Sports Simulation Microsoft, 1 Easy installation; Frustrating game- In the market for 
p. 129 Microsoft Way, network play. play; average a great soccer 591-Redmond, graphics; cheesy sim? You won't 

WA 98052-6399 sound effects; find it here. 
{800) 429-9400 only one view of 

on-field gameplay. 

Mode January '97 Adventure Corel, The Corel Hitting the It exists. It takes The nadir of non-
p. 248 Building, 1600 escape button up four CDs that interactive video 101-Carling Ave .. gets you out of would have been junk. 

Ottawa, Ontario the game very better used for 
Canada K1Z8R7 quickly. John Tesh music. 
{800) 772-6735 

Monster Truck December '96 Arcade Microsoft Great-looking Really needs a More fun than 
Madness p. 248 Corporation, 1 trucks; outstand- monster system you can have at 051-Microsoft Way, ing racing; fun to run. More the state fair 

Redmond, network play. tracks would arena. 
WA 98052-6399 The horn plays have been nice. 
{206) 637-9308 "Dixie". 

Mummy:Tomb April '97 Puzzle Interplay, 16815 The music and Plot and puzzles A good introduc-
of the Pharaoh p. 150 Von Kannan Ave., sound effects are ordinary, lion to the adven- 651-Irvine, CA, 92606 provide a won- without anything ture game genre, 

{714) 533-6678 derful atmos- new to offer the but there's better 
phere. seasoned player. out there. 
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NASCAR March ·97 Sports Simulation Sierra. 3380 146th Improved graph- Demanding sys- A worthwhile 

II Racing 2 p. 116 Place S.E. Suite ics, frame rate, tam require- upgrade from the 901-300, Bellevue, interface; great mants. original. H you 
WA 98007 multi-player Occasionally never tried it 
(8001 757-7707 options. fishy Al. here's your chance 

I 

to catch the fever. 

NBA Full January ·97 Sports Simulation Microsoft. One Slick presenta- Bland graphics; There have been 
Court Press p.247 Microsoft Way, lion; great com- unsatisfying feel; better basketball 601-Redmond, mentary; what doesn't pack the games; there's 

WA 98052-6399 you'd expect from kind of attitude better to come. 
(2061637-9308 an NBA license. an NBA license Why buy this? 

suggests. 

NBA Live 97 April '97 Sports Simulation Electronic Arts, Incredible graph- Slippery control, The best-looking, 
p. 98 1450 Fashion ics, full rosters, poor frame-rate best-playing. 041-Island Blvd., San all the stats, and on slower sys- basketball game 

Mateo, CA 94404 unequaled pre- terns. and some available, even 
(4151571-7171 sentation. flaws as a sim. with its flaws. 

NCAA Champion- December '96 Sports Simulation GTE Entertain- Good on-court Results of simu- A fun college 
ship Basketball p. 308 ment. 2035 Corte game play; lated games are basketball sim, 651-Del Nagai, #200, recruiting and questionable; but one that can 

Carlsbad, multi-player only one viewing clearly stand 
CA 92009 options give it a perspective; some improve-
(6191431-8801 good shelf life. inaccurate stats. ment. 

Necrodome February '97 Action/Arcade SSI, 675 Almanor Many play Murky, circular Fun and playable, 
p. 114 Ave .. Suite 210, options; Internet levels; too many but not really 041-Sunnyvale, support; lots of stops and starts. remarkable. 

CA 94086 things to smash 
(4081 737-6880 and shoot. 

Nemesis: The February '97 Adventure Sir-tech Pretty graphics; Awkward combat A decent graphic 
Wizardry Adventure p. 134 Software, P.O. unique puules; interface; story adventure, but if 731-Box 245, variety of crea- line isn't you're dying for 

Ogdensburg, lures, dungeons. involving. Wizardry games, 
NY 13669 you're bound to 
(3151393-6633 be disappointed. 

Neverhood December '96 Adventure Dreamworks Wonderful clay- Repetitive and The tiresome puz-
Chronicles, The p. 258 Interactive, 640 N. mation anima- pointless puz- zles and limited 401-Sepulveda Blvd., tions and back- zling; almost no interaction squash 

Los Angeles, drops. interaction. the life out of what 
CA 90049 could be an amaz-
(3101234-7000 ing adventure. 

NHL97 December '96 Sports Simulation Electronic Arts, Current high- No customizabil- If you've got the 
p. 298 1450 Fashion water mark for ity, little manage- system and are 931-

~ 
Island Blvd., sports sims, ment, sluggish even remotely 
San Mateo, especially its fights, and some interested in .If-
CA 94404 polygonal char- slanted scoring hockey, pick this 
(4151571-7171 acters. Good Al. results. one up! 

Nihilist March '97 Arcade Philips Media, The soundtrack is Shallow game- Aashy graphics 
p. 158 10960 Wilshire vaguely rocking. play and generally mean little when 261-Blvd., 7th Floor, mediocre design a game is this 

Los Angeles, make this game a bad. 
CA 90024 downer even in 
(8001340-7888 the bargain bin. 

Nair February '97 Adventure Cyberdreams, Well-chosen Lack of interac- Film buffs might 
p. 126 2500 Broadway, locations and tivity; infuriat- appreciate it on a so1-Santa Monica, music create Iha ingly confusing superficial level, 

CA 90404 feeling of 1940s movement inter- but hard-core 
(8181222-9348 film noir. face. adventure gamers 

will be let down. 

May '97 Puule SegaSoft, 150 Great graphics Lots of CD swap- It distinguishs 
p. 124 Shoreline Dr., and sound. ping. Brief game- itsett as a tJUly dif- 031-Redwood City, engaging story play for experi- ferent adventure; 

CA 94065 line. enced adventure traditional puz-
(4151802-4400 fans. zling maids with 

abstract thought. 
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L:j 
Phantasmagoria: 
A Puzzle of Flesh 

Powerslave 

Pray for Death 

Privateer 2: 
The Darkening 

Pro League 
Baseball '97 

Rama 

Realms 
of the Haunting 

Road Rash 

Robert E. Lee 
Civil War General 

March '97 
p.122 

May '97 
p. 107 

February '97 
p. 163 

March '97 
p. 108 

May '97 
p. 106 

February '97 
p. 152 

April '97 
p. 140 

December '96 
p. 310 

December '96 
p. 301 

April '97 
p. 145 

Adventure 

Action 

Fighting 

Action 

Avalon Hill, 4517 
Hartford Road, 
Baltimore, 
MD 21214 
(4101254-9200 

Sierra, 3380 146th 
Place S.E. Suite 
300, Bellevue, 
WA 98007 
(800lm-no1 

Playmates 
Interactive, 611 
Anton Blvd., Suite 
500, Costa Mesa, 
CA 92626 
(7141428-2112 

Virgin Interactive 
Entertainment. 
19061 Fitch 
Avenue, Irvine, 
CA 92614 
(7141883-8710 

Origin, 5918 W. 
Couryard Dr., 
Austin, TX 78730, 
(5121434-4357 

engrossing cam
paign play. 

Original premise; 
good acting; gen
erally good spe
cial effects. 

Good level
design, novel set
ting, nice music. 
Well inten
tioned ... 

High-tech sim
jockeys may find 
it too sedate, 
maybe too 
abstract 

Very little inter
activity; far too 
easy; ending 
feels tacked-on. 

... But poorly exe
cuted, with a 
dated engine and 
inadequacies in 
almost every
thing. 

Lovely graphics Everything else 
and audio design. - plays worse 

than Killer 
Instinct. 

Great graphics; 
good acting; lots 
of weapons and 
ships. 

A few bugs 
slipped by; joy
stick control 
doesn't support 
fancier features. 

A unique and sin
gularly intelligent 
game; will capti
vate anyone with 
an interest in WWII 
aerial combat 

Great production 
values, more 
shock value than 
any other PC 
adventure, but as a 
game, it falls flat 

Pick up Duke or 
auake, or wait 
for Shadow 
Warrior, Blood, 
Jedi Knight, etc. 

With good looks 
and lousy game
play, it's the Myst 
of fighting games. 

A terrific space 
shoot'em up that 
has more to do 
between mis
sions than watch 
movies. 

Sports Simulation Micro Sports Inc., Hands-off gen- The game is buggy 
and the control 
interface is poorly 
designed. 
Practically use
less manual. 

Problem-plagued 
graphics and an 
unplayable 
arcade control 
system. 

Puzzle 

Adventure 

Arcade 

Military 
Simulation 

Action 

1001 Millersville eral manager fea-
Road, Lancaster, ture does an ade-
PA 17604-9975 quate job. 
(8001334-2722 

Sierra, 3380 146th 
Place S.E. Suite 
300, Bellevue, 
WA 98007 
(8001757-7707 

Interplay, 16815 
Von Karman Ave .. 
Irvine, CA 92606 
(7141 553-6678 

Electronic Arts, 
1450 Fashion 
Island Blvd., San 
Mateo, CA 94404 
(4151571-7171 

Sierra Online, 
3380 146th Place 
S.E. Suite 300, 
Bellevue, 
WA 98007 
(8001757-7707 

Philips Media, 
10960 
Wilshire Blvd., 
Los Angeles, 
CA 90024 
(8001340-7888 

A rich and faith
ful adaptation of 
the novels; lovely 
interface; gor
geous visuals. 

Large game 
world; devious 
puzzles; creepy 
atmosphere. 

Nice graphics; 
great action; 
multi-player sup
port. 

Easy to learn; 
excellent you
are-there video 
reenactments. 

Since it doesn't 
include an unin
stall program, 
you'll get some 
practice in delet
ing files. 

The most compli- A monumental 
cated, convoluted achievement a 
puzzles you've landmark game 
ever wrestled that raises the 
with. 

Clunky interface; 
sluggish begin
ning; occasion
ally vague plot. 

It gets dull, since 
it's basically the 
same old Road 
Rash that 
appeared on the 
3DO. 

Simple command 
structure forces 
player to control 
each unit may be 
too easy for vet
eran wargamers. 

Construction kit 
is linear and 
pointless; the 
sub-par Doom
clone doesn't 
make up for it 

bar several 
notches. 

H you've been 
looking for a 
good adventure 
yam with gen
uine thrills, 
Rea/ms awaits. 

It's repetitive and 
campy, but it's a 
chance to relive 
those irreverent 
days of youth. 

A serious 
wargame, 
wrapped in a 
friendly multime
dia package. 

Two poorly 
designed seg
ments can't hope 
to make a good 
game. 

INDEX 

es1-
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Rocket Jockey February '97 Action/Arcade SegaSoft, 150 Addictive action, Demanding A raucous action 
p. 130 Shoreline Dr., intuitive controls, requirements, game that pulls off 051-Redwood City, loads of variety. annoying time a truly inventive 

CA 94065 limits, no sign of theme with style, 
(415) 802-4400 the touted multi- humor, and addi-

player features. live gameplay. 

Scorched Planet April '97 Action Virgin Interactive Splendid graph- Music isn't great This has the fun, 
p. 146 Ent., 18061 Fitch· ics; good game- full-motion video creative spark 951-Avenue, Irvine, play, and a slick is only so-so. that too many 

CA 92714 morphing vehicle other games aim 
(800) 874-4607 to control. for and miss. 

Screamer2 January '97 Arcade Virgin Interactive Astonishing Needs more Play this when 
p.256 Ent., 18061 Fitch graphics; great tracks and more your Playstation- 001-Avenue, Irvine, arcade driving cars. owning friends 

CA 92714 "feel" puts Ridge come over. be sure 
(800) 874-4607 Racerto shame. to wipe up the 

drool afterwards. 

Sega Rally PC May '97 Arcade Racing Sega, 150 Great graphics; May leave you This great con-
p. 140 Shoreline Dr., smooth control; craving more version is a must- 001-Redwood City, excellent Internet tracks and cars; have for arcade 

CA 94065 play. some pretty high racing fans. 
(415) 802-4400 system require-

ments. 

Shattered Steel January '97 Action Interplay, Nice, fast graph- A bit lacking on For no-fault mech 
p. 239 16815 Von ics; great network the strategy side. combat, 071-Karman Avenue, play; more big- Shattered Steel is 

Irvine CA 92606 robot action than a blast. 
(800) 969-4263 you can shake a 

joystick at. 

SimCopter March '97 Flight Simulation Maxis, 2121 Swooping around Control is too Think of it as a 
p. 150 North California skyscrapers is a simplistic; and modern Chop- 761-Blvd., Suite 600, blast. not all ofthe lifter, and you'll 

Walnut Creek, bugs have been be fine; think of it 
CA 94596 cleaned up. as a sim, and 
(800) 336-2947 you're doomed. 

SimGolf April '97 Sports Simulation Maxis, 212 N. Robert Trent Poor controls, There are much 
p. 107 California Blvd., Jones, Jr., does ancient graphics, better golf games 521-Suite 600, Walnut the video tips. bad interface. out there. 

Creek, CA 94596 The profile view 
(800) 336-2947 is well done. 

SkyNET February '97 Action Bethesda Clean SVGA Extremely diffi- tt you're into 
p.108 Softworks, 1370 graphics; slick cult at times; multi-player 001-Piccard Drive, interface; expan- poor control lay- games or looking 

Rockville, sive mission out for Hunter/ for something dif-
MD 20850 areas; new multi- Killer. ferent. this is 
(301) 926-8300 player options. hard to beat 

Slamscape February '97 Action Viacom Uh, well, God Overall lousy This sucks, 
p. 146 NewMedia, Lives Underwater gameplay, no net- Beavis - even a 531-1515 Broadway, did do the sound- working, audio dill-hole can fig-

New York, track. design still ure that much 
NY 10036 sucks. out! 
(800) 469-2539 

Solid Ice February '97 Sports Simulation Empire Flexible player Gameplay is Until this under-
p.124 Interactive, editor; you can slow, and the goes some sari- 301-13220 Wisteria design uniforms. artificial intelli- ous revisions, 

(' '1. ) .i'A Dr., Germantown, gence is merely customizability is 

~ -;,_r ) - ~ ~ MD 20874 average. its only saving 
(301) 916-9302 grace. 

Sonic CO December '96 Arcade Sega A great conver- Formless game- Tried and tested 
p. 267 Entertainment, sion, every bit as play; limited re- fun for kids, but 651-P.O. Box 8097, fast and colorful play value. just an MTV-style 

Redwood City, as the Sega high-speed 
CA 94063 Genesis origi- headache for the 
(510) 371-3131 nals. rest of us. 
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X-CAR EXPERIMENTAL 
RACING 
by Bethesda 
A new standard for 
driving simulators with 
Bethesda's visually 
stunning XnGine 3D 
technology. 

45108 s45 
TABWORKS 2.5 
by Citadel 
Wish your computer 
was as easy lo use as 
a tabbed notebook? 

ZAPITALISM DELUXE 
by lonos 
A strategy / fantasy 
business simulator for 
all ages, with incredi
ble graphics and 
sounds. 

' While supplies lost. \hipping charges apply lo free offers. 
"Orders received os late os 9:30 pm (CIT) for 2nd doy air. 

Call for other deadline times. 
Special offers, item ovoilability and prices may vary 

occording lo formal ond ore subject lo chonge without notice. 
All prices in U.I. dollars. Not responsible for inadvertent 

Au, MAJoR 0tmrr 

CALL us 
FOR A FREE 

NOW 

CATALOG! 

1• 800• 864• 8334 
CREDIT CORRECT: Gives the consumer all the tools needed to 
print all of the necessary forms to help correct your credit. 
MASTER TECH '97: The complete interactive tutorial to 
building your own Pentium Computer plus Windows 95 
Q & A interactive book, Setup Advisor 2.0 & more. 
HOUSE OF GAMES: Pocked with over 50 of the best sports, 
board, trivia, casino, adventure & educational games 
available, for hours of fun. 

Credit Correct 
58622 

Moster Tech. 
58619 

Games 
58620 

BETRAYAL OF ANTARA: A skill based game where players con improve one to live skills 
at a time, with new tactical combat and new combat options. 

Betroyal 
51587 

SHIVERS 2: A poronormol force hos abducted the inhabitants of Cyclone, Arizona 
and leh cryptic clues and messages for you in the form of mysterious music videos. 

3D ULTRA MINI GOLF: Mini golf just the way you remember it ... 
only much cooler. Vintage holes you love, plus a whole bunch of 

- - ~ new ones, jam-pocked with gadgets, gizmos, creatures end 
era sounds. 

STRIP POKER II 
by Artwarx 
With lour gorgeous 
opponents who are 
willing & able to bet it 
all for the chance to 
"beo; the pants off 
you 

51066 

PIPPI LONGSTOCKINGS 
by Her Interactive 
Pippi is brought to life 
through animated sto
ries, interactive rooms 
full of surprises & 
amusing games for 
hours of entertainment. 

50001 s21 
US TAX '96 
by Toto/ Peripheral 
You con do your taxes 
in minutes! Take the 
interview & your 
answers are transferred 
directty to the proper 
forms. 

Shivers 2 
58254 

IRON & BLOOD 
by Acclaim 
In the mystical world of 
Ravenloh, you light 
one-on-one or choose a 
team of combatants & 
campaign for ultimate 
power. 

53082 

WORLD BOOK '97 
by /BM 
Written to be concurrent 
with school curricula & 
designed to be eosi~ 
understood, it is the 
reference of choice for 
students grades 4 - 12. 

53;51 $ 59 
NIGHT TO REMEMBER 
by Voyager 
Captures the night of 
horror & heroism with 
meticulous accuracy & 
remains the definitive 
film rendition of the 
Titanic story. 

55592 s 19 

Business Hours: Mon Som-Spm; Tues-Fri 9om-8pm; Sot 11 om-5 pm; Sun l 2pm-5pm. 

Mail Orders to: 800 United CD ROM Drive, Urbana, IL 61802 

CON T'A CT US! 

CompuServe: 7 6043, 1605 
America On-Line: UNITEDCD 
lnt'I orders 1-217-337-8532 

http://www.unitedcdrom.com 
Fax back 1-217-352-8123 
Fax orders 1-217-337-8531 

A complete reference 
work in Family, 
Consumer, 
Employment & Probate 
low. 100' s of legal 
forms including 
detailed instructions 
for use. 

... 
V 
Ill: 
::, 
0 
Ill 
"-
0 

"' 

comprehensive 
tutorials in: 

Electronic Circuits, 
Discrete Devices, 

Digital Devices, & 
Integrated Circuits. 

SI BASEBALL '97 
by Micraleague 
With over 10,000 stats 
per player, including 
hitting, fielding & 
running, it real ly puts 
you in the game. 

THE HERBALIST 
by Hopkins 
Technology 
Information on basic 
principles of Herbalism, 
human systems, actions 
of herbs & medical 
details on 100 herbs. 

s25 
SCREAMER 2 
by Virgin 
Rip into sheer speed 
rood rocing featuring 
reaWile terrain, rood & 
weather conditions, 4-
ployer network & tea 
play & occurote physics. 

55500 s23 



SpaceOrb 360 

Recorded Demos at 

www.spaceorb.com 
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Soultrap May '97 Action Microforum, 1 Funky graphics Frustratingly nar- 3D platformer 
p. 113 Woodborough and a unique play row levels cause fans may dig it, 691-Ave., Toronto, system. you to die more but the rest of us 

Dntario, Canada often than not a may find it too 
(800) 685-3863 stinker of an frustrating. 

ending. 

Spaceward Ho! IV February '97 Strategy New World Easy to learn, but A few gamers A great little 
p. 118 Computing, with hidden who insist on strategy game, 091--

P.O. Box 4302. depth; tenacious micro-managing and with a street 
Hollywood, Al opponents; all the fiddly bits price that should 
CA 90078 multi-player won't go for it be less than $30, 
(818) 889-5600 options. it's a bargain. 

Star Control 3 December '96 Adventure Accolade, Epic story line; Alien animatron- Even with its few 
p. 260 5300 Stevens wide variety of ics aren't that faults, Star 901-Creek Blvd., Suite aliens; profes- impressive; lots Control 3 is a 

500, San Jose, sional voice act- of traveling time; worthy succes-
CA 95129 ing; tons of things boring strategic sor, and a blast to 
(8001 245-n44 to do. colony element. play. 

Star General March '97 Strategy SSI, 675 Almanor Good, jump-right- Mediocre, confus- A good beer-n-
p. 113 Ave., Suite 210, in gameplay with ing grephics. pretzels wargame 861-Sunnyvale, time-tested Some scenario for those who like 

CA 94086 Panzer General goals are far- their combat with-
(800) 601-7529 play style. fetched. Long out a lot of micro-

waits in nwlti-play. management. 

Starlighter March '97 Arcade 3DO, 600 Smooth graphics; Control is on the It's a clone of 
p. 166 Galveston Drive, plenty of mis- jumpy side; Terminal 701-Redwood City, sions; the explo- cruddy mission Velocity, but at 

CA 94063 sions are really map; loads of least it's remotely 
(415) 261-3454 cool. scenery pop-up. enjoyable. 

Stars! April '97 Strategy Empire Rich in depth and The number of Proves there can 
p.106 Interactive, flexibility, intu- command win- be more to games 001-13220 Wisteria itive interlace, dows can be con- than cute charac-

Dr., Germantown, excellent man- fusing. May not ters and big 
MD 20874 ual, unmatched interest casual explosions. 
(301 I 916-9302 tutorial. gamers. 

Steel Panthers II: February '97 Wargame SSI, 675 Almanor Great graphics, Lots of niggling When and if the 
Modern Battles p. 158 Ave., Suite 201 , silky-smooth little flaws that bugs are fixed 001-Sunnyvale, interlace, indicate a prema- with a patch, 

CA 94086-2901 tremendous vari- lure release. this' ll be a hel-
(408) 737-6880 ety of scenarios. luwa wargame. 

Striker 96 December '96 Sports Simulation Acclaim Straight-forward, Annoying sound Another failed 
p. 257 Entertainment, unmuddled, and effects, frustrat- atl8mpt at an 401-1 Acclaim Plaza, pleasant to look ing control, and alllhentic, playable 

Glen Cove, at. bad Al. PC soccer sim. It's 
NY 11542-2777 just not very much 
(800) 759-7800 fun to play. 

Surlace Tension February '97 Action Gametek, Mission maps are Still, you have to h's basically a 
p. 156 2999 N.E. 191st large, and there put up with a sci-fi rehash of 621-Street, Suite 500, are plenty of mis- crummy flight Commanche, but 

Aventura, sions to fly. model, shabby it may interest 
FL 33180 acting and sub- die-hards. 
(800) GAMETEK par graphics. 

Syndicate Wars January '97 Action/Strategy Electronic Arts, Demanding real- Dark graphics Hyou liked the 
p. 221 1450 Fashion time action; won- occasionally destruction end 001-Island Blvd., dertully dark and make details carnage of the 

San Mateo, moody feel. hard to spot; mis- original Syndicats, 
CA 94404 sions could use prepare to create a 
(415) 571-7171 more variety. new world order. 

Third Reich PC February '97 Wargame Avalon Hill, It's a solid, faith- But that's all it is H it had come out 
p. 168 4517 Hartford Rd., ful adaptation of - there's no multi- five or six years 721-Baltimore, the boardgame. play, no what-if ago, it coulda 

MD 21214 scenarios - just a been a con-
(410) 254-9200 conversion of the tender. 

board game. 
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GTE Ent., 1035 
Corte Del Nogal, 601-#100, Carlsbad, movement linear 
CA 92009 gameplay; stan-
18001 GTE-TODAY dard point-and-

click affair. 

Tom Clancy SSN March '97 Simulation Simon& Great atmos- Missions can Too flashy for the 
p.130 Schuster, 175 phere; terrific become repeti- real experts, but 041. Fifth Ave., Suite sound; and plenty live; no facility to one of the most 

2122. New York, of gameplay to save the game fun and playable 
NY 10010 get your teeth within a mission. sub games 
18001910-0099 into. around. 

Tomb Raider February '97 Action/Adventure Eidos Interactive, Terrific puule Minor though Tomb Raider is 
p. 104 303 Sacramento design; nail-bit- they are, some one of the most 951. Street. San ing action; sump- clipping or poly- addictive, origi-

Francisco, tuous environ- goo-cracking nal, and atmos-
CA 94111 ments. bugs crop up pheric games the 
14151616-2022 from time to time. PC has ever seen. 

Toonstruck January '97 Graphic Virgin Interactive Great presenta- Tiresome interac- Cartoon freaks 
p. 254 Adventure Entertainment. tion wrapped lion, predictable will have some 701. 19061 Fitch around a solid, humor, never- fun, but for every-

Avenue, Irvine, playable adven- ending cliches one else, Toon-
CA 92614 ture. grind down play- struck tries way 
17141883-8710 er's will to live. too hard to amuse. 

Total Control December '96 Sports Simulation Philips Media, This team man- On-field action If a suit and tie is 
Football p. 294 10960 agement sim is doesn't measure your idea of a 021. -

Wilshire Blvd., comprehensive up to currently football uniform, 
Los Angeles, and unique. available gridiron this is your game. 
CA 90024 games. 
13031739-4131 

Toy Story April '97 Action Disney Those cute Toy Sluggish control; A lackluster side-
p. 149 Interactive, 500 Story characters. children will find scroller game; 271. -

S. Buena Vista it overly difficult Toy Story doesn't 
St., Burbank, and frustrating. come close to 
CA 91521 recapturing the 
18001426-3306 magic of the film. 

Virtua Squad January '97 Arcade Sega Spectacular to Only three levels, Entertaining diver-
p. 226 Entertainment, look at, and which are over sion; competent 701. P.O. Box 8097, intense fun to all too quickly. "twitch" game, 

Redwood City, play in the early but one that will 
CA 94063 stages. be gathering dust 
18881 SEGA-SALES real soon. 

Wages of War. The March '97 Strategy New World The trimmings Graphics are a A few quirks 
Business of Battle p. 106 Computing, aren't much, but little bland and don't keep this 701. P.O. Box 4302. the basic game is dated; thin man- from being a 

Hollywood, a solid and ual could've been good squad-level 
CA 90078 rewarding effort. better. combat game. 
18181 889-5600 

War Wind January '97 Real-time SSI, 675 Almanor A detailed Some goals are A strong, fulfi II-
p. 230 Strategy Ave., Suite 201, approach to real- not clearly ing strategy title; 901. Sunnyvale, time strategy defined. good for people 

CA 94086-2901 gaming, with who want to 
18001601-7529 complex units and move on from 

rich background. WarCraft II. 

Wooden Ships January '97 Strategy Avalon Hill, Snappy graphics; The Campaign This game is easy 
and Iron Men p. 262 4517 Hartford Rd., marvelously intu- element is a bit to like if you have 001. M 

Baltimore, itive interface; a thin, and those any interest in 
MD 21214 good scenario log entries grow the subject mat-
14101254-9200 generator. tiresome rather ter. 

quickly. 

WWFln April '97 Arcade Acclaim, One Manages to be This game Takes the dumb-
Your House p. 120 Acclaim Plaza, totally stupid and deserved better est phenomenon 791. Glen Cove, totally enjoyable; graphics than it on cable televi-

NY 11542-2777 excellent net- got. sion and makes it 
15161759-7800 work play. fun. 
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Creative 
careers 

for 
Creative 

Minds • Computer 
Aided Design 
• Animation 
Technology 
• Electronic 

Imaging 

The Art Institute of Pittsburgh~ 
526 Penn Avenue • Pittsbu rgh • Pennsylvania • I 5222-3269 

Product Information Number 96 

opportunities, look me up 

at www.pcgamer.com or 

959 South Coos! Dri,e hoo. Com lleso, CA 92'26 

Send your resume via e-mail to jobs@ 
squaresoft.com or fax to (714)438-1705. 

www.squ1re1aft.com 





We ve got the 

hottest jobs 

the WEB has to 

DICE has 

thousands of con

tract and full-time listings for 

Programmers, Analysts and Technical 

professionals to fill open positions 

for companies nationwide . 

What's even better - we're FREE, 

providing detailed information so 

you can find the right contract or 

full-time position in your area AND 

your area of expertise. Take a look 

for yourself. Please contact DICE at 

www.dice.com or call up our BBS, 

using your computer & 1200-28.8 

baud Modem, 8-N- I. 

Online 
Internet 

515-280-3423 
telnet dice.com 

www.dice.con, 

DATA PROCESSING 
I NDEPENDENT 

CONSULTANT'S,. 
ExcHANGEJ:! ~ • 

Don·t gamble with qour iob search. Use DICE. 

• Pittsburgh, PA 1 
tional", Inc., 1997 
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COMMERCIAL GAME SOURCE CODE 
DOS Version 
HIGH SPEED ACTION 
640X480 GRAPHI CS 
SOUND AND MUSIC 

WITH TH E MIL ES 
SOUN D SYSTEM 
(SO LD SEPERATELY) 

PLAYS IN 3.11 & WIN95 
ROYALTY FR EE 

$495 FULL DEMO ON OUR WEB SITE 

WIN95 Version 
DIRECT X 
MULTIPLE COLOR 

DEPTH AND 
RESOLUTIONS 
SUPPORTED 

DETAILED ANIMATION 
SOUND AND MUSIC 
ROYALTY FREE 

$1495 
PHONE ORDERS OPEN 24 HOURS - SHIPPED FEDERAL EXP RESS 

ACCELERATED, DEVELOPMENT 
WWW.SHIPSEA.COM 512 444 8676 
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ADDRESS FOR SUCCESS 
ht!Jl :/ /www.aics .edu 

Welcome to the AICS Virtual Campus 

Free catalogue 1-B00-767•AICS 
or http://www.aics.edu 

• Earn B.S. and M.S. in Computer Science 
• DISTANCE EDUCATION 
• Object oriented B.S. 

program 
• New courses in Java, 

Networking, HTML, MIS 
• Approved by more 

than 275 companies 
• Follows ACM/IEEE 

guidelines 
• Thousands of students 

throughout U.S. 

AMERICAN 
INSTITUTE 
COMPUTER 
SCIENCES 

ttll ACCREDnED 
!hi MEMBER 

Wood~ 
dUnhfflilies 
llldCollere,s 



The World's finest sources of all CD-ROM titles and DVD's
ultimate future home of multimedia world. If you' re seeking the 
Hottest. Newest Games. And the most competitive prices. Look no 
further. CONTACT US NOW!!!!!!!! 
Tel :(818) 338 -5189 Fax :(818) 338-9589 
Coming soon ...... .... 
- X wing vs. Tie fighter -MIA2 
-GNome - Star Craft 
- Dark Force 2-Jedi Knight - 7th Legion 
- X-Com: Apocalypse - Dark Reign 
You also can visit our WEBSIDE at: http://www.etcd.com 
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LTI-PLAYER GAMING! 
LLENGE WHERE THE FUN N 

NST THE BEST LIVE, THIN 

WWW.GAM 



co-ROM AccEss 
12201 Saratoga-Sunnyvale Rd. 
Saratoga, CA 95070 

TEL: (408) 366-6700 
FAX: (408) 366-9066 

Over 3,000 titles in stock. Call for a free catalog 
or for more info, visit http://www.cdaccess.com. 

Aces of the Deep ........ DOS $19 Monopoly . ... . . . . . . . . W3.1/95 $39 
Apache ....... . . . . .. . . . . DOS $19 Nascar Racing II ....... .. DOS $39 
Bad Mojo ..... . .. . . .. . . W3.1/95 $39 Phantasmagoria II ...... . . W95 $39 
Buried in Time ......... W3.1/95 $19 Pirates! Gold . . . ......... W3.1 $15 
Civilization II. ... . ...... W3.1/95 $39 Privateer II . . . . . . .... .. . . DOS $39 
C&C: Red Alert ...... DOS/W95 $39 Quake . . . . . . . . . . . . . . . . . . DOS $39 
0aggerfall. . . . . . . . . . . . . . . DOS $39 Sim Copter ........... . ... W95 $39 
Deadly Games . . . . . . . . . . DOS $39 Steel Panthers II . . . . . . . . . DOS $39 
Diablo .. . . . .... ... . ...... . W95 $39 Timelapse ..... . .. . . . W3.1/95 $39 
Duke Nukem 30 Atomic .. DOS $39 Titanic . . .. .. ......... W3.1/95 $39 
Heroes Might & Magic II . . DOS $37 Tomb Raider . . . . . . . . . . . . DOS $39 
The Hive .. . .. .. . ... .. . .. . W95 $19 US Navy Fighters 97 ...... W95 $39 
Lords of the Realm II . DOS/W95 $39 Wizardry Nemesis . . . . . . . DOS $39 
Magic the Gathering ...... W95 $39 Z .. .. .. .. .. .. .. . .. .. .. .. DOS $39 
Masters of Orion II ... DOS/W95 $39 Sound Blaster Sound Cards . . $Call 
Mechwarrior 11 Mere . . DOS/W95 $39 Toshiba 12X CD-ROM Drives $Call 

All Software Listed Above is NEW in Retail Boxes. 
2 Day Air Shipping: Flat Rate $5.95 Per Order within 

US 48 States. Worldwide Shipping at Low Rates. 

Orders: 1-800-959-5260 8-7 M-F 9-5 Sat PST 
VISA/MC/DISC/ AM EX/Checks/Money Orders 

----------------------
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Attention all CD-ROM Dealers! Looking for the best pri,es and fastest delivery of top CD•ROM titles? Multimedia Integrated is 

YOUR SOURCE FOR WHOLESALE CD·ROM TITLES 
5 Years in the CD-ROM Distribution Business ... and still going STRONG. Source from the most reliable Distributor in the West. We ship anywhere on the planet!* 

Worldwide Distributor for the Top Selling CD-ROM Games 

CALL NOW FOR A DEALER APPLICATION FORM 
To qualify for dealer pricing you must have a resale license & be able to place a $500 initial order 

t e d 
379 Oyster Point Blvd. #7 TEL No: l -4 l 5-B72-7100 Hours: Mon-Fri 9:30-6 PST 
South S.F. , CA 94080 USA FAX No: l ·415-872-7133 email : MMinteg@ool.com 

1-415-872-7100 
Dealer and Distributor Inquires only please. International Dealers welcome. We ship via any carrier. 
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Now IIIDJ Can Mova to the 
Sama Address Shaq Did 

www.sportsline.com 
"To be on the best team you sometimes have to move. And, that 's what I did . I moved my 
game to Sportsllne USA, the most exciting sports community on the Internet." 
- Shaquille O'Neol 

Chat Jive with Shaq, Joe Namath, Wayne Gretzky, Jerry Rice, John Daly and 
other sports greats! Get answers to the questions you've always wanted to ask. 

Sa DD Bua TH llcT!o■ 11 Coo• M"""■IDIA 
Walch award-winning Baseball Live! on your PC. Hear exclusive live 

Interviews wh h America's top coaches and players. See up-to-the minute 
scores maglcally appear w1th SportsU ne.'s Instant ScoreCcnte. r. 

To Buy or Sell, Call Now 
402-398-0223 

BUY• SELL• TRADE 
l■,aanYanFAffuYLIFE 
Whether your fa ntasy game Is baseball, football, o r basketball, you'll get 
everything you need to win. You' ll amaze your fa m asy opponents. 

W11 B11 Cua ua FUTU'l'IC PlllSa 

Get the Inside track on a great sports job with 
Sports careen Online. 

FIia llaT TIE l11m1 STaRIII 
Get Inside the coaches' heads and Inside 
the locker room with exclusive scoops 
from America's top sports writers. 

SPuQrtslln~ 
www.spartsllne.com 

or call 
85781~ 

Use preferred customer code: NTGD297 

Get Cash In 24 Hours fo r Used Games 

Used CD Game Specials 
Title 
11th Hour 
7th Guest 
Allied General 
Beast Within 
Civilization 2 
Command/Conquer 
Diablo 
Daggerfall 
Lords of the Realm 2 
Hexxen 

Price 
25 
17 
22 
23 
28 
25 
29 
29 
29 
17 

Title 
Master Orion 2 
Nascar Racing 
Nascar 2 
Live 97 
NHL97 
Phantasmagoria 
Privateer 2 
Star Control 3 
Stonekeep 
Warcraft 2 

Please Call for Additional Titles/Availability 

Price 
27 
20 
28 
25 
25 
18 
25 
25 
18 
25 

All Games Shipped $5 .00 (First Title) $ 1.00 Each Additional Title 
All Games Shipped Fed Ex 2nd Day Air 



EXPERT 

WIRlDWIDE Cl-RIM DISTRIBUTOR 
"THE bEALER'5CHOICE FOR TOP-SELLING CDs" 

8 GAMES fj KIDS O EDUCATIONAL 

_. BEST PRICES 
_. LATEST RELEASES 

_. FAST DELIVERY ff CALL NOW FOR A PRICE LIST OR DEALER APPLICATION FORM 

_. DIRECT FROM THE U.S. 

114/361-1090 
(fax) 714/367-1045 

compu@fia.net 

Be a part of the 
$10 Billion 

CD-Rom Software Industry!! 

• To qualify for dealer pricing you must have a resale license &.. be able to place a $ I 000 Initial order. 
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R& Q Q AMES We Buy & Sell New & Used IBM Games 
Do you have games to sell? Call 1-800-525-GAME 

PO BOX 5008 Glendale Heights, IL 60139 9am~9pm M-F Canada 630-980-9995 or_fax or email us your list 
http://members.aol.com/RG GAMES/index.html wit~ your name address & fax or email. Fax 630-980-9996 

Email rggames@aol.com Call, Fax or email before sending games. 

11 th Hour CD $26 Doom 2 CD $22 Normality CD 
Aegis CD $ 18 Dragon Lore CD $ 14 Pandora's Directive CD 
Age of Rifles CD $ 3 3 Eradicator CD $ 2 9 Shivers CD 
Angel Devoid CD $ I 5 Exploration CD $ I 8 Silent Thunder CD 
Bioforge CD $ I 5 Fade to Black CD $ I 3 Space Quest Coll CD 
Breach 3 CD $ I 8 Fantasy General CD $27 Spycraft 
Buried in Time CD $ 15 Fifa 96 CD $22 Star Control 3 CD 
Caeser 2 CD $27 Front Pg Spt Baseball 96 CD $22 Strife 
Chaos Overlord CD $24 Full Throttle CD $22 Terminal Velocity CD 
Command & Conquer CD $29 FX Fighter CD $15 Torin's Passage CD 
Conquest New World CD $22 Gene Wars CD $20 Under Killing Moon CD 
Crusader No Remorse CD $20 Grand Prix 2 CD $28 Urban Runner CD 
Crusader No Regret CD $ 2 7 Heroes of Might &Magic CD $ 2 2 YR Soccer 96 CD 
Cy berm age CD $ I 5 Lighthouse CD $ 2 9 Wages of War CD 
Cyberstorm CD $22 Mechwarrior 2 CD $26 Warwind CD 
Daggerfall CD $33 Mission Critical CD $18 Wing Commander 4 CD 
Deadlock CD $27 Mummy CD $27 Woodruff&SchnibbleCD 
Dig CD $26 Myst CD $22 

$28 Afterlife CD 
$29 Battleship CD 
$26 Deadlock CD 
$27 Diablo CD 
$27 F-22 Lightning 2 CD 
$27 Final Doom CD 
$29 Heroes Might & Magic 2 CD 
$26 M.A.X. CD 
$ I 5 Mechwarrior 2MercenariesCD 
$24 Nascar Racing 2 CD 
$ I 8 NBA Live 97 CD 
$22 Privateer 2 CD 
$22 Road Rash CD 
$32 Steel Panthers 2 CD 
$32 Time Commando CD 
$29 Tomb Raider CD 
$24 Trophy Bass 2 CD 

$33 
$39 
$37 
$42 
$40 
$34 
$39 
$39 
$39 
$40 
$38 
$42 
$39 
$40 
$37 
$39 
$39 

Call 1-800-525-GAME to order or for more titles. Free UPS Shipping for orders over $75 
Visa/MC/Discover/AmExpress/Cashier Check/MO Accepted UPS $5 Airborne $11 Requirements : All games must have all original boxes, CD's & manuals (NO COPIES) games must be in 
aood condition workino comolete scratch & virus free. Anv Unacceotable items will be returned at vour exoense minimum S5 via UPS. Prices and availabilitv subiect to chanoe. 
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WE WILL BEAT ANY ADVERTISED PRICE 

l~~CTIYE 
JrlCD,ROM 
~ OTITLES 
A VAILABLE 
PEEpiNG Pue 
DivA X , REbECCA 

LA"" 

$19 
$l5 
$15 

S'Y"O"• Buns 2 $l5 
Cyb,, Plto10(iAApl,ER $ lJ 
NiGklWAICk Ill $27 
PRivATE INvn1ir,.10A $}9 
PRivATE PIEA.SURE PARk $, 9 
ViRTUAI VAlARiE 2 S, 7 
l'oRNO Poi<ER S l2 
PRivATE CO,ROM MAGl'liNE $2~ 
PoitNoMANiA (ClAssic Aduh 

PC GAMES Cotl£CJioN) s n 
Oi11ECTORS Cur $29 

SEX lV 
DREAM M.•,dtiNE 2 
FANIA ScENE 

VAMpiRE Kiss 
ViR1uAI So: Slioo1 
ViRTUAI S EX 2 
PIUG h IN PACk 
NaERmiQuE 
Ass1ROids 
PANdoRA's PokER PAIAce 
SpACE SiRENS 2 

IIIIE(41&)--

$}5 

Sl9 
$15 
$29 
$29 
$l5 
SH 
$29 
Sl5 
$l2 
Sl2 

I-F, IL& -& II& PSJ 
HIit rt +0,1 1u• 
F1II: (4Ht •2• 

Please allow two to four weeks for deliv
ery and specify which issuels) you want. 



NEXT TIME ... 
Have we got a PC Gamer for you 

next month! The summer months 

traditionally when games maga

zines become slimmer and less 

action-packed due to the seasonal slump. But 

PC Gamer thumbs its nose at that notion. with 

July issue that will blow your socks off ... 

············································--------------------
M EXCLUSIVE 

Is 
SPECIAL. 

* The .Curse of Monkey Island Preview! 

* The Curse of Monkey Island Playable Demo! 

* Monkey Island 1 & 2 Complete Games on the CD! 

• Jack Nicklaus 4 

• Hexen II 

• Outlaws ... \ ................. . 

• NCAA Final Four 

Shiver me timblers, splice 

the mainbrace, har har 

haaaar me laddy {etc. 

etc.}. Yes, we're going 

pirate mad next month as 

PC Gamer brings you an 

amazing Monkey Island 

special. We've got the 

world's first in-depth pre

view of LucasArts' amaz

ing The Curse Of Monkey 
Island, the long-awaited 

third installment in one of 

PC gaming's best-loved 

adventure series. We'll 

also have an exclusive 

{and rather large} 

playable demo of the 

game on The CD, along 

with - get this - the 

complete, full-price ver

sions of both previous 

games, The Secret Of 

Monkey Island and 

Monkey Island Z: 
LeChuck's Revenge! This 

is not a free offer, but for 

a few measly bucks and a 

phone call, you' ll be able 

to unlock the code on our 

disc and play both of 

these all-time classics in 

their entirety. 

• Red Alert: Counterstrike 

• British Open Championship Golf 

••• and man-,, morel 

, PC GRMER June 1997 



oducin9 

ackNi~. 
"The Course Designer 
is a landmark!" 
-T. Liam McDonald 

" ... gives Links LS a 
run for its money." 

"A truly revolutionary 
product. Links finally has 
some stiff competition. A 
Course Designer so emy 
to use, that you'll quickly 
find yourself addicted. 
16.7 million colors with 
one major improvem 
virtually no redraw ~ 

II • t be ... promises o 
among the greatest 
achievements yet on 
the electronic links." 

" .. .impressive ... " 

Jbe Cours 

This is the Course Designer that created all 
5 Nicklaus-designed courses in the game! 

Use the Designer to re-create your favorite 
course! Import, modify, and play courses 
from previous Nicklaus games! 

Challenge golfing legend Jack Nicklaus -
The Golfer of the Century - on one of his 
own signature courses! 

Play with friends across the room or 
around the world via serial, modem, LAN, 
and the Internet! 



Separate 
chipping 
and putting 
meters 
maximize 
control 
around the 
green. 

For enhanced gameplay, this optional 
grid floats down and drapes itself 
over the green, clearly showing all 
high and low spots. 

The Approach Shot 

Pop-up 
displays are 
optional
leave them 
off for the 
purest 
golfing 
experience. 

The fastest 
screen 
redraw times 
on the PC 
allow the 
camera to 
automatically 
switch to the 
landing in 
full-screen, 
from varying 
viewpoints! 

Every shot flies, bounces, 
and rolls true to the 
game, with the best 
ball physics model in 
existence. Courses are 
accurate to within 6 
inches! 

Our new 
approach 
makes putting 
more realistic. 
Mow lines on 
the green help 
you read the 
contour. 

Look for the Jack Nicklaus 4 
playable demos in select 
magazines, online at 
http:/ /www.accolade.com 
or at your local retailer. 
For hints and tips on Accolade products, 
call Accolade Direct 1-900-4S4-HINT. 
$0.99/ minute. If you are under 18, 
please get your parents' permission 
before making this call. 

New "Intensity Control~" 
reproduces the dynamics 
that shape the shot. " Club 
up and swing easy" for 
control or a low trajectory; 
" swing hard" when you 
want spin and distance. 

Multiplayer play is fully 
supported, including 
recorded rounds, shared 
keyboard, serial, modem, 
LAN and Internet play. 

round, and 
natural wind 
variations and 
every possible 
turf condition 
add to the 
challenge! 

Calll-800-245-7744 
to order direct 

Jock Nicklous 4, Accolade, and the Solo Plus logos ore trademarks of Accolade, Inc. ©1996 Accolade, Inc. All rights reserved. All other trademarks ore of their 
respective owners. Screenshots from pre-Alpha version of the game. Actual screen shots may vary. 
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At war with your PC? Take command, with the new 

Sound Blaster• AWE64 Gold~, the only advanced audio card 

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

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

sounding Sound Blaster ever, thanks to our unique WaveGuide 

and WaveSynth~ technology. It also offers full duplex support and 

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

Aud io'" and even a selection of the hottest Internet software. To learn 

more about the Sound Blaster AWE64 Gold contact us at: 

www.SoundBlaster.com/sound/AWE64Gold. WWW. SOUN DB LASTER. C □ M 

© Copyright 1997 Cn.-..i tive Technology Ltd. Sound Blaster and the Creative logo arc n.--gistcn.."'Ci trademarks and AWE64 Gold, Creative 'v\favcSynth/'l'VG and E-mu 3D Positional Audio 
arc trademarks of Creative ·1cchnology Ltd. All other names arc property of their respective owners. All specificllions arc subject to change without prior notice. All rights reserved. 
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